
Accessibility Testing

1. The context of accessibility 

2. Accessibility personas 

3. Accessible design 

4. Web-content accessibility guidelines 

5. Assistive technologies and tools



NTB / Aftenposten

17th of August 2018: 

SAS Norway will receive daily 

fines of NOK 150,000 if they do 

not improve the availability of 

their own websites within 10 

days.



The context of accessibility

 LO: Define the notion of accessibility

LO: Explain what are the barriers in using software that the 

accessible design tries to solve

LO: Contrast between HCI and Accessibility

LO: .List the reasons why Accessibility isn’t more included in the 

HCI guidelines

1. The context of accessibility

• 1.1 Definition of accessibility

• 1.2 Barriers

• 1.3 Accessibility in the UX 

work

• 1.4 International legislation

2. Accessibility personas

• 2.1 Role of the personas

• 2.2 Personas

3. Accessible design

4. Web-content accessibility 

guidelines

• 4.1 Introduction

• 4.2 Principle 1 – perceivable

• 4.3 Principle 2 – operable

• 4.4 Principle 3 –

understandable

• 4.5 Principle 4 – robust

5. Assistive technologies and 

tools

• 5.1 Impairments that affect 

the access to IT

• 5.2 Assistive technologies

• 5.3 Tools for testing 

accessibility



The Accessibility Pyramid

Law, regulation, guideline, 

standard:

CRPD

EU directives 

National

Methodology:

Human-centred

Co-design

User:

Disabled

Older

All

Application domain:

Health

Education

Transportation

Emergency 

management

Level 4: Personal assistance

Level 3: Customise for individuals

Level 2: Customise for special groups

Level 1: Universal design
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• 4.4 Principle 3 –

understandable

• 4.5 Principle 4 – robust

5. Assistive technologies and 

tools

• 5.1 Impairments that affect 

the access to IT

• 5.2 Assistive technologies

• 5.3 Tools for testing 

accessibility

Disability: 

The outcome of the interaction between a person and the 

environmental and attitudinal barriers they may face. 

(World Health Organization, International Classification of 

Functioning (ICF))
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Disability: 

The outcome of the interaction between a person and the 

environmental and attitudinal barriers they may face. 

(World Health Organization, International Classification of 

Functioning (ICF))

Usability:

The effectiveness, efficiency and satisfaction with which a specified 

set of users can achieve a specified set of tasks in a particular 

environment 

(ISO 9241-11)

Accessibility: 

The usability of a product, service environment or facility by the 

people with the widest range of capabilities. 

(ISO 9241-20) 

(Accessibility is the degree to which a product, device, service, or 

environment is available to as many people as possible.)
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What problems will stop someone from being able to use a 

software product?

Barrier priority What it covers

Critical Barriers that stop someone from using a 

software product or some of its features 

successfully

Serious Problems that cause frustration, slow

someone down or require work-arounds

Annoying 

(moderate)

Things that are frustrating, but won’t stop 

someone from using the site

Noisy (minor) Minor issues that might cause someone a 

problem, but which mainly damage credibility
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Why is accessibility not considered more 

in the HCI work?

Invisible

Hidden

Misunderstood



International accessibility legislation
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The purpose is to offer equal access to social, political, and 

economic life which includes not only physical access but 

access to the same tools, services, organizations and facilities 

for which everyone pays (e.g., museums). 

UN: Article 9 of the United Nations Convention on the Rights of 

Persons with Disabilities commits signatories to provide for full 

accessibility in their countries

http://www.un.org/disabilities/convention/conventionfull.shtml

(all 192 member-countries).

http://www.un.org/disabilities/convention/conventionfull.shtml
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EU:

The European Union which has signed the United Nations' 

Convention on the Rights of Persons with Disabilities, also has 

adopted a European Disability Strategy for 2010-20. The Strategy 

includes the following goals, among others:

- ensuring the European Platform Against Poverty includes a 

special focus on people with disabilities 

- working towards the recognition of disability cards throughout the 

EU to ensure equal treatment when working, living or travelling in 

the bloc

- developing accessibility standards for voting premises and 

campaign material

- taking the rights of people with disabilities into account in external 

development programs and for EU candidate countries

http://ec.europa.eu/justice/discrimination/disabilities/disability-

strategy/index_en.htm

http://ec.europa.eu/justice/discrimination/disabilities/disability-strategy/index_en.htm


Accessibility personas1. The context of accessibility
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 LO: Explain the role of the personas in the study of accessibility

LO: List the main types of personas used in the accessibility 

studies



The role of personas in the accessibility
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The personas can help address big challenges in approaching the 

usability issues:

• give a realistic view of the people we design for

• help taking different users into account (will tell a story we can 

relate to)

• help organizing increasing amounts of data; will document our 

assumptions

• build consensus around a clear, consistent view on accessibility 

needs to be solved

Source:

https://rosenfeldmedia.com/books/a-web-for-everyone

A Web for Everyone: Designing Accessible User Experiences

Book by Sarah Horton and Whitney Quesenbery

https://rosenfeldmedia.com/books/a-web-for-everyone
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 LO: List and describe the characteristics of accessible design of software
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 LO: List and explain the four principles in the web 

accessibility guidelines 

LO: Enumerate and explain the characteristics that make 

web-content perceivable
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web-content operable
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web-content understandable
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Web Content Accessibility Guidelines (WCAG) 2.0 covers a wide 

range of recommendations for making Web content more accessible. 

http://www.w3.org/TR/WCAG20/

• Principles - At the top are four principles that provide the foundation 

for web accessibility: perceivable, operable, understandable, and 

robust. 

