[image: image1.png]@My




The GameON Project
 Final report - May 2007
Project Coordinator
Mick Donegan, ACE Centre, Oxford

BACKGROUND TO THE PROJECT

Some young people with disabilities miss out on the opportunities provided by computer-based games and leisure software because they cannot control joysticks or other gaming devices. As a result they are doubly frustrated – they can neither play the real game or sport (e.g. golf, draughts, ten-pin bowling etc) nor the computer game version.

In a phased programme over 3 years this project addresses these disadvantages 

In order to make computer games more accessible to young people with disabilities.  
The main aims of the GameON project were as follows:

Database
To design and develop a database of computer games that will provide information to help people with disabilities to find out which computer games they can play.

GameON Gamers
To involve a group of people with disabilities - ‘GameON Gamers’ - in helping to test out games and provide ‘first-hand’ information.
Loan Library

To pilot a ‘loan library’ for people with disabilities and volunteers.

GameON Showcase Centres
To set up a group of ‘GameON Showcase Centres’, where people with disabilities could try out computer games for themselves.
Adapting games for use by people with disabilities 
To adapt a number of games so that they could be played by people who could not, for example, use a keyboard, mouse, or gamepad. During the course of the project a number of games were adapted.
SUMMARY OF THE GAMEON AIMS THAT HAVE BEEN MET
The project’s aims have been achieved and, indeed, GameON has exceeded all expectations in raising the profile of accessible gaming, as acknowledged through the national BT-sponsored 2006 e-Wellbeing Awards.  GameON won the Age and Disability category:
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above: GameON won the 2006 e-Wellbeing Award for 
innovative technology to assist people with disabilities.

In relation to the original aims, GameON's achievements include the following:

Database
· The powerful GameON website-based database structure is now complete.  Over 100 games have been put onto the website with information relating to the kinds of games that many people with different kinds of disabilities are now able to play.
· The database was ‘soft launched’ during January 2007 and is currently available for trialing by disabled people, their carers and professionals until April when it will be fully launched to coincide with the handover of the website database to be further developed by a new charitable organisation(see below).

GameON Gamers
· A group of people with disabilities - ‘GameON Gamers’ - have supported the project by helping to test out games and provide ‘first-hand’ information.  Not only this, but they also enjoy themselves.  The picture of Stewart, below, shows the look on Stewart's face when he had used eye-control to play a computer game for the very first time:
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Left: Stewart, a GameON Gamer’ who has cerebral palsy, wearing a silver ‘dot’ on his forehead to control the computer.  Right:  Stewart after he’d played (and won!) a computer game for the first time in his life using a ‘headmouse’.  

Loan Library

· A loan library system was set up to provide games for the ‘GameON Gamers’ and other volunteers to review games.  These reviews form a significant part of the 100+ games which are now on the GameON website database.
GameON Showcase Centres
· A legacy of the GameON project is that gaming systems have been provided for use by organizations what will provide a ‘showcase’ for accessible gaming.   GameON systems have been provided for use by ‘PHAB’ clubs in the South East of England.  This charity provides a unique opportunity for people with physical difficulties to socialise with the ‘able-bodied’ community through their regular club meetings and other social events.  It was felt that such an organisation would provide in ideal platform to assist people with disabilities in engaging with mainstream computer games.

Adapting games for use by people with disabilities 
During the course of the project a number of games were adapted.  For example, a golf game was adapted so that it could be controlled using SAW, a program developed by the ACE Centre.  With this program, even someone with very severe disabilities can score hole-in-one!
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above: Using SAW , a program developed by the 
ACE Centre, even people with severe disabilities 
can control a golf club with perfect accuracy.
GameON Roadshows 

· Even though this particular idea wasn't in the original GameON project outline, due to popular demand it was decided to "take the project to the people”.  The picture below shows a young person who attended a ‘Myotonic Dystrophy’ conference in Nottingham in 2006.  The picture shows Alison playing a table tennis game without holding a table tennis bat.  This is particularly helpful for people with conditions like Myotonic Dystrophy because, for many of them, gripping any device is very difficult:
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WHO HAS BENEFITED FROM GAMEON?
· Many young people with disabilities who have been involved in the project so far have already enjoying playing a range of computer games.  A couple of examples follow:

