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What's needed Why Where previously discussed Initial Proposal Notes Draft Proposal Examples SC Proposal / 

Assigned to
LVTF thoughts http://w3c.
github.io/low-vision-a11y-
tf/user-needs-coverage.html

Comment

2.2? Proper nesting of roles so 
UA/AT doesn't get confused

https://github.
com/w3c/wcag/issues/770#issueco
mment-499543402

Jake Close to Success Criterion 4.1.1 Parsing In content implemented using markup languages, roles are 
nested according to their specifications.

2.2 Spacing between touch 
targets - set a minimum 
number of pixels between 
targets

Kathy Wahlbin some users need larger targets; hover over then can break the 
design astetics; consider exempt text but then may have challenge 
for menus

If the target for pointer inputs is less than 44 by 44 CSS 
pixels then there is a minmum of 8 CSS pixels between 
targets except when:
Equivalent
The target is available through an equivalent link or control 
on the same page that is at least 44 by 44 CSS pixels;
Inline
The target is in a sentence or block of text;
Essential
A particular presentation of the target is essential to the 
information being conveyed.
(Level AA)

Kathy to draft SC

https://docs.google.
com/document/d/1sszS
UKB8t3VuRzxHtOjLfQZj
NYCw-
xr_EbuMwW7WiGc/edit
#

Initial Draft created

need a low vision use case. if 
holding device close finger gets in 
the way more

Questions for low vision group: How many pixels in between meets user 
need on the low-vision side? We have it at two pixels. And does the overall 
target size impact the spacing requirements?

0.4em is non-breaking space; 8 pixels with no styling -- do we need an 
exception for non-styled button

Kathy, I took this up as SC development lead in one of the recent AG telcos 
but I'd be happy to pass that on to you since you are down for it here 
anyway  :)

2.2 Different content when 
portrait / landscape so user 
can miss out on content , 
this is not about same 
content adjusted by reflow 
(TPAC discussion)

Jake not covered under the existing SC under 2.1; portrait and landscape 
are two separate views but are only available in one view or the 
other; all functions are available in portrait and landscrape; also 
cognitive part to this as well. 

https://m.nl.investing.com/commodities/crude-oil-advanced-chart

https://www.w3.org/WAI/WCAG21/Understanding/orientation.html

Intent

Some websites and applications automatically set --- and --- +++ or 
+++ restrict the screen to a particular display orientation and expect 
that users will respond by rotating their device to match

Therefore, websites and applications need to support both 
orientations ---by not restricting the orientation. --- +++ by not offering 
functionality only in one orientation +++

Changes in content or functionality due to the size of display are not 
covered by this criteria which is focused on restrictions of orientation. 
+++ this sentence hints at reflow, and while this is also a fail for the 
example given, the size of display is not change when page is used 
on tablet or phone, only the orientation, and still offers other 
functionality +++

All functionality must be available in both landscape and 
portrait display orientations.
(Level A)

Next Step:  get 
examples of adaptive 
layout issues to 
illustrate this -- JAKE

LV users then turn to landscape to 
make content and controls bigger. 
also, onscreen keyboard is 
bigger.... more lines on the page.

e.g. if a five-year stock outlook is available in landscape mode, it must be 
available in portrait mode as well.

Can this be tested?  What is the width of landscape and portrait mode?

This will capture the issues with adaptive layouts (reflow is for responsive?)

Content can be presented without loss of information or functionality in 
landscape and portrait display orientations.

2.2 Indication of gestures with 
e.g. icons, touch and/or 
device movements

Jake 2.5.4 Motion Actuation => related, but also gesture based here
3.3.2: Labels or Instructions => doesn't fit = input based
3.3.5 Help => pretty close, but AAA

Consider adding a technique under 3.3.5 for gestures (contextual 
help)

When (hidden) functionality is available via gestures or 
movement, the user is informed of / instructions are 
available for, the method on how to use them, can be turned 
off, and can also be operated by user interface components 
via alternative ways.

(Level AAA) or Technique

JAKE to draft SC related to LV visual affordance Detlev:
Arguably 2.5.1 pointer gestures and 2.5.4 Motion Actuation make that less 
urgent as a single pointer operable control with meaningful accName needs 
to be present anyway to conform.
Would information need differentiation by mode of use (e.g. when default 
action is to swipe left to open drawer, this will be different when turning on 
screen reader it may not work,  or engage two fingers - or is this a non-
issue?)

Questions for low vision group: can we group this together with what you 
are working on with visual affordance – how should we work together on 
this?
From 2019-02-01 email
From a desktop scenario many people with low vision may have difficult 
time finding and precisely using the mouse pointer.  Because of this -- a 
significant number use the keyboard for navigation when possible.  Many of 
us use the mouse out of necessity because keyboard interacting is not 
effective either because of limited support for moving between sections of a 
page and because of poor visual indication of focus issues on web pages.

Anyway – because low vision users use the keyboard more often for 
navigating we lose the ability to get that hover feedback about actionable 
elements.  So often I find myself tabbing through the page just to find if 
there is a clickable element to see what is available.  Having better 
affordances would allow us to know what is clickable visually without having 
to move the mouse or the keyboard.  I often don’t know what on a page is 
interactive and when you are zoomed in your get a limited view of the page 
– so navigating with the keyboard to try and figure out what is interactive 
can wildly change the view from where you were on the page.

Jonathan

Technique 
under 2.4.3 

- 2.4.7

Focussed elements 
disappearing under sticky 
headers/footers

Jake focusable items must be visible on the screen; failure or sufficient 
technique for focus indicators

Technique Mark? content that is focused should be 
fully visible. 

Can this be combined with the focus management SC 2.4 3?

Technique 
under 2.4.3

Focus management when 
zooming / rotating / deleting 
elements

Jake focus on a menu items then zoom in then in hamburger management; 
check with low vision taskforce

Technique Mark? related to LV page refresh. context 
(full page) vs non-context (part of 
page) refresh. what is best 
practice for each scenario. Need 
user stories.

Technique under 2.4.3 A?
When focused content is collapsed or deleted, the focus is reset to a related 
component, e.g. the focus is on a menu item; when the menu collapses to a 
hamburger menu due to zooming, the focus is reset to the hamburger menu 
item

2.2 States discernable Important issue for LV and 
COGA users, but may be 
seen to fall more under 
usability

I have put a draft here to get some 
feedback beyond our group, 
becasue it is not primarily a mobile 
issue: https://github.
com/w3c/wcag/issues/559

Detlev 12. Dec 2018:
A general affordances SC (the last point in the LVTF list of SCs for 
Silver presented in this week's call) seems very hard to pin down - 
answering a question like "What should an interactive user interface 
component look like to convey the appropriate affordance?" is likely 
to be very contentious. So I thought narrowing it down to states might 
be easier - if a user interface component has different states like 
on/off, these should be visually discernable. I hope it makes sense to 
enumerate ways to do that, the problem is that this list may not be 
exhaustive (and difficult to ever make exhaustive). 
I hope this doesn't overlap with things that may be proposed by LVTF 
or COGA TF, if it does I happily contribute to proposals by those 
groups, if that is welcome.

Best practice or Level AAA - user interface components 
must be distinquishable/disernable from other content

Detlev -  check if state 
disternable is covered 
under WCAG 2.1

An example, text that is a link or button but has no visual indicator that it is 
actionable

Question:  is this more of a usability issue than accessibility?

