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UEA-Life.com is dedicated to bringing information 
and inspiration, along with life experiences to 

Upper Extremity Amputees 

Privacy Statement  
 
UEA-Life.com does not sell subscribers addresses. Your address will only be used to notify 
subscribers of each new issue or to preview an upcoming issue or event. 

 

To subscribe/unsubscribe to UEA-Life.com�send an email to the address below. 
Enter Subscribe or Unsubscribe in the subject of the email. The message text 
should read:  Subscribe/Unsubscribe First Name Last Name. 
 
When each new issue of UEA-Life.com� is published you will receive an email 
containing a link to the issue.  
UEA-Life.com� thanks you for subscribing and hopes you’ll find UEA-Life.com�
informational and inspiring. 
 

mailto:subscribe@uea-life.com 
 



 3 

 
    

In This Issue! 
Why UEA-Life.com... 5 

Remember... 6 
Rehabilitiation - 
Weight Control 

7 

Physical Barriers in 
Video Games 

8 

What Happens if You 
Can Talk About It? 

17 

Product Review – 
HORI Separate 

18 

Manufacturer’s 
Forum 

20 

UEA Links/Language 21 

Parting Thoughts 22 
Just for Fun! 22 

Cover photo courtesy: 
Gaye Lynn Hersher 

Here is the next issue of UEA-Life.com.  
 
Many of us made resolutions for the new year. If you are one of those that did I hope they are becoming 
 a reality for you! Most resolutions take determination and drive to succeed. 
 
My personal resolutions are coming along (I’m proud to tell you that I’ve dropped 50 pounds, so far). 
My professional goals are advancing well with the growth of UEA-Life.com (as well as 
Ampspiration.com (http://www.ampspiration.com)). In an effort to improve Ampspiration.com an 
e-mail notification service has been added to the site. You can now sign up to get an e-mail when the site  
content changes. You will receive a note telling you the site has changed as well as what changes were 
made! Given the nature of Ampspiration.com (links to various news articles which are amputee related) 
I felt this was a useful feature to add. 
 
In this issue is another article from War Amps (http://www.waramps.ca) entitled: 
Rehabilitiation - Weight Control. The article gives some excellent advice on the effects of weight gain/loss 
on the fit and efficiency of prosthetics. You will also find the conclusion of the article (which began 
last issue) concerning one handed video game use. There is also a product review of a one-handed 
video game controller for the PS2. 
 
Many UEAs find it difficult to talk about their situation. In this issue is an article entitled:  
What Happens if You Can Talk About It? This is a great article on the benefits of talking/writing about your 
new life.  
 
As always, I welcome any comments you may have about the ezine. Please let me know what you liked  
(or didn’t like) or any ideas you may have for an article. I have many ideas for the future of  
UEA-Life.com, but, I want UEA-Life.com to be “from a UEA for UEAs”. Not just my ideas but yours 
as well. Please submit your comments/ideas to me at: 
 
mailto:comment@uea-life.com?subject=Ezine comment 
 
Again, I hope you enjoy this issue of UEA-Life.com.  
We’ll get together later for a few closing thoughts. 
 

Opening Thoughts 
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A Little Help from Our Friends??...Questions from our readers 

UEA-Life.com received the following 
question(s): 

To help our readers with 
this question, or ask 
another, submit your 
answer to the address 
below. 

mailto:uea-life@uea-
life.com. 

Readers Thoughts: 

UEA-Life.com received the following comment(s): 

UEA-Life.com enjoys hearing from our readers. Your comments and/or ideas 
for ezine content are welcome. 
 
To submit comments to UEA-Life.com send an email to the address below. 
 

mailto:comments@uea-life.com 

From Richard: 
 

Outstanding site! 
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UEA-Life.com is the result of a goal of mine that began in March 1996 when I became a UEA. I started 
searching for information, for myself and my family…assurance that life wasn’t over. As many UEAs do I felt 

that the life I knew before was gone and I couldn’t get it back. I found myself focusing on what I thought I 
could no longer do. 

 
What my search found was very little information and, certainly, no inspiration concerning my new life. My 
desire to help provide the needed information and inspiration took me on another path. Due to disagreements 

about the direction of that path UEA-Life.com was born! 
 

UEA-Life.com will focus on life as a UEA but will also reflect on life as a whole. I want UEA-Life.com to 
be a publication “for UEAs by a UEA”. 

 
Please feel free to contact me with ideas that you would like to see in UEA-Life.com. Use the link below to 

contact me. 
 

Dave Hersher 
LBE Amputee 

 
Contact me: mailto:dave@uea-life.com  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Why UEA-Life.com... 
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Remember... 

