E> How much do you know about
accessibility and
videogames?

If you are one of the millions of people worldwide dealing with a
chronic, or lifelong, even a temporary disability there is a chance
you know a lot about videogame accessibility. This includes
knowing that many games aren't as accessible as they should be.
With videogames becoming an even bigger part of most people's
lives, including for work and their own health, videogame
accessibility is still not getting the attention it requires.

Games Accessibility Day, now in its third year, is one of several
elorts aimed at improving dialogue and best practices around
the creation and adaptation of all videogames for people with
chronic, lifelong, or temporary disabilities including both

physical, and cognitive disabilities. Games Accessibility Day is
scheduled & produced by the Games for Health Project which is
supported by the Robert Wood Johnson Foundation's Pioneer
Portfolio. Critical assistance and partnership for the day is
provided by the AbleGamers Foundation and the Serious Games
Initiative. This single-track conference now covers a wide swath
of information useful to developers, researchers, those who work
with people with disabilities, and more.

Attending Games Accessibility Day is a great way to get up-to-speed on the resources, best practices,
and key needs necessary to make better games in general as well as for people with specibc disabilities
that might prevent them from fully enjoying a videogame, or even accessing it to begin with. As games
move from being just consumer entertainment to elorts for learning, health, corporate training, and

more - there is far less wiggle room for ignoring the engineering and design requirements to make a
game as accessible as possible.

Some day we will have the tools, knowledge, and capabilities to make every game far more accessible
then they often are. To help bring that day about please attend:

Games Accessibility Day @ Games for Health

May 25™, 2010, Boston, MA

http://www.GameAccessibilityDay.org

gamers
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Games Accessibility Day @ Games for Health 2010
Tuesday, May 25, 2010

8:30 am to 9:00 am | Breakfast & Networking

| Opening Ceremonies

| Introduction of the Day, Mark Barlet
9:00 am to 9:45 am !

' Keynote Address: Chuck Bergen ® Making a comrpercial game targeting the
' disabled community. How | sold the idea to the world®s largest game company.

9:45 am to 10:00 am | Break

| Presentation: Tobi Saulnier - Winter's Tale : A Case Study of Designing for

10:00 to 10:25 | — .
am o am  Game Accessibility on the Nintendo DS

| Presentation: Katherine Mancuso - Best Practices for Accessible

10:25 am to 10:45 am ; Communication Using a Virtual World ( Jennifer Cole )
| Center for Assistive Technology & Environmental Access, Georgia Institute of Technology

10:45 am to 11:05 am | Presentation: Tim Holt: Game Accessibility in Special Education.

11:05 am to 11:20 am | Break

' Introduction to the OHacker Hardware ChallengeO

11:20 am to 11:40 am |
, Adam Coe, Ben Heckendorn, and Suzanne Robitaille

, Presentation: Halimat Alabi - Making the Fantasy Real: Giving Good User

11:40 am to 12:10 pm ,
. Interface

| Presentation: Laurent Auneau D Virtual Kitchen: Using a 3D Game Engine to

12:10 to 12:30 | . . . . .
pm %o all  Help Make Kitchens Friendlier to the Visually Imparied

12:30 pm to 1:30 pm ' Lunch

1:30 pmto 1:50 pm ' OHacker Hardware ChallengeO the reveal and Q&A

Presentation: Johnny Richardson -  The Social Construction Model of

1:50 pmto 2:10 pm | Interactive Gaming for Disabled Users: Benebts and Developmental
Evaluation
2:10 pm t0 2:30 pm ! Presentayon. Eleanor Robinson -  Game Accessibility and the Aging
, Community

2:30 pm to 2:40 pm | Break

T
' Group Activity : Break out into groups and solve the worldOs problems

2:40 pm to 3:40 pm ' How could we pass up the opportunity to Bex the massive amount of talent assembled in
' one room. Take on a challenge and help develop a solution.

3:40 pm to 3:50 pm | Break

' Presentation: Sri Kurniawan - Rock Vibe - Rock Band for People with No or

3:50 pm to 4:15 pm | Limited Vision (Troy Allman, Rupinder K. Dhillon, Molly A.E. Landau, Sri H. Kurniawan, University
, of California Santa Cruz)

| Presentation: lan Parberry - Designing a narrative-based audio only 3D game

4:15 pm to 4:40 pm .
P Pl engine

4:40 pm to 4:50 pm | Break

. Presentation: Suzanne Robitaille and Mark Barlet - Reviews for All, A New way

4:50 pm to 5:15 pm . . .
P P , of looking at things for our community

. Presentation: Alise Brann (NCTI) - Unleashing the Power of Innovation for

5:15 pm to 5:35 pm .
P P | Assistive Technology

5:35 pm to 5:45 pm | Closing Ceremonies




