
      General Sessions for Tuesday, March 19, 2024

      10:20 AM

      Hands-Free Access for Smartphone AI Apps

      
         	Tuesday, March 19, 2024 (10:20 AM)

         	Session Type: General Track

         	Topic: Blind/Low Vision

         	Additional Topics: Artificial Intelligence (AI) & Machine Learning (ML), Digital Accessibility, Education, and Mobile Technology

         	Audience: Information & Communications Technology, Disability Specific, Government, Media & Publishing, and Retail & Wholesale

         	Audience Level: Intermediate

         	Room: Grand AB

         	Title: Hands-Free Access for Smartphone AI Apps

      

      Summary: Learn about our hands-free accessibility journey from prototype to market, empowering
         individuals, validating value, and simplifying tech adoption. Gain insights applicable
         across diverse fields and join the accessibility revolution.
      

      In this session we will explore the evolution of accessibility. We will share profound
         insights gained from our journey in building wearable devices for the visually impaired,
         seamlessly integrating AI technologies. We will showcase the development of hardware
         and software wearable products designed for real-life implementation. We will discuss
         designing user-friendly interfaces and interactions, simplifying the adoption of cutting-edge
         technology, in non-intrusive ways, meaningful applications of computer vision in prototypes
         tailored to user needs, and share experiments demonstrating how AI enables the delivery
         of information based on user intents. We will share what was learned from user trials
         with diverse subjects spanning age groups and vision impairment levels and how these
         findings and prototypes have transformed into market-ready products, validated to
         bring substantial value to the community.
      

      Presenters: Charles Leclercq, Royal National Institute of Blind People
Dave Williams, RNIB
      

      Navigating the Accessibility of Big Graphics in Documents

      
         	Tuesday, March 19, 2024 (10:20 AM)

         	Session Type: General Track

         	Topic: Blind/Low Vision

         	Additional Topics: Design, Digital Accessibility, Education, and Information & Communications Technology (ICT)

         	Audience: Higher Education, Information & Communications Technology, K-12 Education, Government, and Finance & Banking

         	Audience Level: Beginning

         	Room: Platinum 3 (ALLYANT)

         	Title: Navigating the Accessibility of Big Graphics in Documents

      

      Summary: This session offers insights into best practices, strategies, and considerations for
         authors and document remediators, enabling you to navigate the intricacies of accessible
         big graphics effectively.
      

      In document accessibility, a persistent question echoes through forums and discussions:
         "How do I make complex 'big graphics'-from flowcharts and organizational charts to
         infographics-accessible?" This inquiry extends beyond complying with fundamental color,
         contrast, pattern, and text label guidelines. This session embarks on a comprehensive
         exploration of strategies and considerations to ensure the accessibility of big graphics
         from both the author's and the remediator's perspectives. Delving into the intricacies,
         we will dissect real-world examples and engage in a dialogue on best practices and
         requirements related to these visual elements. We will discuss innovative approaches
         like strategically hiding good text beneath images for easier tagging, breaking down
         big graphics into smaller accessible segments, and more. Join us to weigh the pros
         and cons of various accessibility tactics, ensuring a holistic understanding of making
         big graphics inclusive for all users. Additionally, we will shed light on essential
         aspects such as determining when, what, and how much Alt text to provide.
      

      Presenter: Liz Franklin, Allyant

      Increase Productivity in Microsoft Teams with JAWS

      
         	Tuesday, March 19, 2024 (10:20 AM)

         	Session Type: General Track

         	Topic: Blind/Low Vision

         	Additional Topics: Employment & Workplace

         	Audience: Government, and Employment & Human Resources

         	Audience Level: Intermediate

         	Room: Platinum 5 (VISPERO)

         	Title: Increase Productivity in Microsoft Teams with JAWS

      

      Summary: Microsoft Teams is widely used in the workplace to collaborate with others. In this
         session, Rachel Buchanan and Elizabeth Whitaker will provide an overview of the Teams
         interface and discuss using important collaboration features with JAWS.
      

      Microsoft Teams is widely used in the workplace to communicate and collaborate with
         others. In this session, Elizabeth Whitaker and Rachel Buchanan will provide an overview
         of the Teams interface and discuss important features for hosting meetings, collaborating
         on projects, and sharing information with the powerful JAWS screen reader. Learn how
         to: •Navigate the Teams interface •Navigate the calendar and schedule meetings •Navigate
         and manage chats •Create teams and channels •Share and access files
      

      Presenters: Elizabeth Whitaker, Vispero
Rachel Buchanan, Vispero
      

      Atkinson Hyperlegible: A Uniquely Accessible Font

      
         	Tuesday, March 19, 2024 (10:20 AM)

         	Session Type: Exhibitor Track

         	Topic: Blind/Low Vision

         	Additional Topics: Design

         	Audience: Higher Education, Information & Communications Technology, Media & Publishing, Marketing, and Retail & Wholesale

         	Audience Level: Beginning

         	Room: Grand CD

         	Title: Atkinson Hyperlegible: A Uniquely Accessible Font

      

      Summary: Learn about the Atkinson Hyperlegible font's inclusive design and innovative approach
         focusing on readability and legibility for those with low-vision. Learn how other
         organizations are using the font to show inclusion and accessibility.
      

      We will discuss how the inclusive design of the Atkinson Hyperlegible typeface helps
         low-vision readers with improved legibility and readability. The unconventional and
         rule-breaking design focuses on letterform distinction to improve character recognition
         and readability. We will review results from a quantitative study with low-vision
         readers on improved readability with the font. We will discuss current applications
         of the font.
      

      Presenters: Sandy Shin, Braille Institute of America
Kathryn Scheuring, Braille Institute of America
      

      Beyond Checklists: Inclusive Co-Creation with Disabilities

      
         	Tuesday, March 19, 2024 (10:20 AM)

         	Session Type: General Track

         	Topic: Digital Accessibility

         	Additional Topics: Design, Development, Engineering, and Evaluation & Remediation

         	Audience: Information & Communications Technology, and Employment & Human Resources

         	Audience Level: Intermediate

         	Room: Orange County 1-2

         	Title: Beyond Checklists: Inclusive Co-Creation with Disabilities

      

      Summary: It is very hard for teams to know if they are building an accessible product based
         purely on heuristics, guidelines, and tools. Learn how embedding people with disabilities
         in the design and engineering process helps to create inclusive experiences.
      

      Baking in accessibility in all phases of the product lifecycle is critical to build
         accessible products. Yet, it is ridiculously hard for teams to know what they are
         building is accessible based purely on heuristics, guidelines, and tools. Embedding
         people with disabilities in the design and engineering process is a key ingredient
         in the secret sauce to create truly delightful experiences for everyone. Learn how
         and why IAccessible and their partners are developing this "secret sauce" for their
         products.
      

      Presenter: Manish Agrawal, IAccessible

      Accessibility at Noon: Launching Successful Lunch-and-Learn

      
         	Tuesday, March 19, 2024 (10:20 AM)

         	Session Type: General Track

         	Topic: Digital Accessibility

         	Additional Topics: Education, Employment & Workplace, and Leadership & Strategy

         	Audience: Entertainment & Recreation, Research & Development, Marketing, Employment & Human Resources, and Administration & Business Support

         	Audience Level: Beginning

         	Room: Orange County 3-4

         	Title: Accessibility at Noon: Launching Successful Lunch-and-Learn

      

      Summary: Discover key principles to launching a thriving accessibility Lunch-and-Learn program.
         Gain practical strategies and insights, and share them with other attendees. Let's
         transform lunches into difference-making learning experiences!
      

      Continuous accessibility learning is a key part of growing and maintaining an organization's
         accessibility maturity. Informal learning, like a Lunch-and-Learn program, can be
         a powerful tool to engage cross-functional team members and create a learning culture
         when it comes to accessibility. How can you make sure its launch is a successful one?
         In this presentation, I aim to empower attendees with the key principles I've learned
         through my experience leading a successful Lunch-and-Learn program for a Fortune 50
         organization. In addition, attendees will get strategies, examples, and advice to
         foster an environment where accessibility learning thrives. I also plan to encourage
         some social learning, enabling people to share their ideas and experiences in attending
         or running a similar program. After the presentation, attendees should feel confident
         in launching an interesting and engaging informal accessibility learning program.
         Long is an accomplished Accessibility Training Manager, applying a Product Manager
         mindset to innovate and provide value to accessibility programs. His leadership in
         organizing an innovative monthly Lunch-and-Learn accessibility program has advanced
         the organization's accessibility goals and created accessibility buy-in from senior
         leadership. The program's interesting and diverse content creates a continuous accessibility
         learning opportunity for 300+ recurring registrants and earns a world-class 80 NPS
         score.
      

      Presenter: Long Nguyen

      Multilingual Digital Accessibility

      
         	Tuesday, March 19, 2024 (10:20 AM)

         	Session Type: General Track

         	Topic: Digital Accessibility

         	Additional Topics: Web

         	Audience: Information & Communications Technology

         	Audience Level: Beginning

         	Room: Grand JK

         	Title: Multilingual Digital Accessibility

      

      Summary: In this session, we will learn the basics of localization, translation and accessibility
         and understand how they play an important role in unblocking global opportunities.
         We will review our learnings and impacts.
      

      Only around a sixth of the world's population speaks English. When you're expanding
         a business globally, translation and accessibility intersect and need to work in harmony.
         If visually hidden text is not translated-that is, if text is hard-coded in English-many
         users with disabilities who don't speak the language will not be able to understand
         the website. This includes, for example, people who are blind or visually impaired
         and use a screen reader and people with cognitive, language, and learning disabilities
         who rely on text-to-speech software. Language access is access to legal services,
         healthcare, banking, and recruitment. Attention to the space where translation and
         accessibility meet empowers people of diverse backgrounds to engage with your business-and
         with the world.
      

      Presenters: Divya Nagaraja, Workday
Pam Mayer, Workday
      

      Integrating Accessibility Into Your UX and Design Process

      
         	Tuesday, March 19, 2024 (10:20 AM)

         	Session Type: General Track

         	Topic: Design

         	Additional Topics: Development, Digital Accessibility, Emerging Technologies, and Mobile Technology

         	Audience: Information & Communications Technology, Government, and Media & Publishing

         	Audience Level: Intermediate

         	Room: Platinum 8

         	Title: Integrating Accessibility Into Your UX and Design Process

      

      Summary: Save your team's time and your organization's money by solving accessibility issues
         before they're created. Follow these recommended UX workflows, design tools and best
         practices for a more efficient process.
      

      Fixing accessibility issues after our designs have been printed, coded or fabricated
         is typically more time-consuming and costly than catching them earlier. Ideally we
         should be leveraging an accessibility mindset in the early conceptual stages and throughout
         our UX and design processes to identify and resolve issues before they are created.
         Follow these steps for incorporating accessibility into your team's design process:
         1 - Include people with disabilities in your concept and strategy phases - before
         starting on designs 2 - Follow UX best practices - because good UX is typically accessible
         as well. We will go into some of the more common and helpful guidelines and principles.
         3 - Leverage accessibility design tools - some of which are integrated into the more
         common programs like Sketch and Figma. Others are stand-alone apps that can be used
         independently. 4 - Establish a design system to to build institutional knowledge and
         assets that will take you successfully from design through development 5 - Annotate
         with your designs to call out accessibility features. By anticipating and solving
         these issues in advance, you'll set up your implementation team for success. 6 - Evaluate
         designs for common issues - and anything that may have been missed through the earlier
         processes. We'll provide you with a checklist of things to look for. 7 - Test your
         designs with users with disabilities to ensure that you've addressed any issues.
      

      Presenter: Jeff Wiesner, Tamman Inc.

      Coding Education and Accessibility in Schools

      
         	Tuesday, March 19, 2024 (10:20 AM)

         	Session Type: Exhibitor Track

         	Topic: Education

         	Additional Topics: Blind/Low Vision, Design, Gaming & Interactive Entertainment, and Product Demonstration

         	Audience: K-12 Education

         	Audience Level: Beginning

         	Room: Platinum 7

         	Title: Coding Education and Accessibility in Schools

      

      Summary: APH has created three devices to make coding accessible to students with visual impairments.
         These devices make coding tactile, fun and easy to navigate to encourage students'
         education. These can be used to promote everyday school lessons and subjects.
      

      The APH Code Jumper, Code Quest, Accessible Code and Go Mouse make coding accessible
         to visually impaired students in school. These devices take coding off the computer
         screen and into the students' hands. APH Coding products can also be used in everyday
         school lessons to help with literacy, story sequencing, math, science and more. This
         presentation will highlight the most common uses of these devices and discuss how
         to implement their use in the classroom. These three devices are available from the
         American Printing House for the Blind. Code Jumper focuses on making block coding
         tactile to promote learning. With an app and kit, create or use a premade sound set
         with various pods and pins to create a line of code that is easy to track with your
         hands and ears. Available on Windows, Chromebook or Android. Code Quest is a free
         IOS interactive app that teaches young students coding, logic, and orientation skills.
         In the app, you help your astronaut move through a grid-style gameboard to find his
         spaceship, but be careful to avoid aliens in the way. This app comes with five planets,
         each with a set of challenges increasing in difficulty. Accessible Code and Go Mouse
         has students guide Colby the mouse through a series of mazes to find his cheese. Students
         and teachers can create premade maze sets through the print and tactile maps or create
         their own. Colby is coded with a set of arrows on his back to navigate the maze.
      

      Presenter: Jesse Roan, CATT

      Breaking Down Barriers to Knowledge and Learning

      
         	Tuesday, March 19, 2024 (10:20 AM)

         	Session Type: General Track

         	Topic: Education

         	Additional Topics: Blind/Low Vision, and Digital Accessibility

         	Audience: Higher Education, and Media & Publishing

         	Audience Level: Beginning

         	Room: Platinum 6 (BROADCAST STUDIO)

         	Title: Breaking Down Barriers to Knowledge and Learning

      

      Summary: VitalSource is a leading authority in digital course materials, eTextbooks and student
         savings. Learn about the steps they are taking to ensure that their products and platforms
         are accessible to all learners.
      

      VitalSource is a leading authority in digital course materials, eTextbooks, and student
         savings. Bookshelf by VitalSource is the world's leading eReader, preferred by thousands
         of institutions and millions of students in 240+ countries and territories for reading,
         studying and succeeding. By approaching accessibility as a journey rather than a destination,
         Vitalsource designs products with all learners in mind. During this session, we will
         talk about the steps Vitalsource is taking to achieve its accessibility goals with
         the help of long-term partner TPGi.
      