“A great pleasure in life is doing what people say you cannot do." 

-- G. W. F. Hegel�

�
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Weight Control 

aintaining a healthy body weight is a 
concern for everyone, and one that is 
doubly important for amputees. 

Eating right and exercising regularly are good 
habits that will benefit you a lifetime. 

Adele Fifield, Director of the National Amputee 
Centre, believes strongly in the value of an 
exercise program. I find my energy levels 
actually increase after exercising. As my muscle 
tone and strength improve, I expend less energy 
walking, and feel less tired which are always 
issues that leg amputees contend with.  

Exercising is also a great way to release the 
stresses of the day. My exercise program has 
greatly improved my overall fitness and energy 
levels. 

              Why Should I Keep Fit?  

A change of just five pounds, or even less, may 
mean your artificial limb is 
uncomfortable.  

If you gain or lose too 
much weight, even just 10 
pounds, you may be unable 
to wear your artificial limb 
at all and need a new 
socket.  

 Amputees expend more 
energy in daily activities - 
so it is important to be in 
good shape to keep up with your daily activities.  

 Exercise not only helps maintain body weight but 
reduces stress.  

How Do I Know If I Am at a Healthy Weight? 

Check with your doctor to make sure you are within 
the recommended weight range for your age and 
height.  

 

 

We all have different body types - maintaining a 
healthy body weight does not necessarily mean 
being thin.  

The usual height to weight ratio may not apply, as 
an artificial limb usually weighs less than a 
human one. A few pounds may need to be added 
to the scale to get the right figure.  

It is possible to estimate what your ideal body 
weight as an amputee should be by multiplying 
the appropriate percentage of total body weight 
represented by your amputations by the ideal               
weight for a non-amputee person of your height 
and body type, then subtracting the result from the 
ideal weight.   

             How Do I Keep Fit & Stay Healthy?  

Eat regularly and do not miss meals. Breakfast is 
especially important as it increases your body's 

metabolism which slows down 
overnight.  

Eat plenty of fruits and vegetables.  

Exercise at least three times a week 
for a minimum of half an hour each 
time (or work up to this level if you 
have not exercised recently).  

Walking briskly (but not to the point 
where you are out of breath) is a 
simple, effective form of exercise.  

If it is recommended you lose weight, ask your 
doctor or dietician to provide you with an overall 
weight loss program.  

Professional trainers can help you develop a 
unique exercise program and trainers who have 
had experience in working with disabled 
individuals can adapt a program in consideration 
of your amputation(s).

M 

Rehabilitiation - Weight Control 
By permission of: The War Amps (http://www.waramps.ca/) 

Example for a 5' 4" female arm 
amputee with a medium frame:  

Suggested ideal weight 124-138 pounds 

Subtract 6.5% representing missing arm 

An ideal actual weight of 116-129 for 
this amputee 
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The following article was submitted by Barrie Ellis. Mr. Ellis is the webmaster of 
http://www.OneSwitch.org.uk. His site is a resource of fun ideas and 'assistive technology', aimed at moderate 
to severely learning/physically disabled people. The article was published in two parts. The first part discussed 
controllers (previous issue) and the second part will discuss accessible games. 
 

Accessible Games 
 

t is not only the physical controls that can cause 
barriers for gamers, but of course the design of 
games themselves. Many games in the past have 

featured accessibility features, but seldom have they 
been put in place with any deliberate consideration 
for disabled gamers. This seems to be especially the 
case with console games. None the less, what was 
put in place to benefit the novice gamer, can often 
benefit a huge range of people. 
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This Playstation game, also known as Hot Shots 
Golf 2, features some simple accessibility elements 
that would benefit ALL golf games.  
 

�� ������� 
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Many golf games 
require an 
extremely high 
level of timing in 
order to hit a shot 
in a straight line. 
This puts many 
golf games out of 

the reach of gamers who don’t have this degree of 
skill. To be able to remove the annoyance of a ball 
continually veering wildly off to the left or right can 
be the difference between a fun game and an 
abandoned game. 

 
�
�
�

 

�����	������������
 
The golfing handicap system, allows golfers of any 
range of ability to compete equally  
on the same           course.                                                        
This is achieved by adjusting each players score at 
the start of a game. The better you are, the smaller 
the shot advantage you will play with. 
 
Free practice on all courses, including a driving 
range and putting green 
 
A simple free practice mode gives a player the 
chance to play against their self. This is especially 
useful for gamers finding the actual game too hard, 
by giving them an area to practice, without pressure. 
 
