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Entertainment Computing application areas are increasing day after day. The same way serious games become part of the teaching materials as schools, they can be useful tools to improve inclusion of people with special needs and reduce the gender gap. With this workshop we want to set a discussion space for researchers, designers and practitioners on Entertainment Computing interesting in its application to solve social issues, such as reducing the gender gap, preventing social exclusion of people in risk and promoting the inclusion of people with special needs.

Workshop objective

In this workshop, we want to invite researchers, designers and practitioners in Entertainment Computing (EC) to discuss why and how the community should improve inclusion of people who do not participate or participate less than mainstream user groups to entertainment computing activities, such as video-games, digital arts or serious games for health or education. These user groups include people with special needs (i.e. people with disabilities or people in risk of social exclusion). Female gamers are a concrete example of people at risk of social exclusion. We want to share best-practice experience of successful initiatives, discuss empirical outcomes and novel designs to build up and strengthen the community of interest in gender and inclusion in EC. Besides building an international community, the workshop aims to identify challenges and opportunities related to gender and inclusion based on presented research and experiences and related to the following questions:

• How can we improve the inclusion of people with special needs by Entertainment Computing? This is, how can we make EC so flexible and adaptable so that it can be used by people with special needs?

• How can we arise the position of women in this topic? Traditionally, software is designed by men to men. But female contributions, preferences and approaches should be included, shared and promoted as well.

Background

The use of Information and Communication Technologies for promoting involvement of minority group (gender, race…..) in specific working fields as well as for inclusion of people with special needs (i.e. people with disabilities, people in risk of social exclusion, elderly people) is growing year after year. According to recent studies, by 2024 the assistive technologies market will surpass $24 billion [START_REF]aids), and by geography -trends and forecast[END_REF].

Particularly, if we focus on the entertainment computing area, the use of these technologies as tools to promote inclusion are also popular. Examples of that are [START_REF] Benveniste | The MINWii project: Renarcissization of patients suffering from Alzheimer's disease through video game-based music therapy[END_REF][START_REF] Marino | UDL in the Middle School Science Classroom: Can video games and alternative text heighten engagement and learning for students with learning disabilities[END_REF][START_REF] Navarro-Newball | Talking to Teo: Video game supported speech therapy[END_REF][START_REF] Israel | A multilevel analysis of diverse learners playing life science video games: Interactions between game content, learning disability status, reading proficiency, and gender[END_REF][START_REF] Tarakci | Effects of Nintendo Wii-Fit®video games on balance in children with mild cerebral palsy[END_REF], in these studies researchers introduced different video games (Nintendo Wii devices and computer based) to work on different skills and therapies, such as music, sciences, verbal communication and motor abilities.

This process, the inclusion of people with special needs, can be understood as a sequence of stages: diagnosis, education and self-achievement. Many professionals are involved in this process, such as psychologists, teachers or occupational therapists. In the recent years, technologies of support are becoming more and more popular, and results and approaches from fields such as EC can be applied at the different stages.

From a demographic point of view, there is a huge difference in gender between the professionals involved in the process and researchers/developers involved in the design and development of technologies of support. Historically, the professions involved are related to knowledge areas where women have had a dominant position [START_REF] Olos | Gender Ratios in European Psychology[END_REF][START_REF]Demographics of the US psychology workforce: Findings from the American Community Survey[END_REF][START_REF]Women in the labor force: A databook[END_REF], while technology has been historically a men dominated area. This arises the motivation of promoting women participation in EC for inclusion. Even though women make up half of the total gaming population, their place and role in gaming culture and industry is not well understood. Research on gender and computer games has been going on since the 1990s [START_REF] Jenson | Online Games, Gender and Feminism in[END_REF][START_REF] Cassell | From Barbie to Mortal Kombat: gender and computer games[END_REF] and it is still a relevant topic [START_REF] Kafai | Diversifying Barbie and Mortal Kombat: Intersectional Perspectives and Inclusive Designs in Gaming[END_REF][START_REF] Giannakos | This game is girly!" Perceived enjoyment and student acceptance of edutainment[END_REF].

Expected outcomes

The topics for discussions include, but are not limited to:

1. Theoretical contribution. 2. Pedagogical frameworks for teaching and learning computer game design related to inclusion and gender issues. 3. Specific aspects of play. 4. Examples of games for learning, designed and developed by women.

Examples of inclusive game design or processes of inclusive design.

Authors will be asked to submit a 4 pages extended abstract to present their work and they will be invited to present an extended version of their research in a special issue of a journal. As follow up, the workshop organizers will summarize outcomes in a paper, preferably to be published at ICEC 2019 or Entertainment Computing Journal. Through the workshop, we also want to collect a list of relevant literature and successful initiatives to be shared on the workshop's website.

Expected number of participants

A minimum number of 8 participants and maximum of 20 will be expected

Due dates

Submission deadline: 24th June Notifications of acceptance: 6th July Workshop will be organized as a half day session.
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