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Fig. 1. Navigating outdoor space using non-visual senses. Blind individuals build mental maps (visual thinking) by sensing environmental
sounds, and use their cane for performing echolocation and perceiving haptic feedback; in other words, a combination of sound and
touch towards non-visual sensemaking of spatial concepts. Our work explores how these capabilities can be used for accessible data.
Abstract—For all its potential in supporting data analysis, particularly in exploratory situations, visualization also creates barriers:
accessibility for blind and visually impaired individuals. Regardless of how effective a visualization is, providing equal access for blind
users requires a paradigm shift for the visualization research community. To enact such a shift, it is not sufficient to treat visualization
accessibility as merely another technical problem to overcome. Instead, supporting the millions of blind and visually impaired users
around the world who have equally valid needs for data analysis as sighted individuals requires a respectful, equitable, and holistic
approach that includes all users from the onset. In this paper, we draw on accessibility research methodologies to make inroads
towards such an approach. We first identify the people who have specific insight into how blind people perceive the world: orientation
and mobility (O&M) experts, who are instructors that teach blind individuals how to navigate the physical world using non-visual senses.
We interview 10 O&M experts—all of them blind—to understand how best to use sensory substitution other than the visual sense for
conveying spatial layouts. Finally, we investigate our qualitative findings using thematic analysis. While blind people in general tend to
use both sound and touch to understand their surroundings, we focused on auditory affordances and how they can be used to make
data visualizations accessible—using sonification and auralization. However, our experts recommended supporting a combination of
senses—sound and touch—to make charts accessible as blind individuals may be more familiar with exploring tactile charts. We report
results on both sound and touch affordances, and conclude by discussing implications for accessible visualization for blind individuals.
Index Terms—Accessibility, blind users, sonification, visualization, spatial layouts, sound perception.

1

I NTRODUCTION

Visualizations are largely inaccessible to individuals who are blind
or have visual impairments. Screen readers, the method blind people
most commonly use to transform on-screen text to speech, generally
cannot parse pixel visualizations, and few web-based visualizations
provide sufficient textual descriptions or the underlying datasets [49].
People with visual impairments are a large population of potential data
visualization users. In 2015, globally there were 253 million people
with visual impairments, out of whom 26 million were blind, and this
number is estimated to reach around 703 million by the year 2050 [4].
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This is also not just a sociotechnical problem, but a potentially legal
one; for example, in the United States, Section 508 of the Rehabilitation Act requires that all federal government websites be accessible
for people with disabilities, and the Americans with Disabilities Act
similarly requires accessibility for most websites of public accommodations [47]. Blind people1 navigate a 3D world of space and objects,
and are therefore equally capable of understanding spatial layouts as
sighted individuals. However, despite continuous advances in visualization research, little effort is devoted to accessibility. While our focus in
this paper is on blind individuals, inaccessible visualization practices
not only affect blind people, but also those with other impairments such
as motor or cognitive impairments [18, 49]. We believe that the visualization community must work to lower barriers for blind individuals by
focusing on accessible visualization and data analysis.
Accessibility technologies for blind users tend to employ a method
called sensory substitution [19] by conveying data using other senses
such as hearing and touch, and even smell [25, 39] instead of vision.
Efforts to render visualizations accessible for blind users have been
explored by research communities such as human-computer interaction
(HCI), accessibility, and sonification for specific contexts. Of the two
1 While people-first language is preferred by most people with disabilities,
much of the blindness community prefers the use of the term “blind people.” In
this text, we use both approaches interchangeably.