Simple controls, with digital only compatibility 
 
As mentioned before, analogue controls can exclude 
gamers that use digital controllers, such as plug in 
accessibility switches and arcade sticks. Some golf 
games can only be used with analogue controls, but 
not Everybody’s Golf, thankfully. 
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Scan and Select menus, for 
gamers that are restricted by one 
or two controls, who can not 
otherwise access menus 
independently. 
 
  
 
 

I 

Physical Barriers in Video Games 



 9 

 
 

Ability to turn off / adjust negative commentary 
and sulking gamers animation. It is a little 
wearing to be groaned at by the crowd and berated 
by the commentator every time you sink your ball, 
with no consideration for the disability you might 
be playing with. 

 
A Course designer with on-line options, would 
allow courses to be tailor made to suit gamers of 
different abilities. Real life courses could be 
replicated leading to the possibility of physically 
disabled gamers going out onto a real golf course 
with portable gaming equipment and playing 
against able-bodied friends in a virtual golf vs. real 
golf manner. It’s not as far fetched as you may 
think, with the first such golf tournament having 
being held in 2000 at Pelican Hill Golf Course in 
Newport Beach California 3.1. Other applications for 
this technique include other turn based sports such 
as darts, snooker and pool3.2. 

 
 Ms. Pac-Man (Atari - 1982) 
	
���
������������

 
One of a 
number of 

golden 
age3.3 Atari 

2600 
games to 
feature an 

inclusive 
range of difficulty settings. Games with a 
concession to younger players would be clearly 
marked with a “Special Feature” bear logo on the 
box. The biggest names of the time such as Pac-
Man, Missile Command, Defender and Berzerk 
were all marked in this way. 

 
 Ms. Pac-Man’s ‘special feature’ was the ability to 
choose how many ghosts you wished to go up 
against, from one to four. A simple, but extremely 
effective way to open the game up to more people. 

 
��  ����	�!������������
 
A Speed control option affecting the entire game. 
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The accessibility mechanics designed into these two 
racing games are of enormous benefit to disabled 
and younger gamers. 
 

  
 
Assist Systems, including I.B.S. (Intelligent 
Braking System) – F355 Ferrari Challenge 
 
To aid beginners, F355 Challenge has four assist 
systems that can be toggled at any time whilst 
driving. These consist of Traction control, Antilock 
brakes (ABS), Stability Control, and uniquely, an 
Intelligent Braking System (IBS). This very helpful 
feature will automatically slow your car down if 
approaching a corner too quickly. It is therefore 
possible to race around tracks with just two buttons 
for left and right, providing you jam the 
accelerator/gas pedal down. 
 
Steering Assist – Destruction Derby 
 
On ROOKIE level, there is a superb handling 
feature that automatically corrects your car from a 
180° spin. In effect, the game helps you to keep 
racing in the right direction. 
 
Barriers – Destruction Derby 
 
The barriers in Destruction Derby stretch for the full 
length of each track without break. These help 
disabled and younger drivers keep on the road as 
opposed to being jammed up against scenery or 
spinning around in ditches. Importantly, the barriers 
don’t take reduce your speed too much, so you can 
remain competitive even if grinding your car along 
them to get around. The benefit of this feature can 
not be overstated. 
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Simple Tracks – F355 and Destruction Derby 
 

For learning disabled and physically disabled 
gamers, the inclusion of very simple tracks can be a 
boon. This is especially the case for gamers using a 
single button to play. 

 
Practice Modes – F355 and Destruction Derby 

 
For no pressure racing. If the computer competition 
is far too hard, there is still a game in beating your 
own times around the track. 

 
Training mode – F355 Ferrari Challenge 

 
A red line is super imposed on the track showing 
the racing line to follow, accompanied by visual and 
spoken prompts of how the road lies ahead. 
Absolutely fantastic accessibility feature, of benefit 
to all gamers. 

 
Various – F355 Ferrari Challenge and/or 
Destruction Derby 

 
Digital Steering and Acceleration; User definable 
controls; Volume controls (turn off music if 
distracting); Simple Menu system with clear icons; 
A commentator that doesn’t’ constantly criticise 
your driving; A helpful over head scanner giving an 
idea of how close other cars are to you that would 
otherwise be in a blind spot. 
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A fun rhythm based game, not entirely unlike 
Dance Dance Revolution in game play. This tough 
game features a beginner 
level option that enables 
you to play by tapping out 
the correct rhythm using 
any button. This makes the 
game far easier for children 
and players unable to hit 
the six or so buttons 
required at the normal level. 
 
