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Problem 
Few video games are 
accessible to blind 
people and even fewer 
are mobile. 

Solution 

Design and build a game 
based on audio cues 
that can be played by 
both blind and sighted 
people. 

Use Case 

As Julie, who is blind, 
waits for her friend at a 
coffee shop, she plays 
TapBeats on her Android 
phone. 

Gameplay & Accessibility Future Work 
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ÅPost high scores to 
the Internet 
ÅMultiple sets of 

instruments 
 
 
 
 
 
 
ÅMore playable songs 
ÅUser studies 

Concert Studio 

Choose a 
song 

Simon-
says-like 
gameplay 

See how 
well you 

did 

Record 
your own 

song 

Choose a 
song and 
freestyle 

Save 
your 

song to 
show 

friends 

Phone reads 
the name of 
menu items 
and vibrates 
on selection 

Both a game 
and a musical 

instrument 

High-contrast 
menus for 
people with 
low-vision 