      Presenters: Anne Scallan, TPGi
Rick Johnson, VitalSource Technologies, LLC
      

      Conference Tips and Tricks

      
         	Tuesday, March 19, 2024 (10:20 AM)

         	Session Type: General Track

         	Topic: Education

         	Additional Topics: Independent Living

         	Audience: Higher Education, Information & Communications Technology, Government, Research & Development, and Employment & Human Resources

         	Audience Level: Beginning

         	Room: Platinum 4 (AMAZON)

         	Title: Conference Tips and Tricks

      

      Summary: Whether it is your first CSUN Conference or your 20th, learn some practical tips and
         tricks to get the most out of the sessions, exhibit hall and social events.
      

      "No one ever steps in the same river twice" -Heraclitus Whether it is your first CSUN
         Conference or your 20th, learn some practical tips and tricks to get the most out
         of the session, exhibit hall and social events. This also includes how to build connections
         with other attendees and be inspired and personally motivated by all the incredible
         work done by the accessibility community.
      

      Presenters: Mark Tamura, Amazon
Anthony Lozan, Amazon
Peter Cantisani, Amazon
      

      FED Talk - Section 508 Activities Update by USAB & GSA

      
         	Tuesday, March 19, 2024 (10:20 AM)

         	Session Type: General Track

         	Topic: Information & Communications Technology (ICT)

         	Additional Topics: Digital Accessibility, Law, Compliance, and Policy, Mobile Technology, and Web

         	Audience: Information & Communications Technology, Government, and Employment & Human Resources

         	Audience Level: Intermediate

         	Room: Grand GH

         	Title: FED Talk - Section 508 Activities Update by USAB & GSA

      

      Summary: Accessibility experts from the U.S. Access Board and the General Services Administration
         will provide updates on federal Section 508 ICT accessibility initiatives and activities.
         They will focus on the issues most applicable to users & implementers.
      

      Accessibility experts from the U.S. Access Board (USAB) and the General Services Administration
         (GSA) will update attendees on current developments in the implementation and interpretation
         of the Section 508 Standards, including assessing conformance across government. Audience
         members will learn how the standards can be understood and applied in their work.
         They will learn best practices to help them manage accessibility programs, create
         accessible content, and assess and procure ICT that complies with the 508 Standards.
         There will be a n overview of the process for validating conformance with the Section
         508 Standards. There will be a discussion of resources which have been developed to
         help users understand and implement Section 508. This session is intended for an entry
         level to intermediate audience, but all are welcome. Time will be provided at the
         end for questions.
      

      Presenters: Timothy Creagan, United States Access Board
Kathy Eng, United States Access Board
Andrew Nielson, Office of Government-wide Policy, General Services Administration
Michael Horton, Office of Government-wide Policy, General Services Administration
Alex (Dandy) Wilson, Office of Government-wide Policy, General Services Administration
      

      The New European Accessibility Resource Center

      
         	Tuesday, March 19, 2024 (10:20 AM)

         	Session Type: General Track

         	Topic: Law, Compliance, and Policy

         	Additional Topics: Information & Communications Technology (ICT)

         	Audience: Information & Communications Technology, Disability Specific, Legal, Employment & Human Resources, and Administration & Business Support

         	Audience Level: Intermediate

         	Room: Elite 1-3

         	Title: The New European Accessibility Resource Center

      

      Summary: Mainstreaming of Accessibility by participation and involvement of the public outside
         of the silo.
      

      AccessibleEU is a resource centre on accessibility, working on the areas of built
         environment, transport, information and communication technologies, and policies in
         order to ensure persons with disabilities can participate in all areas of life on
         a equal basis with others. Purpose : AccessibleEU will organise more than 80 events
         per year at European and national levels in online, in-person and hybrid formats.
         In four years, there will be an activity in each of the 27 EU countries. • Awareness-raising
         • Training • Networking events • Support the implementation of European Union legislation
         on accessibility • Connect stakeholders responsible for implementing accessibility
         rules in the EU • Create a common European one-stop-shop on accessibility • Train
         excellent professionals on accessibility
      

      Presenter: Klaus Hoeckner, Access Austria/HGBS

      mHealth Technology and Self-Care in Blind Older Adults

      
         	Tuesday, March 19, 2024 (10:20 AM)

         	Session Type: Journal Track

         	Topic: Mobile Technology

         	Additional Topics: Blind/Low Vision

         	Audience: Information & Communications Technology, Healthcare & Rehabilitation, and Research & Development

         	Audience Level: Beginning

         	Room: Platinum 1

         	Title: mHealth Technology and Self-Care in Blind Older Adults

      

      Summary: The author highlights the accessibility-related issues that emerged throughout the
         intervention study, sharing her research experiences to benefit colleagues engaged
         in mHealth care research for people with visual impairments.
      

      In this case study, the author narrates unforeseen accessibility challenges faced
         during a mobile health (mHealth) intervention research involving wearable devices
         and smartphone apps among blind older adults. Recommendations are provided for future
         researchers aiming to navigate these challenges. The author delves into the experiences
         of five older adults, each with different degrees and onset of visual impairment.
         This analysis illuminates not just system-related accessibility problems but also
         a range of issues stemming from user-system and user-researcher interactions. Through
         this report, the author aims to enhance understanding of how blind older adults engage
         with mHealth systems and the potential barriers they may encounter.
      

      Presenter: Soyoung Choi, University of Illinois at Urbana-Champaign

      11:20 AM

      Accessibility of AI for People with Intellectual Disability

      
         	Tuesday, March 19, 2024 (11:20 AM)

         	Session Type: General Track

         	Topic: Artificial Intelligence (AI) & Machine Learning (ML)

         	Additional Topics: Captions & Transcription, Digital Accessibility, Emerging Technologies, and Independent Living

         	Audience: Higher Education, Information & Communications Technology, Disability Specific, K-12 Education, and Research & Development

         	Audience Level: Beginning

         	Room: Elite 1-3

         	Title: Accessibility of AI for People with Intellectual Disability

      

      Summary: This session will present initial findings from a research project investigating the
         accessibility/usability of AI technologies by people with intellectual disability
         (ID), exploring the potential and barriers AI technologies have for people with ID.
      

      This session will present initial findings from a research project investigating the
         accessibility and usability of AI technologies by people with intellectual disability
         (ID) and exploring the following research questions: How accessible are contemporary
         AI technologies to individuals with ID? What are the usability challenges and barriers
         faced by individuals with ID when using AI-driven tools? In what ways do AI-driven
         assistive technologies (e.g. text-to-speech, speech recognition, predictive text)
         enhance the accessibility of digital content for individuals with ID? Which specific
         AI categories and tools are preferred and considered promising by individuals with
         ID? The project involves conducting focus groups with 8-10 postsecondary students
         with ID and self-advocates with ID from the local community to demonstrate and discuss
         AI tools (e.g. ChatGPT, Siri, Alexa, AI optical character recognition tools) and 1:1
         accessibility/usability sessions with students and self-advocates with ID to test
         the accessibility and usability of AI tools identified by the focus groups. This research
         addresses a critical gap in the existing body of knowledge. While AI technologies
         have gained prominence across various sectors including education, there has been
         limited exploration into how these technologies can benefit individuals with ID. By
         assessing the accessibility and usability of AI for people with ID, the study helps
         fill this important gap.
      

      Presenters: Alan Foley, Syracuse University
Micah Fialka-Feldman, Syracuse University
      

      The Many Faces of BARD: Free Audio and Braille Content

      
         	Tuesday, March 19, 2024 (11:20 AM)

         	Session Type: General Track

         	Topic: Blind/Low Vision

         	Additional Topics: Captions & Transcription, Education, Emerging Technologies, and Leisure & Travel

         	Audience: Higher Education, Disability Specific, K-12 Education, Healthcare & Rehabilitation, and Entertainment & Recreation

         	Audience Level: Beginning

         	Room: Platinum 2

         	Title: The Many Faces of BARD: Free Audio and Braille Content

      

      Summary: Introducing the BARD service of NLS! Offers free audio and Braille content. Future
         patrons, learn about the benefits of signing up. Existing patrons receive an overview
         of available content, the latest technologies to access the service, and ways to get
         help.
      

      This presentation provides an overview of the Braille and Audio Reading Download,
         (BARD), service, provided by National Library Service for the Blind and Print Disabled,
         (NLS), part of the Library of Congress. Target audiences include individuals and institutions
         who are potential NLS patrons, (U.S. residents or American citizens living abroad),
         along with current BARD members and NLS patrons. NLS serves patrons of all ages and
         offers resources for those who are blind, visually impaired, deaf-blind, physically
         disabled, reading disabled, and disabled veterans, as well as those who are family
         members, friends, educators, and other professionals. BARD provides free human narrated
         audio and Braille content such as books, magazines, and music from a collection of
         nearly 150,000 titles. The presentation will start by providing information on signing
         up for NLS and BARD, qualifications, and benefits. Next, is an explanation of how
         to search, browse, download, transfer, and read various Braille and audio content.
         This is followed by a summary of the many ways to access the service using the latest
         technology including the BARD website, software, (apps for windows, iOS, Android,
         and Fire tablets), and hardware, (Braille eReaders, and audio players). The presentation
         concludes by providing useful resources such as phone numbers, webpages, email addresses,
         and links to monthly presentations that support the service.
      

      Presenters: Zhi Huang, National Library Service for the Blind and Print Disabled, Library of Congress
Donald Olson, National Library Service for the Blind and Print Disabled, Library of Congress
      

      Self-Reported Mobility Difficulties in Macular Degeneration

      
         	Tuesday, March 19, 2024 (11:20 AM)

         	Session Type: General Track

         	Topic: Blind/Low Vision

         	Additional Topics: Mobility

         	Audience: Disability Specific, Government, Healthcare & Rehabilitation, Research & Development, and Transportation

         	Audience Level: Intermediate

         	Room: Grand CD

         	Title: Self-Reported Mobility Difficulties in Macular Degeneration

      

      Summary: This session highlights mobility challenges in patients with Macular Degeneration
         (irreversible visual impairment), emphasizing the need for awareness and recognition
         by patients, healthcare providers and researchers to enhance comprehensive care.
      

      Macular degeneration (MD) is a common cause of irreversible vision loss, especially
         in older adults. However, MD is often not recognized as a contributor to mobility
         issues in clinical practice, and low vision rehabilitation rarely addresses mobility.
         Instead, mobility problems are typically attributed to aging by both patients and
         healthcare professionals. In a study of 84 patients with varying degrees of vision
         loss (Mild, n=27, 4M, 80±9.9 y.o.; Moderate, n=42, 9M, 81.2±9.4 y.o .; Severe, n=15,
         1M, 78±6.7 y.o), over half reported balance problems (55%). 30%, 33%, and 73% of patients
         in the mild, moderate, and severe groups, respectively, attributed their mobility
         issues to poor vision. Greatest specific mobility concerns included navigating dark
         environments, lighting transitions, and uneven surfaces. Based on these assessments,
         22%, 31% and 60% of patients in the mild, moderate, and severe groups, were referred
         for O&M and/or physical therapy. Contrast sensitivity was a key predictor of mobility
         difficulties. This study highlights the challenges faced by MD patients and stresses
         the need for recognition of mobility difficulties in this pathology by healthcare
         providers, researchers, and funding agencies to promote more comprehensive care.
      

      Presenter: Catherine Agathos, The Smith-Kettlewell Eye Research Institute

      An Introduction to CViConnect PRO: Data-Driven Interventions

      
         	Tuesday, March 19, 2024 (11:20 AM)

         	Session Type: Exhibitor Track

         	Topic: Blind/Low Vision

         	Additional Topics: Captions & Transcription, Education, and Product Demonstration

         	Audience: K-12 Education

         	Audience Level: Beginning

         	Room: Grand AB

         	Title: An Introduction to CViConnect PRO: Data-Driven Interventions

      

      Summary: Experience CViConnect PRO's seamless web-based dashboard and iOS integration, enabling
         the full learning cycle from assessment to intervention. Discover the accuracy, precision,
         and security of the data. Uncover insights into your CVI learner's vision.
      

      This session will showcase how CViConnect PRO supports the learning cycle in its key
         components: initial assessment (FVE), result analysis, activity planning, teaching
         and re-assessment. We aim to showcase how CViConnect PRO seamlessly supports the entire
         learning cycle. During the intake phase, educators collected baseline data, including
         a functional vision evaluation (FVE). Participants will witness firsthand how to input
         learner data. Notably, CViConnect PRO empowers teachers with the unique capability
         to score their students using The CVI Range and its associated criteria - an exclusive
         feature of CViConnect! Furthermore, we'll discuss CViConnect's robust data security
         protocols, emphasizing our commitment to encrypting and safely storing all student
         data in full compliance with HIPAA standards. We will then explore activity planning
         in the CViConnect PRO app, where teachers can immerse themselves in the shared library.
         Here, we'll discuss how teams can select their specific student, load their personalized
         library, align the camera, and initiate an Activity Session. Next, the CViConnect
         Pro web-based dashboard will allow us to analyze the session results thoroughly. Teams
         will have the flexibility to review data on a per-session basis or identify overarching
         trends. We'll briefly discuss a few diverse data examples and their potential implications.
      

      Presenter: Stephanie Steffer, CViConnect

      A Framework for the Outdoor Wayfinding of Visually Impaired

      
         	Tuesday, March 19, 2024 (11:20 AM)

         	Session Type: Journal Track

         	Topic: Blind/Low Vision

         	Additional Topics: Artificial Intelligence (AI) & Machine Learning (ML), Independent Living, and Mobility

         	Audience: Higher Education, Disability Specific, and Research & Development

         	Audience Level: Intermediate

         	Room: Platinum 1

         	Title: A Framework for the Outdoor Wayfinding of Visually Impaired

      

      Summary: This work presents the need for an auxiliary tool to assist visually impaired persons
         in outdoor wayfinding. As such, a computer vision-based framework will be presented
         that effectively provides path advancement information to a destination.
      

      Wayfinding has been a critical component of self-sufficiency for people with disabilities.
         People with vision impairments still struggle with wayfinding, regardless of whether
         they are indoors or outdoors. Recent developments in satellite technology for outdoor
         areas (e.g., GPS) and the prevalence of smartphones enable precise tools for wayfinding
         and means to be used. However, numerous outdoor premises remain, such as sidewalks
         and office buildings, in and around university campuses, where there is limited (or
         sometimes non-existent) efficiency of satellite-based systems such as global positioning
         systems (GPS). Even in places with decent GPS coverage, the precision is typically
         insufficient for fine-grained pedestrian navigation. As such, this work emphasizes
         the need for auxiliary outdoor wayfinding tools for people with vision impairments
         through a user study and quantitative study of GPS accuracy in outdoor environments.
         This work presents PathLookup, a deep learning-based image localization framework
         for reliably giving path advancement information for outdoor wayfinding. PathLookup
         was very accurate and efficient during testing, indicating that it could be a helpful
         tool for future inclusion in outdoor wayfinding systems.
      