most common sensory substitutes—sound and touch—sound is by far
the easiest to deploy since it does not require any specialized hardware.
While there exist many examples of sonification and auralization [37]
(the use of non-verbal and verbal sound), these efforts primarily involve
the blind community only as users or testers, and not as full-fledged
informants or design partners [21, 34] in the development team.
In this paper, we seek to add to the growing body of literature on the
potential of accessible visualization design by understanding how blind
individuals perceive the world around them using non-visual senses.
Such knowledge would enable the design of more efficient audio representations of data that leverage the mechanisms that blind people
already use in their everyday life. Our goal is to broadly understand (1)
how blind individuals perceive and retain sound and touch-based information so that visual layouts such as charts can be effectively translated
into non-visual senses, and (2) what this means for accessible visualization design so that future tools are robust enough to support multiple
levels of visualization-related tasks [13]. To this end, we conducted
semi-structured interviews with 10 Orientation and Mobility (O&M)
instructors (experts), all of them blind, to understand how they teach
their students (blind individuals) to navigate physical space using the
sense of sound and touch. We chose this particular population because
these O&M instructors not only have significant personal expertise in
leveraging non-visual senses to navigate the physical world everyday
life, but also the knowledge and experience of teaching these skills to
others. As part of the interviews, we also conducted discussions with
these instructors on how to use sound and touch to convey data, and to
translate visualizations. We found that blind individuals who undergo
O&M training engage in experiential learning [42]—e.g., hands-on
learning followed by reflection—to calibrate their minds to mapping
sounds and tactile feedback to real-world aspects such as size, distance, angles, and position. We also learned how individuals actively
use echolocation and environmental sounds to make sense of physical
space, and the importance of sensory integration (e.g., combining audio
and tactile feedback) in understanding it. Based on these findings, we
derive design implications for accessible visualization design, with a
focus on audio—speech and non-speech, and tactile representations,
feedback and interactions. We also discuss the importance of training
and usability of tools for accessible visualization for blind individuals.
The contributions of this paper are the following: (1) results from
semi-structured interviews with 10 O&M experts that convey how blind
individuals perceive spatial concepts using sound and touch; (2) design
implications for accessible visualization design with the idea of sensory
integration of sound and touch; and (3) a design space on accessible
visualization for blind individuals.
2

R ELATED W ORK

Accessibility and HCI research commonly use sensory substitution [19]
techniques to convey feedback to people with visual impairments. Below we discuss prior work across research disciplines in the use of
sensory substitution to aid in data analysis and visualization.
2.1

Mental and Spatial Mapping

Mental maps are cognitive constructs that are used to understand and
explain the environment around a person to support spatial thinking
and discussions [41, 76]. These mental maps are stored as schematic
representations [72], usually based on rectangular grid structures [43],
and contains information related to objects, spatial relations between
objects, landmarks, intersections, and route descriptions [44].
Research shows that blind and sighted people construct spatial maps
in similar ways [58], and that blind individuals use a combination of
sensory cues such as auditory, tactile, movement, and proprioception to
perceive, store and recall spatial concepts [59, 73, 75]. Research shows
that the “visual” cortex of the blind is activated to process other sensory
modalities [50]. More recently, Hersh [39] conducted interviews with
300 blind and visually impaired individuals about perceiving spatial
layouts, and identified that these individuals used their hearing, touch,
and a combination of both to perceive space.
Orientation and Mobility (O&M) training has been studied in the
literature primarily to inform technology development to support O&M

training [25, 39]. O&M training teaches perceptual and conceptual
abilities to tackle indoor and outdoor navigation tasks. In fact, O&M
skills have been shown to be transferable between virtual environments
to the real-world and vice-versa [12, 45]. This partly motivated our
focus on O&M instructors in our study.
2.2

Sound Perception and Sonification

Sonification is the use of non-speech sounds to convey data or information where data are mapped to sound parameters to generate sound [37].
Auralization is the process of modelling and simulating the experience
of sound in a virtual space [22]. Audification [38], a type of sonification
is the technique of directly mapping all data values one-to-one continuously to audio-samples. The aforementioned data mapping techniques
have been extensively used by the International Community of Auditory
Display (ICAD). In a typical auditory display, one may have multiple
auditory dimensions (e.g., frequency or loudness of a tone) with each
dimension bearing a light information load (data), or relatively more
number of auditory dimensions, with each dimension bearing a considerably higher information load. The information being represented
using sounds range from a low-resolution equivalent of images [51, 77];
to system functionality and actions–auditory icons and earcons [11, 30];
and abstract data such as temperature and pressure [74]. Brittel [14]
presents a review of literature on sonification in conveying geospatial
data by mappings to non-speech sound dimensions such as frequency
and timbre, and to temporal characteristics such as duration and time.
Sonification using spatial sounds—2D or 3D, where the position
of the sound source is modeled, helps blind and partially sighted
users explore spatial layouts such as virtual city maps [48]. Nasir
and Roberts [57] present a comprehensive review on spatial sound
and sonification techniques that are beneficial in conveying spatial as
well as non-spatial data (such as pie charts). The authors state that
the complete potential of spatial 3D audio is yet to be explored. Duraiswami et al. [22] present techniques for creating virtual auditory
spaces to aid acoustic source localization. Geronazzo et al. [32] present
a spatial sonification system that enables audio-haptic exploration of
virtual maps, and show that a 3D spatial audio and tactile combination
outperforms just tactile feedback and tactile feedback with 2D audio.
Sound-based substitution has the advantage of being easily available
in professional settings to blind individuals through personal computing
and audio devices such as computers, smartphones, and headphones.
However, there are disadvantages such as requiring extensive training [51], and varying auditory perception of individuals. Humans find
it hard to distinguish different levels of a sound dimension (e.g., multiple frequency levels) and are better able to distinguish between different
dimensions (e.g., between two tones with fewer segments across frequency and loudness) [60]. Walker et al. [74] experimentally compared
sound mapping ensembles created by sound designers to be “Intuitive”,
“Okay”, “Bad” and “Random”; and the “Random” ensemble resulted
in the highest task accuracy over “Intuitive” or “Okay“ as one would
expect. Hence, it is crucial to empirically test the auditory display system with the intended user to define the most efficient mappings. We
seek to better understand such variability in sound perception through
interviews with blind O&M instructors.
2.3

