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Abstract

Universal e-sports is a play style that enables anyone, including
individuals with disabilities, to enjoy gaming by using specially
designed controllers that are easy to operate. However, few studies
have investigated the usability of these controllers. Therefore, we
conducted a survey on the operational experience of universal
e-sports controllers by allowing general visitors to play universal
e-sports at the National Prefectural e-Sports Championship 2024 in
Saga. The results showed that the most common response regarding
the difficulty of gameplay with universal e-sports controllers was
that it was “easy.” This suggests that the concept of universal
e-sports—“gaming for everyone”—had a positive effect. Some
participants reported that standard controllers were easier to use,
which may be attributed to the fact that many participants were
regular gamers and felt a sense of discomfort due to differences in
operability compared to conventional controllers.

keyword

Universal e-sports, User Experience Assessment

KAKT —Z ORISR FLNTEBROFR L EOFRFE L1382 £,




