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Appendix C: Survey question design

The survey was designed as a cross-sectional self-administered survey to gather both qualitative and

quantitative data. The survey was developed and managed using the Qualtrics survey software,

provided by Edith Cowan University for research students ("Qualtrics," n.d.). The selection of

Qualtrics was due to the inbuilt functionality of the software to aid in the design of surveys,

distribution, and data collection and analysis by generating real-time reports.

The survey comprised of twenty questions, including seven multiple-choice questions relating to

participant’s consent, age group, gender, country, and whether the participant had been employed in

the video game industry. The remaining thirteen questions asked participants about:

e video gaming preferences;

e comprehension of subtitles and captions in games;

e reasons for/against use; and

e awareness of additional forms of hearing accessibility.

Of those thirteen questions, the following formats were used:

e Nine multiple choice questions to collect quantitative data;
e Three five-point Likert scale questions to collect quantitative data; and

e One open-ended question, requiring a textual response, to collect qualitative data.

The first three questions in the survey were accompanied by a letter of consent, and required the

participant to indicate who would be completing the survey:

o Please indicate who you are providing consent for:

Myself
A child for who I am the parent/ guardian
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This question was based on conditional logic, and one of two questions would then be displayed. If

the participant answered ‘Myself” to question 1, then question 2 was then displayed:

o T am 18 years or older, and freely consent to voluntarily participate in this study
"  Yes
= No

If the participant answered, ‘a child for who I am the parent/guardian’, to question 1, then question

3 would be displayed:

o [ give consent for my child to voluntarily participate in this study.
" Yes
= No

The purpose of questions 1-3 was to ensure permission was provided to use participant responses for
this study. Participants were unable to proceed with the survey if they selected the ‘no’ checkbox.

Once a participant provided consent, they were permitted to continue, and the subsequent four

questions were:

o Gender
= Male
=  Female
= Other

= Prefer not to say
o What age group are you in?
= (-4 years, 5-4 years, 15-24 years, 25-34 years, 35-44 years, 45-54 years, 55-
64 years, 65-74 years, 75 years and above
o Country
=  Dropdown box of predefined countries provided by the Qualtrics software

o Have you ever been employed in the video game industry?
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The purpose of questions 4-8 was to determine who was responding to the survey. This included
whether participants who experienced hearing loss had differing opinions of subtitles and closed
captioning; and whether participant responses differed between those who had and had not been

employed in the video game industry.

Questions 8 and 9 were:

e How often do you play video games?
= Every day
= 2.3 times a week
= Once a week
= 2-3 times a month
=  Once a month
= Less than once a month
o How often do you play video games on the following platforms?
=  Mobile games
= Home consoles
=  PC Games

=  Handheld consoles

These questions used a five-point Likert scale, with options including Never, Not Often, Sometimes,
Often, All the Time. The purpose of questions 8-9 was to determine whether participants, with a
preference for a specific gaming platform, had differing opinions on hearing accessibility and the use

of subtitles and captions on those platforms.

Question 10 was related to comprehension of subtitles and captions:
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o Video games often have options to display andio as on-screen text. These are generally referred to as

subtitles and/ or closed captions. Are you aware of any differences between subtitles and closed

captions?
"  Yes
= No

The purpose of question 10 was to determine whether participants were aware of the differences

between subtitles and closed captions. Following this question, an information box was displayed

advising the participants of the lack of standards and the distinction between subtitles and closed

captions in specific countries (Figure 116).
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About Subtitles and Closed Captioning:

The terms subtities and closed captioning are often used interchangeably, depending on locale. For
example, in European nations, such as the UK and Ireland, there is no significant distinction. However, in Australia,
the United States, and Canada, the technical specifications differ greatly.

For the purpose of this study, the terms are based upon the Australian Broadcasting Services Act 1992 (the BSA).
Detailed descriptions for both Subtitles and Closed Captioning will be provided at the beginning of each question
relating to those terms.

Subtitles:

The term subtitles refers to text which is displayed on-screen, to describe character speech in video games.
Descriptiveness varies, depending on the developer of the video game, and may include additional information,
such as the name of the character or different colours to denote different speakers. Subtitles are also used as a
form of language translation.

For TV and movies, there are specific regulations for subtitles, including the size of the text, and positioning of the
text on the screen.

