0 N E
X0 % fw
rJ R
S Ko




| EFEH 2 (Metaverse)

= - (2 WD

SNOWCRASH

-3—-’.-.‘-3}ﬂ1 oFufE( 7} HBSHA REBHT
S Afojef 271




O
o
Q
=
(O
4+
Q

=

{|

Ei]

LL

[}




| EFE 2

Jiffe
L
OfH

2 ™EE AT & 7AmRA © A



Press x to interact
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Game accessibility
guidelines

BASIC INTERMEDIATE ADVANCED FULL LIST WHY AND HOW

A straightforward reference for in e
Supporting the industry since 2012, through av Ga me I nd UStry AcceSSI bl | Ity

examples of how to cater for gamers with disal Sta N d a r‘d |Zat|o N ACt|V|t| es

| think this web page on making games more accessible is awesome.

Paul Barnett, Senior Creative Director, EA Bioware

This should be required reading. Because we exist, and we want to buy your
games.

Silas Humphreys, gamer, disabled

16



M=ZEZ 7|2

- E XT|TA

— Y

-
" N Al A
AL R 07 ‘!.-‘, TS -
. .

N

R EEET = TRA 0 44

17



=
il
Ho
N
ok

&
)l
T

4 AW 4 AW 4 AY 4 AW 4 AW 4 AW 4 AW 4 AY 4

P

H

IGDA-GASIG Top Ten V4 (SIGGA, IDGA)

Xbox Accessibility Guidelines V2 (Xbox)

Designing Accessible VR (Oculus)

CIPT Accessibility Reference Guides (Can | Play That?)

Accessible Player Experiences (AbleGamers)

How to design accessible games (BBC)

Platform Level Accessibility Recommendations (SIGGA, IDGA)

Making Games Accessible (Microsoft)

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

Game Accessibility Guidelines (Collaboration)
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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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