      Presenter: Uddipan Das, The College of New Jersey

      Single Page Application Accessibility

      
         	Tuesday, March 19, 2024 (11:20 AM)

         	Session Type: General Track

         	Topic: Development

         	Additional Topics: Digital Accessibility, and Web

         	Audience: Information & Communications Technology

         	Audience Level: Intermediate

         	Room: Platinum 5 (VISPERO)

         	Title: Single Page Application Accessibility

      

      Summary: Are you using SPA frameworks like React or Angular to speed up development? Are you
         designing using in-house or 3rd party component libraries? You may be inadvertently
         creating barriers or usability problems for people with disabilities.
      

      Single Page Applications (SPAs) continue to grow in popularity for rapidly building
         web interfaces. Frameworks like React and Angular come with a variety of component
         libraries that make it quick and easy to build a web app. But how accessible are these
         frameworks? What challenges do they create? In this talk, we will review common accessibility
         barriers that arise when using these frameworks, what developers can do to ensure
         these applications follow the standards set by WCAG, and the best practices to follow
         to create a more inclusive web.
      

      Presenter: Doug Abrams, TPGi

      One Line of Code Can't Fix Your Website

      
         	Tuesday, March 19, 2024 (11:20 AM)

         	Session Type: Exhibitor Track

         	Topic: Digital Accessibility

         	Additional Topics: Law, Compliance, and Policy, and Web

         	Audience: Information & Communications Technology, Legal, Marketing, and Administration & Business Support

         	Audience Level: Beginning

         	Room: Orange County 1-2

         	Title: One Line of Code Can't Fix Your Website

      

      Summary: How do you convince your boss that 'one line of code' isn't going to make your website
         accessible? We will discuss the current state-of-the-art of automated accessibility
         remediation and this approach's pros, cons, and limitations.
      

      How do you convince your boss that there's no silver bullet to make your website accessible?
         We will explore the current state-of-the-art technologies for automated accessibility
         remediation and the pros, cons and limitations. We'll also explore these in light
         of new generative AI technologies that are increasingly opening up new possibilities
         for automation. What is possible now, and what might be possible one day? We'll conclude
         with productive suggestions for engaging with these technologies and discussing them
         within your organization.
      

      Presenter: Jessica Chambers, Silktide

      Creating Equitable Customer Experiences for Deaf Consumers

      
         	Tuesday, March 19, 2024 (11:20 AM)

         	Session Type: General Track

         	Topic: Deaf and Hard of Hearing

         	Additional Topics: Design, Digital Accessibility, Emerging Technologies, and Information & Communications Technology (ICT)

         	Audience: Information & Communications Technology, Disability Specific, Employment & Human Resources, Retail & Wholesale, and Administration & Business Support

         	Audience Level: Intermediate

         	Room: Platinum 8

         	Title: Creating Equitable Customer Experiences for Deaf Consumers

      

      Summary: Gain insights into how Deaf and Hard of Hearing consumers interact with businesses
         across different industries and discover a range of tactics, some of which you can
         start using today to make your customer experience more accessible.
      

      Communication Service for the Deaf (CSD) has been a leader in creating and providing
         accessibility solutions for over 50 years. We know more consumers are prioritizing
         inclusive brands when choosing which businesses to support. We also know people with
         hearing disabilities are fiercely loyal to brands who prioritize communication access.
         In this session, we will explore why businesses should: 1. Prioritize communication
         equity, 2. Collaborate with deaf and hard of hearing communities early in their business
         development, and 3. Leverage existing and developing tech to streamline accessibility
         costs. By doing so, you can gain access to over 11 million loyal customers. Our team
         will outline common inaccessible touchpoints that people with hearing disabilities
         face across industries and share solutions that can be implemented at every price
         point. We will also share organizations that have a strong legacy in supporting businesses
         on their path towards becoming accessible and inclusive. Businesses that take the
         time to understand the deaf experience and make the effort to provide communication
         equity can begin to gain access to an untapped market valued at $176B. This session
         is aimed at individuals, organizations, and practitioners looking at accessibility
         with enterprise-scale applications. Attendees will leave with clear strategies they
         can apply in both the short and long term to make a more inclusive experience for
         consumers with hearing disabilities.
      

      Presenters: Ryan Bonheyo, Communication Service for the Deaf
Greg Pollock, Communication Service for the Deaf
      

      Amazon Devices Accessibility

      
         	Tuesday, March 19, 2024 (11:20 AM)

         	Session Type: General Track

         	Topic: Product Demonstration

         	Additional Topics: Blind/Low Vision, Cognitive & Learning Disabilities, Deaf and Hard of Hearing, and Mobility

         	Audience: Higher Education, Information & Communications Technology, Healthcare & Rehabilitation, and Entertainment & Recreation

         	Audience Level: Beginning

         	Room: Platinum 6 (BROADCAST STUDIO)

         	Title: Amazon Devices Accessibility

      

      Summary: Amazon accessibility experts will discuss the latest accessibility features of Fire
         TV, Fire tablet, Echo Show, earbuds, smart glasses and more.
      

      Amazon obsesses about customer delight, and that includes customers with disabilities.
         In this session, Amazon accessibility experts will discuss the latest accessibility
         features for Fire TV, Fire tablet, Echo Show, earbuds, smart glasses and more. We
         will also review the suite of award-winning Fire OS accessibility features that have
         been delighting Amazon's customers with disabilities for years.
      

      Presenter: Peter Korn, Amazon

      Putting People First: Disability Language and Etiquette

      
         	Tuesday, March 19, 2024 (11:20 AM)

         	Session Type: General Track

         	Topic: Education

         	Additional Topics: Employment & Workplace, Healthcare & Rehabilitation, Independent Living, and School-to-Work Transitioning

         	Audience: Higher Education, K-12 Education, Marketing, Employment & Human Resources, and Retail & Wholesale

         	Audience Level: Beginning

         	Room: Platinum 7

         	Title: Putting People First: Disability Language and Etiquette

      

      Summary: This workshop is a safe space to discuss models of disability and consider how they
         inform our perceptions. We also explore person- and identify-first language and consider
         their nuances. Finally, we consider respectful ways to offer support.
      

      We are not defined by our disability - it is only part of who we are. Frustratingly,
         prevalent language around disability (influenced by ableism and the medical model
         of disability) can be demeaning and even damaging. In this interactive workshop, we
         begin by exploring models of disability and discuss how they inform our perceptions
         of disability and of individuals with disability. We define person-first and identify-first
         language and consider their nuances within the disability community. Because our environments
         - at work and in educational settings - are strongly influenced by the language that
         we use, we will discuss how person-first language helps to reduce stereotyping and
         foster an environment filled with dignity and respect. Finally, we will discuss appropriate
         and respectful ways to interact with and support individuals with disabilities. Throughout
         this workshop we encourage and celebrate respectful discussion.
      

      Presenters: Kim Saccio, Cañada College
Benjamin McMullan, Center for Independence of Individuals with Disabilities, San Mateo
Vincent Lopez, Independent Living Resource Center of San Francisco
      

      Delivering Innovation for an Accessible Future

      
         	Tuesday, March 19, 2024 (11:20 AM)

         	Session Type: Exhibitor Track

         	Topic: Engineering

         	Additional Topics: Blind/Low Vision, Deaf and Hard of Hearing, Digital Accessibility, and Employment & Workplace

         	Audience: Information & Communications Technology, and Manufacturing

         	Audience Level: Beginning

         	Room: Grand JK

         	Title: Delivering Innovation for an Accessible Future

      

      Summary: We leverage creativity and technology to enhance the accessibility of our products,
         services, and experiences. Through our commitment to an inclusive future, we aim to
         create a world where everyone belongs.
      

      Top management's support. Internal and External Accessibility activities. Employee
         Network for Accessibility. E-learning. Collaboration with Advocacy groups. Implement
         an Accessible kiosk in the shop front. Products and services with Accessibility features.
         Inclusive designs.
      

      Presenter: Mike Nejat, Sony Electronics, Inc.

      Leading Laterally: Accessibility from the Bottom Up

      
         	Tuesday, March 19, 2024 (11:20 AM)

         	Session Type: General Track

         	Topic: Leadership & Strategy

         	Additional Topics: Digital Accessibility, Education, Information & Communications Technology (ICT), and Web

         	Audience: Higher Education, Information & Communications Technology, and Administration & Business Support

         	Audience Level: Intermediate

         	Room: Grand GH

         	Title: Leading Laterally: Accessibility from the Bottom Up

      

      Summary: Accessibility advocates are often siloed within organizational hierarchies. Rather
         than letting this define our work, we can leverage this situation to our advantage.
         Using soft power, we can promote accessibility without leading a whole department.
      

      In many organizations, digital accessibility policy starts with an individual's interest
         & dedication, rather than top-down intervention by leadership. Even when explicit
         accessibility policies exist, implementation and enforcement often fall on a small
         number of team members who are not in the workplace hierarchy above the people they
         are requesting changes of. When accessibility advocates ask for improvements at the
         "last minute", or when colleagues "just need to get this published", it can often
         feel like an uphill battle to implement accessibility. This is especially true when
         someone has no official authority. Given all these constraints, what's the best method
         to connect with people in different departments, to encourage and empower them to
         make accessibility changes? This is where strategies for leading laterally come in.
         Using case studies from a higher education setting, this session will help attendees
         to work with colleagues to improve accessibility. Focusing both on coworkers at their
         same level and above them in hierarchies to get policies adopted and go beyond the
         bare minimum of accessibility. From how to build rapport, when to compromise, and
         how to hold your ground, this session will provide specific techniques for implementing
         accessibility in an organization.
      

      Presenter: Brian McNeilly, University of California, Office of the President

      From WCAG to MCAG: Towards Mobile Accessibility Guidelines

      
         	Tuesday, March 19, 2024 (11:20 AM)

         	Session Type: Exhibitor Track

         	Topic: Mobile Technology

         	Additional Topics: Design, Development, Digital Accessibility, and Evaluation & Remediation

         	Audience: Information & Communications Technology, Government, Research & Development, and Legal

         	Audience Level: Intermediate

         	Room: Orange County 3-4

         	Title: From WCAG to MCAG: Towards Mobile Accessibility Guidelines

      

      Summary: Learn why applying WCAG to mobile applications isn't enough. Explore a new proposed
         set of unified mobile accessibility guidelines called MCAG that promises to revolutionize
         digital accessibility across the enterprise.
      

      Accessibility for mobile applications is increasing in importance as the share of
         content consumed by digital devices skyrockets. However, benchmarking the accessibility
         of native mobile apps solely against the Web Content Accessibility Guidelines (WCAG)
         poses significant challenges. This presentation delves into the difficulties that
         arise when applying WCAG to native mobile applications and proposes a new, groundbreaking
         proposal: a set of guidelines specifically tailored for mobile apps that we are calling
         MCAG. Drawing upon industry best practices, user research, and expert insights, we
         will outline the key components of this proposed framework. By adopting mobile-centric
         accessibility benchmarks, we aim to bridge the gap between design principles and practical
         implementation, ultimately enhancing the user experience for all individuals. In addition,
         we will also take a look at the vendors' accessibility guidelines (the Apple Human
         Interface Guidelines and Android's Accessibility Principles, Material Design, etc.)
         to discuss if they can be a sufficient alternative to WCAG. Join us for an engaging
         discussion on the need to evolve accessibility benchmarks for native mobile apps and
         embark on a journey toward a more inclusive digital landscape.
      

      Presenter: Illai Zeevi, Evinced

      1:20 PM

      Watch & Read: Control Amazon Fire Tablet with Voice Access

      
         	Tuesday, March 19, 2024 (1:20 PM)

         	Session Type: General Track

         	Topic: Augmentative and Alternative Communications (AAC)

         	Additional Topics: Blind/Low Vision, Digital Accessibility, and Mobility

         	Audience: Information & Communications Technology

         	Audience Level: Beginning

         	Room: Platinum 4 (AMAZON)

         	Title: Watch & Read: Control Amazon Fire Tablet with Voice Access

      

      Summary: Do more without your hands. Join us for an overview of motor assistive technology,
         a dive into key use cases of Voice Access on Fire HD 10 (2023) tablet, and a discussion
         of key technical development challenges.
      

      This session caters to individuals interested in motor impairment-related assistive
         technology. We welcome users, researchers, developers, technologists, caregivers,
         and anyone passionate about accessibility and inclusive technology solutions. A high-level
         overview of motor impairment-focused assistive technology will be included, touching
         on Switch Access, Eye Tracking, Voice AI Assistants, etc. Primarily, we will focus
         on the capabilities of the Amazon Fire HD 10 (2023) tablet, specifically the functionalities
         of Voice Access, and participants will gain insight into how this feature transforms
         the tablet into a versatile tool for hands-free navigation, enabling tasks such as
         reading, video consumption, web browsing, and more. Additionally, we will discuss
         the technical intricacies and challenges inherent in developing and implementing Voice
         Access solutions tailored to meet the unique needs of this user group.
      

      Presenter: Ryan French, Amazon

      How Artificial Intelligence Can Boost Confidence Daily

      
         	Tuesday, March 19, 2024 (1:20 PM)

         	Session Type: Exhibitor Track

         	Topic: Artificial Intelligence (AI) & Machine Learning (ML)

         	Additional Topics: Blind/Low Vision, Emerging Technologies, Healthcare & Rehabilitation, and Product Demonstration

         	Audience: Higher Education, K-12 Education, Healthcare & Rehabilitation, and Employment & Human Resources

         	Audience Level: Beginning

         	Room: Elite 1-3

         	Title: How Artificial Intelligence Can Boost Confidence Daily

      

      Summary: Learn how AI can help enhance daily life by helping accomplish daily tasks and how
         the StellarTrek can be the perfect everyday companion.
      

      This presentation will examine how a typical day can be made easier using Artificial
         Intelligence built into a stand-alone personal assistant designed for someone blind
         or visually impaired. From identifying the colors of one's clothing in the morning
         to reading a sales flyer or crossing the street, AI can be used in various ways to
         enhance daily life, help make informed decisions, and promote environmental awareness
         to reinforce safe travel.
      

