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Part 1: Jason Tan – Mobile Accessibility as an Untold Odyssey 

Framing the Issue: Mobile vs. Web Accessibility 

• Jason opened with a literary analogy: web accessibility is like the Iliad 

(well-charted, known characters/tools), whereas mobile accessibility is the 

Odyssey—complex, lesser understood, and full of hidden barriers. 

• He drew comparisons from mythology to modern platforms: 

o Lotus Eaters = mobile platforms (Apple/Android) that lull developers 

into complacency through locked ecosystems. 

o Polyphemus = the opaque, chaotic structure mobile developers face, 

making them feel trapped and blind in an unfamiliar domain. 



o Ithaca = the aspirational end-goal of accessible mobile apps through 

structured solutions. 

Core Mobile Accessibility Challenges ("Four Horsemen") 

1. Lack of Unified Standards: 

o No mobile equivalent to WCAG (“MCAG?”). 

o Native app frameworks (e.g., SwiftUI, Kotlin) lack guidance for 

accessibility akin to ARIA on the web. 

o Interaction patterns (swipe, long press, double tap) aren't fully covered 

by existing guidelines. 

o Companies like CVS Health and T-Mobile have developed internal 

mobile accessibility standards to fill this gap. 

2. Poor Automation Infrastructure: 

o Tools like Appium are outdated, flaky, and hard to maintain. 

o Web automation is mature (e.g., Playwright, Puppeteer), whereas 

mobile lacks such scalable frameworks. 

o Even advanced AI systems like OpenAI’s Operator ignore mobile 

because of tooling limitations. 

3. Opaque Element Structures: 

o Mobile UIs don’t expose their structure like the HTML DOM does. 

o DOM-based accessibility tools like aXe-core have no mobile equivalent. 

o Apple and Android UIs expose only limited metadata through 

restricted APIs; visual hierarchy is insufficient for automation. 

4. Platform Restrictions: 

o Apple/Google restrict accessibility metadata and developer access. 

o Unlike open-source web tools, mobile development requires 

proprietary IDEs and SDKs (Xcode, Android Studio), further limiting 

flexibility. 

TestParty’s Proposed Solution 

• Built a layer over Maestro, a mobile automation framework. 

• Created a YAML-based scripting interface for end-to-end mobile testing—

mirrors Puppeteer’s simplicity. 

• Focuses on element-level accessibility validation rather than attribute-

based (ARIA), which doesn’t apply well to mobile. 

• Allows for simulation of complete user journeys across platforms, 

independent of IDEs or mobile OS constraints. 



• Designed to bring "developer joy" and encourage widespread adoption by 

reducing maintenance overhead and entry barriers. 

Audience Q&A Highlights 

• Cross-platform compatibility: Supports React Native, Flutter, and even .NET 

MAUI (with reservations). 

• Human vs. Automated Testing: Currently, ~80% of mobile QA is manual. 

Automation is growing slowly due to lack of robust tools. 

• Tool maturity gap: Web benefits from a decade’s head start, with open 

frameworks and widespread community involvement. 

• IDE limitations: PreGame (internal name) does not yet integrate with 

Android Studio due to closed ecosystems. 

 

Part 2: Michael Bervell – Automating the WCAG with AI and Becoming 

Accessibility Superheroes 

Narrative Setup: The Cyborg Metaphor 

• Michael shared a personal story about loving Cyborg from Teen Titans—a 

Black, disabled, tech-augmented superhero—as a childhood role model. 

• Cyborg represented the synergy of human capacity and technological 

enhancement. 

• His thesis: AI + human expertise + moral intent = accessibility superhero. 

• His goal: explore how AI can automate not just testing, but remediation 

of the WCAG. 

State of Web Accessibility 

• 95% of top homepages remain inaccessible (down only marginally to ~94% 

over recent years). 

• The web is growing more complex annually (~11.8% more elements), 

increasing testing burdens. 

• Manual audits take months; professionals experience burnout (60% report 

it). 

• Accessibility lawsuits are widespread—estimated $400M in settlements 

over the past 5 years in ecommerce alone. 



AI Productivity Research (Harvard/BCG Study) 

• Study with Boston Consulting Group (BCG): AI users completed tasks 12.5% 

more work, 25% faster, and 4% better quality than non-AI users. 

• Introduced two AI interaction models: 

o Centaur: human divides labor with AI. 

o Cyborg: human deeply integrates AI—more interactive, iterative 

prompting. 

• Cyborgs outperformed centaurs by prompting 3.5x more, refining and 

improving collaboratively. 

AI Model Comparison for WCAG Remediation 

• Michael asked 4 major LLMs how much of WCAG could be remediated: 

o DeepSeek: 70% (20% automated, 50% human in the loop) 

o Claude: 75% (17% automated, 30% with human input) 

o ChatGPT: 80% (50% automated, 30% with human) 

o Gemini: initially said 100%, then scaled back to 95% 

• AI can automate basic, rules-based patterns, but subjective/contextual 

elements require human expertise. 

Limits and Use Cases of AI in Accessibility 

• Subjectivity and contextual judgment limit AI's ability to fully remediate. 

• AI does well with color contrast, alt text, heading structure. 

• Weaknesses: labeling complex UI, tone matching, meaningful alt 

descriptions, etc. 

• Human oversight remains crucial (“human in the loop” or “agent in the loop” 

frameworks). 

• Michael proposes "adversarial AI agents"—systems that check other 

agents’ remediation for errors, like hallucination detectors. 

Vision of Future Systems 

• Envisioned "cyborg AI systems" with multiple agents: 

o One to suggest fixes, one to validate, one to correct. 

o These agents may eventually specialize by WCAG success criteria (e.g., 

alt text agent, color contrast agent). 

• Reaffirmed the value of human experts, especially those with lived 

experience of disability. 



Educational Reflections 

• Shared example of high school students naturally using AI in a cyborg-like 

way: iterating, refining prompts, co-writing. 

• AI’s integration into education highlights the shift toward collaborative AI 

workflows, not replacement. 

Audience Q&A Highlights 

• Multilingual support: AI can remediate accessibility issues across languages 

and modalities (text, images, code). 

• Job impact: Experts are essential to develop, supervise, and refine AI tools. 

Roles may change but won't disappear. 

• LLM hallucinations: Proposed layered adversarial agents to reduce false 

positives in remediation. 

• Real-world results: Attendees shared mixed success using Co-Pilot for 

remediation—underscoring need for validation. 

• Inclusion of people with disabilities: TestParty hires user testing agencies 

with disabled testers for feedback. 

• Educational adaptation: Need to train future accessibility professionals to 

work as “cyborgs,” not just “centaurs.” 

 

Concluding Reflections 

• Both speakers emphasized the philosophical and practical necessity of 

human-AI collaboration in digital accessibility. 

• Mobile accessibility remains deeply underserved, requiring innovation in 

standards and tooling. 

• AI offers promise, but must be wielded thoughtfully, with human 

oversight, especially in subjective contexts like accessibility. 

• The goal is not to replace experts, but to amplify their impact—turning 

practitioners into “accessibility superheroes.” 

 
 


