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메타버스 (Metaverse)

증강현실과가상현실이공존하며아바타가원활하게활동하고

이동할수있는거대한공동사이버공간

“New Internet”

Meta verse
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메타버스 (Metaverse)
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메타버스플랫폼 - Game
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메타버스플랫폼 - Business
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메타버스특징과도전
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메타버스특징과도전
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Gear VR 사용시주의사항
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메타버스특징과도전
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전맹

휠체어탑승자
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메타버스특징과도전
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Mono sound + Any extra info
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메타버스특징과도전
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Hand Controllers + 3D Gestures
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메타버스특징과도전
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WCAG, SC 2.2.1: Timing Adjustable

WCAG, SC 2.5.4 Motion Actuation
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메타버스특징과도전
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기존보조기술과호환성이낮음

다양한보조기술개발필요
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메타버스특징과도전
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접근성에대한고려가전혀없음

보여주기식, 경쟁적서비스
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메타버스특징과도전
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의정부시사례
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메타버스특징과도전
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서울시사례
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새로운기회
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W3C : Accessible Platform 

Architectures Working Group 

Game Industry Accessibility 
Standardization Activities
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새로운기회

17

일부게임기업에서는개발자용
장애인접근성가이드제시



2021 정보접근성기술컨퍼런스, © 김석일

2021
IGDA-GASIG Top Ten V4 (SIGGA, IDGA)

Xbox Accessibility Guidelines V2 (Xbox)

2020 Designing Accessible VR (Oculus)

2019
CIPT Accessibility Reference Guides (Can I Play That?)

Accessible Player Experiences (AbleGamers)

2015 BBC Children's Game Accessibility Guidelines & Recommendations (BBC)

2012 Game Accessibility Guidelines (Collaboration)

2018 How to design accessible games (BBC)

2017
Platform Level Accessibility Recommendations (SIGGA, IDGA)

Making Games Accessible (Microsoft)

• History of Game Accessibility Standardization
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새로운기회
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새로운기회
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MS VR Canetroller

Canetroller, MS
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새로운기회
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©  Neuralink/YouTube

Brain Machine Interface
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새로운기회
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몰입감을높이는장치개발가속



2021 정보접근성기술컨퍼런스, © 김석일

• 메타버스 표준화 연구반 구성 필요

• W3C, IGDA-GASIG의 표준화와 보조를 맞추어 대응 필요

• 메타버스 관련 보조기술 개발 사업 추진

• 메타버스 관련 보조기술은 공통기술과 개인별 보조기술로 이원화 대응 필요

• 정보접근성 관련 법률 개정 추진

• 지능정보화기본법, 장애인차별금지법, 장애인·고령자 등의 정보 접근 및 이용 편의

증진을 위한 고시 등 개정

• 미국 21세기 통신 및 비디오 접근성법에 의거한 접근성 준수 대상
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진정한메타버스시대를기다리며
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• 메타버스 시대는 정보접근성 인식 개선 계기로 만들어야

• 메타버스 플랫폼 및 서비스 설계 단계부터 장애인 참여 요구
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진정한메타버스시대를기다리며

• 메타버스 접근성 NGO 구성
• AbleGamers Foundation, CIPT(Can I Play That?), SpecialEffect 등

• 가능한 분야(예: 3D 게임)부터 접근성 개선 요구
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“Gaming is more than entertainment for a lot of 
disabled people. Personally, games have helped 

me both physically and psychologically.”

- Josh Straub
https://www.gameinformer.com/b/features/archive/2012/08/03/game-accessibility-what-it-is-and-why-it-matters.aspx
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김석일
ksi@cbnu.ac.kr