Regroup with low vision and COGA taskforces for futher discussion

Jake suggested to maybe look at consistency

IBM has some patterns defined in their Carbon framework:  https://next.
carbondesignsystem.com/patterns/common-actions  I'm still looking for 
additional guidance on the Design Language site, but it seems to be all 
spread out.

Silver Provide clear indication that 
elements are actionable

https://www.w3.org/TR/mobile-
accessibility-mapping/   4.5

Kathy Wahlbin Should have further discussion; standard or consistency could be an 
exemption; maybe a consistent indication of actionable elements (do 
not mix them) per site/app; don't make text content look the same as 
the style used for actionable elements

Talk to Low Vision Taskforce - already being talked about in LV for 
Silver

? Open modal own url, bad https://github.
com/w3c/wcag/issues/170#issue
comment-437109868

Jake More discussion. Detlev:
Compare my prüosed answer to (pseudo)-windows opening on page load 
and the link to SC3.2.1 On Focus here:

https://lists.w3.org/Archives/Public/w3c-wai-gl/2019JanMar/0070.html
Silver Target size for mobile/tablet 

screen size - targets must 
not be smaller than X

Currently only at AAA https://www.w3.org/TR/mobile-
accessibility-mapping/   3.2

Kathy Wahlbin Links in paragraphs are challenging - with responsive and reflow; 
candidate for Silver but may be able to do a AA for 2.2; clashing 
requirements - some users want more on the screen; 

Silver Concurrent Mechanisms 2.1 Currently only at AAA 
because you can't test all 
combinations

https://www.w3.
org/TR/WCAG21/#concurrent-input-
mechanisms

Kim Patch People use different inputs and different combinations of inputs for 
many different reasons including accessibility. The input methods 
don’t have to be aware of each other or coordinate, they just both 
have to work same as they do without the other input method 
present. It's true that it’s difficult to test all combinations – this also 
means it's difficult to anticipate what people will need in real 
situations. There’s a chicken and egg problem here for users. If there’
s a combination you can’t do you can’t try it out to see if It’s useful. 
Maybe it’s enough to test that every input always works even when 
other inputs are present.

- may be a problem with the different ways actionable items work 
across different mechanisms (e.g. mouse focus being different than 
keyboard focus)

Silver Motion Actuation 2.1 Currently level A but is 
restricted to motion, no other 
device sensors are covered

https://www.w3.
org/TR/WCAG21/#motion-actuation

Kim Patch augmented reality that we may want to look at for silver

Silver Something to keep in mind 
with speech: voice fatigue, 
brain fatigue, micro 
interruptions, dovetail with 
coga, may be something 
around this

Kim need to keep these in mind for speech; this is different than most 
typing and interaction; users can have cheat sheets, and as 
commands become known then less of issue.  Micro interuptions - 
need to watch when teh computer gets it wrong, it is a different user 
experience; users cannot relax.  On mobile, this is now an issue to as 
more users are using speech.  Letting users save and share settings 
may help.

Silver Let users save and share 
settings (save lots of time, 
lets people help themselves 
and others)

Kim may be a AAA requirement or Silver. This would save time for 
trainers, allow users to have multiple settings, make setting up a 
computer not such a time-consuming task etc. speech example is 
Gmail keyboard shortcuts, but there're examples across user groups. 
Also relevant to memory 

Silver Let users save settings they 
have just changed to review 
and keep oriented (back 
button everywhere) – 
increasingly important with 
different screen sizes and 
an increasing number of 
apps because the views 
look different so there's 
more to remember

Kim Browser specific. This is related to the 2.2 COGA SC on not relying 
on users having to memorize information.

Silver? Gap between label and 
element labelled (more an 
issue for the LVTF, and to 
be discussed with them)

Important issue for LV users Detlev https://accessuse.eu/en/drop-down-menus.html/#existenzgruender
Difficult to pin down for pass / fail testing, so maybe Silver - in testing 
I had a a few cases where LV users could not make the connection 
between a control and its label - see, for example https://accessuse.
eu/en/drop-down-menus.html/#existenzgruender 
Likely positive Techniques would be "keep label adjacent to control" 
"Use rulers or shading to facilitate making a connection between 
control and label")

Label gaps
When one element acts as a label of another element, the 
gap between the two is no larger than twice the width or 
height of the element labelled (whichever is smaller).
I.e., the simple formula is MIN(e.width;e.height)*2

This may be measured with an online ruler, possibly also 
automatically by a script processing the absolute positions 
and dimensions of two elements to work out the pixel offset.

Detlev (unless someone 
from LVTF is already 
working on it)

Technique Look at the techniques 
under the extension for 
existing WCAG 2.0 success 
criteria

https://w3c.github.io/Mobile-A11y-
Extension/

Kathy Wahlbin

2.2 / 
Technique

Grouping of content Jake Look up to see if it is a technique for keyboard => Not present

Jake - may be missing; consider adding as new SC
Technique Instructions 'custom' 

components / widgets 
(name, role, state...)

carousels / accordions etc. 
don't have existing roles in 
specs, buttons / slides etc., 
don't cover their working. 
roledescription may vary...

Jake technique to look at for labels and instructions

sections or UI controls like carousels are not defined or labeled as to 
what it is -- could be under 4.1.2? => No, UIC is stand alone, looking 
for "widget clearness" here... atomic Vs. Composed widgets...

2.2 / Silver? If you provide biometrics, 
you should provide 
something alternative as 
well – apps that use 
authentication

shadi may be already covered under 1.1.1; but this is not author driven - 
this is driven by input

If biometrics are used, an alternative is provided. usually built into the OS (face recognition), finger print, voice recognition
Look for implementation examples; move to Silver if no examples

2.2 / Silver? Custom gestures not 
preserving default / 
breaking touch

Mainly a native app issues but may 
be a web issue with signatures

Jake custom gestures - signle point and breaking touch; look up 
conversations around this from minutes; Question: how much power 
do developers have to override?

Custom gestures will not interfere with default AT or OS 
gestures, e.g. custom two-finger swipe down gesture does 
not interfere with default voiceover commands on mobile 
phone

who should manage the conflict- 
the app or the user+OS+AT

Android
- Example with Talkback where possible to directly pass gesture to OS with 
two fingers for signature area. Keyboard user + Talkback (or ball mouse) 
are not able to use swipe gestures and/or scrolling up down (only swipe) + 
custom swipe gesture.
iOS
- accessibility trait + signature area in iOS you can use "allows direct 
interaction trait" (pass through trait / pass through trap!) this trait can 
wrongly be used for volume controls where a direct pass seems a logical 
solution if you don't get the volume button to work.
- controls have capability of disabling voice over (ignore voice over 
gestures), don't capture gestures if not have to and if you do, max half 
screen for Voice Over. Otherwise you might get 'stuck' on a screen.

