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Abstract

I began working on accessible computing in 2001 at the start of my
doctoral program by developing word prediction software for Palm
PDA devices [4]. Today, 25 years later, accessibility has remained
a core focus of my work and the work of my students in the field
of human-computer interaction (HCI). In this keynote, I will share
five projects that have significantly shaped my work, along with
five reflections that continue to inform my perspective. My goal is
to convey ideas from which I would have benefitted 25 years ago
as a junior researcher starting in accessible computing. My five
projects are EdgeWrite [9], Slide Rule [3], enhanced area cursors [1]
and, in particular, the Pointing Magnifier [2], ability-based design
[7, 8], and the epidemiological model of mobile app accessibility
[5, 6]. My five reflections concern prioritizing depth, the power of
participant-driven prototyping, the opportunities and obligations
of field deployments, the importance of conceptual contributions,
and the value of cross-disciplinary deep-dives. I conclude by ad-
dressing some of the promises and pitfalls of artificial intelligence
for accessibility, drawing on these reflections to light our way.
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(UW). His field is human-computer interaction (HCI) with a focus

This work is licensed under a Creative Commons Attribution 4.0 International License.
ASSETS °26, Vila Nova de Gaia, Portugal

© 2026 Copyright held by the owner/author(s).

ACM ISBN 979-8-4007-2521-0/2026/10

https://doi.org/10.1145/3797867.3857816

on input and interaction techniques, human performance with com-
puting systems, mobile user interfaces, accessible computing, and
human-centered artificial intelligence. He directs the Accessible
Computing Experiences (ACE) Lab and co-founded and co-directed
the UW Center for Research and Education on Accessible Tech-
nology and Experiences (CREATE). He also co-founded, chaired,
and directed the Master of Human-Computer Interaction + Design
(MHCI+D) degree program at UW. He and his doctoral students are
part of the cross-campus Design: Use: Build: (DUB) Group, one of
the largest and most vibrant HCI research and practice communities
anywhere in the world.

For 25 years, Professor Wobbrock and his students have focused
their research on accessible computing. Wobbrock has published
250 papers and 19 patents, which have been cited over 31,000 times.
He has received 37 paper awards, including 7 best papers and 9
honorable mentions from ACM CHI, the flagship conference in
HCI. For his contributions to accessible computing, he received
the 2017 ACM SIGCHI Social Impact Award and the 2019 and 2025
SIGACCESS ASSETS Paper Impact Awards, which are 10-year last-
ing impact awards. He also received 10-year lasting impact awards
from ACM ICMI 2022 and ACM UIST 2024 for his work on gesture
recognition. In 2018 and 2021, he was named the #1 Most Influential
Scholar in HCI by the citation-ranking system AMiner, and he was
#2 in 2020. In 2010, he received an NSF CAREER award. In 2019, he
was inducted into the ACM CHI Academy. In 2021, he was named
an ACM Fellow “for contributions to human-computer interaction
and accessible computing” He holds a B.S. with Honors in Symbolic
Systems and an M.S. in Computer Science from Stanford Univer-
sity. He also holds a Ph.D. in Human-Computer Interaction from
Carnegie Mellon University, where he received the 2006 School of
Computer Science Distinguished Dissertation Award.
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