      Presenters: Mathieu Paquette, HumanWare
Peter Tucic, HumanWare
      

      AI & Accessibility: The Good, The Bad and The Ugly

      
         	Tuesday, March 19, 2024 (1:20 PM)

         	Session Type: General Track

         	Topic: 

         	Additional Topics: Digital Accessibility

         	Audience: Information & Communications Technology

         	Audience Level: Beginning

         	Room: Platinum 6 (BROADCAST STUDIO)

         	Title: AI & Accessibility: The Good, The Bad and The Ugly

      

      Summary: Join us for a fireside chat about AI & Accessibility: The Good, The Bad and The Ugly.

      Join us for a fireside chat about AI & Accessibility: The Good, The Bad and The Ugly.

      Presenters: Anthony May, Brown, Goldstein & Levy
Mohit Goenka, Yahoo
Hans Hillen, TPGi
      

      Learning Through Play: LEGO® Braille Bricks Research

      
         	Tuesday, March 19, 2024 (1:20 PM)

         	Session Type: General Track

         	Topic: Blind/Low Vision

         	Additional Topics: Captions & Transcription, Education, and Research

         	Audience: Disability Specific, and K-12 Education

         	Audience Level: Beginning

         	Room: Grand CD

         	Title: Learning Through Play: LEGO® Braille Bricks Research

      

      Summary: Learn about the results of a large, robust, multi-method (qualitative and quantitative)
         study of LEGO® Braille Bricks with practitioners and children with visual impairment
         within differing educational environments and contexts.
      

      Good quality education through literacy meets, in part, Sustainable Development Goal
         (SDG) 4 but also, reduces inequalities in and between countries (SDG 5, 8, 10). For
         children with visual impairment, learning braille can be a major key to advanced literacy.
         This study presents data on learning through play with LEGO® Braille Bricks. The research
         programme has been developed from a consortium that includes; The Scottish Sensory
         Centre, Perkins School for the Blind, Royal National Institute for Blind People, i2Media,
         and the American Printing House for the Blind. The consortium has worked collaboratively
         with the LEGO Foundation (funder) to independently examine the utility of LEGO® Braille
         Bricks. As such we will show the results from a large-scale,(N=483 practitioners)
         truly international quantitative survey in addition to 51 practitioner interviews/focus
         groups that provide additional depth to the results. The respondents were a range
         of practitioners including Teachers of Learners with Visual Impairment, Habilitation
         Specialists, Occupation and Speech and Language Therapists, and other professionals.
         In such a study it is also important that we hear the voices of children and young
         people with visual impairment, and as such we will also report data from their own
         quantitative study (N=51) and focus groups/interviews (N=34). The Results will be
         interpreted through the lens of five characteristics of learning through play and
         skill development.
      

      Presenter: John Ravenscroft, University of Edinburgh

      Reading and Writing of Math with a Screen Reader

      
         	Tuesday, March 19, 2024 (1:20 PM)

         	Session Type: General Track

         	Topic: Blind/Low Vision

         	Additional Topics: Digital Accessibility, Education, Emerging Technologies, and Information & Communications Technology (ICT)

         	Audience: Higher Education, Information & Communications Technology, Disability Specific, K-12 Education, and Research & Development

         	Audience Level: Intermediate

         	Room: Grand AB

         	Title: Reading and Writing of Math with a Screen Reader

      

      Summary: To be successful in STEM, students must be able to read and write math. This is one
         of the most difficult subjects to master, until now! With the introduction of MathCAT
         coupled with advancements in Microsoft Word, students can read and write math.
      

      MathCAT: Math Capable Assistive Technology is revolutionizing education for the blind.
         Since Neil Soiffer introduced it as a free and open-source add-on for NVDA, blind
         users have been discovering what true access to mathematics means. Now, not only NVDA,
         but other screen readers and AT are turning to MathCAT to deliver Math and chemistry.
         This presentation will cover both reading and writing of math using screen readers.
         We will demonstrate reading using TTS and refreshable braille of MathML in HTML and
         EPUB documents. We will show how blind users can drill down to explore complex expressions
         and navigate by individual elements. We will show personalization options featured
         in MathCAT and integrated into NVDA (and perhaps JAWS by CSUN time). That enhances
         the reading of math encoded in MathML. We will then turn to the writing of mathematics
         using the built-in functions of Microsoft Word. We will demonstrate with a screen
         reader how easy it is to start a math expression and how to create and edit complex
         expressions. The demonstrations will emphasize the details of how MathCAT speaks mathematics
         precisely and unambiguously, and how braille is presented in Nemeth and UEB. Finally,
         we will show how to read math expressions and chemical formulae in an EPUB math textbooks
         and copy a MathML expression into a Word document to solve the equation. Best of all,
         we will show our work!
      

      Presenters: George Kerscher, DAISY Consortium
Richard Orme, DAISY Consortium
      

      Google Apps: Essentials for Blind and Low Vision AT Users

      
         	Tuesday, March 19, 2024 (1:20 PM)

         	Session Type: Exhibitor Track

         	Topic: Blind/Low Vision

         	Additional Topics: Digital Accessibility, Education, School-to-Work Transitioning, and Web

         	Audience: Higher Education, Disability Specific, and K-12 Education

         	Audience Level: Intermediate

         	Room: Platinum 2

         	Title: Google Apps: Essentials for Blind and Low Vision AT Users

      

      Summary: Unlock Google Apps' potential for blind/low-vision AT users. Learn collaboration,
         version control and G-Drive integration in this hands-on session. Perfect for practitioners
         and professionals aiming to enhance productivity and foster teamwork.
      

      Join us for a focused guide on using Google's suite of apps, tailored for blind and
         low-vision AT users, practitioners and professionals. Learn the ins and outs of Google
         Docs, Sheets, Slides, and Drive using screen reader or magnification software. Participants
         will gain practical tips and personalized guidance to utilize these features in educational
         and professional settings effectively. Join us to harness the collaborative power
         of Google apps and empower AT users with vision loss to excel in all spheres of life.
      

      Presenters: Megan Aragon, East Texas Lighthouse for the Blind
Brittney Walters, East Texas Lighthouse for the Blind
      

      Navigating the Evolution from PDF/UA-1 to PDF/UA-2

      
         	Tuesday, March 19, 2024 (1:20 PM)

         	Session Type: General Track

         	Topic: Blind/Low Vision

         	Additional Topics: Digital Accessibility, Emerging Technologies, Evaluation & Remediation, and Information & Communications Technology (ICT)

         	Audience: Higher Education, Information & Communications Technology, Government, Finance & Banking, and Insurance

         	Audience Level: Intermediate

         	Room: Platinum 3 (ALLYANT)

         	Title: Navigating the Evolution from PDF/UA-1 to PDF/UA-2

      

      Summary: Discover the essential differences between PDF/UA-1 and PDF/UA-2, gaining valuable
         insights into new tags, nesting rules, and requirements for links, forms, and PDF
         functionality. Includes a review of changes and how to implement them.
      

      Join us for an insightful journey into the evolving world of PDF accessibility standards
         as we explore the transition from PDF/UA-1 to the forthcoming PDF/UA-2. PDF/UA (ISO
         14289) has been the cornerstone of accessible PDFs since its inception in 2012. With
         the release of PDF 2.0 (ISO 32000) in 2017 and its updated revision in 2020, changes
         in PDF specifications have necessitated adjustments in the realm of PDF accessibility.
         This session delves into the nuances of PDF/UA-2, which is set to be published no
         later than the end of Q1 2024. We will dissect the substantial alterations to existing
         tags, their revised usage guidelines, and the introduction of new PDF tags. Furthermore,
         we will explore the latest requirements for links, forms, and the evolving functionality
         of PDFs. For anyone invested in creating accessible PDF documents, this presentation
         offers a vital update on compliance and best practices in a shifting landscape, ensuring
         your documents remain inclusive and accessible.
      

      Presenter: Paul Rayius, Allyant

      Accommodating Neurodiverse Users Using Chat Support

      
         	Tuesday, March 19, 2024 (1:20 PM)

         	Session Type: General Track

         	Topic: Cognitive & Learning Disabilities

         	Additional Topics: Education, Employment & Workplace, Information & Communications Technology (ICT), and Web

         	Audience: Information & Communications Technology, Disability Specific, and Marketing

         	Audience Level: Beginning

         	Room: Platinum 7

         	Title: Accommodating Neurodiverse Users Using Chat Support

      

      Summary: This presentation will focus on how chat support is often the preferred mode of support
         by autistic customers. Chat support provides the fast response of the telephone while
         removing barriers to speech, audio processing, and social expectations.
      

      Many neurodiverse individuals, such as autistic people, often struggle with using
         the telephone. Some autistic people find it difficult or even impossible to speak.
         Others struggle with delayed speech processing or anxiety regarding expectations and
         reciprocity during conversation. When these individuals require assistance, they will
         often use any other possible means of communication to avoid a phone call, such as
         visiting in person. If alternative methods of contact are not possible, they will
         often forgo help altogether rather than using the telephone. For a business, that
         often means losing a customer. However, providing an alternative means of communication
         such as chat or email support will mitigate these issues. Providing all options such
         as phone, chat, and email support will accommodate a wide range of customers. In this
         session, we will discuss the experience of autistic individuals when facing barriers
         such as the telephone. We will give examples of effective communication when using
         chat support. We will also discuss how autistic employees also provide productive
         and effective chat support.
      

      Presenters: Hana Levay, University of Washington
Barbara Maniar, Olark
      

      A New Metadata Format for Interoperable Accessible Diagrams

      
         	Tuesday, March 19, 2024 (1:20 PM)

         	Session Type: General Track

         	Topic: Digital Accessibility

         	Additional Topics: Design, Development, Education, and Information & Communications Technology (ICT)

         	Audience: Higher Education, Information & Communications Technology, K-12 Education, Research & Development, and Administration & Business Support

         	Audience Level: Intermediate

         	Room: Orange County 3-4

         	Title: A New Metadata Format for Interoperable Accessible Diagrams

      

      Summary: Data visualization accessibility remains a challenge despite recent innovations. Watch
         multiple vendors demonstrate our open interoperable metadata format to help people
         with disabilities easily find, explore, modify, and create charts and diagrams.
      

      This session will demonstrate an emerging open interoperable metadata format created
         to ease the discovery, acquisition, evaluation, and creation of accessible graphical
         content for a wide variety of people with disabilities. This format, intended for
         image formats such as SVG, will provide a means to include raw data in a complex image
         or data visualization, to detail the parameters of a standardized set of assistive
         technology behaviors such as audio-tactile, haptics, sonification, and braille, to
         include localization and internationalization, and to tie each piece of the metadata
         to its graphical representation elements. We will describe the features of the metadata
         specification, show how it can be used to create new accessible content or remediate
         existing graphical content, and demonstrate interoperability by major vendors who
         specialize in data visualization accessibility, including ViewPlus, Vital, and HighCharts.
      

      Presenters: Doug Schepers, Fizz Studio
John Gardner, ViewPlus
Dan Gardner, ViewPlus
Jenna Gorlewicz, Vital
Øystein Moseng, HighSoft
      

      Disability Support and Tackling the Dropout Cycle

      
         	Tuesday, March 19, 2024 (1:20 PM)

         	Session Type: General Track

         	Topic: Digital Accessibility

         	Additional Topics: Captions & Transcription, Cognitive & Learning Disabilities, and Education

         	Audience: Higher Education, and Disability Specific

         	Audience Level: Beginning

         	Room: Grand JK

         	Title: Disability Support and Tackling the Dropout Cycle

      

      Summary: Discover how refocusing on learning outcomes ahead of using a notetaking accommodation
         helps learners identify common obstacles and strategies for effective learning, and
         how applying outcome-driven design helps tackle these specific challenges.
      

      Over 55% of students with disabilities will not finish their degree in the US. Studies
         show the most common trigger for drop out in the first 2 years of college is what
         students learn about their academic performance. Students struggle more as awareness
         of their challenges increases. We call this the 'dropout cycle': as academic obstacles
         persist, performance declines, leading to lower self-confidence, poorer engagement,
         and soaring stress. For students with disabilities academic obstacles can be more
         acute, speeding up this cycle. Could we help break the dropout cycle? This question
         was at the heart of Glean's research. We asked 1200 students to consider their learning
         experience pre- and post- receiving an accommodation. They were asked to reflect upon
         learning outcomes, predominantly attainment but also considering other goals in their
         learning experience. We explored how refocusing on learning outcomes ahead of using
         a notetaking accommodation can help learners to identify common obstacles and strategies
         for effective learning. We could categorise four learning challenges faced by students:
         attention and concentration, information processing, executive functioning, and generalised
         study skills. These correlated with stress and engagement levels. Applying outcome-driven
         design allows us to develop technology to tackle these specific challenges, making
         a genuine difference to learning success. The result? 76% of students improved their
         grades in just one semester.
      

      Presenter: Helena Harrison, Glean

      Intelligent Low-Cost 3D LiDAR Tripping Hazard Scanner

      
         	Tuesday, March 19, 2024 (1:20 PM)

         	Session Type: Journal Track

         	Topic: Emerging Technologies

         	Additional Topics: Artificial Intelligence (AI) & Machine Learning (ML), Blind/Low Vision, Engineering, and Research

         	Audience: Higher Education, Information & Communications Technology, Disability Specific, Research & Development, and Transportation

         	Audience Level: Intermediate

         	Room: Platinum 1

         	Title: Intelligent Low-Cost 3D LiDAR Tripping Hazard Scanner

      

      Summary: A low-cost 3D LiDAR-based tripping hazard detector is introduced to differentiate
         elevation changes as small as 2cm, combined with an intelligent computer vision algorithm
         to track multiple obstacles' locations and dimensions.
      

      A high-resolution 3D LiDAR scanner was developed to detect tripping hazards with small
         elevation changes, such as potholes, doorsteps or curbs. Although these obstacles
         are rarely a problem for people with normal vision, they are the most common tripping
         hazards for blind and visually impaired people. These small elevation differences
         can blend with the background road surface, making them difficult to detect by sonar,
         2D LiDAR or camera. This paper introduces a new way to turn a low-cost 2D LiDAR into
         a high-resolution 3D LiDAR and generate a live 3D terrain model that can effectively
         identify elevation changes as small as 2cm. The feasibility of this 3D sensor has
         been demonstrated to reliably identify potholes with a minimum size of 2cm(W)x7cm(L)x2cm(D)
         at a distance up to 2m ahead of the traveler and operational up to 8m (>4x the range
         of traditional white canes). Inspired by autonomous driving and robotic vision technologies,
         the ground/floor in the 3D terrain model was removed using Random Sample Consensus
         (RANSAC) to create segmented point clouds of the tripping hazards, followed by finding
         the Oriented Bounding Box (OBB) using Convex Hull and Rotating Calipers techniques.
         In this way, each obstacle is not only isolated from the background with a clear location
         marked but also the orientation and dimensions are quantified in 3D using an OBB.
      

