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ABSTRACT

In accordance with mandatory enforcement action of the Web Accessibility, Web accessibility
is Increasing interest in society. People are facing with disability situations, and the elder
people are facing with disability situation more and more. ‘Everyone’ is faced with disability
situations. The value of the universality of accessibility oriented. The game is typical of
modern society and culture activities, but society in Korea is still recognized as a special
minority cultures. To understand about conflict over the game, we access game accessibility as
a Despotic conditions. Game Accessibility implies a social meaning ; Cultural values of
universal access to games, literacy games, new business creation, contents accessibility.
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[Table 1]
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Category & Guideline for Game
Accessibility[17]

Category

Guideline

Motor
(control/m
obility)

-Allow controls to be remapped
/ reconfigured

-Ensure that all areas of the
user interface can be accessed
using the same input method as
the gameplay

-Include an option to adjust the
sensitivity of controls

-Ensure controls are as simple
as possible, or provide a simpler
alternative

~Ensure interactive elements /
virtual controls are large and
well spaced, particularly on
small or touch screens

-Support more than one input
device

Cognitive

-Allow the game to be started
without the need to navigate
through multiple levels of menus
-Use an easily readable default
font size

-Use simple clear language

-Use simple clear text formatting
—Include tutorials

-Use step / pause / replay to
allow progression at the player’s
own pace through narrative or
instructions

Visual

-Ensure no essential information
is conveyed by a colour alone,
reinforce with a symbol or offer
a choice of alternative colours

If the game uses field of view
(3D engine only), set an
appropriate default for expected
viewing environment (eg. 60
degrees for TV, 90 degrees for
monitor)

-Use an easily readable default
font size

-Use simple clear text formatting
-Provide high contrast between

text and background

-Provide separate volume
controls or mutes for effects,
speech and background / music
-Ensure no essential information
is conveyed by audio alone,
. reinforce with text / visuals

Hearing . .
-If any subtitles / captions are

used, easily readable

default font size, simple clear

use an

text formatting and provide high
contrast  between text and

background
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6) @ Allow controller reconfiguration for improved comfort @
Provide alternative controller support @ Offer sound
alternatives @ Provide separate volume controls for music,
sound effects and dialogue where applicable & High visibility
graphics ® Color-blind friendly design @ Provide broad
difficulty level and/or speed adjustment where applicable
Offer practice, training, free-roaming and/or tutorial modes if
applicable @ Make menus as accessible as you can (0 List
accessibility features and game requirements
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