Closed Captioning:

Closed captions differ from subtitles, and are used to represent all meaningful sound in a video game, including
character speech, and sound effects. As video games often use sound to convey actions or events, closed
captioning provides descriptive on-screen text to explain these important inclusions, which may otherwise be lost.
Non-speech events are often enclosed in square brackets, and different colours, or bold and italic font are often
used to differentiate events from speech.

| I

Figure 116 Subtitle and Closed Caption Information Box for Survey

The inclusion of this information was to assist participants in answering the subsequent two questions.

Questions 11, 12 and 13 related to the participant’s use of subtitles and closed captions in games, and

were based on conditional logic.
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o Do you use subtitles in the games you play?
" Yes, I always make sure subtitles are turned on.
= I only leave subtitles on if they are enabled by default, but otherwise won’t
turn them on.

= No, I never use subtitles

If the participant responded with ‘yes’ or ‘I only leave subtitles on if they are enabled by default’ to
question 11, then question 12 would be displayed. This question allowed the participant to select
multiple responses including an ‘other’ field to facilitate a textual response if the predefined answers

were insufficient.

o What are your reasons for enabling subtitles?

= [ have a hearing loss

=  English is a second language

®  They help me understand character speech

®  They help me understand the story

= | sometimes have difficulty with characters’ accents

= ] don’t want to miss any crucial information

®  They help me understand when characters speak too quickly

®  They help me understand how to play the game (in-game cues, instructions
etc.)

= [ often play in a sound sensitive environment, and need to keep the audio
low so as not to disturb others.

* I find that music and/or sound effects can overpower pivotal dialogue

= Other (desctibe)

If the participant responded with ‘no’ to question 11, question 13 would instead be displayed. The

question permitted the selection of multiple responses, including an ‘othet’ field for a textual response.

o What are your reasons for not enabling subtitles?

=  T’ve never used them

= Subtitles aren’t available in the games I play
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®  The games I play don’t rely on, or use, meaningful dialogue
®  They distract me when I’m playing the game

* [ find them difficult to read

®* I’'m too busy playing the game to read

= Other

Question 14 followed the same format as question 11. This required the participant to answer a

question regarding their use of captions.

o Do you use closed captions in video games?
" Yes, I always make sure captions are turned on
= I only leave closed captions on if they are enabled by default, but otherwise
won’t turn them on.

®= No, I never use closed captions

Using conditional logic, one of two questions would then be displayed. If the participant responded
with ‘yes’, or ‘I only leave closed captions on if enabled by default’, question 15 would be displayed.
The question allowed the participant to select multiple responses, with an ‘other’ field providing a text

field for additional information.

o What are your reasons for enabling closed captions?
= [ have a hearing loss
= English is a second language
= To help me understand character speech
®=  To help me understand the story
= I sometimes have difficulty understanding characters’ accents
= ] don’t want to miss any crucial information
®  They help me to understand when characters speak too quickly
=  They help me understand how to play the game (in-game cues, instructions

etc.)
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I often play in a sound sensitive environment, and need to keep the audio low
so as not to disturb others.
I find that music and/or sound effects can overpower pivotal dialogue

Other (describe)

If the participant responded with ‘no’ to question 14, then question 16 would instead be displayed.

The question allowed for the selection of multiple responses, including an ‘other’ field for a textual

response.

o What are your reasons for not using closed captions?

I've never used them

Closed captions aren’t available in the game I play

The games I play don’t rely on, or use, meaningful dialogue
They distract me when I’'m playing the game

I find them difficult to read

I'm too busy playing the game to read

Other

Question 17 and 18 were formatted as a five-point Likert scale, for gauging participants’ experiences

and opinions of subtitles and closed captions in the games they play. For question 17 participants had

the option of selecting one of five fields, including Never, Rarely, Sometimes, Often, All the Time.

o Please answer the following about your experiences with subtitles and closed captions:

Subtitles are available in the games I play
Closed captions are available in the games I play
Subtitles help me to play games

Closed captions help to me to play games

I find games more enjoyable with subtitles

I find games more enjoyable with closed captions

335



For question 18, the available responses included Strongly Disagree, Disagree, Undecided, Agree,

Strongly Agree.

®  DPlease answer the following about your opinions of subtitles and closed captions:
= [ prefer subtitles to closed captioning
=  More games need to use subtitles or closed captions
®  There needs to be a standard to define closed captioning and subtitles in video
games
®  Closed captioning should be mandatory in video games
= Subtitles should be mandatory in video games

® I would like to see different ways of conveying audio in video games

Question 19 and 20 were formatted as multiple-choice questions, with ‘yes’ or ‘no’ options. If the

participants selected ‘yes’, they were required to provide additional information via a text input field.

o Do you know of any other in-game options that provide andio information in another way?
"  Yes (describe)
= No

The purpose of question 19 was to determine whether participants were aware of additional options
in video games, used to provide information that is typically provided via game audio. This question
was open ended, to allow participants to describe alternative forms of feedback in their own words.
It was intended that results from this question would be cross-referenced with the results of the second

iteration of Cycle 2.