      Presenter: Brandon Cai, Stony Brook University

      Designing Tactile Dots for Sony BRAVIA Products

      
         	Tuesday, March 19, 2024 (1:20 PM)

         	Session Type: Exhibitor Track

         	Topic: Engineering

         	Additional Topics: Blind/Low Vision, Design, Development, and Product Demonstration

         	Audience: Disability Specific, Entertainment & Recreation, Research & Development, and Manufacturing

         	Audience Level: Intermediate

         	Room: Platinum 8

         	Title: Designing Tactile Dots for Sony BRAVIA Products

      

      Summary: Sony always thinks of accessibility first in design, and now our products have tactile
         dots near the terminal ports for easier cable connection. In this session, we will
         share our approach to developing an accessible solution to improve tactility.
      

      At Sony, we provide products that give you the best audio and visual experience right
         from your living room. Under our corporate purpose, "Fill the world with emotion through
         the power of creativity and technology," we are always pursuing the creation of the
         very best by harnessing diversity and varying viewpoints. Based on this, the values
         defined for the accessibility of our audio & visual products are "Possible to do by
         myself," "Possible to do everything," and "Possible to enjoy together." As the first
         step to realizing our values, Sony BRAVIA TV and Sound Bar will now have tactile dots
         near their terminal ports to help you identify the port locations when connecting
         the cables on the TV and Sound Bar. In our session, we will share how we identified
         the pain points for our blind and low-vision users when connecting the Sound Bar to
         the TV and how we came to a solution. We will discuss how we designed the solution,
         including how many dots to add to the HDMI ARC ports and their Center Speaker (ACS)
         ports to best guide users to the correct ports. We will share how this design was
         inspired by universal design and inclusive design principles and how this solution
         will help all users. We are excited to continue our design efforts to make our products
         more accessible by considering the needs of users with diverse abilities and needs.
      

      Presenters: Stephanie Mitchener, Sony Electronics, Inc.
Sabrina Norton, Sony Electronics, Inc.
Hiroyuki Konno, Sony Corporation
Hiro Iwamoto
      

      Accessibility Standards Canada-Towards a Barrier-Free Canada

      
         	Tuesday, March 19, 2024 (1:20 PM)

         	Session Type: General Track

         	Topic: Law, Compliance, and Policy

         	Additional Topics: Artificial Intelligence (AI) & Machine Learning (ML), Employment & Workplace, Information & Communications Technology (ICT), and Leadership & Strategy

         	Audience: Information & Communications Technology, Government, Research & Development, and Legal

         	Audience Level: Intermediate

         	Room: Grand GH

         	Title: Accessibility Standards Canada-Towards a Barrier-Free Canada

      

      Summary: Join Canadian leaders in accessibility for a presentation and discussion to learn
         about Canada's innovative approaches to implementing legislative and regulatory frameworks
         for facilitating a barrier-free Canada for people with disabilities by 2040.
      

      The mandate of Accessibility Standards Canada (ASC) under the Accessible Canada Act,
         2019 (Act) is to contribute to a barrier-free Canada by 2040. ASC is at the forefront
         in implementing the Act by supporting accessibility research and developing standards
         in multiple areas. Canada is a global leader with the introduction of an Act focused
         on accessibility along with the European Union. ASC is an accredited standards development
         organization and its standards will be national standards of Canada. ASC is working
         with researchers and stakeholders across Canada and other levels of government to
         promote the harmonization of standards. ASC undertakes standards development in new
         ways and sets a new bar for accessibility research and standards, striving to be a
         leader in developing research- and equity-based standards. This includes taking novel
         approaches to equity and inclusion through its work. In this session, the Chief Executive
         Officer of ASC, Philip Rizcallah, will talk about the Act that set up ASC as well
         as an Accessibility Commissioner and a Chief Accessibility Officer in Canada. He will
         outline the ASC's mandate and priority areas, and describe its accessibility research
         and standards development process. This will be followed by a fireside chat led by
         Sambhavi Chandrashekar, Global Accessibility Lead of D2L Corporation, to offer participants
         a closer look into the novel work that Canada is doing for advancing accessibility.
         The session will conclude with audience Q&A.
      

      Presenters: Philip Rizcallah, Accessibility Standards Canada
Sambhavi Chandrashekar, D2L Corporation
      

      Scoring the Impact of Web Accessibility Issues

      
         	Tuesday, March 19, 2024 (1:20 PM)

         	Session Type: General Track

         	Topic: Web

         	Additional Topics: Digital Accessibility, Evaluation & Remediation, and Information & Communications Technology (ICT)

         	Audience: Information & Communications Technology, and Research & Development

         	Audience Level: Intermediate

         	Room: Orange County 1-2

         	Title: Scoring the Impact of Web Accessibility Issues

      

      Summary: This session will present an accessibility impact scoring methodology developed by
         WebAIM and Accenture. The methodology uses automated test data and high-level manual
         testing data to provide a measure of the impacts of website accessibility issues.
      

      Determining how the accessibility (or lack thereof) of a web site impacts end users
         with disabilities is complex and difficult. Can automated tools measure human impact?
         Or is in-depth and complex manual testing always needed? How does one compare the
         accessibility of web sites? This session will present a methodology that addresses
         many of these questions. Aligning automated web page test results to the large dataset
         from the WebAIM Million (an annual analysis of the top 1,000,000 home pages) provides
         an indication of how that page's automated test results align with web pages generally.
         This approach could be used with other testing tools that have an adequately-sized
         sample to which site results can be compared. Despite the ability of automated tools
         to detect some accessibility issues, such tools are inherently limited and don't always
         give a good indication of how detected issues may impact users with disabilities.
         To partially address these issues while minimizing the complexity and time requirements
         of manual testing, this methodology prescribes high-level manual accessibility tests
         and scoring on 10 aspects of accessibility across a sample of 4 pages. Testing takes
         a few minutes per page and can be done with minimal expertise. Using both automated
         and high-level manual testing scores provide a good measure of end user impact, and
         allows reasonable comparisons of web pages and sites. We will share how this methodology
         was created and various implementations.
      

      Presenter: Jared Smith, WebAIM

      Unforgettable UX: Designing for a Poor Memory

      
         	Tuesday, March 19, 2024 (1:20 PM)

         	Session Type: General Track

         	Topic: Web

         	Additional Topics: Captions & Transcription, Design, Digital Accessibility, and Healthcare & Rehabilitation

         	Audience: Information & Communications Technology, Disability Specific, Healthcare & Rehabilitation, Entertainment & Recreation, and Finance & Banking

         	Audience Level: Beginning

         	Room: Platinum 5 (VISPERO)

         	Title: Unforgettable UX: Designing for a Poor Memory

      

      Summary: Whether due to stress, anxiety, dementia, or the inevitable effects of old age, our
         memory can often let us down. And a website that relies too often on recall over recognition
         can be a daunting and challenging place. How do we design for a poor memory?
      

      As the old adage goes: "the internet never forgets," but the same can't be said for
         its users. "Have you forgotten your password?" is a familiar refrain on the web, where
         the onus is on us to remember all manner of usernames, IDs, passwords, and PINs. And
         while password managers might come to our aid, we must still remember our way around
         increasingly complex websites and apps. But what if your memory isn't so hot? Whether
         due to stress and anxiety, dementia, or simply the inevitable effects of old age,
         our memory can often let us down. And a web that relies too often on recall over recognition
         can be a daunting and challenging place. How do we design for a poor memory? This
         presentation will explore user interface and user experience design aspects that can
         make the web easier for someone with memory loss. For instance, how does a consistent
         structure and layout of a website or app make it easier to navigate? How do written
         labels, instructions, and text alternatives make content more memorable? What built-in
         features of browsers and operating systems can assist with memory? Weaving together
         user testimonies with existing and upcoming accessibility standards and guidance,
         this presentation will share practical recommendations on what we can do to create
         unforgettable user experiences.
      

      Presenter: David Swallow, TPGi

      2:20 PM

      Revolutionizing Video Accessibility: Role of Generative AI

      
         	Tuesday, March 19, 2024 (2:20 PM)

         	Session Type: Exhibitor Track

         	Topic: Artificial Intelligence (AI) & Machine Learning (ML)

         	Additional Topics: Blind/Low Vision, Cognitive & Learning Disabilities, Deaf and Hard of Hearing, and Digital Accessibility

         	Audience: Higher Education, Disability Specific, K-12 Education, Entertainment & Recreation, and Marketing

         	Audience Level: Beginning

         	Room: Elite 1-3

         	Title: Revolutionizing Video Accessibility: Role of Generative AI

      

      Summary: Artificial intelligence can transform accessibility when combined with a human-led
         approach. In this session, you can learn about the impact of Invicta™, a generative
         AI solution for images in faster and scalable video accessibility.
      

      Video accessibility is an ongoing challenge. Continual Engine has built transformative
         solutions that form the foundation of great technology. This proposal delves into
         our journey of building cutting-edge artificial intelligence (AI) driven tools, addressing
         the complexities of video accessibility, and leveraging these innovations across diverse
         applications, including PDF documents. We will showcase how we've harnessed AI technologies
         alongside human expertise to revolutionize audio descriptions, especially for complex
         images and diagrams within videos. Our proprietary AI framework, Invicta™, automates
         the generation of alt text, making videos more accessible while maintaining accuracy
         and quality through human verification. Moreover, our powerful platform, Invicta™,
         excels in creating precise and accessible closed captions and transcriptions for various
         educational content, including lectures, presentations, and videos. We are not only
         expanding the capabilities of our video processing framework to encompass multiple
         languages, but we are also integrating Invicta™ into PREP, our document accessibility
         solution, for a seamless and comprehensive accessibility experience. Additionally,
         our approach ensures efficiency and quality control, resulting in a cost-effective
         process that saves time and resources. The flexibility of our caption management framework,
         offering multiple output formats, empowers users with diverse accessibility needs.
      

      Presenters: Vijayshree Vethantham, Continual Engine US LLC
Mousumi Kapoor, Continual Engine US LLC
      

      Unified Braille Solution for Text, Math, Graphics and Music

      
         	Tuesday, March 19, 2024 (2:20 PM)

         	Session Type: General Track

         	Topic: Blind/Low Vision

         	Additional Topics: Cognitive & Learning Disabilities, Education, Information & Communications Technology (ICT), and Product Demonstration

         	Audience: Higher Education, Information & Communications Technology, Disability Specific, K-12 Education, and Media & Publishing

         	Audience Level: Intermediate

         	Room: Grand AB

         	Title: Unified Braille Solution for Text, Math, Graphics and Music

      

      Summary: With practical demos, learn how to get started with the Sao Mai Braille software,
         a versatile, free, all-in-one tool for editing and converting literary text, math,
         tactile graphics and music into braille.
      

      Documents can contain various types of content, and there is a real need for a high-quality
         and free, unified braille conversion solution - which is why the Sao Mai Braille (SMB)
         software was created. In addition to being a rich-text and math editor, SMB is also
         a professional braille translator, supporting the conversion of: literary text into
         137 different language tables; mathematical and chemical content into Nemeth and UEB
         codes; tactile graphics; and music following the New International Music and Music
         Braille Code standards. All necessary tools for braille transcription are integrated,
         such as 6-key Braille input, style management, table types, table of contents, book
         volume division, and Braille printing, and more. The user interface is available in
         36 languages already and is fully accessible with screen readers. This presentation
         will give an overview of these features to help attendees gain a comprehensive understanding
         of the Sao Mai Braille software, so they can quickly get started.
      

      Presenters: Phúc Dang, Sao Mai Center for the Blind
Duong Phung, Sao Mai Center for the Blind
Tuan Anh Le, Sao Mai Center for the Blind
      

      A Tour of Smart Vision Tools in iOS

      
         	Tuesday, March 19, 2024 (2:20 PM)

         	Session Type: General Track

         	Topic: Blind/Low Vision

         	Additional Topics: Artificial Intelligence (AI) & Machine Learning (ML), Digital Accessibility, and Mobile Technology

         	Audience: Higher Education, Disability Specific, K-12 Education, and Healthcare & Rehabilitation

         	Audience Level: Intermediate

         	Room: Grand CD

         	Title: A Tour of Smart Vision Tools in iOS

      

      Summary: In this session, attendees will gain an understanding of numerous iPhone tools that
         use computer vision to provide an enhanced VoiceOver and low-vision user experience.
         Learn about features like Magnifier, Image Explorer, and VoiceOver in Camera.
      

      In this session, attendees will gain an understanding of numerous iPhone tools that
         use computer vision to provide an enhanced VoiceOver and low-vision user experience.
         Tap into the power of Image Descriptions, which use machine learning to create a sentence
         long representation of an image for VoiceOver. Enhance the experience with VoiceOver's
         Image Explorer, which provides a deep understanding of an image by surfacing specific
         information like text blocks and recognized faces. And, for taking photos, Camera
         provides detailed guidance about subject framing and camera leveling to help VoiceOver
         users take the perfect photo. Make the most of Magnifier, a feature-rich stand alone
         app filled with tools to solve many real world problems - from Door Detection, People
         Detection and newly developed Point and Speak feature, which identifies text on physical
         objects you point to, like household appliances.
      

      Presenters: Allison Lettiere, Apple Inc
Darren Minifie, Apple Inc
      

      Experience Dynamic Braille that Responds to Reading Gestures

      
         	Tuesday, March 19, 2024 (2:20 PM)

         	Session Type: Exhibitor Track

         	Topic: Blind/Low Vision

         	Additional Topics: Education, Emerging Technologies, and Product Demonstration

         	Audience: Higher Education, Disability Specific, K-12 Education, and Healthcare & Rehabilitation

         	Audience Level: Beginning

         	Room: Platinum 2

         	Title: Experience Dynamic Braille that Responds to Reading Gestures

      

      Summary: Imagine Braille cells that sense your fingers and respond to reading gestures. Would
         you be surprised to know these cells have been available for over a decade? Learn
         how teachers, students and experienced readers benefit from this proven technology.
      

      With Active Tactile Control (ATC), a Braille Display can track finger position and
         respond to specific gestures. Readers can eliminate manual scrolling. Teachers can
         record and analyze student reading sessions. Trainers can mirror their device on multiple
         student displays or monitor multiple students working independently. ATC even enables
         a music Braille editor in which tones are played only when a student reads a musical
         note on their display. ATC was first introduced by Help Tech GmbH in 2012, but it
         has continued to evolve, and we've only begun to scratch the surface of what it can
         do. We'll show you how it works so that you can think about how it might benefit you
         or someone you know. Please join us with your questions and your curiosity. We look
         forward to challenging what you thought you knew about Braille Displays.
      