This is a great example of a simplified control 
scheme opening up a game to a larger audience, and 
could easily be adopted with all rhythm based 
games. 
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Some disabled people find that they can only access 
games using software emulators such as MAME 

(Multiple Arcade Machine 
Emulator) and MESS (Multiple 
Emulator Super System). These 
give the flexibility that just 
doesn’t exist in most games. 
Unfortunately they are legally 
dubious, especially so with the 
recent shut down of Star ROMs 
which provided legal games for 

MAME. 
 
Emulators such as MAME offer many benefits over 
the original games to disabled gamers: 
 
Fully user-definable controls. Many different 
controllers and combinations can be assigned to suit 
the individual gamer. Gamers are also much less 
likely to find that their favourite controller is 
incompatible. 
 
Speed controls. Not perfect, nor simple to access, 
but there is a facility to slow most games down to 
match each gamers abilities. 
 
Cheats. Or to many disabled gamers, features to 
make gaming just a little bit easier. 
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The previous list touches upon the scattering of 
accessibility features in games that can aid disabled 
gamers, which have great value. However, there are 
some developers looking at making games 
accessible to all. 
 
UA-Games3.4 is such a project, based at the Human 
Computer Interaction Laboratory (HCI Lab), within 
the Institute of Computer Science (ICS) in Greece. 
This organisation is looking into ways that games 
can be made accessible to all, including multi-
player games3.5 taking into account the wide range 
of abilities they may have. 

 
 
�
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One switch, or ‘one button’ games as they are also 
known, feature the ultimate in simplified physical 
controls. One single control is all that is needed to 
play. With a suitable control interface, movement as 
fine as a raised eyebrow or as broad as a kicked out 
leg, can gain access to such games. 
 
For some disabled people, this is the only way into 
gaming, due to the level of disability. For everyone 
else, it can be the simplest, and most immediate 
way to play. What one switch design can do, is 
bring gamers of absolutely all abilities together to 
have fun. 
 
There has been increased interest over recent years 
in one button game play mechanics, for a number of 
reasons. 

 
 

�
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The burgeoning mobile phone gaming market has 
seen an increase in the number of games designed 
for single button play, such as Sega’s Sonic Darts 
and Gamevil’s IGN award winning game Skipping 
Stone4.1. thanks to their “pick up and play” nature. 
One button mobile phone games also take into 
account the wide variety in quality between 
different mobile phone buttons and joysticks. 
Gamers who are physically disabled by their phone 
controls being poorly suited to gaming are able to 
play on a fairly even footing without having to 
replace their phone. 
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PC and on-line one button games have also seen a 
growth in numbers and popularity. In April of 2005 
Retro Remakes4.2, an on-line community of 
independent game developers ran a competition to 
create the best strictly  one button only game, within 
a one month time frame. Game menus and all game 
play had to be accessible via  
a single key press. 70 different games were created 
from this endeavour, some of which used very 
imaginative approaches to the limitations of a one 
button interface which shall be discussed later. 
These games were immediately made available for 
free download via OneSwitch.org.uk, where take up 
has been high. This competition has led to coverage 
across the internet, including the BBC, Guardian 
and beyond. 
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Following this competition GameSutra published an 
on-line article entitled “One Button Games”4.3 by 
the programmer Berbank Green.  This covered the 
wide variety of functions a single button can have, 
in a very clear and comprehensive manner. It is a 
good starting point for programmers interested in 
this aspect of accessible game design. 

�
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Despite this recent activity in one button game 
design, it is worth noting that such games are 
certainly not a new phenomena. Atari released 
Canyon Bomber around 1977 into Video Arcades, 
and in 1979 on the Atari VCS games console. The 
following quote from programmer Howard 
Delman4.4 explains his game: 

 
“Canyon Bomber was a two player competitive 
game. Players controlled two vintage aircraft... a 
bi-plane and a blimp. The aircraft flew back and 
forth over a canyon filled with numbered targets. 
The player had only one control - a button marked 
"drop". His objective was to time the release of his 
bombs so as to hit the most targets. He played 
continuously, until he used up his allotment of 
misses. As the targets were destroyed, and the 
canyon got emptied, the competition really heated 
up”. 

 
A more recent one switch coin-operated machine is 
Cave’s Uo Poko, released in Asian arcades around 
1998. This game takes cues from Taito’s Puzzle 
Bobble, whereby the aim is also to burst balls by 
getting three or more of the same colour to touch. It 
differs in several ways, most prominently in its 
control mechanism which requires only a downward 
pull on a digital joystick. This in turn pulls on a 
spring, which fires out quasi-random colours of 
balls, in a similar style to many PC pinball games. 
The longer you hold down your control, the more 
powerfully the ball is fired onto the playing field. 
Uo Poko features a superb co-operative two player 
mode, that has the potential to have people of 
massively different abilities playing together. 

