Senate Resolution No. 1384
BY: Senat or PERSAUD

MEMORI ALI ZI NG Governor Kathy Hochul to proclaim
May 21, 2026, as G obal Accessibility Awareness Day
in the State of New York

WHEREAS, By sone estinmates, as many as 3.32 billion people take part
in digital gamng, a significant fraction of the gl obal popul ation; and

VWHEREAS, Over the past decades, video ganes have beconme a mai nstream
formof entertainnent, currently eclipsing Hollywod' s box office sales;
and

VWHEREAS, Digital ganes are w dely recogni zed as a popul ar, enjoyable
and even beneficial activity fromwhich players can derive a sense of
wel | - bei ng; and

WHEREAS, The popularity of ganmes increases, so nmaking ganes
accessi ble becones even nore inportant; software technology is often
difficult to access for players with disabilities; and

WHEREAS, Sone studi es show that between twenty and thirty percent of
t he gam ng popul ation are estinmated to have their ability to play games
affected by a disability; and

WHEREAS, In New York State, about one in five of the adult,
non-institutionalized popul ation (about three mllion people) report an
activity limtation; and

WHEREAS, Video ganes can be tools for disabled ganers to create
rich, social experiences that they would not be able to have otherw se;
and

WHEREAS, For those who cannot |eave their hones, ganes are a way to
explore and go on adventures w thout going anywhere; video ganes also
offer a <chance for players to be on an equal playing field, regardless
of their disabilities; and

VWHEREAS, Over 79%of military service nmenbers reported playing video
ganes with others on a weekly basis; and

WHEREAS, One out of every 10 veterans alive today was seriously
injured at sone point while serving in the mlitary, and three-quarters
of those injuries occurred in conbat; for many of these 2.2 mllion
wounded warriors, the physical and enotional consequences of their
wounds have endured long after they left the mlitary, which includes
hanpering their ability to enjoy |ong | oved hobbies; and

VWHEREAS, Gam ng can give new y di sabl ed people a sense of nornal cy;
gamng is one of the nost popular activities for soldiers stationed in
I raq and Afghani stan; and



WHEREAS, Adults may nake up the majority of game players, but video
ganes are nore popul ar than ever anong kids; 88% of Gen Al pha nales and

78% of Gen Al pha fermales are reported to play video ganes, at |east, one
hour per week; and

WHEREAS, Morre than three mllion children (4.3%of the under-18
popul ation) in the United States have a formof disability; and

VWHEREAS, Thursday, May 21, 2026, marks the 15th d obal Accessibility
Awar eness Day (GAAD), the purpose of which is to get everyone talking,
thinking, and Ilearning about digital access/inclusion and people with
different disabilities; and

WHEREAS, Includification is a phrase neant to convey the ideas of
i ncluding everyone as an ongoi ng novenent; game accessibility is not a
topi c that can be solved with one answer, or decision by one entity, but
rat her of novenent by one segnent of the video game community, disabled
ganmers, asking to be fairly included in regards to access of mmai nstream
entertai nment; and

VWHEREAS, This Legislative Body would |i ke to shine nore awareness on
how accessibility should be considered in all endeavors, including video
ganes; now, therefore, be it

RESOLVED, That this Legislative Body pause in its deliberations to
menorialize Governor Kathy Hochul to Proclaim My 21, 2026, as d obal
Accessibility Awareness Day in the State of New York; and be it further

RESOLVED, That copies of this Resolution, suitably engrossed, be
transmtted to The Honorabl e Kathy Hochul, Governor of the State of New
York; and the Abl eGanmers Foundati on.