• Guidelines - Under the principles are guidelines. The 12 guidelines 

provide the basic goals to make content more accessible to users with 

different disabilities. 

• Success Criteria - For each guideline, testable success criteria are 

provided to allow WCAG 2.0 to be used.

• Sufficient and Advisory Techniques - For each of the guidelines 

and success criteria there is a list of test techniques. The techniques 

are informative and fall into two categories: 

- those that are sufficient for meeting the success criteria 

- and those that are advisory

http://www.w3.org/TR/WCAG20/


Principle 1 - Perceivable
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Perceivable - Information and user interface components 

must be presentable to users in ways they can perceive it.

Guidelines:

• Text Alternatives

Provide text alternatives for any non-text content so that it can be changed into 

other forms people need, such as large print, braille, speech, symbols or 

simpler language.

• Time-based Media

Provide alternatives for time-based media.

• Adaptable

Create content that can be presented in different ways (for example simpler 

layout) without losing information or structure.

• Distinguishable

Make it easier for users to see and hear content including separating 

foreground from background.



Principle 1 - Perceivable
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Advisory techniques for development and testing:

• Identify informative non-text content

• Describe images that include text

• Link to textual information that provides comparable information (e.g., for a 

traffic webcam, a municipality could provide a link to the text traffic report)

• Provide more than two modalities of CAPTCHAs 

• Provide a transcript of a live audio-only presentation

• Provide a note saying "No sound is used in this clip" for video-only clips

• Use readable fonts 

• Make sure any text in images of text is at least 14 points and has good 

contrast 

• Provide a highly visible highlighting mechanism for links or controls when 

they receive keyboard focus 

• Convey information redundantly using color

• The visual presentation of text and images of text has to have a contrast 

ratio of at least 4,5:1 (21:1 for black: white)
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Operable - User interface components and navigation 

must be operable.

Guidelines:

• Keyboard Accessible

Make all functionality available from a keyboard. 

• Enough Time

Provide users enough time to read and use content.

• Seizures

Do not design content in a way that is known to cause seizures.

• Navigable

Provide ways to help users navigate, find content, and determine where they are. 
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Advisory techniques for development and testing:

• Provide keyboard shortcuts to important links and form controls 

• Use unique letter combinations to begin each item of a list

• Avoid use of common user-agent keyboard commands for other purposes 

• Provide a mechanism to stop all content that blinks within a web page 

• Provide the user with a means to stop moving content even if it stops 

automatically within 5 seconds 

• Limit the number of links per page

• Provide mechanisms to navigate to different sections of the content of a 

Web page

• Make links visually distinct

• Highlight search terms 

• Provide keyboard access to important links and form controls 

• Provide skip links to enhance page navigation 

• Provide access keys 

• Using the 'live' property to mark live regions 
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Understandable - Information and the operation of 

user interface must be understandable.

Guidelines:

• Readable

Make text content readable and understandable. 

• Predictable

Make Web pages appear and operate in predictable ways. 

• Input Assistance

Help users avoid and correct mistakes. 
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Advisory techniques for development and testing:

• Make text that is not in the default human language of the web page 

visually distinct, giving the names of any languages used in foreign 

passages or phrases 

• Provide language markup on proper names to facilitate correct 

pronunciation by screen readers 

• Provide a mechanism for finding definitions for all words in text content 

• Provide a mechanism to determine the meaning of each word or 

phrase in text content. Avoiding unusual foreign words 

• Use unique abbreviations in a web page

• Including content summaries in metadata 

• Using the clearest and simplest language appropriate for the content 

• Using sentences that contain no redundant words, that is, words that 

do not change the meaning of the sentence 

• Using sentences that contain no more than two conjunctions
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Robust - Content must be robust enough that it can be 

interpreted reliably by a wide variety of user agents, 

including assistive technologies.

Guidelines:

• Compatible

Maximize compatibility with current and future user agents, including 

assistive technologies.
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Advisory techniques for development and testing:

• Provide labels for all form controls that do not have implicit labels

• Avoid deprecated features of W3C technologies 

• Do not display content that relies on technologies that are not 

accessibility-supported when the technology is turned off or not 

supported.



Assistive technologies and tools1. The context of accessibility

• 1.1 Definition of accessibility

• 1.2 Barriers

• 1.3 Accessibility in the UX 

work

• 1.4 International legislation

2. Accessibility personas

• 2.1 Role of the personas

• 2.2 Personas

3. Accessible design

4. Web-content accessibility 

guidelines

• 4.1 Introduction

• 4.2 Principle 1 – perceivable

• 4.3 Principle 2 – operable

• 4.4 Principle 3 –

understandable

• 4.5 Principle 4 – robust

5. Assistive technologies and 

tools

• 5.1 Impairments that affect 

the access to IT

• 5.2 Assistive technologies

• 5.3 Tools for testing 

accessibility

 LO: Explain how the assistive technologies can help the 

people using them
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• http://wave.webaim.org/

• http://validator.w3.org/

• http://www.paciellogroup.com/resources/wat

http://wave.webaim.org/
http://validator.w3.org/
http://www.paciellogroup.com/resources/wat