https://drive.google.com/drive/folders/1Q9md2AvmeTgvsT9GB62BsGvCaalDGtE6?usp=sharing
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https://github.com/w3c/wcag/issues/170#issuecomment-437109868
https://github.com/w3c/wcag/issues/170#issuecomment-437109868
https://github.com/w3c/wcag/issues/170#issuecomment-437109868
https://www.w3.org/TR/WCAG21/#concurrent-input-mechanisms
https://www.w3.org/TR/WCAG21/#concurrent-input-mechanisms
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https://www.w3.org/TR/WCAG21/#motion-actuation
https://www.w3.org/TR/WCAG21/#motion-actuation
https://w3c.github.io/Mobile-A11y-Extension/
https://w3c.github.io/Mobile-A11y-Extension/




This is a list of Mobile SC's that made it into 2.1
Link Origin Status Status 

details
Notes Action

1.3.4 Orientation (AA) https://w3c.github.io/wcag/21/guidelines/#orientation MATF 2.1 AA
2.1.4 Character Key Shortcuts (A) https://w3c.github.io/wcag/21/guidelines/#character-key-shortcutsMATF 2.1 A
2.5.1 Pointer Gestures  (A) https://w3c.github.io/wcag/21/guidelines/#pointer-gesturesMATF 2.1 A
2.5.2 Pointer Cancellation (A) https://w3c.github.io/wcag/21/guidelines/#pointer-cancellationMATF 2.1 A
2.5.3 Label in Name (A) https://w3c.github.io/wcag/21/guidelines/#label-in-name MATF 2.1 A
2.5.4 Motion Actuation (A) https://w3c.github.io/wcag/21/guidelines/#motion-actuationMATF 2.1 A Got in and it is level A, but it was diminished because it was restricted to motion – 

none of the other device sensors are covered. 
2.5.5 Target Size (AAA) https://w3c.github.io/wcag/21/guidelines/#target-size MATF 2.1 AAA Got in only at AAA and was diminished because it can't be implemented across 

everything – small screens are different than large screens. This is really one of 
those clashes – when you put a big target on a small screen so people with mobility 
issues can click the target it clashes with people who want to see more of the screen 
at once to limit scrolling or improve orientation.

2.5.6 Concurrent Input Mechanisms (AAA) https://w3c.github.io/wcag/21/guidelines/#concurrent-input-mechanismsMATF 2.1 AAA Got in only at AAA because you can't test all combinations 

1.4.10 Reflow https://w3c.github.io/wcag/21/guidelines/#reflow LV 2.1 AA You would need to determine 320 width was uses - this might be hard. The change 
320 doesn't necessarily mean larger text.  while I think it could apply I'm concerned 
about testability.

1.4.13 Content on Hover or Focus https://w3c.github.io/wcag/21/guidelines/#content-on-hover-or-focusLV 2.1 AA How could this be dismissed on mobile without a keyboard interface?  Onscreen 
keyboards don't have escape although in theory one could made but how would you 
get the keyobard to appear?  And then the additional content might closed because 
focus to the on-screen keyboard!

1.4.11 Non-Text Contrast https://w3c.github.io/wcag/21/guidelines/#non-text-contrastLV 2.1 AA Affects mobile: displays, icons small.  Yes, definately applicable IMO.

2.1.1 Keyboard Note https://w3c.github.io/wcag/21/guidelines/#keyboard 2.1 A Note covers mobile just a bit: "This does not forbid and should not discourage 
providing mouse input or other input methods in addition to keyboard operation." 
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This is a list of materials to look through as part of the gap analysis process – start by reviewing the two documents in lines 4 and 5 (bolded)
Resource URL Details Notes
2014 Wiki Table: proposed best practices for mobile https://www.w3.org/WAI/GL/mobile-a11y-tf/wiki/New_WCAG_2.0_TechniquesWorking document MATF 2014: 

The following proposed techniques and 
best practices are missing from WCAG 2.0 
for mobile web and Applications

See Techniques 2014 tab

Mobile Accessibility: 
How WCAG 2.0 and Other W3C/WAI Guidelines Apply to 
Mobile

https://www.w3.org/TR/mobile-accessibility-mapping/ W3C First Public Working Draft 26 
February 2015

Need to add note to this document that communciates it predates 2.1 and describe what made it in or not.  We could also look at what needs to be considered dfor 2.1

Mobile Extension https://w3c.github.io/Mobile-A11y-Extension/ W3C Editor's Draft 01 December 2016
2016 Wiki Table: proposed new mobile techniques and proposed 
exchanges to existing techniques

https://www.w3.org/WAI/GL/mobile-a11y-tf/wiki/Technique_Development_AssignmentsWorking document MATF 2016 See Techniques 2016 tab

WCAG 2.1 https://w3c.github.io/wcag/21/guidelines/ Latest working draft
WCAG 2.1 Techniques https://www.w3.org/WAI/GL/wiki/Wcag21-techniques Working document for WCAG 2.1 

techniques
Mobile Web Best Practices 1.0 https://www.w3.org/TR/mobile-bp/ Old document may needed to be obseleted or have some note indicating it's relevance today.
Guidance on Applying WCAG 2.0 to Non-Web Information and 
Communications Technologies (WCAG2ICT)

https://www.w3.org/TR/wcag2ict/ AG WG will update for 2.1 A AA as this is important for native mobile.

New 2.1 SC's – all How this might affect Mobile differently
1.3.4 Orientation (AA) Mobile

1.3.5 Identify Input Purpose (AA) no different for mobile

1.3.6 Identify Purpose (AAA) no different for mobile

1.4.10 Reflow (AA) LV Small screens

1.4.11 Non-Text Contrast (AA) LV  displays, icons small

1.4.12 Text Spacing (AA) no different for mobile

1.4.13 Content on Hover or Focus (AA) LV Touch input

2.1.4 Character Key Shortcuts (A) Mobile

2.2.6 Timeouts (AAA) no different for mobile

2.3.3 Animation from Interactions (AAA) no different for mobile

2.5.1 Pointer Gestures (A) Mobile

2.5.2 Pointer Cancellation (A) Mobile

2.5.3 Label in Name (A) Mobile

2.5.4 Motion Actuation (A) Mobile

2.5.5 Target Size (AAA) Mobile

2.5.6 Concurrent Input Mechanisms (AAA) Mobile

4.1.3 Status Messages (AA) no different for mobile

https://www.w3.org/WAI/GL/mobile-a11y-tf/wiki/New_WCAG_2.0_Techniques
https://www.w3.org/TR/mobile-accessibility-mapping/
https://w3c.github.io/Mobile-A11y-Extension/
https://www.w3.org/WAI/GL/mobile-a11y-tf/wiki/Technique_Development_Assignments
https://w3c.github.io/wcag/21/guidelines/
https://www.w3.org/WAI/GL/wiki/Wcag21-techniques
https://www.w3.org/TR/mobile-bp/
https://www.w3.org/TR/wcag2ict/
https://w3c.github.io/wcag/21/guidelines/#orientation
https://w3c.github.io/wcag/21/guidelines/#identify-input-purpose
https://w3c.github.io/wcag/21/guidelines/#identify-purpose
https://w3c.github.io/wcag/21/guidelines/#reflow
https://w3c.github.io/wcag/21/guidelines/#non-text-contrast
https://w3c.github.io/wcag/21/guidelines/#text-spacing
https://w3c.github.io/wcag/21/guidelines/#content-on-hover-or-focus
https://w3c.github.io/wcag/21/guidelines/#character-key-shortcuts
https://w3c.github.io/wcag/21/guidelines/#timeouts
https://w3c.github.io/wcag/21/guidelines/#animation-from-interactions
https://w3c.github.io/wcag/21/guidelines/#pointer-gestures
https://w3c.github.io/wcag/21/guidelines/#pointer-cancellation
https://w3c.github.io/wcag/21/guidelines/#label-in-name
https://w3c.github.io/wcag/21/guidelines/#motion-actuation
https://w3c.github.io/wcag/21/guidelines/#target-size
https://w3c.github.io/wcag/21/guidelines/#concurrent-input-mechanisms
https://w3c.github.io/wcag/21/guidelines/#status-messages