Finally, question 20 permitted the participants to provide any additional comments regarding the

survey. The purpose of this question was to offer the participant the option to provide with an
y purp q p p p p y

additional comments or feedback regarding the survey, or topics related to the survey.
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® Do you have any other comments or questions?
"  Yes (describe)
= No

If in question 20, “Yes’ was selection, then a free text comment box was presented.
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Appendix D: Subtitles Survey

Default Question Block

Letter of Consent

Dear Participant,

You are invited to i ina project by ing this short, Ty survey. The purpose of
this project is identify your views and opinions of iles and closed captioni lnwdeommesThamaeamhls
an i in the of new game ility gui to aid P g

games suitable for people who are deaf or hard of hearing.

meeymltdwawmmm}menmemmnmw:wwywd If you are a student of
Edith Cowan Uni ion in the survey will have no effect on your results or unit
otmome&Youma/onmwlhdmyourpem:pamnnlhemeyeluvyume

If you are under 18 years of age, and you wish to participate, a parent or g is required to consent on your
behalf.

If you agree to participate, please consent by clicking the link below and completing the survey at a time
convenient to you. Your participation in the survey is ly and no identifiable
information is collected at any point in time.

If you have any questions or concerns, require additional i ion, or have a about the
project, please do not hesitate to contact me or the Edith Cowan University Research Ethics Officer listed below.

For additional i ion about the and your participation, please the Informed Letter to
Participants-Survey.

Luke Brook

Researcher and Contact Detalls

Researcher:
Luke Brook
2 Bradford Street

Supervisor:

Associate Professor Trish Williams, PhD
eHealth Research Group Leader
School of Computer and Security Science
Edith Cowan University

270 Joondalup Drive

Joondalup

Western Australia 6050

Room: JO 2.339

Tel: +61 8 6304 5039

Fax: +61 8 6304 2509

email: trish.wiliams@ecu.edu.au

Associate Supervisor:

DrJo Jung

Lecturer & Course Coordinator Interactive Media
School of Commumeanons and Arts

Tel: +61 8 9370 6162
Email: j jung@ecu.edu.au

If you have any or ints about the project and wish to talk to an independent person, you

Phone: (08) 6304 2170
Email:
research.ethics@ecu.edu.au

Approval by the Human Research Ethics Commitiee

MmeemmmbeenapprwedbyﬁnECUHm. ‘Ethnsf‘ i in

i islation and policies, to ensure that are 4‘!hersspedand
pmisctnnﬁahsd;elomem.hpmtecbmofpwaqa-dwieonhmnbeﬂechvafymnlorhwwsd
research project.

Please indicate who you are providing consent for
Myser
A chiid for who | am a parentiguardan
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| give consent for my child to voluntarily participate in this study
Yes

No

| am 18 years or older, and freely to vol il
Yes
No

Prefer not to answer

What age group are you in?
O-4years
514 yaars
15-24 years
25-34 years
35-44 years
45-54 years
56-64 years
6574 years
76 years and sbove

In which country do you reside?

Have you ever been employed in the video game industry?
Yes

No

How often do you play video games?
Every Day
23 Times aWeak
Once aWeek
23 Times a Month
Once a Montn
Less han Once a Moni

How often do you play video games on the following platforms:
Newer Not often
Mobile Games (Mobile Phone

and Tablet Devices such as
IPad or IPhone)

PC Games (Mac/Windows
Handheid Consoles (Nintendo
DS/3DS/20S, Piaystation ita
eic)

Video games often have options to display audio as on-screen text. These are generally referred to as Sub-titles

in this study

All tha time

and/or Closed Captioning. Are you aware of the differences between Subtitles and Closed Captioning?

Yes
No

About Subtities and Closed Captioning:

The terms subfitltes and dosed captioning are often used interchangeably, depending on locale. For
example, in European nations, such as the UK and Ireland, there is no significant distinction. However, in
Australia, the United States, and Canada, the technical specifications differ greatly.