      Presenter: Damian Pickering, Dream Vision Group LLC

      Share and Collaborate in Real-Time with Google Docs and JAWS

      
         	Tuesday, March 19, 2024 (2:20 PM)

         	Session Type: General Track

         	Topic: Blind/Low Vision

         	Additional Topics: Education, and Employment & Workplace

         	Audience: Higher Education, K-12 Education, Government, and Employment & Human Resources

         	Audience Level: Intermediate

         	Room: Platinum 5 (VISPERO)

         	Title: Share and Collaborate in Real-Time with Google Docs and JAWS

      

      Summary: Google Docs is widely used for sharing and collaboration in schools and the workplace.
         In this session, Elizabeth Whitaker will introduce you to the Docs interface, describe
         important features, and provide keyboard commands.
      

      Google Docs is widely used in schools and workplaces to create, share, and collaborate
         on files. In this session, Elizabeth Whitaker will introduce you to the Docs interface,
         describe important features, and provide helpful keyboard commands. Learn how to:
         •Turn on accessibility settings •Create, rename, and open documents •Share a document
         with other users •Set document permissions
      

      Presenter: Elizabeth Whitaker, Vispero

      Use of Braille in the Workplace by People Who Are Blind

      
         	Tuesday, March 19, 2024 (2:20 PM)

         	Session Type: Journal Track

         	Topic: Blind/Low Vision

         	Additional Topics: Employment & Workplace, and Research

         	Audience: Disability Specific, Research & Development, and Employment & Human Resources

         	Audience Level: Beginning

         	Room: Platinum 1

         	Title: Use of Braille in the Workplace by People Who Are Blind

      

      Summary: We will present new research on the use of braille and refreshable braille technology
         (RBT) at work by people who are blind, including the acquisition of RBT, tasks for
         which it is used, and personal and job-related factors associated with its use.
      

      This presentation will provide the results of new research about the use of braille
         and refreshable braille technology (RBT), which includes braille notetakers and refreshable
         braille displays, among employed individuals who are blind. While prior research has
         explored braille teaching and learning, there's a gap in understanding its practical
         application in the workplace. The research aimed to determine the proportion of workers
         who use braille and RBT on the job, the work tasks RBT is used for, how RBT devices
         are acquired, and RBT users' personal and job characteristics. Data were from a longitudinal
         survey study focused on assistive technology use in the workplace by people who are
         blind, collected during 2021 and 2022. Results revealed that two-thirds used braille
         at work, with 52.6% utilizing RBT. RBT was most commonly used for notetaking (82.9%)
         and making presentations (64.4%). Device acquisition varied, with personal and agency
         purchases common for braille notetakers, while employer provision of braille displays
         was more common. RBT use wasn't significantly associated with job characteristics,
         except for those working in organizations serving people who were blind, who were
         less likely to use RBT. The study also documented variations in RBT use across job
         sectors and highlighted that braille skill level and age were pivotal in determining
         RBT use. The findings highlight the importance of braille and RBT in the workplace
         among many workers who are blind.
      

      Presenters: Michele McDonnall, National Research & Training Center on Blindness & Low Vision
Rachael Sessler-Trinkowsky, University of Massachusetts Boston
      

      Organizational Scaffolding for Accessible Design and Content

      
         	Tuesday, March 19, 2024 (2:20 PM)

         	Session Type: General Track

         	Topic: Digital Accessibility

         	Additional Topics: Design, Development, and Information & Communications Technology (ICT)

         	Audience: Information & Communications Technology, Government, Finance & Banking, and Marketing

         	Audience Level: Intermediate

         	Room: Grand JK

         	Title: Organizational Scaffolding for Accessible Design and Content

      

      Summary: Join me to learn how to provide layers of support in places where people already seek
         out information. From product management to UX design to web dev to content, we'll
         look at ways to integrate accessibility into support for multiple roles.
      

      Organizations want scalability, consistency, and durability when it comes to accessibility
         in their digital products. This requires alignment of people, policies, and processes.
         To meet these needs, accounting for accessibility in multiple roles is critical. This
         necessitates integrating accessibility information at various points. Technical teams
         need layers of support for digital products to be accessible. This session will highlight
         tools that help create accessible products. We will cover product management, UX design,
         web development, and content authoring. The aim is to embed accessibility from the
         outset, backed by real-world examples. At the product level, we'll explore the value
         of inclusive personas and UX research, showcasing the positive impacts of accounting
         for accessibility from the start. We'll also delve into leveraging design artifacts
         to ensure accessibility during UX design. Recognizing that notes in artifacts are
         just a starting point for developers, we'll explore how accessibility fits into design
         systems and pattern libraries. Then we will focus on content authors and creators,
         who play a pivotal role in our websites and their accessibility. We'll examine how
         brand management tools can highlight and reinforce accessibility for this audience.
         Join this session to gain insight and perspective into integrating accessibility into
         tools and resources that people already use.
      

      Presenter: Rob Carr, WebAIM

      Digital Reading Features for Reading-Related Disabilities

      
         	Tuesday, March 19, 2024 (2:20 PM)

         	Session Type: General Track

         	Topic: Digital Accessibility

         	Additional Topics: Blind/Low Vision, Captions & Transcription, Design, and Emerging Technologies

         	Audience: Higher Education, Disability Specific, K-12 Education, Government, and Entertainment & Recreation

         	Audience Level: Beginning

         	Room: Platinum 4 (AMAZON)

         	Title: Digital Reading Features for Reading-Related Disabilities

      

      Summary: Readers with disabilities face unique challenges, some of which can be addressed through
         intentionally designed digital reading features. Learn how Kindle has created accessible
         reading experiences specifically for readers with disabilities.
      

      People with disabilities such as dyslexia, hyperlexia, attention deficit hyperactivity
         disorder (ADHD), traumatic brain injury (TBI) or other cognitive or reading-related
         disabilities face unique reading challenges. They may struggle with word recognition,
         morphological awareness and fluency, or have trouble concentrating, staying focused
         or remembering details. E-books and digital reading apps or devices offer many basic
         features that can help mitigate some of these challenges, such as alternative fonts
         or spacing options. Kindle apps and devices continue to raise the bar on the accessible
         reading experience, offering these and many more reading features that can transform
         the way readers with disabilities consume their digital books. Terra Masiel, Sr. Product
         manager with the Worldwide Stores Accessibility team, discusses how Kindle has created
         accessible reading experiences specifically designed for those with reading-related
         disabilities and how these features can create positive outcomes for all.
      

      Presenter: Terra Masiel, Amazon

      Deaf and Hard of Hearing Innovations

      
         	Tuesday, March 19, 2024 (2:20 PM)

         	Session Type: General Track

         	Topic: 

         	Additional Topics: 

         	Audience: Disability Specific

         	Audience Level: Beginning

         	Room: Platinum 6 (BROADCAST STUDIO)

         	Title: Deaf and Hard of Hearing Innovations

      

      Summary: Join us for a fireside chat about Deaf and Hard of Hearing Innovations.

      Join us for a fireside chat about Deaf and Hard of Hearing Innovations.

      Presenters: Greg Pollock, Communication Service for the Deaf
Raja Kushalnagar, Gallaudet University
Roshan Mathew, Rochester Institute of Technology
Sarah Margolis-Greenbaum, Intuit
      

      PowerPoint to PDF: Overcoming the Pain Points

      
         	Tuesday, March 19, 2024 (2:20 PM)

         	Session Type: Exhibitor Track

         	Topic: Design

         	Additional Topics: Digital Accessibility

         	Audience: Higher Education, Healthcare & Rehabilitation, Finance & Banking, Marketing, and Sales

         	Audience Level: Beginning

         	Room: Platinum 8

         	Title: PowerPoint to PDF: Overcoming the Pain Points

      

      Summary: This session focuses on overcoming the known barriers when creating PDF documents
         from Microsoft PowerPoint. We will discuss design options, accessibility tools and
         the next steps when creating PDF documents from Microsoft PowerPoint.
      

      This session focuses on the shortcomings of PowerPoint as an authoring software to
         produce accessible PDFs. We will cover the known barriers and some bugs most people
         are unaware of, and we will review the accessibility tools available in PowerPoint
         that help create more accessible content. The session will start in PowerPoint and
         then cover what you must fix in the PDF to make your content more accessible. We will
         also talk about how to design around the accessibility barriers so there is less work
         in the PDF at the end.
      

      Presenter: Dax Castro, Chax Training and Consulting

      Data-Informed Accessibility Training for Faculty

      
         	Tuesday, March 19, 2024 (2:20 PM)

         	Session Type: General Track

         	Topic: Education

         	Additional Topics: Digital Accessibility, Evaluation & Remediation, Law, Compliance, and Policy, and Leadership & Strategy

         	Audience: Higher Education, K-12 Education, Government, Employment & Human Resources, and Administration & Business Support

         	Audience Level: Beginning

         	Room: Platinum 7

         	Title: Data-Informed Accessibility Training for Faculty

      

      Summary: Faculty participation in accessibility training is a challenge. We gathered data for
         a targeted approach, customizing training for departments. We'll share what we looked
         at, the steps we took, and what we have learned from the first two semesters.
      

      As a large public university, we ask our faculty to fix their instructional materials.
         We support them with a dedicated accessibility team offering trainings each semester,
         Anthology's Ally within Canvas, and more. Faculty participation in these trainings
         has been a challenge. In this presentation, we will touch on some of the obstacles
         to getting more faculty trained. The team sought feedback from the faculty and made
         adjustments, but when the Faculty President told us he needed training in the software
         specific to his discipline, we had a new idea: bring our trainings to academic departments
         and tailor to their needs. To select the first groups, the team started gathering
         data: Ally scores, Canvas utilization, enrollment, and student reports to disability
         services. The Provost's Office sent a short survey out to all chairs and deans, asking
         them about their needs and what software their faculty use most. We identified a set
         of candidate departments for the first two semesters. We'll spend some time in this
         presentation on these data points, the survey, and how the first groups were chosen.
         The Associate Vice President for Academic Technology and the team's manager met with
         the selected department chairs to ascertain the needs of their departments and explore
         options for training, and the team began trainings. We will talk about the meetings
         and the trainings, what we learned, and how that is shaping our approach in future
         semesters.
      

      Presenters: Helen Heinrich, California State University, Northridge
Kathryn Tipton, California State University, Northridge
      

      ACT: Towards Consistent Accessibility Conformance Testing

      
         	Tuesday, March 19, 2024 (2:20 PM)

         	Session Type: General Track

         	Topic: Evaluation & Remediation

         	Additional Topics: Digital Accessibility, Engineering, Information & Communications Technology (ICT), and Law, Compliance, and Policy

         	Audience: Information & Communications Technology, Disability Specific, Government, and Research & Development

         	Audience Level: Intermediate

         	Room: Grand GH

         	Title: ACT: Towards Consistent Accessibility Conformance Testing

      

      Summary: This presentation will cover how ACT Rules can contribute to more consistent accessibility
         testing. It will explain the different parts of the ACT Rules framework, including
         the ACT Rules format, ruleset, and implementation reports.
      

      W3C WAI's Accessibility Conformance Testing (ACT) provides a framework for accessibility
         evaluators to achieve more harmonized accessibility test results. This talk will describe
         why more harmonized accessibility test results can help: •creators to assess the accessibility
         of their content against standards such as Web Content Accessibility Guidelines (WCAG)
         or Accessible Rich Internet Applications (ARIA) •tool and methodology developers to
         proof that their test procedures are robust and reliable •users of accessibility test
         tools and methodologies to make sure that tools consistently interpret existing accessibility
         standards This presentation will: •introduce the ACT ruleset as well as the ACT Rules
         Format •explain the different sections contained in the rules, with special attention
         to the passed, failed, and inapplicable examples contained in each rule •discuss how
         implementers can use these examples as test cases to determine the outcome each test
         case would produce •explain how closer alignment of the tool outcomes and the ACT
         Rules examples determines how consistent that tool is with ACT •refer to examples
         on the WAI website to illustrate how different implementers have incorporated ACT
         Rules into their test procedures •discuss proposed updates to the rules format •dive
         into how you can submit your own implementation to ACT for publication on the WAI
         website •relate to similar accessibility testing efforts
      

      Presenters: Kathy Eng, Access Board
Jean-Yves Moyen, Siteimprove
      

      Cloudy with a Chance of Accessibility: Tracking Weather

      
         	Tuesday, March 19, 2024 (2:20 PM)

         	Session Type: General Track

         	Topic: Information & Communications Technology (ICT)

         	Additional Topics: Development, Digital Accessibility, Emerging Technologies, and Healthcare & Rehabilitation

         	Audience: Information & Communications Technology, Disability Specific, Government, Research & Development, and Agriculture

         	Audience Level: Beginning

         	Room: Orange County 1-2

         	Title: Cloudy with a Chance of Accessibility: Tracking Weather

      

      Summary: The weather evolves second by second—but are those changes being shared with accessibility
         in mind? As more severe weather rocks Planet Earth, it's time to make sure the informational
         forecast includes everyone.
      

      They say "Red sky at night, sailor's delight" but any CSUN attendee would tell you
         to never use color as the sole conveyer of information. Weather may be one of the
         oldest topics of conversation, but how we get our weather information is always evolving.
         Some of the more popular avenues include: Websites, Mobile apps, Television broadcasts,
         Radio reports, Emergency alerts and push notifications, and Government websites and
         reports. Access to current weather information is a fundamental human right-it drives
         where you choose to work, live, plan, and survive. Our presentation will poke through
         the clouds to highlight and analyze how data is shared, both from the government and
         private avenues. Are the above modes of data delivery accessible? Our talk will conclude
         with how climate change weather impacts people with disabilities . Weather is getting
         more extreme, and it is important that people with disabilities are never left out
         of decision making and data receiving. We will underscore the importance of accessible
         knowledge gathering and distribution when it comes to all facets of the weather to
         create a safer and more informed society.
      

      Presenters: Sharon Rosenblatt, Accessibility Partners, LLC
Dana Marlowe, Accessibility Partners, LLC
      

      Web Accessibility for Speech Recognition Users

      
         	Tuesday, March 19, 2024 (2:20 PM)

         	Session Type: Exhibitor Track

         	Topic: Mobility

         	Additional Topics: Design, Development, Digital Accessibility, and Web

         	Audience: Higher Education, Information & Communications Technology, K-12 Education, Healthcare & Rehabilitation, and Insurance

         	Audience Level: Beginning

         	Room: Orange County 3-4

         	Title: Web Accessibility for Speech Recognition Users

      

      Summary: The session explores how speech recognition supports accessibility techniques and
         identifies coding practices to avoid. It also delves into best practices for improving
         the user experience of speech recognition users.
      

