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Final Project Proposal

Background
A blind person is handicapped not just by their lack of vision. Technology applications are generally not designed with the blind in mind. Most of today’s hottest software products rely on a graphical user interface that is completely nonexistent in the eyes of the visually impaired. Furthermore, this truth extends to many frequently needed technological applications as well like automatic teller machines, personal computers, and websites with important information. A user interface to create access to technology applications for the blind would empower them to be more self-sufficient and subsequently more active in society.
Video games are seen as one of the first few ways that children can gain familiarity and comfort with software. Blind players cannot see the displays of video games on their television sets or computer monitors, and are thus unable to play these games in a meaningful manner. To remedy this, researchers have begun work on developing audio games specifically for the blind. Their research has indicated that blind children that play these games are more adept at certain tasks and more confident around non-blind children than those who have not played.
Approach

First, a study will be conducted covering literature published by researchers with previously implemented projects on game design for the visually impaired. The study will concentrate on aspects of games that lead to improved skill and confidence in players as well as usability and pure enjoyment. The findings from the study will be used to develop a set of heuristics for the visually impaired. The final paper will be a discussion of the heuristics and its applications to the theories of Piaget and Vygotsky. 
Course Relevance


The project is relevant to several course topics. The most obvious is the child psychology theories of Piaget and Vygotsky due to the final paper discussion. In games, players often adopt a social identity so the project will be relevant to that as well. The objective of this project is to better understand the world of the visually impaired so ethnomethodology will also play a role. Last, symbolic interactionism will also be relevant because games can make players expect certain things to happen in the real world.
Learning Expectations


First and foremost, the project will create an understanding of the daily life of the blind. This will entail learning about their psychology and how it differs from that of people with sight. It will also entail how technology impacts their lives as well as gaps where technology could improve their lives but does not do so currently because of a user interface inaccessible to the visually impaired. Learning about the psychology of and daily technology applications for the partially blind should prove different and interesting as well. Lastly, a greater understanding of course topics mentioned above in the Course Relevance section due to both practical application and discussion.
 Success Criteria

A successful final paper would create a better understanding of blind people for the reader. The heuristics and the rationale behind them should be clear and educational about the daily struggles of the visually impaired. Although the project is focused on games to limit scope, these heuristics should provide guidelines for user interfaces in other contexts. Success will also be defined by whether the project educates me about topics mentioned in Learning Expectations. The key of the final project is education and I hope to learn and convey to others my newfound knowledge.
