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Setup Of Presentation
●
Introducing Sonokids
●
Mobile learning and educational games
●
Sonokids' accessible gamification of tech learning
●
Demonstration, Discussion and Information Sharing
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Sonokids
Sonokids is a not-for-profit developer of accessible, educational, digital games. Sonokids specifically aims to support the development of digital skills by people with vision impairment. 
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Gamification, Serious Game, Simulation
●
eLearning on mobile device: anywhere, any time
●
Gamification: the use of game design elements in non-game contexts. Learning is better when you have fun.
●
Serious game: a game designed for a primary purpose other than pure entertainment (educational game)

●
Simulation: a real and immersive game which offers an experiential educational experience.
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Sonokids' accessible gamification
●
Gamification creates a challenging and engaging, interactive eLearning environment for tasks that may otherwise be quite cumbersome. As gamification gains popularity, we need to ensure accessibility

●
"Behind the scenes" insights

●
Applied gamification, serious game, simulation

●
Sonokids creates mobile learning environments that are accessible, safe and supportive, as well as fun and engaging.
●
Mobile apps that are specifically designed to support (Early) Technology Learning

●
VoiceOver required to use iOS mobile device
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Learning Voiceover with Voiceover enabled—not ideal
●
Apple's built-in screen reader for iOS Devices 

●
Need to know gestures and concepts

●
Strict, no scaffolding

●
Wrong gesture results in unwanted outcome

●
Synthetic speech 

●
Spoken information (language and amount)
Slide 6:
Simulation Of Voiceover 
●
Sonokids' iPad games for learning VoiceOver are self-voicing, with VoiceOver not enabled
●
Explore safely within boundaries of the game, without unwanted and unexpected outcomes: wrong gesture = no response

●
"Scaffolding": the element of risk is removed, skills can be gradually built
●
Audio feedback from real VO audio signals, VO interaction. Entertaining, supportive speech from real voices. Embedded game elements
●
Skills transferable to VoiceOver environment
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Gamification Of Content 
●
Story with characters

●
Interaction

●
Rules and goals

●
Score and levels

●
Achievement and confidence as learning motivator
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Accessible Audio Game
●
Accessible navigation

●
Interaction design: no visual clues for the gameplay (equity of access)
●
Inclusive design: (basic) images and animation, clear colours and good contrast (low vision)

●
High quality audio, meaningful and engaging

●
Short spoken instructions and interaction feedback

●
Adjustable settings

●
Specific learning goals and outcomes (Serious game)
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Accessible iPad games for mobile learning of VoiceOver
●
Ballyland Magic

●
Ballyland Rotor

●
VO Lab
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Ballyland Magic App
●
Enables Early introduction of children with vision impairment to a mobile touch screen device (iPad)

●
Learn and practice fundamental touch gestures for VoiceOver in a supportive, fun, interactive environment

●
Ballylanders will perform acts in magic show, and you are in charge of running the show

●
Making VoiceOver "magic": fun learning process for all involved, including teachers, parents and siblings to learn about VoiceOver
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Ballyland Rotor App
●
Developed after successful crowd funding
●
Sequel to Ballyland Magic
●
VoiceOver Rotor is relatively advanced
●
Ballicopter, the little red helicopter, embarks on an amazing flight through Ballyland, and the Rotor gesture is used to change the unfolding of his engaging adventure.

Image 1: The Ballylanders with Ballicopter at the front, an inset of the 3D model of Ballicopter and an inset of the rotor icon from VoiceOver.
Image 2: Top view of Ballyland, lake, ducks, scrubs, and flowers, with the red rotor of Ballicopter also pictured from above.
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How to do the Rotor

●
Turn two fingers of one hand
●
Keep thumb static on the screen, and make a flick gesture with another finger of the same hand
●
Use one finger of each hand, one static on the screen, the other making a dialing movement 

●
With one finger of each hand make a dial movement around a virtual center, rotating in the same direction
●
Put two fingers of one hand on the screen and slightly turn them (or even keep them still) while turning the iPhone itself in the opposite direction of the rotating fingers.
●
Finally: flick down/up with one finger to select
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Ballyland Rotor Demo
●
Demonstration (video)

●
3D print file for Ballicopter learning tool
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Accessible game for mobile learning: VO Lab

●
Educational iPad game for more mature, but novice users of a mobile touch screen device

●
Developed by popular demand.

●
Professor in chemical laboratory. Assist him with the experiment ... 

●
Independent, hands-on learning of skills that can be transferred to iPhone, iPad and iPod Touch, as well as other iOS devices
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Voiceover Off
●
The game is completely accessible. The initial screen (Main Menu) works perfectly with Voiceover. The game itself is self-voicing. On the Main Menu, you need to turn off VoiceOver when instructed
●
Accessible navigation with self-voicing menus and navigational gestures
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Touch gestures introduced in VO Lab app
●
Finger drag
●
Single finger double tap

●
Single finger flick left

●
Single finger flick right

●
Three finger flick left

●
Three finger flick right.
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VO Lab demo
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Future Sonokids educational games
●
VO Lab Rotor
●
Coding
●
Inclusive Animation series
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Discussion and Sonokids Contact Information

●
Phia Damsma—phia@sonokids.com

●
John Norgaard—john@sonokids.com
●
Website: http://www.sonokids.org
The apps are available from the AppStore
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