      People with mobility impairments use speech recognition software and have multiple
         options today across different operating systems. Dragon Naturally Speaking is one
         of the old players and still the preferred choice for many speech recognition users.
         Windows and Mac have built-in speech recognition, as do Android and iOS. Keyboard
         support is the base for making web content accessible for speech recognition users.
         Apart from keyboard support, keyboard focus, logical tabbing order, descriptive labels
         for links, form controls, buttons, and custom controls need to be considered for making
         web content accessible for speech recognition users. In this session, we'll figure
         out how speech recognition supports different accessibility techniques and what coding
         practices we should avoid. Additionally, we'll learn about best practices for enhancing
         user experiences for speech recognition users. We shall take a deep dive to understand
         what label or title attribute of user interface controls takes precedence regarding
         speech recognition. We shall also explore the level of support for ARIA attributes
         and the impact of focus visibility for users. In our exploration, we shall see how
         different tools perform, including Dragon, Windows Speech Recognition, Mac's Voice
         Control, Voice Access on Android and Voice Control on iOS.
      

      Presenter: Shashank Kapur, BarrierBreak

      Two Paths to Mobile App Accessibility Success

      
         	Tuesday, March 19, 2024 (2:20 PM)

         	Session Type: General Track

         	Topic: Mobile Technology

         	Additional Topics: Design, Development, Digital Accessibility, and Engineering

         	Audience: Higher Education, Information & Communications Technology, Government, Healthcare & Rehabilitation, and Finance & Banking

         	Audience Level: Intermediate

         	Room: Platinum 3 (ALLYANT)

         	Title: Two Paths to Mobile App Accessibility Success

      

      Summary: Delve into app accessibility with two compelling case studies, including challenges
         and benefits. The first tackles retrofitting existing iOS and Android apps, while
         the second explores an "accessibility-first" approach in a new Flutter app.
      

      ArcTouch and Allyant present a compelling session showcasing the incorporation of
         accessibility into mobile apps for clients across varied sectors. This session will
         spotlight two case studies, revealing how accessibility can be introduced either reactively
         in existing systems or proactively from the outset. The first case study takes a deep
         dive into ArcTouch's journey of retrofitting accessibility into existing iOS and Android
         apps, originally devoid of features for disabled users. We'll discuss the logistical
         and time challenges of revamping legacy systems, emphasizing a "progress over perfection"
         philosophy for impactful, incremental changes. Allyant's real-time user accessibility
         testing was a vital guide, aiding recurring audits and long-term support. In the second
         case study, the focus shifts to a newly developed cross-platform Flutter app by ArcTouch,
         where accessibility was prioritized from day one. This part will outline how the project
         went from initial client discussions around inclusive design to actual development
         and testing. The nuances of Flutter-specific accessibility will be explored alongside
         the merits of incorporating Allyant's agile audits for early-phase feedback. Join
         us for a session rich in actionable insights, perfect for anyone keen on understanding
         the intricacies and advantages of making app accessibility a priority.
      

      Presenter: Ben Ogilvie, ArcTouch

      3:20 PM

      What's New with Alexa? Learn About Eye Gaze on Alexa & More

      
         	Tuesday, March 19, 2024 (3:20 PM)

         	Session Type: General Track

         	Topic: Augmentative and Alternative Communications (AAC)

         	Additional Topics: Captions & Transcription, Cognitive & Learning Disabilities, Deaf and Hard of Hearing, and Mobility

         	Audience: Information & Communications Technology, Disability Specific, K-12 Education, Healthcare & Rehabilitation, and Research & Development

         	Audience Level: Beginning

         	Room: Platinum 4 (AMAZON)

         	Title: What's New with Alexa? Learn About Eye Gaze on Alexa & More

      

      Summary: Alexa is for everyone. Come and learn about how Alexa is working with customers to
         build for people with disabilities. We'll present Eye Gaze on Alexa, Call Translation
         and our 'nothing about us without us' approach.
      

      Alexa is for everyone. The Alexa Accessibility team will take you through how Alexa
         has evolved to become more accessible for customers with speech, cognitive and mobility
         disabilities. With the Disability community's guiding principle, "Nothing about us
         without us," the team will share Alexa's vision for accessibility, how we work with
         customers throughout the feature development process, and how new features and expanded
         functionality are helping Alexa support new customer groups. This year, we're excited
         to share our first foray into supporting customers with mobility or speech disabilities
         to use Alexa with their eyes. Instead of using voice or touch, eye gaze on Alexa will
         allow customers to gaze at their tablet to perform pre-set Alexa actions, like playing
         music and shows, controlling their home environment and communicating with loved ones-entirely
         hands and voice-free. Plus, today's families are more dispersed and multicultural
         than ever before. With Call Translation, your Alexa audio and video calls can be translated
         in real-time, allowing call participants to communicate across languages more effectively.
         This feature also allows deaf and hard-of-hearing customers to communicate remotely
         more easily.
      

      Presenter: Juliana Tarpey, Amazon

      Visionary Tech: AI's Impact on Accessibility

      
         	Tuesday, March 19, 2024 (3:20 PM)

         	Session Type: General Track

         	Topic: Artificial Intelligence (AI) & Machine Learning (ML)

         	Additional Topics: Blind/Low Vision, Digital Accessibility, Emerging Technologies, and Healthcare & Rehabilitation

         	Audience: Information & Communications Technology, K-12 Education, Government, Healthcare & Rehabilitation, and Employment & Human Resources

         	Audience Level: Beginning

         	Room: Elite 1-3

         	Title: Visionary Tech: AI's Impact on Accessibility

      

      Summary: This session delves into AI's transformative role in enhancing accessibility for the
         visually impaired, focusing on innovations that enable independence through rapid
         access to information.
      

      In our session titled "Visionary Tech: AI's Impact on Accessibility" we will delve
         into the groundbreaking developments in Artificial Intelligence (AI) aimed at vastly
         improving accessibility for blind and low-vision individuals. This presentation will
         primarily focus on how AI technologies, such as computer vision, natural language
         processing, and machine learning, are bridging gaps by facilitating quicker and more
         efficient access to information, thereby fostering greater independence for visually
         impaired people. We will explore a variety of innovative AI tools and applications,
         illustrating their practical implications and transformative impact on everyday lives.
         Examples include real-time object and text recognition, navigational assistance through
         auditory cues, and the conversion of visual data into tactile or auditory feedback.
         These technologies exemplify the transformative potential of AI in breaking down barriers
         and enabling a more inclusive environment. The presentation will also address the
         challenges faced in implementing these technologies, discussing considerations around
         user experience, affordability, and availability. We aim to provide insights into
         ongoing research and development, highlighting collaborations between tech developers,
         accessibility experts, and end-users to enhance the effectiveness of AI solutions.
      

      Presenters: Karthik Kannan, Envision
Karthik Mahadevan, Envision
      

      What AI Can Do For (and To) Web Accessibility

      
         	Tuesday, March 19, 2024 (3:20 PM)

         	Session Type: General Track

         	Topic: Artificial Intelligence (AI) & Machine Learning (ML)

         	Additional Topics: Design, Development, Digital Accessibility, and Web

         	Audience: Information & Communications Technology, Disability Specific, Government, and Media & Publishing

         	Audience Level: Intermediate

         	Room: Platinum 5 (VISPERO)

         	Title: What AI Can Do For (and To) Web Accessibility

      

      Summary: Explore the potential impact of Artificial Intelligence and Machine Learning on web
         accessibility by looking at real-world examples, claims, and fears to see what developers
         and designers need to know now to improve web accessibility in the future.
      

      Artificial Intelligence (AI) has once again become a hot topic due to the permeation
         of AI-powered language models such as ChatGPT in the public discourse and professional
         services. But what can it do to enhance web accessibility? More importantly, what
         harm can it do to it? Is it the prophesied end-all accessibility solution that will
         put us all out of work? Can a developer who knows nothing about accessibility still
         create accessible web content using AI? This presentation explores the dual role that
         Artificial Intelligence / Machine Learning (AI/ML) plays when it comes to web accessibility.
         On the one hand, it can be a powerful aid for people with disabilities, enabling dynamic
         content adaptation, offering voice navigation, and providing automated descriptions
         for inaccessible images and videos. On the other hand, removing the human aspect from
         accessible web-design tasks can easily lead to harder-to-discover accessibility obstacles.
         Our talk highlights the potential influences of AI/ML on web content for its developers,
         accessibility professionals, and people with disabilities. Through practical examples,
         we'll illustrate the good, the bad, and the ugly that AI has to offer web accessibility
         as we attempt to answer the question: Is there room for AI in A11Y?
      

      Presenters: Hans Hillen, TPGi
Ricky Onsman, TPGi
      

      Travel Well with Tech

      
         	Tuesday, March 19, 2024 (3:20 PM)

         	Session Type: General Track

         	Topic: Blind/Low Vision

         	Additional Topics: Digital Accessibility, Independent Living, Leisure & Travel, and Mobile Technology

         	Audience: Information & Communications Technology, Disability Specific, Entertainment & Recreation, Research & Development, and Transportation

         	Audience Level: Beginning

         	Room: Platinum 2

         	Title: Travel Well with Tech

      

      Summary: See The Person, Not The Sight Loss. Sharing insights on our innovative test & learn
         research exploring digital, emotional & practical challenges facing Blind & Partially
         Sighted People in real-time as they plan & take journeys on multi-modal transport.
      

      RNIB ambition is a world where equal opportunities are the norm for BPSP (Blind &
         Partially Sighted People). We are leading an innovative test & learn initiative informed
         by findings from our UX research 'Inclusive Journeys' (2022). This showed the importance
         of tech for travellers and we anticipate this work will have a positive impact on
         all groups who use tech to travel, including other disabilities. Many of us use tech
         to travel and take it for granted. We easily check timetables, view maps, buy tickets,
         track journeys and navigate multi-modal transport. But, for a BPSP, even the shortest
         journey can have multiple hurdles to overcome requiring confidence and determination.
         So, in addition to testing the current digital offer for BPSP travellers, we are exploring
         the emotional journey that BPSP go on as part of planning and executing every trip.
         Travel Well With Tech enables in-depth scoping to test UX in real time, shadowing
         BPSP who have signed up to participate, as they plan and take multi-modal journeys
         creating an iterative process expediting insight to innovation, and creating a continuous
         learning cycle, including space to fail. By the end of the research phase, we'll have
         the blueprint for a suite of accessible digital & practical solutions. We will also
         have established a robust yet agile framework of how to deliver innovation centred
         user research, and we could take other challenges and explore them in a similar way,
         creating a benchmark for what good looks like.
      

      Presenters: Dawn Slater, RNIB
John Worsfold, RNIB
      

      Updating Old Braille Libraries for a Dynamic Future

      
         	Tuesday, March 19, 2024 (3:20 PM)

         	Session Type: Exhibitor Track

         	Topic: Blind/Low Vision

         	Additional Topics: Education, Emerging Technologies, and Employment & Workplace

         	Audience: Higher Education, Disability Specific, and K-12 Education

         	Audience Level: Intermediate

         	Room: Grand CD

         	Title: Updating Old Braille Libraries for a Dynamic Future

      

      Summary: With the initial eBraille specifications release, a dynamic braille future with new
         ways of interacting with braille is coming. What does this mean for the braille files
         that already exist? Join this session for a discussion and demonstration.
      

      The release of the new eBraille specification puts us on the cusp of a dynamic braille
         future. New braille files will contain markups, graphics and CSS to help display all
         the formatting we've become accustomed to. With all those changes on the horizon,
         we must ask ourselves, what will happen to our old braille files? It would be an enormous
         waste to throw them away! This presentation will discuss how the blank lines and spaces
         within the old braille files are enough to assign the correct markup. We can even
         insert links into the table of contents for enhanced navigation and fold in the necessary
         tags for graphics. Thanks to the rigorous and consistent formatting standards of the
         United States and Canada, there is enough information to make these decisions programmatically.
         Finally, we will demo this process using a program written in Python and discuss how
         this open-source solution can be integrated into any braille library to maintain the
         costly and time-consuming braille transcriptions that already exist.
      

      Presenter: Willow Free, American Printing House

      Establishing a Sustainable, System-wide Caption Program

      
         	Tuesday, March 19, 2024 (3:20 PM)

         	Session Type: General Track

         	Topic: Captions & Transcription

         	Additional Topics: Deaf and Hard of Hearing, Development, Digital Accessibility, and Education

         	Audience: Higher Education, Government, Media & Publishing, and Marketing

         	Audience Level: Intermediate

         	Room: Orange County 1-2

         	Title: Establishing a Sustainable, System-wide Caption Program

      

      Summary: Learn how the Digital Accessibility Services team at Utah State University (USU) created
         a centrally supported caption system by establishing a policy, developing training
         resources, creating auditing tools, and fostering campus partnerships.
      

      Learn how Utah State University (USU) created a centrally supported caption system
         to professionally caption 85% of 11,422 videos across 74 campus YouTube channels.
         Over a four year period, the process to develop a campus wide system has included:
         identifying public video content on YouTube, creating campus wide awareness of video
         content in need of captions, establishing and implementing a Video and Audio Accessibility
         Standard with campus partners, and finding and developing resources to support captioning
         across campus. Once a standard and resources were in place, we used various tools
         to audit all campus YouTube channels to find essential information about the caption
         status of each video. We met with representatives from every college and division
         to share that information and help them identify funding. The first audit of our YouTube
         channels was completed in 2020 and showed that only 22% of our videos were captioned.
         Since the standard took effect in July of 2022, we have increased the number of professionally
         captioned videos to 85%, and all newly published videos have been captioned. Initially
         this work was a manual, time-consuming process, but over time we have created tools
         to automate almost every aspect of that process. We are excited to share how a combination
         of awareness, policy, technology, and relationship-building have been used to create
         a sustainable culture of accountability around inclusive and accessible video content.
      