 
 
 

 
 

  

 
 

images from left to right: Canyon Bomber (Atari 1977); Uo Poko 
(Cave 1998); Shenmue (Sega 1999,2000) 
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Aside from these, fairly obscure arcade games, you 
can find one button games appearing in a number of 
better known console games. Sony’s Um Jammer 
Lammy for the Playstation featured a single button 
‘easy’ mode as mentioned above. Nintendo’s Wario 
Ware Inc. for the Game Boy Advance featured 
many different styles that including button mashing 
games in the vein of Konami’s Track & Field and 
plain daft games such as timing a constantly moving 
hand to pick a nose! Sega’s epic Role Playing Game 
Shenmue featured a mini-game of darts that proved 
to be an addictive diversion in itself. Here a 
constantly wandering hand roams the dartboard, 
waiting for the player to press a single button in 
order to throw one of five darts. 
 
However, these arcade and console games are not 
true one button games. They typically require other 
controls to navigate menus before you can get to the 
stage of playing. They therefore preclude some 
disabled gamers from playing independently. At the 
end of each game, they might require the assistance 
of another person to restart the game, proving to be 
a frustration. 
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The games written for the Retro Remakes 
competition feature scan and select menus that 
make the entire game accessible using a single 
button or switch. The following are some notable 
examples, that are all available free from 
www.OneSwitch.org.uk. 
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A highly polished game, with a plot, recognisable 
characters, variety and some absolutely superb 
accessibility features. 

·  Wide range of 
difficulty levels 
from Very          
Easy to Very 
Hard 

·  A Scan and 
select menu and 
game play elements, with speed adjustment 

·  Mini-games are available from the menu to 
play individually. 

·  Two player option. If a gamer is being 
continuously beaten by the computer, two 
player options give them the possibility at 
winning (whether fairly or not) against a 
human, who may be more of an even match. 
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An on-rails 2D shoot-em-
up that could work equally 
well in 3D. A well-paced 
game with strategic 
elements, and some 
imaginative ideas. 

 

·  Speed adjustment option affecting the entire 
game. 

·  Wide range of difficulty level adjustment. 
·  Control sensitivity adjustment. The button 

used has two states: Tapping fires a missile 
& Holding activates thrust. Some disabled 
gamers can not press a button quickly, so  

 
 
·  this adjustment can make the difference 

between a playable game or unplayable 
game. 

·  Branching options and rotating weaponry 
stash add a strategic element. 
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Featuring an aiming 
system that could be 
adopted for use with 3D 
golf games. An arrow 
constantly rotates 
around your ball. When 
you press your button 
the arrow locks into the 
direction that you will 
strike the ball. The game then moves to a power bar 
that constantly adjusts. You simply need to time 
your press to get the right amount of power. 

 

·  No hook or slice. 
·  Practice modes. 
·  Simple targeting and shot power selection 

method. 
·  No time limit on taking a shot. You can take 

all the time you need. 
 

Orbit Racer (Pug Fugly Games – 2005) 4.8 
 
A space race game in the vein of Atari’s Super 
Sprint. Your ship is 
constantly veering to the 
right, which thanks to the 
circular nature of the 
tracks, will keep you 
heading in the right 
direction. Pressing your 
button simply steers you 
in the opposite direction, 
where you can aim to collect power-ups. 
 

·  Simple round tracks enable one button play. 
·  Barriers do not slow your craft down too 

much. 
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Takes elements from 
the 2 joystick (16 
switch) classic 
Robotron: 2084, one 
button mechanics and 
comes up with a very 
tense, strategic arcade 
game. 

 
·  Adjustable difficulty level. 
·  Well gauged learning curve. 
·  Superb ideas. 
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With enough willing, pretty much any game could 
be made playable using a single switch or button.  
Gaming aids would be necessary for many games, 
such as automatic aiming and branching scan and 
select options where you can choose certain paths. 
This would be a considerable challenge for many 
programmers. However this doesn’t mean that 
single switch games need to stay the preserve of 
simple arcade type games. This is most ably 
demonstrated by Ominous Development’s Strange 
Attractors. 
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Strange Attractors5.1 is a one switch game where you 
control forces of gravity to play. You can sling-shot 
your-self around artificial planets, and bounce off 
obstacles following slightly bent laws of physics. 
It’s an incredible game that takes some getting used 
to. This game was a finalist in the Independent 
Game Festival 2006, for innovation in game-play. 
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The following advice is not a prescription for 
creating games that will be accessible to all. 
However, if designers choose to implement just one 
of these accessibility tips, it can make a huge 
difference. Possibly, the difference between a 
playable game, and an unplayable game.  
 
