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Minutes Workshop Games Accessibility

University of Linz, Austria

November 24 – 25, 2005

Materials of Lecture/Presentations/Games
All materials (slides, programmes, documents) will be collected on the BSCW Server of the Games project. All participants of the workshop will get access to it. A Mail will be sent automatically from the system

Group Discussion on Examples of Game Scenarios

A report will be compiled by Dominique Archambault and uploaded to the server

Discussion 

Discussion of the Guidelines

Presentaitons of Morten/Magne and Roland are on the server. In the following a summary of the discussion is made:

· Priorities are important and should be used!

· Certification is a good idea: we should avoid to focus this on target groups as this is too much diagnosis; should be oriented towards devices
· Perhaps Input/Devices Section could be added
· Primary feedback and secondary feedback should be taken into account (touch screen: you need feed back where information is, than you can activate an option
· More explanation behind guidelines would be beneficial
· Best practice examples should be added
· Goal: working group and style of system like W3C

· Life cycle of guidelines: future technology, prognosis of developments; versioning

· Workflow management

· Bobby like functionalities to be – GABBY

· Guidelines for Games Platforms (xBox) – interpreting for one platform

· General guidelines for platforms

· Internet Engineering Technologies Task Force (IETF): We propose a structure for the work

· General guidelines: cultural aspects should be considered
· Ideas for dissemination and marketing

· Code examples

· IGDA co-operation is necessary
· Quality control: people taking care for parts of guidelines; Who is doing what parts of guidelines

· Board

· MediaLT: Morten
· Matthew

· Roland

· Dominque

· (Thomas from IGDA)

· Donald (leading the proposal group)

· Mathew: sound and installation and settings

· Per Olof interested (input area, gaming platform)

· Uni Linz

· Paris

· Tools for discussion: mailing lists, BSCW will be made available
· Guidelines should be part of EU project

· AGDEV and IGDA co-operation

· Soundsupport.net, audiogames.net to be analysed
· Guidelines for young children and medical use to be considered
· Linz will make a proposal for a work plan and initiate discussions
“Active Games Accessibility” (AGA)
· Should use the style of MSAA

· Libraries exposing objects to be inspected by AT

· Independent of output device

· Engines and scripts (scenes) which are rendered; based on profiles

· We need to encourage to design AMODAL: script and interface are separate

· We need 

· code examples: define I/O properties, of all AT

· sound not only add on: connection to guidelines, which offer proper implementation rules

· concrete code examples

· Developers should take this as a starting point

· Demo of Hedvall, Furuboda

· Bobby

· Playstation, Xbox and others not only PC

· Scanning options for games

· Cognitive adaptation

· Zoomtext

· TTS

· Mini driver – keyboard access

· Access to Sony and Microsogt and EA

· Roland on the Design of the architecture

· Devices to be defined; attributes

· Games description/definitions; describe sceens

· Rendering, map to devices

· Also mapping elements of a game to different devices: only my car to visual; rest to the speakers – no visual overload

· Donald to assemble a team of developers to analyse the architecture of games and to see how we could

· Memory capacity of people to be taken into account; mapping to be careful as – opening the field for psychological studies: amodal language for the game – descriptive language for the concepts
· “the proof of concept is in AT – all will benefit”; prerequisite for usability

· quake, christal space engine as open source examples

· to co-ordinated with guidelines

· writing proposal by Donald
· game board discussion list
Conclusions:

1. Work plan for guideline (Roland), AGA and project group (Donal) will be worked out
2. A project should be prepared; consortium should involve the workshop partners. Objectives of the project:
a. Develop guidelines

i. For games

ii. For game engines, development environments and tools
b. Scenarios into concepts and prototypes (examples)

c. AGA

d. Finish some games

e. New out/input devices

3. A plan to be made to start dissemination of guidelines
4. ICCHP for publishing our work/results: special session on Games Accessibilty; Microsoft to get in contact with
5. Next meeting (in the frame of ICCHP)
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