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» Necessity-based rendering
» Avoids information overload
» User-centred flexibility
» Even within disability groups, needs and preferences may vary
significantly
» Appropriate adaptation of existing
information [Brewster and Brown, 2004, Smith et al., 2004]
» Little/no need to invent extra information in many cases
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» AudioQuake used to “test the water” [ICC Committee, |
» Areas for future work

>

>
>
>

Application to other 3D engines and applications
Collaboration

Use in other forms of navigation

Direct use in educational settings (e.g. [Laird, 2001], or as a
replacement for accessible programming

systems [Sanchez and Aguayo, 2005])
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User Survey

100% — —

80%

60%

40% O Yes
[0 Maybe
ENo

20%

0% T T T T T T 1
1 Welcome? 2 Novel? 3 Enjoy? 4 Others? 5 Continue? 6 Editor? 7 Develop?

This survey covered 20 users of AudioQuake.
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