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A Design Consideration Element and Serious Game for Disabled
person
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Abstract

This Serious Game is on the issue for its positive role recently. A Serious Game helps the learners to
recognize the problems effectively, grasp and classify important information needed to solve the problems and
convey the contents of what they have learned. The Serious Game can be usefully applied to education and
training in the areas of scientific technology and industrial technology. This Paper described trend and
classification of Serious Game, and proposed design consideration element for disabled person, and proved the

result through question investigation.
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Table 1. Level Design for elderly Serious Game
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Table 2. Main Purpose  of A Serious Game
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Fig 1. Example of Serious Game
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Table 5. Develop Step of Serious Game
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Table 6. Consideration Element for Disabled Person
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