Source: list of proposed techniques from 2014 mobile working document (resources tab line 3): https://www.w3.org/WAI/GL/mobile-a11y-tf/wiki/New_WCAG_2.0_Techniques
Status Technique Title (draft) Description WCAG 2.0 Success CriteriaApplies to Discussion Notes

1. Ensuring that images used as controls have sufficient size for touch (survey #29) Images have to be above a certain size i.e. 29px by 29px (resolution based) and below a certain size i.e. 480px x 320px (resolutions based).Best Practice Mobile Web & Native Apps see http://www.quirksmode.org/blog/archives/2010/04/a_pixel_is_not.html
2. Relationship to other W3C Mobile specs Some mobile related technologies, such as Web Event for touching the web, Geo_Location for positioning the web, Vibration API for waving the web, and Network Information API for connecting the web.They would be helpful to improve the accessibility of Mobile Web and Mobile Web Application.Best Practice Mobile Web & Native Apps What might be needed in the future are Input-specfic Success criteria under Guideline 2 Operable beyond Keyboard access, such as "Touch Accessible: Make all functionality available from a touch screen". Note however that others disagree that WCAG should be extended to cover input-specific success criteria in the vain of 2.1.1 Keyboard - see Implications of new input modes (touch, speech, gestures) for the Web Content Accessibility Guidelines
3. Using infomation available via mobile sensors as default Automatically filling in information if known (location into a form field)Best Practice Mobile Web & Native Apps
4. Define hover, focus & selected Define the hover, focus, selected and touch (regular, long) statesSufficient Technique 2.1.1, 3.2.1 or 3.2.2, UAAG 1.3Mobile Web & Native Apps incorrect use could cause failure; needs to be further defined, see https://hacks.mozilla.org/2013/04/detecting-touch-its-the-why-not-the-how/

2.1 - 2.5.5 Target Size (AAA)  but still issues 5. Touch target size (survey #29) merged with survey #29 below Advisory Technique 2.1.1 - but better as a new guidelineMobile Web & Native Apps Touch Accessible: Make all functionality available from a touch screen
6. Separate interactive elements by a space to facilitate activation by touch (survey #30) Spacing requirements Best Practice Mobile Web & Native Apps Need to define what the space requirements would be - REVIEW LATER
7. Activating elements via the touchend event (survey #33) Interactive elements should respond to the touchend rather than the touchstart event -- with exceptions for controls such as on-screen keyboard keys and direct touch controls.Advisory Technique 2.1.1 or 3.2.1 or Best PracticeMobile Web & Native Apps
8. Use of enhanced contrast (survey#28?? this one may have been dropped inadvertently) Use of enhanced contrast: Mobile devices may need higher contrast most of the time, Items are smaller may require more contrast (18pt or larger is smaller on mobile), Support for alternative input mechanism on devices that do not have or support a physical keyboard / equivalent access for keyboardAlready a technique WCAG 2.0 1.4.6; think about whether the more strict contrast 4.5:1 applied to all elementsMobile Web & Native Apps Discussion: Potentially break this into multiple techniques. Could also be a failure. Can control device in many ways. Qualification: if you can't connect to a device, you won't use it. Certain requirements that can't be met and you can't claim them, example audio description. Concern: can you claim conformance if platform doesn't support, for example keyboard. Default interaction is keyboard, so keyboard access is basic. On mobile the model is shifted. Primary input on most devices is primarily touch and gestures. In redefining what keyboard access is, Indie spec doesn't matter how you get there. What input is going to be required on a mobile device? We could take a functional approach, saying that we have to have an alternative method that can be used by all of the following groups: an alternative method that doesn't require speech, an alternative method that doesn't require touchscreen, unless it has an accessible touchscreen feature – we could define it from a functional aspect. Whatever alternative is accessible to the largest group of people. Historically keyboard access because you can control with software that can mimic the keyboard. I don't know that we can rely on that and mobile. Functional approach? Keyboard is the most universal device. Is that model still true on mobile? Can everything be accessed with touch and gestures? Not on iOS unless you rely on voiceover? You still have to have a programmatic element, and determine what is an active control. Getting more towards the IndieUI model. Potential solution: an alternative method of interaction would be something that is programmatically exposed and accessibility supported, meaning technology that uses that programmatic interaction to provide access to it. Whatever interactions that could perform, you could provide them programmatic we could provide some way and that would include keyboard access. We could include examples. Failure: if it doesn't support keyboard? You could make an argument either way based on the accessibility supported. Failure of device and not of app? Action: get more feedback on this proposal from other groups. Take it to UAAG working group, has a lot of language around this)
9. Provide clear indication that elements are actionable (survey #2) Provide visual/audio indication for all functionsNew Technique? Mobile Web & Native Apps Discussion: This means how do you know something is something you can interact with on a device. First whether something is interactive or actionable, second whether there is an accessible equivalent for audio and video. Not sure whether everything needs to have audio, because if it's done programmatically features can be announced to user. Is it audio and video or audio or video? Basic requirement is provide indication that something is actionable. A lot of times where you have no idea the something is actionable.
10. Provide instructions for custom functions and gestures (survey #3) Provide instructions for custom functions and gesturesSufficient technique WCAG 2.0 3.3.2 or 2.1.1Mobile Web & Native Apps Discussion: Are instructions different than advisement? Same as HTML as make under 332? But is this more for input? Instructions like those in keyboard trap? Map to 211 keyboard access? Less input than the interaction requires it. Is this an accessibility issue? If you have to use a custom function or gesture and can't access it in another way that it is keyboard issue, and it is an accessibility issue because you have to reformat gesture. If you can perform in multiple ways, then more of a usability issue. Example gestures for expanding different areas swiping up/down – need to be able to do those gestures in order to perform that action. Android toolbar, can't have more arrow, but can press control be to turn on bolding. User must be advised that control be turns on bolding on this particular app. Technically you could argue 211, but functionally the user is not aware of that, so keyboard trap. It's not instructions for custom functions and gestures, but provide keyboard support – alternative input method – for custom functions and gestures – it's the alternative input method that's the issue. User must know it's there – it's the documentation, just like a keyboard trap. Potential solution: The user is advised of the alternative input of custom gestures and functions when alternative is not available with standard input method. Sufficient technique, but also a failure
11. Specify input type for numerical or character data (survey #4) Specify input type for numerical or character data Discussion: Too general? What should the boundaries beyond this? HTML 5 semantically meaningful input types. User agents need to be smart when they cause keystrokes to be ignored. Maybe even a note. For example if you're only listening for numbers and the letters are ignored, the user needs to be notified of that. Collecting a date, what's the format? If specific to HTML 5 and then reference the data format for a reference technique, that would cover it. Technique under 1.3.1. What about mobile apps, Native apps rather than HTML 5. We can tell it to show us a specific keyboard. Problems with speech and voiceover users not giving the computer with the computer expects. 1.3.1, but if we get into the labels and changing instructions that goes into 3.3.2. Maybe we need multiple Techniques here. Both a mobile issue any desktop issue. Mobile: brings up a numeric keyboard instead of the numbers, extra step to switch to numbers. May be more of an issue for mobile. Actions: Look at sufficient techniques under 3.3.2 and add in something specific to mobile about extra step and speech and screen reader issues. This will be broken down into two will likely require multiple techniques specific one for apps, which affects keyboards.
12. Supporting the characteristic properties of the platform (e.g. zoom, larger font, captions) (survey #5) - New Success Criteria/Best Practice Discussion: Make this more specific. The technique will be very granular – BBC method how do you program this in iOS, how do you program this in android. Windows phone high contrast is programmatic, while others take these whole screen and convert it. Break into two separate ones or keep together? Differences between platforms would be hard to maintain. Handle it the way BBC does? There are sufficient techniques for resizing text and having captions but the techniques are not about honoring settings that have already been set in the operating system. You could just go out and burn your own captions onto the video and that would be fine. Difficult to map to a success criteria. What this is really saying is if the platform had set these flags that let's the preferences of the user known, should pay attention. More like Section 508 type thing. UAAG's job would be to pass through the platform flag. Firefox for the android would see that flag and make sure to play captions for any content. But it's up to the web content pick up that message. This is an important technique especially as we are getting user settings in the cloud. This might be a hole within with WCAG – consider new technique? Action: Jan – can generic refer to flags the browsers and apps can set – will look.
13. Seting the virtual keyboard to the type of data entry required (survey #6) (e.g. date picker, email keyboard with @ sign) Discussion: Barrier or inconvenience? UAAG2 overlap in app world calling your own keyboard. This technique is specific to apps because we already have the one about HTML 5 type. This would be specific to native applications. Advisory technique under keyboard access or 1.3.1, or 4.1.2? Doesn't have related success criteria, and potentially something that we should consider down the road.
14. Positioning important page elements before the page scroll (survey #7) - Best Practice Discussion: Page scroll very a lot based on device. Many different factors, screen size, browser, chrome height, resolution, difficult to test without specifics. Usability rather than accessibility? Best Practice (something that doesn't map to a success criteria, and we wouldn't want to map to down the road). It's not exactly reading level, but it's that type of thing 3.1, but it's not really. It would have to be AAA if we did something down the road.
15. Grouping elements that go together (e.g. link icon with link text) (survey #8) Discussion: This one is the technique from BBC. H2 sounds similar. Implicit proximity relationship that kind of gets around this. Situations where you have a check off and then if you check that box it wakes up a second box right after it that you need to fill in because you check that check box – situations like this need grouping. Toolbar icons grouped, and grouping links together 1.3.1. The same could be also for parts of the image that make up the image as a whole. Is this already covered under WCAC, but we want a mobile example too? Is there anything not already covered under WCAG techniques. Action: Verify that this is covered under WCAG techniques and add mobile example
16. Keeping the page banner short to avoid unnecessary scrolling (survey #9) Best Practice Discussion: Similar to #7. Came out of FunKa Nu. Not huge problem.
17. Placing buttons where they are easy to access (survey #10) Best Practice Discussion: FunKa Nu has very specific guidelines. Do not place at the right/left edge unless they take up at least one third of the width of the screen - Do not adjust buttons, functions or groups of buttons and functions to the right unless the group of buttons/function extends over at least 75% of the screen in all positions. Problem with that one third of the width of my iPhone is very different than one third of the width of my iPad. Aimed at one-handed use. Lots of usability studies relating to what's hard-to-reach versus easy for the majority of users. This would make it more difficult for some users to interact especially because we're talking about primarily touch in mobile situations. Is this a best practice or should we have this as an advisory tech? Leave as best practice.