 
···· �-����	�������
����� �������
 

Can a game be started easily and quickly? Can the 
menus be navigated using a small number of 
controls? Some games require seven or more 
different buttons to adjust options. This is not 
helpful for many gamers. Consider using clear icons 
to back up text, and a quick start method. Ideally, 
consider scan and select methods to take into 
account gamers using a very small number of 
controls. 
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The inclusion of training options can give players 
the chance to play at their own pace, with much less 
pressure. This can offer fun and respite for players 
frustrated by the main game. Other assist modes 
might include automatic targeting, invincibility and 
ghost town modes where you would be free to 
explore the game world unimpeded. 
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A standard needs to be agreed for categorising and 

announcing accessibility 
features, along the lines of 
the American ESRB6.1 and 
European PEGI6.2 age 
ratings systems. This will 
make life easier for game 
producers and consumers 
alike. This is an area that 
the IGDA’s Special Interest 

Group in Game Accessibility is presently looking 
into. 
 
In temporary lieu of an accessibility ratings system, 
any mention of accessibility features on packaging 
would be a good start. As previously mentioned, 
this was something that Atari did at the peak of it’s 
popularity, and would be simple to replicate. 
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There is a huge potential market of disabled, young, 
and novice gamers being excluded by the 
inaccessible nature of most main-stream games. It 
should also be pointed out that anyone in the world 
can become disabled at any time, through accident, 
illness or through the natural effects of ageing.  
 
Many accessibility features are fairly easy to 
implement during game development, such as wide 
difficulty level and speed control options. More 
involved features such as highly accessible menus 
could be formed from open source or leased 
templates, saving developers much time. Nothing is 
impossible. 
 
We hope there will be a change in the future. 

 

Visit Barrie’s site for more information: 
http://www.OneSwitch.org.uk 
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Game-Accessibility.com 
http://www.game-accessibility.com/  
e-mail: gaforum@accessibility.nl 
 
IGDA Game Accessibility Special Interest Group 
http://www.igda.org/accessibility 
e-mail: accessibility@igda.org 
 
OneSwitch.org.uk 
http://www.oneswitch.org.uk 
e-mail: barrie.ellis@oneswitch.org.uk 
 

Retro Remakes – Accessibility Angle Forum 
http://www.retroremakes.com/forum2/forumdisplay.p
hp?f=84 
 
Interaction Design Pattern Library for Games 
http://www.eelke.com/research/accessibility.html 
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hen you have had a really 
traumatic experience it is best if 
you can find someway to release 

it, whether you find your voice and talk 
about it or you write about it or maybe even 
paint it. Sharing it with someone else or 
using which ever method you chose is so 
beneficial, and will help you to feel better. 

I kept quiet for so many years, I bottled it up 
and tried to bury it, I thought if I pushed it 
far enough away into the back of my head I 
could cope. I was so wrong! 

As part of my counseling training I had to 
get my own therapy maybe on an 
unconscious level that was part of the reason 
I actually took the course. During one of the 
workshop exercise I revealed 
something about my past which 
I had never told anyone except 
my mum and she chose to 
ignore it. 

Everyone was so supportive I 
was quite overwhelmed, people didn’t judge 
me or walk out of the room, and they sat 
quietly and listened to me. Afterwards my 
tutor congratulated me on being brave 
enough o share this experience, she gave me 
a hug and encouraged me to go into therapy 
sooner rather than later. 

I decided to call a counselor a couple of 
days later and went along to see her not 
really knowing what to expect. I had 
decided the person I would see had to be 
female because there was no way I could 
talk to a man about my past; it would be 
much to hard so I sought a woman. 

 

 

 

She was an amazing person, really gentle and caring 
but also pushed me on some points which was so 
good for me because I might have just stayed on the 
surface things. Once I started talking I thought I 
would never stop, I told her about all the things 
which I had kept secret because I felt guilty and 
ashamed, it must have been my fault. 

If you just can’t face talking to someone writing 
about it is the also an excellent way to help 
yourself, you can write anything you want in 
any way you want, maybe in book form, 
articles, or letters to the person who hurt you or 
the one who didn’t protect you. 

The thing about writing is that you can do when 
ever, where ever you want and for as long as 
you want unlike counseling which is normally 

once a week for fifty minutes and then you 
have to stop. If you wake up at two o 
clock in the morning and you feel the urge 
to put pen to paper then you can but your 
therapist won’t be happy if you call in the 
middle of the night! 

It is truly wonderful how writing about your 
thoughts and feelings can be so therapeutic and 
doesn’t cost much; you don’t even have to share 
it with anyone unless you want to. 