For the purpose of this study, the terms are based upon the A

Act 1992 (the

BSA). Detailed descriptions for both Subtities and Closed C:
question relating to those terms.

will be pr

of each
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Subtities:

The term subtities refers to text which is displayed on-screen, to describe character speech in video games.
Descriptiveness varies, depending on the developer of the video game, and may include additional information,
such as the name of the character or difierent colours to denote different speakers. Subtities are also used as a
form of language translation.

For TV and movies, there are specific regulations for subtities, including the size of the text, and positioning of the
text on the screen.

Closed Captioning:

Closed capfons differ from subtitles, and are used to represent all meaningful sound in a video game, including
character speech, and sound effects. As video games often use sound to corwey actions or events, closed
captioning provides descriptive on-screen text to explain these important inclusions, which may otherwise be lost.

Non-speech events are often enclosed in square brackets, and different colours, or bold and italic font are often
used to differentiate events from speech.

The following questions are related to Subtities In video games.

The term Subtities refers to text which is displayed on-screen, to describe Character speech in video games.

Figure 1. demonstrates the use of subtitles in Tomb Raider, with character speech displayed as white text on a
black background..

Fgl. - Subtitles in Tomb Raider.

Do you use subtitles in the games you play?
Yes, | aiways make sure sublities are tumed on.
1 only leave sublities on If they are enabled by dafaust, but oherwise wont tum them on.

No, | never use subliles.

What are your reasons for enabling subtiles?

(You can select multiple options)
1 have a hearing loss They halp ma understand when characlers speak too quickly
E - tanguage Traym:'sm;:;ummbuaymmmmm.

1 ofan play In a sound sensiive environment, and naed 10 keep

hey halp ma understand characler spaech the 2u0 Jow 50 &5 not 10 disturb others.

They heip me understand me story anmmcmwmeﬂmmmmpum
ialogue
| sometimas have dimcully with characlers’ accents Other

| domt want %o miss any cructal information

What are your reasons for not enabling subtitles?

(You can select multiple options)
Ive never usad them 1 find them amcut o read.
The games | piay dont rely on, of use, meaningiul dlalogue I'm too busy playing he game to read
They dstract me whan Im playing the game. Other

The following questions are related to Closed Captions In video games

Closed Captions differ from subfities, and are used to replace all meaningful sound in a video game, including
dialogue and sound effects.

Figure 2. demonstrates the use of closed captions in Partal 2, with character speech displayed as grey text, and
sound effects as white text, enclosed in square brackets.
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[Large Wall Panel Movement|

GLaDOS: Goodbye, C

aroline

Fig2. - Closed cap§oning in Portal 2.

Do you used closed captions in video games?
Yes, | aiway's make sure closed captions are turned on.
1 only leave ciosad caplions on If they are enabled ty default, by otharwise wont tum them on.
No, | never usad dosed captions.

What are your reasons for enabling closed captioning?

(You can select multiple)
I have a hearing loss They help me undarstand whan characters spaak too quicky
They help me undearstand how to play e game (in-game cues,
Engiish Is & sacond language nstructions efc.)

| often play In a sound sansiiive environment, and need to keep

To heip ma understand characler speect the audio low 50 as not to disturb others.

To hetp ma Understand the story 1find that music and‘or sound effects can overpower pivotal
aialogue.
| sometimes have diMcully understanding charecters’ accants Other

| domt want %o miss any cructal information

What are your reasons for not using closed captioning?

Ive never usad them 1find them amcut fo read
The games | piay dont rely on, of use, meaningiul diaiogue I'm too busy playing e game to read
They dstract me whan f'm playing the game Other

Please answer the following about your experiences with subtitles and closed captioning:

Never Rarely Sometimes Often Al of the Time
Sublities are avallabie In the
games | piay.
Closed captions are avaliable In
the games | piay.
Subtities halp me to piay
games.
Closed captioning helps me to
play games.
11ind games more enjayable
Wit sublities.

11ind games more enjayable
wit closed captioning.

Please answer the following about your opinions of subtitles and closed captioning:

Strongly disagree Disagree Uncacided Agree Strongy Agree
| prafer sublities to ciosad
captioning
More games nead to use
subtities or closed captioning
There neads to be a standard
to define closed captioning and
sublities Invideo games
Closed captioning should be
mandatory In video games
Sublities should be mandatory
In video games
1 would e to see a dfferent

ways of conveying sudio In
video games.

341



Do you know of any other in-game opSions that provide audio information in another way?

Yeos (Gescra) No

Do you have any other comments or questions?

342



