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as providing a captioning system, correctly using a
color palette or providing speed control in games. Of
course, there are games are inaccessible for some types
of players because the nature of its gameplay.

Unfortunately, even today, accessibility has yet to
meet the mainstream industry, as it has not become a
concern for most game companies yet. Despite
investment in accessibility represents a good
opportunity of market expansion for developers and
publishing companies - as explained before, in the
U.S., 12% of the population manifests some deficiency
—, the cause of game accessibility may still lack direct
financial incentives from federal agencies like tax
reduction for accessible games.
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