Avoi1ding the wooden
spoon

Please sit in tables of seven.

Think of an animal. Make a note of this and keep
it to yourself.

Nik Terrell




What do we mean by ‘access?

Where or when should we consider access 1n
student recruitment?

Who might have access requirements?

How do we take a ‘universal design’
approach to student recruitment?




What do we mean by ‘access’?

What time 1is the event?

Where will the event be held (online or in
person) ?

How will attendees access the event?

Have I sought accessibility requirements in
registration form?

How will I highlight accessible considerations
in advance of the event?

How will I uphold accessibility during the
event?

How will I know 1f this has been effective?







15 Taskmaster contstants
championing accessibility
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They don’t always get it r




They don’t always get it right

YPut on a palr of food-cisGRNNIEECRREET1- TN N
whole banana, correctly put on a tie and clap as
many times as possible. All tasks must be
completed 1n 100 seconds. Most claps wins.”




They don’t always get it right

YPut on a palr of food-cisGRNNIEECRREET1- TN N

whole banana correctly, put on a tie and clap as
many times as possible. All tasks must be
completed 1n 100 seconds. Most claps wins.”




Choose your Taskmaster

* Make the Taskmaster say your words by answering
a question.

* Bach team member will ask one question at a
time and each question must be made up of
exactly six words.

* Al so..each team member milsiEtakeENBENENCIIERSIES
say two words to contribute to each question.

* The team that makes the Taskmaster say the most
of their words 1n 100 " SEICISIIE! I




Choose your Taskmaster

* Team A
* Objective: Grab the marshmallow with your tongs.

* When the Taskmaster says ‘play’ you have 10 seconds
to grab the marshmallow.

* Once your tongs are over the table you must attempt
Eo" grab SEhicsma s hmallNiemns:

* Team B
* Objective: Bat away the marshmallow.

* When the Taskmaster says ‘play’ you have 10 seconds
to bat away the marshmallow.

* Your hand must not 'be ove = sst=0emnie= b= e sl
player’s tongs are over the table.

After each player has taken a turn for both teams,
SHIEIZNOIof E@E LYViaE -




Choose your Taskmaster

* Make the scales read 780.2g.

* The scales must read 780.2g for at
seconds.

* After you have achieved this, make
ISl Sk

* The scales must read 1 7SI EESeHaN--
seconds.

e After you have achieved this, make
¢’ SHICJNI e

* The scales must read 330 SNIEESETEaN-N
seconds.

least 5

the scales read

least 5

the scales read

least 5

* Team B goes first, then Team A. Fastest team wins.




Choose your Taskmaster

* Bach team member must walk around the perimeter
of the room.

* The last team member must throw the ball in the
box, with their back against the wall. This 1is
the only team member who can touch the ball
i clel RE alSer - e cTeieksh

* The team must complete this 1n exactly 100
seconds.

* Team A goes first then Team B. Team A cannot
watch Team B. Most accurate team wins.




Choose your Taskmaster

Draw the animal named on your card.

Each artist may draw three straight lines on their
a8

That artists teammates may have one guess after
these three lines.

If the guess 1s 1ncorrect, the other team’s
artists can draw theilr SiSSCEREHNENISEi=="

You may not speak or communicate with your
teammates 1n any way.

Fach team member gets two points for each team
S A /a8




The Taskmaster’s duties

* Moderating the challenge, ensuring failr play.
* Keeping track of time

* Awarding polints - bonus points can be awarded
SHE LA @IbuEt ! @l S aaE a0




Were the tasks accessible?

“Accesslbility 1s about designing systems
and environments to remove barriers,
ensuring all people can physically and
digitally access resources and
participate. In essence, access 1s about
removing obstacles.”










What do we mean by ‘access’?

Where or when should we con s iECIEHEEEEE ==t )
Sl s e Sie s N N

Who might have access requirements?

How do we take a ‘universal design’ approach
e s L uiden W' v e Uttt

What will we consider going forward?




How will we achieve this?

e Staff training and awareness

* Collaboration across irns Saabssie)

* Make a feature of this 1n project plans

* Work with individuals with access requirements
* Seek feedback following events/activities

* GOAL-1ng — Going Out And Listening (University
QI S.a IMERehGl
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