      Presenters: Megan Cox, Utah State University
Christopher Phillips, Utah State University
      

      The First WCAG AAA Compliant Digital Campus Map

      
         	Tuesday, March 19, 2024 (3:20 PM)

         	Session Type: General Track

         	Topic: Digital Accessibility

         	Additional Topics: Blind/Low Vision, Education, Product Demonstration, and Web

         	Audience: Higher Education, Disability Specific, K-12 Education, Government, and Healthcare & Rehabilitation

         	Audience Level: Beginning

         	Room: Orange County 3-4

         	Title: The First WCAG AAA Compliant Digital Campus Map

      

      Summary: Learn how to evaluate and make your campus maps on both apps and websites fully inclusive
         to everyone, including blind and low vision users with the new digital visual, auditory,
         and tactile map viewer from XR Navigation.
      

      With the increased scrutiny from the Department of Education's Office of Civil Rights
         and the ADA's title II amendment emphasizing digital accessibility, it's crucial for
         all university website pages, including maps, to be accessible. Current mapping libraries
         don't meet WCAG A compliance without significant changes. Hence, we developed Audiom,
         the first inclusive visual, auditory, and tactile digital map viewer. Audiom can replace
         or supplement existing maps, and it has a WCAG AAA compliance Accessibility Conformance
         Report (ACR). The visual experience uses large, high contrast visuals, while the non-visual
         experience is like a video game with sounds and screen reader messages. For example,
         moving over a street triggers a screen reader message and a concrete footstep sound.
         This interactive alternate text experience is the only one fully compliant with WCAG
         1.1.1, Non-text Content. To make your map WCAG AAA compliant with Audiom, provide
         us with your geographic data, which we'll process by adding name and type attributes.
         We'll then give you code to embed Audiom into your app or website. Despite every university,
         government institution, and corporate entity having a digital map, none are fully
         accessible to blind users. We will cover how to evaluate your map for the most common
         accessibility errors that can help justify getting an inclusive map like Audiom. Audiom,
         tested with hundreds of users and proven effective in academic publications, makes
         maps inclusive for everyone
      

      Presenter: Brandon Biggs, XR Navigation

      Creating Accessible Online Courses with Storyline and Rise

      
         	Tuesday, March 19, 2024 (3:20 PM)

         	Session Type: General Track

         	Topic: Digital Accessibility

         	Additional Topics: Design, Education, Employment & Workplace, and Information & Communications Technology (ICT)

         	Audience: Higher Education, K-12 Education, Government, Media & Publishing, and Insurance

         	Audience Level: Intermediate

         	Room: Grand JK

         	Title: Creating Accessible Online Courses with Storyline and Rise

      

      Summary: Learning module content authors must implement accessible content and be aware of
         the fundamental accessibility limitations in their authoring platforms. This presentation
         will address the accessibility of Storyline and Rise 360 platforms.
      

      There are a variety of eLearning course authoring platforms that can be used to help
         content authors quickly create online courses. Many of these platforms also claim
         to let you easily create courses that support the Web Content Accessibility Guidelines
         and the platforms provide tools to address fundamental accessibility issues such as
         accessible course controls, accessible videos as well as basic keyboard support, and
         the option to incorporate accessible quizzes within a course module. However, authors
         must properly implement the accessibility features as well as be aware of the fundamental
         accessibility limitations in each platform that need to be resolved in order to meet
         accessibility requirements. Storyline 360 and Rise 360, both produced by Articulate
         Global LLC, have traditionally been two of the easiest tools to use for content creators
         but have had significant accessibility issues. Articulate continues to make significant
         progress towards making the Storyline 360 and Rise 360 platforms more accessible,
         but additional work still needs to be done. This presentation will delve into some
         of the key accessibility features and limitations in both platforms as well as review
         strategies to address these barriers. A series of sample courses will be reviewed
         and a summary of the major accessibility testing steps needed for each platform will
         also be presented along with tips to avoid known accessibility pitfalls.
      

      Presenter: Michael Parker, Access Ingenuity

      Unlocking the Impact of WCAG 2.2 on Electronic Documents

      
         	Tuesday, March 19, 2024 (3:20 PM)

         	Session Type: General Track

         	Topic: Digital Accessibility

         	Additional Topics: Emerging Technologies, Evaluation & Remediation, Information & Communications Technology (ICT), and Law, Compliance, and Policy

         	Audience: Higher Education, Information & Communications Technology, Government, Finance & Banking, and Insurance

         	Audience Level: Intermediate

         	Room: Platinum 3 (ALLYANT)

         	Title: Unlocking the Impact of WCAG 2.2 on Electronic Documents

      

      Summary: We delve into the Success Criteria introduced in WCAG 2.2, explore their relevance
         within electronic documents, and provide guidance on achieving conformance whether
         you are a document creator or a document remediator.
      

      In the rapidly evolving realm of web accessibility, the imminent arrival of WCAG 2.2
         signals a significant milestone. This session provides a comprehensive overview of
         what to anticipate from WCAG 2.2, highlighting its distinctions from its precursor,
         WCAG 2.1, and its specific implications for electronic documents. WCAG 2.2 primarily
         addresses the accessibility needs of individuals with cognitive or learning disabilities,
         low vision, and those navigating the digital world through mobile devices. However,
         it introduces new criteria that directly affect the accessibility of electronic documents.
         It will shape the practices of document creators and remediators, molding how digital
         content is conceived and made accessible. Learn the intricacies of WCAG 2.2's Success
         Criteria, focusing on their application to electronic documents. Attendees will gain
         insights into practical compliance strategies. Real-world examples will illustrate
         successful implementations as well as common pitfalls to avoid. Even before formal
         adoption, adhering to WCAG 2.2 is a best practice. Whether you're a seasoned accessibility
         professional or a beginner, this session offers valuable insights for anyone committed
         to forging a more inclusive digital environment. Join us as we explore the present
         and future of document accessibility. Prepare for WCAG 2.2 and its influence on electronic
         documents. Let's create a digital landscape that is truly inclusive and accommodating
         to all.
      

      Presenter: Paul Rayius, Allyant

      Gamification for Understanding Color Universal Design

      
         	Tuesday, March 19, 2024 (3:20 PM)

         	Session Type: General Track

         	Topic: Education

         	Additional Topics: Blind/Low Vision, Design, and Research

         	Audience: Higher Education, Information & Communications Technology, Disability Specific, Media & Publishing, and Research & Development

         	Audience Level: Intermediate

         	Room: Platinum 7

         	Title: Gamification for Understanding Color Universal Design

      

      Summary: In the field of education, gamification has the effect of increasing learners' motivation
         and learning efficiency. This presentation demonstrates the gamification for understanding
         Color Universal Design and its impact.
      

      Each community has persons with color blindness. In Japan, for example, approximately
         3.2 million people have somehow color blindness. Advances in information technology
         make it easier for people with little knowledge of color blindness to work with color.
         As a result, people with color blindness may experience inconvenience and sometimes
         danger in their daily lives. This circumstance has given rise to Color Universal Design
         (CUD). CUD is the idea that information other than color should be added, such as
         by using a color scheme that is easy to see and by changing the shape of graphs and
         other objects by adding patterns to them to accommodate the diversity of color vision,
         when providing products, facilities, buildings, services, and information. On the
         other hand, gamification introduces game elements into fields other than games. In
         the field of education, gamification has the effect of increasing learners' motivation
         and learning efficiency. The authors developed a game that simulates color vision
         characteristics of color blindness to raise awareness of CUD, especially among university
         students. The reasons are twofold. (1) The current university students are of the
         generation that grew up after the early 1990s when games became more prevalent in
         society. (2) Games can reduce learning anxiety and improve learning motivation by
         clarifying learning objectives. This presentation demonstrates the game and reports
         on the developed game and its impact.
      

      Presenter: Hiroyuki Nakamura, Shibaura Institute of Technology

      CSUNATC24 Daily Wrap-Up: Tuesday at the Conference

      
         	Tuesday, March 19, 2024 (3:20 PM)

         	Session Type: General Track

         	Topic: 

         	Additional Topics: 

         	Audience: 

         	Audience Level: Beginning

         	Room: Platinum 6 (BROADCAST STUDIO)

         	Title: CSUNATC24 Daily Wrap-Up: Tuesday at the Conference

      

      Summary: Join Mike Paciello from WebABLE and Dave Gardy from TV Worldwide in the CSUNATC TV
         Broadcast Studio as they share highlights from the day.
      

      Join Mike Paciello from WebABLE and Dave Gardy from TV Worldwide in the CSUNATC TV
         Broadcast Studio as they share highlights from the day.
      

      Presenters: Mike Paciello, WebABLE
Dave Gardy, TV Worldwide, Inc.
      

      Glidance, a New Era in Independent Mobility

      
         	Tuesday, March 19, 2024 (3:20 PM)

         	Session Type: Exhibitor Track

         	Topic: Independent Living

         	Additional Topics: Blind/Low Vision, Deaf and Hard of Hearing, Healthcare & Rehabilitation, and Mobility

         	Audience: Disability Specific, Government, Healthcare & Rehabilitation, and Research & Development

         	Audience Level: Beginning

         	Room: Grand AB

         	Title: Glidance, a New Era in Independent Mobility

      

      Summary: We have autonomous vehicles, so why can't we have robots guide people? <br>Join us
         to learn about Glide, a first-in-class self-guided mobility aid for people with sight
         loss. We'll discuss what it is, how it works, how to get involved, and preorder Glide.
      

      Have you ever thought to yourself... we have autonomous vehicles, so can we have robots
         guide people? We think so. Glidance is on a mission to revolutionize independent mobility
         for people with sight loss through AI and robotics. In this session, we will share
         our work on Glide, a first-in-class self-guided mobility aid. With a novel design
         and advanced robotics AI algorithms, Glide guides you by steering its wheels, avoiding
         obstacles, keeping you on a safe path, and guiding you to your destination. •Extremely
         intuitive to use, reducing learning time •Slick and modern design, empowering confidence
         and pride •Light, versatile and affordable We will cover the following topics: •Why
         a new primary mobility aid? •What are the characteristics of a successful autonomous
         mobility aid? •What is Glide, and how does it work? •How does Glide accelerate your
         orientation and mobility journey? •How can you get involved and preorder your Glide?
      

      Presenter: Amos Miller, Glidance

      Developing Accessible Experiences on iOS

      
         	Tuesday, March 19, 2024 (3:20 PM)

         	Session Type: General Track

         	Topic: Mobile Technology

         	Additional Topics: Design, Development, Digital Accessibility, and Engineering

         	Audience: Information & Communications Technology, Finance & Banking, Research & Development, Legal, and Administration & Business Support

         	Audience Level: Beginning

         	Room: Platinum 8

         	Title: Developing Accessible Experiences on iOS

      

      Summary: Follow along on a journey through Intuit's app development process, from the initial
         round of requirements gathering through design and development stages and ultimately
         to customer testing. We will highlight accessibility features specific to iOS.
      

      Native mobile applications are often seen as a copy of their web counterpart, but
         they can serve different purposes. Although the principles of accessibility are the
         same, the technical approaches and solutions can be quite different. On mobile, you
         can be challenged by gestures, accessibility actions, visual, auditory, and vibrational
         notifications, as well as creating an intuitive interface. iOS offers an extensive
         range of accessibility features and resources that enable developers to create a more
         inclusive experience for all users. How can we effectively adopt an accessibility-first
         approach to develop for mobile devices, taking into account their intricate layers
         of complexity? What can we learn from Apple's ecosystem, design system, and components
         to customize the user experience? How can we leverage Apple's accessibility frameworks
         to do so? And how can we test and validate our accessibility enhancements are working
         as intended? Accessibility is a journey. Incorporating accessibility into the development
         process does not guarantee an accessible solution. Iterating based on customer feedback
         is essential to help ensure that the solution is understandable, interactive, and
         navigable for all users. Follow along as we take you on a journey through Intuit's
         development process, from the initial round of requirements gathering, through the
         design and development stages, and ultimately to customer testing.
      

      Presenters: Cassandra Zuria, Intuit
Kenneth Bigler, Intuit
      

      VR for the Psychosocial Support of Orofacial Cleft

      
         	Tuesday, March 19, 2024 (3:20 PM)

         	Session Type: Journal Track

         	Topic: Virtual Reality (VR), Augmented Reality (AR), & Cross/Mixed Reality (XR)

         	Additional Topics: Design, Development, Healthcare & Rehabilitation, and Research

         	Audience: Disability Specific, Healthcare & Rehabilitation, and Research & Development

         	Audience Level: Beginning

         	Room: Platinum 1

         	Title: VR for the Psychosocial Support of Orofacial Cleft

      

      Summary: A VR game for the psychosocial support of preadolescents with orofacial cleft was
         designed and developed with psychologists in collaboration with the global cleft organization
         Smile Train. A case study evaluating the game will also be discussed.
      

      This session will go over the process of designing and evaluating a serious VR game
         for the psychosocial support of preadolescents with orofacial cleft lip and/or palate
         (CLP) in collaboration with the global cleft organization Smile Train. Co-design and
         user-centered design methods were used with Smile Train partnering psychologists and
         preadolescents with CLP to develop VR game modules focused on providing psychosocial
         support. The game allows psychologists and preadolescents to play together through
         challenging social scenarios, giving them practice in understanding how to address
         uncomfortable or new situations. A case study was conducted with a partnering clinic
         in Colombia, where the game was used to supplement existing psychosocial support sessions
         with a psychologist over the course of 4-weeks. Findings from the study suggest that
         while further exploration into the efficacy of VR for psychosocial support for this
         population is warranted, the integration of such technologies into existing psychosocial
         support sessions with psychologists is feasible.
      

      Presenter: Tiffany Thang, University of California, Santa Cruz

      The Case for Accessible Unit Testing

      
         	Tuesday, March 19, 2024 (3:20 PM)

         	Session Type: General Track

         	Topic: Web

         	Additional Topics: Development, Digital Accessibility, and Engineering

         	Audience: Information & Communications Technology

         	Audience Level: Intermediate

         	Room: Grand GH

         	Title: The Case for Accessible Unit Testing

      

      Summary: Even though the website you are working on is accessible now, it may not be accessible
         in the future if an inexperienced developer accidentally deletes the code that makes
         it that way. This session will show how to prevent this with unit testing.
      

      Your team spent a lot of time making the website you are working on accessible. Many
         hours of coding and testing has been involved. Then an inexperienced developer joins
         your project and accidentally removes some of the accessibility features of your website.
         All that work down the drain! This is a common scenario that a lot of web development
         teams find themselves dealing with all the time. Fortunately, it can be avoided by
         incorporating unit testing in your workflow. In this session, developers will learn
         how to use unit testing to mimic all the manual tests that have been done to test
         the website (including keyboard and screen reader testing) as well as how to ensure
         these tests are run every time a component is changed, so what is made accessible,
         stays accessible.
      

      Presenter: Zoltan Hawryluk, Publicis Sapient
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