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Gamification and Enabling Technologies for Independent Living
Abstract
Human beings are genetically programmed from birth to seek to control their lives by developing an
understanding of the world around them and using their senses and physical tools. Initial
dependence on other human beings is gradually reduced as we learn to independently manage our
daily activities. This learning and development process is an example of gamification influencing our
behaviours, capabilities and responses to situations.
Enabling technologies leverage our ability to manage our daily lives efficiently and independently
and these are especially important for those individuals who are disadvantaged by physical
conditions. This presentation features the remarkable story of Simon Stevens, a highly intelligent
man whose life has been transformed by his creative use of digital technologies which have
empowered him to overcome the challenges posed by his cerebral palsy.

