Improving Mobile Phone Accessibility with
Adaptive User Interfaces

Problem: Mobile device user interfaces can be difficult to use for device sensoro

people with visual and motor impairments, and for all users when Erorae

moving around in the world. B —

Proposed Solution: Develop a framework of adaptive interaction ‘ "

techniques that use information about the user’s abilities, oo mnciog

and preferences

preferences, and context (e.g. location, activity, routine) to provide | |
an interface customized for that user. This will reduce the difficulty /i acapiive moble pnane user

of managing accessibility features and produce more accessible about the user’s context with their

user interfaces. accessibility gffedsss;[gilliwarove overall

Using context and adaptation to improve accessibility

Using a mobile device on-the-go can create accessiblility issues for
all users. However, understanding a user’'s context can enable
designers to adapt a user interface to the current situation, thereby
iImproving usability and accessibllity.
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