Hear. Feel. Choose.
Accessible by design, epic by nature.
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Accessibility is in the system.

Too often, accessibility arrives after ship: a toggle here, a contrast mode there. That is not inclusive
design. That is compliance.

Marketed as accessible, implemented as afterthought. That’s inclusivity washing and we build
differently.

With:

« Spatial audio

« Haptic feedback
e Clear system

» Inclusive design

Our blind team leader is player 0, not a consultant, not a focus group. The first player every time.
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The market is not a niche.
It is a design failure waiting to be
corrected.

The audience exists. It builds its
owhn workarounds because no one
builds for it.
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The audience: 338 million people globally
with significant visual impairment. Keen
gamers, with nowhere to go.

and vision impairment severity of impact groups
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High High Sighted Medium High Sighted Medium High
Severity Severity Severity Severity Severity Severity
Non-Gamer Ex-Gamer Light Gamer Heavy gamer
r1 Vision impairment severity and gaming frequency groups
= source: RNIB Accessible Gaming Research June 2022
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https://media.rnib.org.uk/documents/RNIB_Accessible_Gaming_Report_2022.pdf

The community is here.
Waiting to be heard. -

Blind accessibility mods
This is not a niche. This is a new standard and we are rel_eased for = ades 1

already building it from the inside.

= November 6, 2025 S£2 Marijn Rongen (® 1 minute read

Blind Gamers

The signal: Blind communities have modded Hades, Minecraft, GTAV, | | 5
A subreddit for blind and low vision gamers.

Stardew Valley, Doom and Hearthstone for accessibility. They build what the We discussed mainstream games,

indUStI’y won't. audiogames, and text games, as well as tools
and mods for making games more accessible.

& Created on 22 Sep 2017

Curb cut: Design for the constraint, raise the bar for everyone. Every & ubii

accessible mechanic makes the game richer for all gamers worldwide.
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source: caniplaythat.com, r/blindgamers



https://caniplaythat.com/2025/11/06/blind-accessibility-mods-released-for-hades-ii/
https://www.reddit.com/r/blindgamers/

Our solution: accessibility by design.

SFX and music evolve and interact with the players movement, guiding them.

« Spatial audio: every system is designed and « Adaptive music: the music changes and evolves, following
implemented on Unreal Engine by us, making it the player in the story and environment, and guiding them
easier for us and others to scale and spatialize through it.
audio.

« Metasound: the use of this instrument in Unreal Engine

« Acoustic narrative: each element in game has a gives the sound surrounding the player depth and life,

sound identity, so that the player will recognize increasing the level of immersion.

them from each other effortlessly.

« Haptic feedback: essential in giving an experience for all
the senses. Feel the interactions with the environment
through your own hands.
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Echoes of Void,
a dark fantasy
turn-based RPG i

Reidmitr remembers the mission.
He doesn’t remember the castle,
the silence, and why his companions are gone.

Something brought them here. ? s :
o s ~N
Something is still here. \ : ' =
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Deep mechanics. No visual dependency.

Every system must be understandable, playable, and satisfying without relying only on the screen.

« Hear and feel the combat grounds Am —
« Sense your enemy before seeing them
« Built for blind and low vision players means it’s built for all
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h Mockup of first person exploation
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From vision to prototype.

A core team of 6 people.

Fabio Serafini: narrative designer and accessibility lead.
Jacopo Foschi: technical sound designer and developer.
Elia Folisi: game designer and developer.
Andrea Agostini: unreal developer.
Gregory Sobrio: composer.

Simone Atzeni: concept artist.
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UNIA GAMES, the studio built around
accessible RPGs.

We make RPGs. The way we build them becomes an asset no one else owns.

CORE BUSINESS STRATEGIC ASSET
»+ Premium RPGs - Proprietary accessibility systems
+ Original IPs built to last . Spatial audio, haptics, readable
- Multiple accessible-by-design RPGs combat, inclusive UI
over time . Selected licensing opportunities
- Funded through grants, strategic . Accessibility consulting for game
investors, and crowdfunding studios
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From prototype to launch.

We know where we’re going. Now we’re choosing who comes with us.

Q32026 « Q22027
Epic Mega Grant application & company First version of proprietary technology and

incorporation. testing phase.

Q42026 « Q32027

Complete accessibility system architecture. Software licensing and accessibility
Prototype available for testing (blind and sighted consulting open for the pubilic.
users). Alpha version of Echoes Of Void.

Q12027

Crowdfunding and first demo.
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Use of funds

10K<€ for accelerating the development of the first testing prototype and enhancing the company’s
cloud infrastructure.
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Build the next RPG frontier with us.
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