Case Study: Helen

Helen is 11 years old and has made great progress under GameON since we last reported on her.  She is a bright young girl who has a rare metabolic disorder.  She finds it very difficult to control her body well enough to be able to use any of the usual devices with which people with disabilities can usually access the computer.  Pressing a switch and even speaking are very difficult for her and, as can be seen from the picture below (left), can ‘trigger off’ a great deal of involuntary movement.  As well as being very difficult, the process of either speaking or moving any of her limbs can be very tiring and uncomfortable for her.
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Above: When Helen uses her eyes to control the computer (right) she is much more relaxed and successful than she is with other types of control, eg. using her voice (left).
For this reason, with support under the project, Helen has begun to try eye control as a way to of controlling the computer.  By using special customisable software, a way has been developed for Helen both to enjoy leisure activities, such as being able to read her favourite stories by herself (see picture below).  In addition she has been able to enhance her leisure time by making new friends by writing emails independently for the first time in her life - all by using her eyes.
The impact on Helen has been remarkable.  Using her eyes to access the computer is far less tiring for her and triggers off far less involuntary movement.  By comparing the pictures above, taken when she was using an eye control system, with the picture of Helen using her voice, it can be seen that eye control is a far easier way for Helen to use the computer than any other.  She loves writing emails, in particular and, when she has the eye-control system online, and Mick often receives emails from her, keeping him up to date with all of her news!
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Above: During the course of the project, Helen has progressed and can not only play games using eye control (left) but she can also now contact her friends using email (right).
Case Study: Claire
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Claire, now in Year 11 at her mainstream school, is a star pupil. Not only is she an expert scientist in the making, she is also proving herself as a composer. Not only does Clare enjoy spending her leisure time playing computer games, she also wants to write music, too! Following advice from the ACE Centre, she is now able to write her own music using "Music Explorer" - software that allows her to use her special joystick to both create and record music on the computer. She’s been so successful with this software that her work has been performed in public - one of her compositions, a march, was arranged by Sean MacWilliam and performed by the Harrow School of Young Musicians.  
Providing information about how technology can be used creatively in this way, whether for music, art, dance or drama is just as important to the GameON team as providing information on how to access ‘traditional’ computer games on the computer.  Both can give a huge boost to both to self-expression and self-esteem.

Above: A specially designed program above enables even young people with very severe disabilities to be able to make ‘beautiful music’.
THE NEXT STEPS
The very successful GameON project is drawing to a close.  It has generated a huge amount of interest, not only from people with physical disabilities, who the project was specifically intended to help, but also from people with many other types of disabilities, too.  It has become clear that there is an urgent need for a specialist organization dedicated to entertainment and leisure technology for ALL disabled people.  Having recognized this need an the immensity of the task involved in meeting this need, a new charitable organisation, SpecialEffect was set up early in 2007 by Mick Donegan, ACE Centre Deputy Director and GameON Project Co-ordinator. Amongst its aims and objectives are the following:

· Establishment of a Games Accessibility Centre - from here, advice, information and consultancy will be available, along with cutting-edge research and development using the latest access technology (for example speech recognition and eye control) to make more games and leisure technology more readily available and accessible to everyone.  
· Website expansion- The aim is to expand the database created during the project from 100 games to over 500 games and leisure activities within SpecialEffect’s first three years.  It will provide information that will enable anyone, with any kind of disability to enjoy computer games and leisure software, whether they have physical difficulties, learning difficulties, a visual impairment, autistic spectrum disorders, etc.  
· A Network of GameZones - This will involve a partnership with organisations like children's hospitals, hospices, respite care homes and similar organisations.  This kind of "showcasing", already successfully tried out within the GameON project, is proving to be an excellent way of promoting and providing information about accessible gaming and leisure technology.  This concept has been successfully tried out under GameON, and it has been recognized that there is there is a need to expand this activity to a national scale.
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left – Using special technology at a GameON Roadshow - playing table tennis without having to hold a table tennis bat.
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Mick Donegan with Claire who uses a special joystick to playing games and create music.
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