The other good thing is that it doesn’t have to be 
written in any particular way, you can just 
scribble down what ever comes into your head, 
you can be angry, sad or anything you feel. Just 
let yourself be indulgent and see what ends up 
on the page in any form you like, it doesn’t even 
have to make sense because it’s your release 
valve and you can blow your top for as long as 
you like without worrying about hurting anyone 
else, you can be you. 

Once you have written your thoughts down read 
them out loud, either to yourself or to someone 
you trust, you will be totally amazed at how 
good you feel afterwards. Go on give it a go 
today, get out that pen and paper and see how 
many words you get down!    

 

W 

What Happens if You Can Talk About It? - By Pauline Logan 

- Kirk Laman, D.O.

Article Source: 
http://www.EzineArticle

s.com 

If you just can’t face 
talking to someone 

writing about it is the 
also an excellent way 

to help yourself… 



 18 

               
   

 
 
 
 

ecently my wife and I decided to 
purchase a video game system. Of 
course, we were only buying it for 

our grandchildren to play when they are at 
our house (that’s our story and we’re 
sticking to it)! 

 
We had decided to buy a Nintendo Wii 
system (due to the one handed controller – 
click this link: http://www.uea-
life.com/archives/2006/OctNovDec06.pdf to 
read the Nintendo supplied press release 
concerning the Wii system) but, as you may 
know, it is virtually impossible to find one 
in the stores. 

 
Because of that we decided to purchase a 
Playstation 2 game system instead. We also 
thought it was an advantage that, due to the 
fact that the PS2 is an older system, we 
could easily purchase used games; which we 
could not do for the Wii. 
 
After bringing the system home I contacted 
Barrie Ellis (contact information in the 
article: Physical Barriers in Video Games) 
for his advice on a one-handed controller 
that would allow me to play the games (with 
my grandchildren, of course). Barrie 
recommended the HORI Separate controller 
which is a licensed PS2 controller. 

 
A few days after making the purchase 
(which, by the way, arrived from Barrie 
(from England) days before a package sent 
from Florida arrived) I had my controller 
and was ready to go! 
 
This controller is 
unique in the fact 
that it can be used in 
any of three 
different ways. First 
it can be used as a normal PS2 controller. In 
this mode it works exactly like the controller 
that is packaged with the game system. 

 

 
The next mode is the separate mode. When used 
this way a cable (supplied) attaches each piece 
together and would allow two players to control the 
game (each controlling certain functions – such as 
during a sports game. One player could maneuver 
the quarterback…the other player would control 
when the quarterback throws a pass)   
 
The third mode is to separate the control and, by 
flipping a switch, the right side of the controller can 

emulate the functions of the left 
side. Barrie told me that, with 
this controller, the only games I 
wouldn’t be able to play one-
handed were games that required 

the use of both the left and the right analog joy 
sticks to play.  
 
In doing a little research on PS2 games I found a 
web site (http://www.gamefly.com) which is a site 
where you can (for a monthly fee) rent video games. 
UEA-Life.com is not endorsing this business. The 
site is mentioned as a reference to UEAs who wish 
to play video games. Let me explain. I found that 
this site contains the instructions for, virtually, 
every game available for the PS2. In the instruction 
section is the function of each button/joy stick for 
the game. What I found was that, many times, the 
function of one (or possibly both) of the joy sticks is 
also available with the use of a button. This 
discovery allows me to play many more games one 
handed! 
 
For example, we have a game that involves racing 
cars against an opponent (that would be the 
grandchildren) or the PS2 and (according to the 
game package) requires the use of both joysticks; 
right to steer and left to accelerate/brake. While 
reading the instructions, on this site, I found that the 
accelerating/braking function can be done with two 
buttons, as well!  
 
I can also use these instructions to help me choose 
games to purchase (again for the grandchildren). 
Very useful resource.  
 

R 
Product Review – HORI Separate PS2 Game Controller 
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The controller has performed flawlessly since I 
received it. The construction seems sturdy and is on par 
with the original controller that is packaged with the 
game system. Installation is very simple and straight 
forward. Just plug it into the PS2 (again, exactly like  
the original controller) and it’s ready to play! It’s really 
that easy.  
 
If you like to play video games on the PS2 system 
UEA-Life.com highly recommends this controller as a 
way to play them one handed. I would also recommend 
Barrie’s site as the service was first rate.  
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The forum is a line of communication from companies that  
manufacture or distribute products for upper extremity amputees or researchers searching for UEAs to be 

part of the development process. 
This forum is used to communicate new ideas for products, gain valuable feedback 

on existing products or recruit testers for new products specifically for arm amputees.  
 