18. Position form field labels above the field (survey #11) PLACEHOLDER
Discussion: above versus to the left, adjacent, different in portrait versus landscape
Solution: already advisory for SC 3.3.2 and covered by G162

19. Adapting the length of link texts to viewport width (survey #12) Link lengths should be adapted to the screen widthPLACEHOLDER Solution: Long link length covered in SC 1.4.8 - so keep this as best practice

20. Design actionable objects to look actionable (survey #13) PLACEHOLDER Note: This one is done, have to transfer notes

Discussion: Important issue - iOS has included an option to make buttons look buttons and not flat objects. May be more important on mobile because there is no hover and not always a way to reach it with the keyboard. Mobile settings – iOS 7.1 turn button shapes on and links get underlined, selected tab has blue shading.
Suggestion: make all focusable object meet the design standards of their platform
Issue: standards change
Suggestion: could say don’t suppress something that is actionable Issue: difficult to make a test for buttons, links would be easier, and pushback from developers who say they can’t modify the look of the button
Action: Jeanne and Kathleen and Alan will talk further and come back with a suggestion

21. Ensuring pages support both portrait and landscape mode (survey #14) PLACEHOLDER

Discussion: Important for people with fixed orientation such as when device is in wheelchair.
Issue: hard requirement may affect design of games and may get push back
Possible solution: user interface has to operate in both orientation to the extent that the user can escape from the orientation and that it doesn't have to fully operate in both orientations. Maybe split into two levels with this being the first and the second a high level one that requires functionality to work in both.

22. Using simple navigation concepts with consistent interaction patterns (survey #15) PLACEHOLDER PLACEHOLDER
Discussion: Often with responsive desing, nav mechanisms do change. Would orientation be a problem? Would orientation be a problem? If it's broken for everyone, then its not accessibility related. Within that view, you need consistency. Idea of conformance claim to just one responsive version. From evaluation methodologies mtg. Whether different versions are different. EM group will say that different responsive design versions are NOT different versions...just different states. Base on progressive enhancement, not responsive design, different, but it becomes a lot to test. Even the designer has catered for different versions with queries etc then those versions should be covered as states for the test.
RESOLUTION: #15 is that we would map to 3.2.3 and 2.4.5. Put in mobile note on consistency within a viewport size. No new technique, we can incoporate into other techniques

23. Allow users to interact using device buttons (survey #16) Allow users to interact using device buttons (e.g. arrow keys, ok buttonPLACEHOLDER PLACEHOLDER
Discussion: Some respondants say advisory and others say sufficient techniques UAAG crossover? Make a note in the technique about device buttons May want to widen device buttons to include other input mechanisms such as shaking, etc. to dismiss or undo, some of these are device specific. If the device allows a gesture or physical buttons they should be supported? Not sure if we want to stop at button or include other potential input mechanisms. May need a refererence to IndieUI Concern over allow it to meet a SC without providing other types of access beyond just this gesture.
RESOLUTION: Advisory technique under 2.1.1

24. Ensuring that the interface can be used with a bluetooth keyboard (survey #17) PLACEHOLDER PLACEHOLDER
Discussion: Modify way it's word. If it's supported by the platform. Maybe changed bluetooth keyboard to input devices. Also USB to go to connect USB. Ton of bluetooth devices that would get included - never ending stream including switch devices - alot to test. Could add a mobile note to current keyboard techniques. Could be different devices based on what you have identified as accessibility supported. Set base level of accessibility support on a particular device with keyboard., theoreticaly example. If we look at creating a new one or incorporating, what is preference? G202 is a general keyboard technique that might be used.
RESOLUTION: Add note to g202 about other external devices. Add in notes about support for device or bluetooth device.

