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This thesis delineates (1) the demographical characteristics of selected
visually-impaired children to be used in (2) formulating guidelines for the
design of computer games appropriate for them. Addressed are also (3) the
factors pertinent to formulating said guidelines in addition to giving
consideration to (4) the needs of the children under investigation in the current
undertaking.

The sample population consisted of 60 visually-impaired students
studying at the level of higher primary school. Data were collected for all
members of the sample population. The instrument of research was a

questionnaire.
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The techniques of descriptive statistics used in the ané]ysis of the data
obtained were percentage, frequency, mean and standard deviation. T-test,
one-way analysis of variance (ANOVA), and Pearson’s product moment
correlation were used in hypothesis testing.

Findings are as follows:

The demographical characteristics of gender, age, educational level, and
preferred academic subjects had no bearing on the formulation of guidelines for
designing computer games for the visually-impaired children under study.
Additionally, being experienced in using computers in the aspects of being able
to access the Internet, as well as the frequency at which computers were used,
the duration of time lapsed while usihg computers at single sessions, and even
the degree of experience subjects had in using computers did not at all affect
the formulation of guidelines used in designing computer games for these
visually-impaired children.

The study of the characteristics of the auditory accompaniments to the
computer games played by the children under study revealed that preliminary
auditory explanations of how to play the games fostered greater understanding
on the part of the subjects. In addition, these verbal explanations were the best
understood of all auditory presentations accompanying the computer gamers. It
was further found that these preliminary auditory instructions were correlated
with the formulation of guidelines used for designing computer games for these
visually-impaired students. Therefore, in designing computer games for

visually-impaired children, it is necessary to pay heed to preliminary auditory



220882

accompaniments since they are helpful to these students in promoting
understanding of how to play the games.

In regard to computer game needs, the children under study were most
needful of games which stimulated the imagination. It was found that this factor
was correlated with the formulation of guidelines for designing these games. In
this instance, it is clear that visually-handicapped children have the same needs
as normal children since both groups are desirous of being able to play

computer games that stimulate the imaginative faculties.