Accessible Visualization using Sound and Touch

Visualizations are by definition visual in nature, so making them accessible to a blind audience is a significant challenge with facets, many
of them social rather than just technical in nature [49]. Non-verbal
sound (sonification) and speech (auralization) have been used in place
of visual representations. Early solutions used musical cues to convey shapes and graphs, but required visually impaired users to have
musical knowledge [6, 64]. While not directly related to visualization,
audio and haptic feedback have been used to help people with visual
impairments understand the structure of web pages representing buttons, links, and search features [54, 55]. NASA researchers developed
MATHTRAX [67], an interactive graphing software that sonifies mathematical data, functions, and equations for blind and low-vision students.
Visualization-specific audio translations such as sonification of 2D data
tables [63], line charts [15], shapes [31], bar charts [23], pie charts [28],

and network structures [36] have mapped audio notes to data values as
effective non-visual chart equivalents. The aforementioned solutions
were experimentally evaluated with blind individuals; with sighted or
blindfolded individuals oftentimes included for comparison. While
these chart specific solutions are effective, issues with training and
usability due to lack of familiarity with audio dimensions still persisted.
Sonification of axes and labels improve point estimation by providing
contextual references [69]—leading to improved graphical perception.
Tactile representations are effective in representing data and in translating visual representations such as maps [40] and bar charts [71]
into touch-perceivable equivalents. Guinness et al. [35] used miniature
robots to convey data, and found that target acquisition was easier using
tactile feedback as compared to sound. The sense of smell could also
potentially be used as a complementary modality towards making visualization accessible for blind individuals [8]. Zhao et al. [83] created a
tool that used both sound and speech to enable visually impaired users
to explore maps and several other statistical data graphics. Computational methods have been used to extract semantic information that
can subsequently be sonified or read aloud [26], from charts in applications such as accessible floor plans [33], to metadata added to charts
generated in R [27]. However, these solutions work only for charts
authored in specific tools. Multimodal solutions using a combination of
sound and touch have been shown to be more effective than using single
modalities, and have inherently focused on chart translation, interaction,
and authoring as well [5, 7, 24, 80, 84]. Web chart accessibility focuses
on screen reader integration leading to solutions that integrate naturally
into blind individuals’ technology ecosystem [18, 23, 84].
Much work has been done across communities such as HCI, Accessibility, ICAD, and cognition to make data and charts accessible. We
believe that many of these solutions could make specific chart types
or data accessible. As newer and more complex innovation in the visualization community grows, there is a need within the visualization
community for frameworks or models to guide researchers and technologists to make their innovations accessible. For example, Brown et
al. [16] propose audio representation guidelines for graphs and tables,
and Zhao and colleagues [82, 83] propose audio information seeking
principles (AISP) for abstract data. In our work, we focus on bridging
these disciplines, confirming results from and adding to past work,
and broadly focus on sensory substitution for spatial understanding by
interviewing experts from the blind community.
3

M ETHODOLOGY

To better understand how blind individuals learn to use sound and touch
to perceive and navigate physical space, we conducted semi-structured
interviews with 10 blind Orientation and Mobility (O&M) instructors.
Here we first provide background on O&M training, present our study
rationale, and then describe our data collection and analysis process.
3.1

