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e Tested the usabillity, functionality, user experience, and accessibility of
four controllers by having participant use the controller in a small game
while filling out a survey.

e How do video game controllers affect the user

e The video game industry has vastly expanded, experience and accessibility of gameplay?

especially in entertainment.  Does accessibility affect user experience? In what
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Figure 4: Scene 3 (Select). Figure 5: Scene 4 (Click,
Hold, and Drag).
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e Survey comprised of 7 sections:
o Demographics, Game Experience, Definitions, Controller 1-4, and
Final Thoughts.
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e Human Computer Interactions
o Explores how humans interact with different pieces
of technologies and software [1]. o Controllers tested: @ - .
o Functionality, Usability, User Experience. » 23 Participants \/' S-J\ | A more in-de i _
— B . pth exploration of non

conventional controllers (this could include an
eye tracker controller).

Ki Voi ] : : : :
eyboard XBox oice  Head Iracking e Re-conducting this experiment with a more

nuanced/detailed game.

 User Experience
o Human side of the interaction [2].
o The overall experience that an individual has from

interacting with something. e Controllers have an influence on both accessibility and Head Tracker | 0 * Creating a new study looking into the bounds
. Keyboard | 14 of adjustable settings.
e user eXperIence. Voice 3
e Accessibility _ _ b 3 L e |
o A lot of overlapping comments in the survey answers. Ox e Looking into how familiarity affects a user's

o Able to be easily obtained, used, or understood. . . _ _ _ | .
- Technology compatibility, affordability, availability e Sensitivity and calibration are essential to improving user Table 1: Displays what opinion of a controller.
’ ’ ’ experience and accessibility. participants thought was the

and adaptabillity [3]. o | | | most accessible controller.
e Familiarity played a major role in user experience.
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