25. Adding shortcuts to allow users to jump to sections of the page (survey #18) PLACEHOLDER PLACEHOLDER
Discussion: Perhaps app would be different. Could use app specific things like heading traits Keyboard shortcuts covered under advisory already as future link under 2.1.1.
RESOLUTION: Advisory technique to 2.1.1

26. Providing a way for users to change font (survey #19) PLACEHOLDER PLACEHOLDER
Discussion: Sounds like UAAG. Should be part of browser and OS not developers responibility Concern over lack of support in current devices. Could perhaps be an advisory technique or best practice for current state -- it would be good if user agents did this -- but most mobile devices are not doing this. Some apps like Pocket allow this I think. Could we point to UAAG and then say if device doesn't support it. Are we talking about font size, color, font face, etc. UAAG 1.4.1 http://jspellman.github.io/UAAG/UAAG20/#sc_141 Additional settings in apps are welcome to users with low vision because settings do not propogate. What is the benefit of font type? People with dyslexia c22 is a technique that talking about using CSS to control presentation. c22 is advisory for 1.3.1 and 1.4.4. Technique for native apps more than web apps? Put in c22, but also have a style switcher technique as a best practice or advisory, etc.
RESOLUTION: advisory technique for 1.4.4 or 1.4.8 to adjust visual presentation on mobile through a style switcher

27. Providing support for alternative input mechanisms (survey #20) PLACEHOLDER PLACEHOLDER
Discussion: We have already talked about this issue and IndieUI. If IndieUI was supported, that would allow this to be met, but if you didn't use a device independent method, you would have to work with these versions. There would be other ways to meet it with the platform, like iOS Switch Access. Duplicate of #1
Resolution: Duplicate

28. Ensuring that navigation works on different screen sizes (survey #21) PLACEHOLDER PLACEHOLDER
Discussion: It goes beyond WCAG, i think it should be a best practice. I'm not sure what we are solving. It is blocking responsive design, it could increase problems for people with low vision. I could see same navigation across orientation as a best practise for people who are targeting an audience with certain cognitive disabilities. This is from the Funka Nu gap analysis. 2.1.1 for keyboard
Potential Solution:

29. Provide a way for users to see what page they are on (survey #22) PLACEHOLDER PLACEHOLDER
Discussion: Comments from Jon and Detlev recommend it as sufficient technique under 2.4.8 AAA Recommend tighting up the wording
RESOLUTION: 22 as a Sufficient technique under SC 2.4.8 AAA and fix the wording when we work on it.

30. Use vertical navigation (survey #23) PLACEHOLDER PLACEHOLDER
Discussion: What is meant is "Provide vertical navigation mechanisms that work without horizontal scolling on narrow width screens )which I admit may be too wordy)" This is important for people working with fixed orientation portrait mode. I can't see anyone doing this because it would cause such a bad user experience. I don't think we should add something to the guidelines for unique cases.
RESOLUTION: drop #23

31. Provide links with the page contents to key pages (survey #24) PLACEHOLDER PLACEHOLDER
It was already in 2.4.5 ... are there any things that are different for mobile? ... can we say this is already covered under 2.4.5?
RESOLUTION: Sufficient technique already covered under 2.4.5

32. Provide the open/closed state information in the menu icon (survey #25,26) PLACEHOLDER PLACEHOLDER
Discussion: They should be more generic – anything that has a state should be described generically. From a designer perspective this is something that people are getting away from. It makes a good example because in the mobile space it is popular right now. How to make it more generic? Open/closed state Or Open/closed of an icon. Really more of a hide/show. The problem is when you're exploring this element you don't know what the state of the other thing is. If it's showing, hide its hiding, show. Act here and result shows up somewhere else. Maybe provide hide/show state and give several examples. Responsive design examples? Multiple tabs, some hidden? Anything that has a high show state, we want that state to be communicated. In native world you don't have aria expanded. Tab 2 of 3 selected. Also click a button, have something slide out from the right. Another example in iOS is the page indicator. Four dots that represent four pages. Native apps same issue – technology specific technique or general technique? General is if it has a toggle you need to know what stated is. Specific technique is going to be different depending on iOS and android, web, Windows 8.
Resolution: Make more general to provide the hide and show state and sufficient technique under 1.3.1 and 4.1.2, also provide sub examples.

33. Ensure that menu can be zoomed to 200% (survey #27) PLACEHOLDER PLACEHOLDER
Discussion: In OS X this is a significant issue because you can't zoom the menus independently, the workaround was to magnify the entire screen, which in some cases worked effectively, in other cases didn't. Problems with overlays or modal dialogs when you try to pinch and zoom on mobile web. Native applications don't tend to resize anyway, because it's fixed point size so relies on the native device itself, so it's covered on operating system. Either pinch and zoom or double tap to resize content. Is this truly a technical issue with Menus that we need to address? Modal dialogs are also an issue and may be need to be addressed. Specifically mobile web in the actual navigation menus that are part of the webpage and the dialog windows as well. It can also apply to native apps, but it's not going to be pinch and zoom, it's going to be native controls which is not going to be a problem. So this is specifically a native web technique. UAAG crossover – requirement trying your best to reflow so there's only one movement up/down. Should the user agent, but problem is that pinch zoom is not working for menus and dialogs. Are we saying do your best to reflow here? Content may resize but the menu, it's an overlay Or drop-down, may scale at different rate. Guideline should be page rendered larger, but consistently, including overlays and menus. We need the page scale at the same rate or consistently, WCAG 1.4.4. One of the ways that can be met is– dumb zoom, don't want to go 200% left and right and up and down, just Want to make the text bigger, but all kinds of things happen, container, scrolling, all sorts of bad things. Do we want a text only zoom? When you pitch a page in a mobile browser if there's menus open or something overlaying the screen, in that pinch everything skills consistently. That's a first point. The second point, which 1.4.4 addresses is I can set a default text size for the body text, and it independently of my pinching to zoom should just grow the size to text, and when I pinch it should grow the text relative to everything else. So pinch is universal, but independent of that there needs to be ability to make text larger, 3x or whatever. So dumb zoom works, but the problem is when text is set larger problems with containers etc. Better name or fit into existing techniques with new example? Text resizing exists, dialog boxes, menus don't. 1.4.4, failure for that which is F 69 – associated with just increasing text size, not just dumb zoom. Maybe expand resizing generally, then below that two phases. Is this the right place to put it – maybe more emphasis on the zoom feature. Especially the mobile guideline raising the – having a top-level line item that talks about zooming in magnification is important. Can't change wording, modify or new technique. Gavin will research. Also 200% may not be enough for mobile. Advisory technique about going beyond 200%? Minimum font size? Color contrast ratios for mobile? Is this relevant for mobile and were talking about smaller screen sizes – This is another point Where we need a new discussion. Might be color contrast ratio but if we have a Mobile multiplier for 14 point number because you're holding it closer to your face, then we can say a percent of desktop. 10.1 tablet is a mobile device but a desktop size – need to be careful about how we categorize device class. Maybe a table with viewing distance.
Potential Solutions: Sufficient technique under 1.4.4 but specifically adding two F 69, Modify to say resizing in general not just text resize. Or new technique, because so important for mobile. Advisory technique about going beyond 200%? Also what's the minimum font size that should be done. Two parts to that – points or pixels, and pixels very by resolution. Charge that relate viewing distance to points – with mobile you are holding it closer. Jan will do research on Viewing distance table.

