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Creating games that use sound and
vibration that can be enjoyed even by the visually impaired
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Abstract  We created a game that can be played without looking at the screen by transmitting visual information by voice
or vibration. The game is a simple 2D action game in which the character moves and aims for the goal by moving left and right
and jumping, and vibrations or sounds are generated when jumping is required as the player moves in the direction of travel.
Asked the student to play with the vibration and the sound with their eyes closed, and investigated which is more effective in
conveying visual information. The number of people who were able to clear the system in a small number of reps was the voice, and
when asked whether it was easier to do vibration or voice, more people answered voice, so it can be said that voice is more effective.
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