Orientation and Mobility (O&M) Training

Blind individuals enroll in Orientation & Mobility (O&M) training
to learn to become independent travellers. As part of their O&M
training, individuals are taught to use environmental cues to construct
mental maps of the space around them. Orientation and Mobility
instructors teach blind individuals—“clients” or “students”—to travel
both indoors and outdoors, and to increasingly rely less on the visual
sense. It is often assumed that blind individuals are a homogeneous user
group, but research has shown that the attitudes, needs, and behavior
of persons who are blind vary greatly. In addition to O&M or Cane
Travel, blind individuals are also able to enroll in programs such as
Braille learning, Technology, Job Readiness, and Wood Shop Training.
Orientation and mobility experts receive National Orientation and
Mobility Certification (NOMC), a certification that is offered by the
National Blindness Professional Certification Board (NBPCB). Certified trainers teach under the Structured Discovery Cane Travel (SDCT)
model; one that focuses on individuals acquiring non-visual travel
skills through experiential learning based on personal experiences. The
instructors teach concepts such as cane grips, mental mapping, environmental cues; and problem solving [25, 39]. Structured Discovery
Cane Travel is one among two primary O&M training models; the other

one—Sequential Learning (SL)—is a medical model for rehabilitation
that was designed in the 1940s for World War II veterans and did not
allow blind individuals to become teachers.
3.2 Study Rationale
While there are potentially many user groups to interview in order
to understand sensory substitution mechanism, we chose blind O&M
instructors because they (1) have significant lived experience of using
non-visual senses in perceiving space, as well as (2) are competent
at teaching these skills to others, and have thus spent a significant
amount of time retrospectively thinking about the skills. O&M training
is particularly relevant because these skills have been shown to transfer
to other contexts and settings in prior work [12, 45].
More specifically, visualizations such as maps, scatterplots, bar
charts, and graphs rely on visual semantics such as shapes, size, color,
position, labels, and axes to convey data to sighted individuals. Speaking to O&M instructors is a reliable way to explore how to translate
a visualization’s visual semantics into non-visual modalities based on
how blind individuals perceive visual semantics of space. Compared to
blind sonification or tactile graphic designers who may use their own
experiences, blind instructors have a broader view from their training
and certification to teach other blind individuals. Prior work also shows
that the intuition of sonification designers may not lead to the best
data-to-sound mappings [74]. Blind individuals are also taught mathematics and graphing primarily using tactile graphics such as embossed
or Braille charts by Teachers of Students with Visual impairments
(TSVI) [65, 81]. TSVI focus more on tactile representations, while
O&M instructors focus more on teaching spatial understanding from
sound and touch. Tactile charts have several limitations [81] such as
cost, information overload, and longer production time. While out
of the scope of this work, we do think interviews with TSVI could
lead to interesting insights on aspects such as chart authoring, and
collaboration in classroom settings.
Ultimately, we hope to apply these sensory substitution insights
towards accessible visualization design. Additionally, we believe
that comprehending fundamental chart concepts such as reference
frames, estimating distances, understanding angles, and other visual
variables [10] are similar to understanding and visualization navigation
layouts and routes in the real world.
3.3 Participants
We recruited 10 blind Orientation and Mobility instructors to learn
about their personal and professional perspectives on how blind individuals use sound to create mental maps, understand their surroundings,
and navigate in a physical space. We focused on SDCT instructors
because the self-confidence levels of SDCT students are higher than
those from SL training.
Table 1 provides an overview of the participants. Two of our participants were also itinerant trainers who would visit their students at their
preferred locations, while most of our participants conducted classes
at institutions. Participants taught students as young as 5 years and as
old as 70 years; and also students with other disabilities. OM4 was
also a certified TSVI. Overall, the participants had a strong expertise in
teaching their students to travel using non-visual skills.
Participants were recruited through mailing lists associated with the
National Federation of the Blind (NFB). The study was approved by
our university’s Institutional Review Board, as well as the Research
Advisory Council of the NFB.
3.4 Data Collection and Analysis
We conducted semi-structured interviews via video and audio conferencing on the internet to collect our data. We then transcribed and
analyzed the resulting data using thematic analysis.
3.4.1 Semi-structured Interviews
Each semi-structured, audio-recorded interview was scheduled for 60
minutes, and participants—as rehabilitation experts—were compensated with a $100 Amazon gift card. Broadly, the research goal was to
understand the design space to help design and build tools that support

Table 1. Demographics and O&M experience of the 10 participants.
Abbreviations: M—Male; F—Female; NB—Non-binary.

