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» Objects, Characters guide the player
» used in Half-Life [Valve Software, 1998] and Monkey
Business [ESP Softworks, 2001]
> not suitable for non-linear (i.e. multiplayer) games
» Abstract techniques
» Differentiates “real” objects and goals
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» Examples include location-based games such as
Demor [Velleman et al., 2004] and haptic feedback provided by
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» Use of Text-to-Speech further overloads the sound “channel”
of presenting information
» Potential solutions
» In-play shortcut keys to quickly review important messages
» Use of VolIP for faster, less invasive (to gameplay)
communication

» Braille display, with techniques such as those used in
BIRC [Hampel et al., 1999]
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Local strategic information is presented
Use of RADAR and similar metaphors [Atkinson et al., 2006]

Overall strategic information not presented
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Inherent problem in first-person games (as pointed out
by [Yang and Olson, 2002])

» More pronounced for disabled people

» Current overview techniques have no accessible counterpart
(discounting the use of external devices, which could be
problematic)

» An area for future work
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» Whole metaphors for programming can be
inaccessible [Siegfried, 2002]

» Standard techniques of teaching programming not as
accessible as before

» Meanwhile, sighted people can learn in a more entertaining
way from earlier ages

» AudioQuake represents an even playingfield for this style of
teaching programming
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User Survey
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This small survey covered 18 users of AudioQuake.
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