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Design and Implementation of Typing Game for the Disabled
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Abstract

This paper deals with the design and implementation of a typing game especially for the
disabled people such as children, the elderly, and the handicapped persons on hands. In order to
increase the typing capability of such users the game is designed to increase the score whenever
they correctly enter the words that appear randomly on the screen. Moreover it is devised to arose
the interest by making them follow closer to bugs and insects running ahead when they type
correctly many words as possible within a given time limit to eliminate the bugs at the collision:
otherwise the distance becomes farther when they enter misspelled words. This functionality can
develop the intellectual strength of the users. This typing game helps the disabled increase their

typing capability, memorize the character key position, and feel emotionally good with excitement.
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Table 4. Satisfaction survey of the proposed game
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