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“Accessibility Challenge” —a game
show investigating the accessibility of
computer systems for disabled people
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be divided into two groups who will compete against
one another to show their knowledge of the functional



needs of older and disabled people and the accessibility
features of current software. Multiple choice questions
and an electronic scoring system with individual
keypads will be used to compare the performance of
the two groups. To increase the interactivity and the
enjoyment of the event, members of the audience will
be encouraged to discuss the issues with their
immediate neighbours before answering the questions.

The presentation team will consist of the person who
devised the game show (the game show host) and two
professional actors who will act a range of characters
with various disabilities. Each character will present
their story — who they are and the effects of their
disability on their interactions with technology. They
will then present the audience with multiple-choice
questions concerning accessibility of technology. The
answers will include both serious and humorous
possibilities, for example:

(A visually impaired business woman): “Which options
make it most difficult to read enlarged text when web
browsing?”

A) Material being in a PDF file
B) Small buttons

C) A dirty screen

D) Hard coding on the columns

After the audience has responded to each question, the
actor — staying in role as the disabled character — will
interact with the audience discussing their responses,
and any issues which arise from the issues addressed in
their comments and questions.

The session will conclude with a discussion on the value
of presentations, such as “accessibility challenge”, to

raise awareness of the issues of HCI accessibility for
older and disabled people.

BACKGROUND

A pilot version of this event was staged at the 12th
Annual ACM ITiCSE conference on computer science
education in Dundee in 2007 [1]. The audience was
composed of 76 people (in two sessions) 31 self
reported as having minimal knowledge of accessibility
issues, 31 with some knowledge and 13 with significant
knowledge. They were very lively and fully engaged
with the performance which they enjoyed. A paper
questionnaire showed that 85% of the audience rated
the event as excellent or good as an awareness raising
event, 90% agreed or strongly agreed that the event
showed the importance of teaching accessibility issues,
70% that the experience gave them a much better
sense of needs of real users that would have been
obtained from a lecture, and 80% that the theatrical
performance made the event memorable.

Logistical Needs

The proposed event, which will last between 45 and 60
minutes, should take place in the Conference Centre as
a back screen or white wall is needed for projection of
the multiple choice questions. Required performance
space does not need to be large and should, if possible,
be close to the audience to facilitate easy interaction.
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