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Agenda

= Introduction

= Accessibility
o POUR Principles
o Strategies
o POUR Beyond Digital

= Play to Learn
o Jeopardy

= Prizes (i.e., Take-aways)

JOHNS HOPKINS

UNIVERSITY



Accessibility

» Universal, Inclusive Design me——
» Accessible Design
 Digital Accessibility -

» Supporting Practices A
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The Path to Embrace Accessibility

® Choose Accessibility
[

\\

Build
Maintain

Involve Others

o Learn together

o Train others

o Make time to review

Lead by Example

o Integrate it in workplace and
classroom practices
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On Digital Accessibility

= Web Accessibility Other ICT (Information and Communication
o Web content Technology) Accessibility
o User agents = Products & services
o Authoring tools o Technologies purchased and used

o Measured by VPAT

= Information & communication
o Stand-alone digital/electronic content (files)
o Communication beyond the web

]OHNS HOPKINS https://www.w3.org/WAI/fundamentals/accessibility-principles/
4
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POUR: Principles of Accessibility

" Perceivable

" Operable

= Understandable
» Robust

Photo by Alberto Bogo on Unsplash

JOHNS HOPKINS

UNIVERSITY 6


https://unsplash.com/@minimalattitude?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash
https://unsplash.com/photos/person-filling-milk-on-glass-LpLGzfo1JjY?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash

AEM: Designing for Accessibility

Designing for
Accessibility

Mational Center on

" Accessible
% kational
- Is

— National Center on Accessible Educational Materials. Designing for
in}' JOHNS HOPKINS Accessibility. https://aem.cast.org/create/designing-accessibility-pour
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https://aem.cast.org/create/designing-accessibility-pour

P: Perceivable

Resources and tools can be
accessed and presented in
manners that reach multiple

Senses.
i.!,r ]OHNS OPKINS See references list at end of presentation for source
UNIVERSITY information. 8



P: Questions

Can the information be
perceived with more than one
sense?

Can we customize the display?

Are there text alternatives to
embedded media?

Is text readable and legible?

= Are there accessible alternatives
for special notations?

National Center on Accessible Educational Materials
JOHNS HOPKINS at CAST. ""Is It Accessible? Questions to Ask Before
y

UNIVERSITY Selecting Educational Materials." 2023.. 9



https://aem.cast.org/binaries/content/assets/aem/create/aem-pour-onepager-202307-a11y.pdf
https://aem.cast.org/binaries/content/assets/aem/create/aem-pour-onepager-202307-a11y.pdf

P: Strategies

= Structured elements (headings,
lists, tables, etc.) are included

= Alt text is included for all non-
decorative images and other non-

" Perceivable text elements

=0 = Complex charts and tables have
descriptions

U = Audio and video have transcripts

= R and captions

= Color alone is never used to
distinguish something

= Images and text can be resized
JOHNS HOPKINS without losing information
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O: Operable I

Resources and tools can be
maneuvered, or navigated,
and used by everyone with
minimal effort, including
those using assistive
technologies.

]OHNS HOPKINS See references list at end of presentation for source
UNIVERSITY information. 1



O: Questions I

Are there flexible options to control or
respond to websites and materials?

Is there a shortcut or aid to navigation so
we know where we are?

Do we know where a link will take us
without having to click on it?

Can we control timing and movement of
media?

Can we avoid inducing harm, such as
seizures?

]OHNS HOPKINS See references list at end of presentation for source
UNIVERSITY information.



O: Strategies

= All documents and websites are made
keyboard accessible

= Page or slide numbers are included on
documents
« P

= Accurately labeled and nested headings

- o (H1, H2, etc.) can be reflected in a table
perable of contents
x | = Words and phrases linked to other
resources are meaningful, indicating
= R what to expect if we “click”

= Users are not punished for the time it
takes them to interact with a tool

= Selected media players allow custom
JOHNS HOPKINS pIayb'ack speed _ _
= Flashing content is avoided 13



U: Understandable [

Resources and tools are
consistent and predictable,
or intuitive, without
distracting from the
information being
communicated.

]OHNS HOPKINS See references list at end of presentation for source
UNIVERSITY information. 14



U: Questions I

= Are the tone, style, words and phrases
appropriate for the intended audience?

= [s the resource organized in a logical
manner so that it is intuitive and
consistent?

= Are interactive elements, including
hyperlinks, understood without
“clicking”, or interacting?

= Is there guidance to complete a task,
including avoiding unnecessary errors?

]OHNS HOPKINS See references list at end of presentation for source
UNIVERSITY information.



