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TECHNOLOGIES



AI TAILORING OF UIS FOR MOTOR IMPAIRMENTS

1. Model users’ motor abilities  

2. Automatically adapt UIs (like printer 
dialog boxes) to better match abilities

https://dl.acm.org/citation.cfm?id=1357250 

https://dl.acm.org/citation.cfm?id=1357250


CUESEE: VISUAL SEARCH TASKS

Helped guide people with low vision to select the correct item on a shelf 
with smart glasses

https://dl.acm.org/citation.cfm?id=2971730 

https://dl.acm.org/citation.cfm?id=2971730


VIZWIZ: NEARLY REAL-TIME ANSWERS  
TO VISUAL QUESTIONS

Used crowdsourcing to answer visual questions, 1–2 response times by keeping 
workers on fake tasks until needed

https://dl.acm.org/citation.cfm?id=1866080 
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3D MODELING WITH A TACTILE SHAPE DISPLAY

1. Users write 3D modeling 
code in OpenSCAD 

2. Code is rendered 
tactically on a shape 
display, with sliders + 3D 
mouse to zoom or 
translate or rotate model

http://shape.stanford.edu/research/AccessibleCAD/AccessibleCAD-Poster_ASSETS18.pdf 
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METHODOLOGIES



• Data Collection: Semi-structured interviews + contextual inquires 

• Data Analysis: Grounded theory approach (making a codebook) 

• Sometimes, this fieldwork and these insights are enough for a paper, eg How 
Teens with Visual Impairments Take, Edit, and Share Photos on Social Media 
https://dl.acm.org/citation.cfm?id=3173650 

• Other times, these insights inform building some technology…   

• Designing: co-design, participatory design  

• Evaluation: need real users

QUALITATIVE RESEARCH METHODS

https://dl.acm.org/citation.cfm?id=3173650


• Looked at papers about depression, anxiety, and bipolar disorder 

• 52% of papers published in the last 2 years 

• Most papers focus on automated diagnosis and self tracking  

• Over-emphasis on data production without design implications 

• Only 16 (out of 139) papers evaluated technologies in a clinical context

HCI AND AFFECTIVE HEALTH

https://dl.acm.org/citation.cfm?id=3300475 

https://dl.acm.org/citation.cfm?id=3300475


• Investigated role of consumer fabrication 
technologies in clinical settings  

• 4 month observation where authors worked as 
expert fabricators (3d printing prosthetics, etc) 
for two different clinics 

• Turns out, rapid prototyping does not align with 
clinical practice and its “do no harm” ethos -> 
We should focus on adaptive design instead 

RAPID PROTOTYPING FOR THE CLINIC

https://dl.acm.org/citation.cfm?id=3300544 

https://dl.acm.org/citation.cfm?id=3300544


PERSPECTIVES



ABILITY-BASED DESIGN
When designing accessible technologies, the question to ask is not “What 
disability does a person have?”, but rather, “What can a person do?”

Wobbrock, J. O., Kane, S. K., Gajos, K. Z., Harada, S., & Froehlich, J. (2011). Ability-based design: Concept, 
principles and examples. ACM Transactions on Accessible Computing (TACCESS) 



INTERDEPENDENCE AS A LENS FOR 
ASSISTIVE TECHNOLOGY DESIGN

Interdependence as a way of thinking allows us to see relationships, simultaneous forms 
of assistance, reveals often-represented contributions of people with disabilities, and 
destablizes traditional power hierarchies. 

Bennett, Cynthia L., Erin Brady, and Stacy M. Branham. "Interdependence as a frame for assistive 
technology research and design." Proceedings of the 20th International ACM SIGACCESS Conference on 

Computers and Accessibility. ACM, 2018.



THE PROMISE OF EMPATHY: DESIGN, 
DISABILITY, AND KNOWING THE “OTHER”

• Empathy excercises (e.g., simulations, personas) may reinforce 
existing power structures between designer and non-designer, 
disabled and nondisabled 

Bennett, Cynthia L. and Daniela Rosner. “The Promise of Empathy: Design, Disability, and Knowing the 
“Other”." CHI 2019.



• Empathy design exercises are a slippery slope that  

• denies the authority of the disabled  experience 

• differenitates disabled and designing bodies 

• treats the empathized as spectacle 

CRITIQUES OF EMPATHY



• Empathy allows us to imagine what it is to be “like” the 
other, but not to be “with” the other 

• Rather than seek to represent another’s experience, we 
seek partnerships in imagining the design encounter 

• Rather than achieve an understanding, we seek a 
process of ongoing attunement 

• Rather than attempt symmetry, we recognize and work 
with asymmetry

SUGGESTIONS GOING FORWARD