34. Ensuring that links and other actionable elements are clearly distinguishable (survey #28) PLACEHOLDER PLACEHOLDER

Discussion: Make more clear – element that's distinguishable as opposed to the action. Words just sitting on the screen, can't tell If it's a link, or can't tell that you can swipe it. Lots of elements you can swipe that don't have a visual representation on-screen. Maybe that's a separate thing with separate techniques. It's vague and difficult to test. As a designer if the UI elements labels are vague you are stuck. If you do something custom, the onus is on you. It's both the platform and the designers responsibility and it's hard to test. If we did this as an advisory would there be a risk that there's something we can't test? Don't suppress the platform behavior is testable. Suppress the platform behavior, not testable. Advisory – we shouldn't suppress the platform? Shouldn't suggest that, but should be identified correctly and replace that With something you might feel is even better. Concerned about the idea of change in the platform default – good to be able to break the rules and do it better, then encourages people to be creative and move things forward but still maintain accessibility. Doing something custom is fine as long as is distinguishable. Make sure it's clearly defined role, make sure enable platform to render it correctly, and alternatively if you want to render yourself that's fine too, but you have to make sure it's clearly distinguishable. I agree but two techniques – one is not to suppress and the next Make custom distinguishable. WCAG 1.3.1. Could add mobile example and that's a sufficient technique.
Potential Solution: Two techniques. 1. Advisory: you shouldn't suppress the platform default
2 Sufficient: Make sure a custom treatment is distinguishable.
Action: Look to see whether we should include in WCAG 1.3.1 as a sufficient technique or create a new technique. Think about separate technique for swiping, pagination.

2.1 35. Ensuring that touch targets are large enough to touch accurately (survey #29) PLACEHOLDER PLACEHOLDER
Discussion: It could fall under keyboard access, being able to activate an element falls under keyboard. But that's via a keyboard interface. Ironic because keyboard access means a touch target doesn't need to be large. Text resizing is the only one that mentions size. When we talked about keyboard access overall we talked about more general IndiUI. We need to think more broadly because WCAG doesn't take into consideration – just keyboard and mouse and now we have all these other methods. Mobile device touch is the native input. Some don't require touch at all – WII or game systems, idea of touch targets there is weird. Advisory techniques are just one way to meet the success criteria. Refer back to the platform guidelines here? Further research to figure out whether we want to have it in here. This is important for mobile and an accessibility issue but it might not fit with WCAG. Anecdote: page indicators on the home screen and voiceover, idea was get close to it and then swipe to get to that small element rather than you have to touch everything on the screen. UI for controlling complex machine, touch targets everywhere, hundreds on screen very small, but if you have zoom you can do what you need to do. May be this is just a usability best practice. Minimum sizes is an accessibility issue. Zoom might not be enough – high cognitive load. Maybe get more discussion on should we have more on minimum sizes for things. Advisory under 1.4.4, resize text? That's the closest, there isn't really a WCAG success criteria that's the same.
Potential Solution: Action: further discussion, potentially Advisory under 1.4.4, resize text

36. Providing an inactive space around actionable elements (survey #30) PLACEHOLDER PLACEHOLDER
Discussion: Adequate space around so you are not activating two elements at once or overlapping touch Zones. Examples where this doesn't work? Weather app, no padding, perfectly functional. Don't want to force this if it's not necessary. Example: Educational product, days of the week, just first letter, can't touch one of the letters to get to that days assignments because there's no padding. Almost seems like the solution is number 29 which is to make the touch area easy to touch, but adding padding doesn't necessarily follow. If they were following 29 you would need 30. 29 takes care of it just by virtue of a putting a minimum. If we have adequate touch size it doesn't matter but the spacing is between them. If 29 were made in new success criteria 30 can be a sufficient technique, but that might confuse things. As a corollary, do we want something around how to represent blank space. How do you tell user that there's dead space? Moving their finger and hearing nothing and don't know that there are two little items on the Screen? Should blank space be described in certain cases – you know it's doing something as opposed to rubbing your finger on the screen and hearing nothing. Better understanding of screen.
Potential Solution: None – 29 is sufficient. Adding discussion on blank space.

37. Ensuring that platform zoom functions are not supressed (survey #31) Where zoom is supported on the platform it must not be suppressedPLACEHOLDER PLACEHOLDER
Discussion: This is about responsive design – are there other situations where Zoom can be suppressed? No one can think of any.
Potential Solution: Either sufficient technique or mobile example to the technique for magnification? Falls under 1.4.4 as sufficient technique possibly example to this Technique G142

38. Using Standard operating system alerts where available (survey #32) Standard operating system alerts must be used where availablePLACEHOLDER PLACEHOLDER

Discussion: Agree with Jan on the survey that you wouldn't need. We're talking about alerts on the page, pop-up, not system alerts. What this technique is saying is you should do the standard way of doing alerts rather than custom. We should do more research on this one – it should be a best practice of anything, but I would want to know why we are doing this. It's there, we know how to use it and it's accessible, but do we want to force people?
Potential Solution: Best practice
Action: more research – why

39. Activating elements via the touchend event (see above) (survey #33) Touch events must only be triggered when touch is removed from a controlPLACEHOLDER PLACEHOLDER
Discussion: Causes issues on some sites. It's all about when the event is triggered. When I touch and element it does something immediately – should never force a user into doing an action, so you don't want to do it when you first touch it, rather do it when touch is removed. Triggering touch events on first touch is really done, but it does cause an issue. Similar to mouse events on a webpage – if you click and don't want to do that and you keep holding it down and slide off you can avoid doing that. So same with touch.
Potential Solution: Sufficient technique under success criteria 3.2.1

40. Providing media metadata (survey #34) Metadata should be provided for media PLACEHOLDER PLACEHOLDER
Discussion: What does this refer to for mobile? This was from BBC's guideline: http://www.bbc.co.uk/guidelines/futuremedia/accessibility/mobile/audio-and-video/metadata There's a technique that says you can use link to the text version of it. This is specific to multimedia. This would be similar to a transcript? This would fall under 1.2.1, but that's prerecorded audio and video only, also 1.2.2, and even 1.2.3. given the clarity on this from the BBC guideline, we have this as an advisory technique. How does the user know how the different meta-tags are available – how is this presented to the user? I've just seen links to transcripts with an obvious link title. John mentioned in the survey 1.1.1, could go under that as well.
Potential Solution: Advisory technique and reference 1.2.1, 1.2.2, 1.2.3, 1.1.1 in reference the time-based media content