ID

Age

Gender

Education

O&M Experience

OM1
OM2
OM3
OM4
OM5
OM6
OM7
OM8
OM9
OM10

30
32
55
57
66
62
36
25
27
30

M
M
M
F
M
M
NB
M
NB
M

High school
Master’s degree
Associate degree
Ph.D.
High school
Master’s degree
Master’s degree
Master’s degree
Master’s degree
Master’s degree

3 - 5 years
5 - 7 years
More than 7 years
More than 7 years
More than 7 years
More than 7 years
More than 7 years
3 - 5 years
6 months - 1 year
3 - 5 years

data analysis through sound and touch representations and interactions.
This could mean making data representations such as visualizations
or charts more accessible, or finding new ways of representing data in
using sound—both speech, and non-speech.
To understand O&M training procedures, we asked participants how
they trained blind individuals to rely on sound for creating mental maps
of the environment as well their use of auditory interfaces in activities of
daily living. Secondly, we asked the participants how blind individuals
perceive and infer different aspects and properties of sound, such as
loudness, position and direction, pitch, repetition, moving vs. static
sounds, and verbal sounds (speech). Finally, to brainstorm about the
idea of translating a virtual and visual layout (a visualization) into an
audio representation, we introduced our design idea to foster discussion
and receive feedback. Participants were introduced to the idea of a
web-based interface that allows users to upload a chart image; the tool
will then extract text labels, data, and other semantic information from
charts—for example, bar charts, scatterplots, maps, and line charts.
Next, the tool will translate the visual elements and data into audio
representations by simulating spatial audio [29]. Users can interact with
the sounds using their keyboard or touch screen. The O&M instructors
were not data visualization experts, but this part of the session guided
participants to discuss their familiarity with audio and tactile feedback.
3.4.2

Transcription

The audio recordings of the 10 interviews—10 hours and 38 minutes,
were transcribed using an online service—Rev [3]. On average, each
interview lasted 64 minutes.
3.4.3

Analysis

We used thematic analysis [46] to open code the transcripts. We started
by randomly selecting two transcripts to be open-coded by two researchers. In other words, we each separately tagged text from the
transcripts with multiple codes (see below examples) to add semantic
structure to our data. After open coding, the two researchers discussed
and merged the codes to create an initial codebook. The merging process included a discussion of rephrasing codes, adding missing codes,
removing codes that resulted in a codebook that was agreed upon by
both researchers to improve reliability of our results. Next, one researcher coded the remaining transcripts using the initial codebook,
and added codes as they emerged.
Some examples of the codes that were used are: “O&M concepts”, “Indoor navigation”, “Residual vision use”, “Multiple
sounds”,“Technology use in O&M”, “Embodied Cognition”, “Prior
chart knowledge”, “Sound Isolation strategies and challenges”, and
“Sound Mapping and Inference.” As new codes emerged, we returned to
older transcripts to apply the new codes. Overall, 89 unique codes were
used, and 258 excerpts were extracted from the coding process. Our
codes are included in the supplementary material. Results from our
analysis have also been reviewed by one of the co-authors who is blind,
and has long experience in information, data, and knowledge work.