UEA-Life.com does not endorse or promote these 
companies. Any company who wishes to post in this section may do so for no charge. 

UEA-Life.com does reserve the right of editorial control. 
   
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Manufacturer’s Forum  
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ARM-AMP: A Web site For Arm Amps by Arm Amps   http://www.arm-amp.com 
OADH: One Armed Dove Hunt- fellowship and 
helping recent amputees is the primary focus  

http://www.onearmdovehunt.com 

Helpful Tips For Arm Amps http://loricase.com/tips4arm-amps 
MTB-Amputee - amputee mountain biking  
and cycling enthusiasts 

http://www.mtb-amputee.com/index.htm 

Amputee and Disability Resource Directory inc. 
Phantom Pain Support Group, Humor, Stories,  
News and more for the active or new amputee 

http://www.amputee.ca 

The Global Resource for Orthotics and Prosthetics Information http://www.oandp.com 
  
Links for Veterans 
 
Department of Veterans Affairs http://www.va.gov 
Disabled American Veterans http://www.dav.org 
VA Rehabilitation Research & Development Service http://www.vard.org/rehab.htm 
Walter Reed Health Care System: Walter Reed Army Medical Center http://www.wramc.amedd.army.mil 

 
 
. 
 

 
 

UEA Upper Extremity Amputee 
Residual Limb Extremity Remaining After Amputation 
Dis articulate Amputate or separate at a joint 
LAE/RAE Left Above Elbow/Right Above Elbow 
LBE/RBE Left Below Elbow/Right Below Elbow 
BBE/BAE Bi-Lateral Below Elbow/Bi-Lateral Above Elbow 
LWD/RWD Left Wrist Dis articulate/Right Wrist Dis articulate 
LED/RED Left Elbow Dis articulate/Right Elbow Dis articulate 
LSD/RSD Left Shoulder Dis articulate/Right Shoulder Dis articulate 
Socket part of the prosthesis where the residual limb fits 
Cable connects terminal device and harness. A separate cable connects elbow joint lock to harness 

Electrode contact (on myoelectric prosthesis) located inside the socket which detects muscle activity to 
open and close the terminal device 

Harness straps which cross the back and shoulder, attaching to the cable and elbow lock. Used to open 
and close terminal device and lock/unlock elbow 

Prosthesis a device to replace the missing portion of arm 
Prosthetist person who designs prosthesis 
Terminal device (TD) a hand, hook, or specialty device attached to the wrist unit of the prosthesis 
Wrist unit attaches the terminal device to the socket 

 
 

UEA Language 
 
 

UEA Links 
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Well, we meet again! I’m glad you’re here and I hope you’ve enjoyed the latest i
issue. 
 
In keeping with the inspirational movie theme (began in the last issue) I would 
like to recommend Invincible as the movie to see in this issue. This movie 
 is based on the story of Vince Papale, a 30 year old bar tender who,  
successfully, auditioned for the Philadelphia Eagles football team and, not only,
made the team but had a four year NFL career (which included becoming the 
 oldest rookie in league history).  With the odds against him, he accomplished  
his dream of playing professional football. 
 
The inspirational theme continues with my current reading material (actually, 
I’ve read this book several times): My Year Off. This is the story of Robert 
McCrum. Mr. McCrum was the editor of the English publishing house Faber 
& Faber but, at the age of 42, suffered a stroke just 10 weeks after his marriage. 
This book is his (and his wife’s) account of his year long recovery. The stroke 
changed his life and his outlook on living. I’ve read this book over and over  
because I can see similarities between his recovery and mine. I take  
inspiration from his determination to return to living, how he now looks at 
life, and what is/isn’t important to him after that life-changing event..  
 
I hope you enjoyed this issue and I look forward to our next  
meeting. Please forward this issue (or the link to http://www.uea-life.com) 
to anyone you feel may benefit from reading this publication. 
 
Please send any comments on this issue to: mailto:comment@uea-life.com. 
I welcome your comments or suggestions. 
 
The publication schedule is quarterly so the next issue will be July. 1, 2007 
 

Thanks for reading UEA-Life.com 

Parting Thoughts 
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Just for Fun 

Deep within a forest, a little turtle began to climb a tree. After hours of effort, he reached the top, 
jumped into the air waving his front legs and crashed to the ground. After recovering, he slowly 
climbed the tree again, jumped, and fell to the ground. The turtle tried again and again, while a couple 
of birds sitting on a branch watched his sad efforts. Finally, the female bird turned to her mate. 
"Dear," she chirped, "I think it's time to tell him he's adopted."  
 