U: Strategies

= Unfamiliar words and acronyms are
defined the first time they are used

= There is consistent navigation and

s P structure in a website or document,
(including properly nested headings)

- 0 = Guidance is provided for novel
elements and activities

= Understandable = Words and phrases linked to other

= R resources are meaningful, indicating

what to expect if we “click”

= Mandatory form fields are marked; if
a specific data type is required, then
its field is restricted to that type
JOHNS HOPKINS
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R: Robust

Resources and tools will
work across platforms and
technologies, including
assistive technologies and
future iterations of
technologies.

]OHNS HOPKINS See references list at end of presentation for source
UNIVERSITY information. 17



R: Questions

= Can the resource be saved or
exported to a different format
without losing structure and
context?

= Does the resource work on
different devices (laptop,
phone)?

= Are there any restrictions to
accessing and using the
resource?

]OHNS HOPKINS See references list at end of presentation for source
UNIVERSITY information.



R: Strategies

= Proper structure is always included
using tags or styles, including
designating headings and list items

= Accessible documents can be
=P exported as PDFs or websites and
retain their reading order

= The primary language and title

= U properties (metadata) are saved
with the document or website
N Robust = The resource’s display can be

customized by the user without
losing information (brightness,
hidden images, resized display, etc.)

JOHNS HOPKINS = No passwords protect a document

UNIVERSITY 19
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POUR Beyond Digital

H \(! |

r L TP
A Uy

| » ~ |
]OHNS HOPKINS Microsoft Stock Imagery
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POUR with CARE in Teaching & Learning

® Communication
u Assignments

- Resou rces

- Environment

Microsoft Stock Imagery

JOHNS HOPKINS
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Getting to the Practices: The Game

P 0 U R

Perceivable Operable Understandable Robust

¢ 250 250 250 250

Communications

A 500 500 500 500

Assignments

R 750 750 750 750

Resources

£ 1000 1000 1000 1000

Environment

JOHNS HOPKINS
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= Jeopardy style:
o 3 teams

o Respond to prompt in
form of a question

o Categories based on
POUR and CARE

o Answers (prompts) based
on accessibility in
teaching

= Encouraged during play:
o Use resources
o Collaborate

23



Sample Prompt 1: Perceivable Communication

This is one way classroom instruction that includes
annotations or solving equations can reach more

students, including those with low vision and those who
are easily distracted.

JOHNS HOPKINS
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Options for Sample Prompt 1

a) What is making sure to speak at an even tone and pace
when presenting synchronously?

b) What is making sure to vocally describe (narrate) any
annotations, including solving equations, in a

synchronous presentation made using a classroom’s
display?

JOHNS HOPKINS

UNIVER SITY
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Correct Response: Perceivable Communication

b) What is making sure to vocally describe (narrate) any
annotations, including solving equations, in a
synchronous presentation made using a classroom’s
display?

This is one way classroom instruction that includes
annotations or solving equations can reach more students,
including those with low vision and those who are easily
distracted.

JOHNS HOPKINS
Y © UNIVER SITY 26



Sample Prompt 2: Robust Environment

This physical classroom attribute allows a space to be
transformed from “sage on the stage” to a gallery walk;
from desks arranged in orderly rows to students

repositioned for small group discussions; and from no
space for a service dog or canes to one that allows
sufficient space for the same.

JOHNS HOPKINS
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Options for Sample Prompt 2

a) Whatis a “flex space” with furniture, including seating,
built to be easily reconfigured?

b) Whatis a classroom or auditorium with no steps nor
cords and wires across the floor?

IIIIIIIIII
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Correct Response: Robust Environment

a) Whatis a “flex space” with furniture, including
seating, built to be easily reconfigured?

This physical classroom attribute allows a space to be
transformed from “sage on the stage” to a gallery walk; from
desks arranged in orderly rows to students repositioned for
small group discussions; and from no space for a service
dog or canes to one that allows sufficient space for the
same.

IIIIIIIIIII
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Let’s Get into Teams

I
Team [} Team P
(Blue Square) (Red Heart)
Birthdate DAY: Birthdate DAY:
1-10 11 - 20

JOHNS HOPKINS
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Team ()
(Green Apple)

Birthdate DAY:
21 - 31

30



Let's Play!

Accessibility Jeopardy

Click image to launch Game

31


https://jhu.instructure.com/courses/58345/pages/lets-play-udl-jeopardy

JOHNS HOPKINS

We're All Winners!

jhu.instructure.com/courses/58345
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Thank You
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