41. Avoiding automatic audio (survey #35) Audio must not play automatically unless the user is made aware this is happening or a pause/stop button is providedPLACEHOLDER PLACEHOLDER
Discussion: This is already a sufficient technique under 1.4.2. We should just make sure that we have a mobile example specifically for this. Anything more specific to mobile? Related to experience with keyboard access to these, the keyboard controls don't often work, but that probably doesn't affect what were going to say here. Yes, we are specifically addressing the requirement under 1.4.2
Potential Solution: mobile example under 1.4.2

https://www.w3.org/WAI/GL/mobile-a11y-tf/wiki/New_WCAG_2.0_Techniques
http://www.quirksmode.org/blog/archives/2010/04/a_pixel_is_not.html
http://www.incobs.de/articles/items/implications-of-new-input-modes-touch-speech-gestures-on-the-web-content-accessibility-guidelines.html
https://hacks.mozilla.org/2013/04/detecting-touch-its-the-why-not-the-how/
http://jspellman.github.io/UAAG/UAAG20/#sc_141
http://jspellman.github.io/UAAG/UAAG20/#sc_141
http://www.w3.org/TR/WCAG20-TECHS/G142.html
http://www.w3.org/TR/WCAG20-TECHS/G142.html
http://www.bbc.co.uk/guidelines/futuremedia/accessibility/mobile/audio-and-video/metadata
http://www.bbc.co.uk/guidelines/futuremedia/accessibility/mobile/audio-and-video/metadata


Source: List of proposed techniques from 2016 mobile working document (resources tab line 6): https://www.w3.org/WAI/GL/mobile-a11y-tf/wiki/Technique_Development_Assignments
Status Technique Status Assigned to Success CriteriaType

M001: Defining the hover, focus, selected and touch (regular, long) states M001 Github Repo In Progress Kathy W 2.1.1, 3.2.1 or 3.2.2, UAAG 1.3Sufficient
2.1 - 2.5.5 Target Size (AAA)  but still issues M002: Providing adequate touch target size / Ensuring that touch targets are large enough to touch accurately without magnification M002 Github RepoReady for Review Alan Smith 2.1.1, 1.4.4, Principle 2Advisory

M003: Activating elements via the touchend event M003 Github Repo Ready for TF review Detlev 2.1.1, 3.2.1 Sufficient
*M004: Providing clear indication that elements are actionable / Design actionable objects to look actionable M004 Github RepoReady for TF review Detlev Guidelines 2.1 or Principle 2Advisory
M005: Providing instructions for custom functions and gestures M005 Github Repo - Henny 3.3.2, 2.1.1 Sufficient, Failure
*M006: Specifying input type for numerical or character data M006 Github Repo Incorporate into G89 G89 1.3.1 Sufficient
M007: Supporting the characteristic properties of the platform (e.g. zoom, larger font, captions) M007 Github Repo Submitted Alan Smith Best Practice or Principle 4Advisory
*M008: Setting the virtual keyboard to the type of data entry required M008 Github Repo In Progress Jon Avila 1.3.1, 4.1.2 Advisory
*M009: Adapting the length of link texts to viewport width M001 Github Repo - Unassigned 1.4.8 Advisory
M010: Allowing users to interact using device buttons (e.g. arrow keys, ok button) M009 Github Repo - Unassigned 2.1.1 or Principle 2Advisory
*M011: Ensuring that the interface can be used with a physical keyboard M011 Github Repo Incorporate with G202 Unassigned 2.1.1 Sufficient
*M012: Including shortcuts to allow users to jump to sections of the page M012 Github Repo - Unassigned 2.4.5 Advisory
M013: Providing a way for users to change font size M013 Github Repo - Marc J 1.4.4 Advisory
*M014: Ensuring that navigation works on different screen sizes M014 Github Repo - Unassigned 2.1.1 Sufficient
*M015: Providing a way for users to see what page they are on M015 Github Repo - Alistair Garrison 2.4.8 Sufficient
M016: Providing vertical navigation mechanisms that work without horizontal scrolling on narrow width screens M016 Github RepoReady for TF review Detlev 1.4.4 Advisory
M017: Providing the open/closed state information in the menu icon M017 Github Repo In Progress David 1.3.1, 4.1.2 Sufficient
M018: Ensuring that menu can be zoomed to 200% M018 Github Repo - Unassigned 1.4.4 Sufficient
M019: Providing media metadata M019 Github Repo - Unassigned 1.2.1, 1.2.2, 1.2.3, 1.1.1Advisory
M020: Providing instructions for form data types M020 Github Repo - Unassigned 3.3.2 Advisory
M021: Setting viewport meta setting to allow magnification to 200% M021 Github Repo In Progress Kathy W 1.4.4 Sufficient
M22: Spacing Between elements M022 Github Repo REMOVED Marc J
M023: Set the HTML virtual keyboard to the type of data entry required. M023 Github Repo In Progress Jon Avila SC 3.3.2 Advisory
M024: Set the iOS virtual keyboard to the type of data entry required. M024 Github Repo In Progress Jon Avila SC 3.3.2 Advisory
M025: Set the Android virtual keyboard to the type of data entry required. M025 Github Repo In Progress Jon Avila SC 3.3.2 Adivsory
M026: M026 Github Repo In Progress SC
M027: Providing touch access for custom controls M027 Github Repo In Progress Detlev Fischer SC 2.5.1
M028: Using standard One Touch controls M028 Github Repo In Progress Jon A SC
M029: Touch events are only triggered when touch is removed from a control M029 Github Repo In Progress Chris M SC
M030: Multiple elements M030 Github Repo SC 2.5.4
Specifying a system font in web content to support platform text resize without browser or platform assistive technology zoom.:Proposed Jon A SC
FM001 Failure of 2.5.3 Failure of 2.5.3 Modified Touch due to all content and functionality not being available by touch gesture when built-in assistive technology is activeNew Success Criteria 2.5.1Failure
FM002 Failure of 2.5.1 Failure of 2.5.1 Touch: All functions available by touch are still available by touch after system assistive technology that remaps touch gestures is turned on. (Level A)In Progress Chris M New Success Criteria 2.5.1Failure
FM003 Failure of 2.5.1 Component can be opened but cannot be closed with touch when a system screen reader is running. (Level A)In Progress Marc J New Success Criteria 2.5.1Failure

2.1 FM004 Failure of 2.5.4 Touch target is less than 44 pixels by 44 pixels. (Level A) In Progress Marc J New Success Criteria 2.5.4Failure
2.1 FM005 Failure of 2.5.4 Touch target is less than 44 pixels by 44 pixels at the default viewport size.(Level A) In Progress Marc J New Success Criteria 2.5.4Failure

* Not yet in Technique lists

Providing touch access for custom controls

https://www.w3.org/WAI/GL/mobile-a11y-tf/wiki/Technique_Development_Assignments
https://www.w3.org/WAI/GL/mobile-a11y-tf/wiki/Specifying_a_system_font_in_web_content_to_support_platform_text_resize_without_browser_or_platform_assistive_technology_zoom.
https://www.w3.org/WAI/GL/mobile-a11y-tf/wiki/Failure_of_2.5.3
https://www.w3.org/WAI/GL/mobile-a11y-tf/wiki/index.php?title=Failure_of_2.5.1&action=edit&redlink=1
https://www.w3.org/WAI/GL/mobile-a11y-tf/wiki/FM003
https://www.w3.org/WAI/GL/mobile-a11y-tf/wiki/FM004
https://www.w3.org/WAI/GL/mobile-a11y-tf/wiki/FM005