4 F INDINGS
In this section, we present three main themes that broadly describe (1)
Orientation and Mobility concepts that reveal how blind individuals
perceive elements and layouts of space using non-visual senses, (2)
how individuals interact with space using sound and touch, and (3) the
challenges of using non-visual sense in using visualization. Throughout
this report, we highlight insights derived from this process as follows:
Insight #1. Orientation and Mobility training highlights many
audio and touch affordances that may be useful for creating accessible representations of data and visualizations.
The color coding for these boxes signify whether they arise from
perception, interaction, effectiveness, challenges, or design guidelines.
We discuss the implications of our insights in detail in section 5, but
briefly explain how our insights relate to visualization in this section.
4.1 Perceiving Space as a Blind Individual
O&M training does not follow a prescriptive approach. Instead, it
generally encourages Socratic questioning to help students associate
their own meaning to various environmental cues. When asked specifically about different properties of sound, all participants mentioned that
while certain properties can have an objective meaning, it is very hard
to prescribe a particular threshold when considering the magnitude of
these properties. For example, while loudness of sound might increase
as someone walks closer to a sound source, estimating precise distances
is still challenging. Additionally, participants noted that there is a lot
of variability among students in terms of perceiving different sounds.
Here we describe specific instances of using different properties of
sound and touch in the non-visual sensemaking of physical space.
Participants described the white cane as the primary tool used in the
orientation and mobility process. The non-folding version is recommended by the NFB, and is the primary one used in the O&M training
process. Other canes, such as folding ones, are also used by blind
individuals, but are not recommended because of the limited haptic
feedback that they offered compared to the non-folding cane. Such
haptic feedback is critical; the cane was described as an “extension of
the self,” and cane techniques help students actively interact with the
environment to receive sensory information. For example, participants
described “shorelining” as a technique used by students to understand
their position on the sidewalk by walking in “parallel” using the grass
or the edge of the sidewalk as a “reference.”
Insight #2. Many white cane interaction techniques help blind
individuals receive haptic feedback while traveling.
Additionally, a sweeping motion of the cane on the ground can also
convey tactile information to the students based on the continuous haptic feedback that the hollow stem of the cane transfers to the individual’s
hands. OM4 explained how texture changes in the aisles of a grocery
store are perceived during indoor navigation: “There’s a texture change
when you’re in front of the grocery aisle or the refrigerated section, or
even the fruit and vegetable sections. Because, that’s a little bit rougher,
the texture is a little rough.” By leveraging the familiar metaphor of
actively probing to understand a surface, tactile solutions could strongly
couple interaction and representation to improve accessibility.
Participants indicated that the sounds, especially distinct sounds,
produced by certain objects in the environment, such as lawn mowers,
HVAC (heating, ventilation, and air conditioning) systems, streetcar,
and traffic sounds, provide many clues about the environment around
them. These ambient sounds, when mapped with concepts that students
have stored in their memory, assist in the process of navigation and
understanding the shape or layout of the surrounds, especially when
walking into unfamiliar routes or buildings. OM6 explains: “I think
there’s also another thing which is the knowledge that a person has
accumulated over the years. When I walk into a high-rise building,
there’s really only a couple possible places that the elevators could be
located. And so I’m able to use that knowledge to help me figure out

where I need to go to find the elevator.”. Chart literacy can be challenging for sighted individuals, and is even more for blind individuals
if they are unable to perceive the concepts used in highly customized
bespoke charts—i.e., non-standard charts. The importance of concept
building indicates a need to effectively represent geometric units used
in charts through non-visual senses.
Insight #3. Sounds known to individuals from lived experiences
help build spatial awareness.
Many participants mentioned that the loudness is usually associated with the distance between the student and the sound source.
For example, OM7 mentioned that they talk to their students about
loudness, where a change in loudness indicates changing distance
between the two reference points—the individual and the sound
source: “But I’ll ask them, “The sound that you hear, does it
seem quiet or does it seem louder to you?” [...] And if
they say,“Oh yeah, it seems quieter.” Then I might say, “Why
does it seem quieter?” [...] And if they honestly cannot make
that association, then what I will do is have them walk toward the sound
and ask them what’s happening to the sound as they approach it”. One
participant also indicated that students perceive bigger objects, such as
a truck, to be louder than smaller objects, such as a car, indicating that
the loudness may also be associated with size.
Insight #4. Loudness is commonly used for perceiving spatial
distance, and is also associated with size of objects producing the
sound.
Not many participants mentioned the pitch of a sound being directly
mapped to a particular physical property, but indicated that higher
pitched sounds were easy to isolate from other environmental sounds.
The pitch of the sound was associated with familiar concepts such as
the sound of a car engine: “If a car is idling, I will point out to the
student that when the car is shifted into the reverse, the pitch of the
engine goes lower because the engine is laboring and that’s something
to be aware of because that car could come backing out and you don’t
want to be in the way.” (OM6)
Insight #5. Pitch is used to recognize known objects and their
state; higher pitched sounds are generally easier to isolate from
other environmental sounds.
OM7 mentioned that their students were cognizant of the “sound
space” around them, and interestingly described certain aspects using
visual space. When students are immersed in auditory environments,
multiple sounds, with their different dimensions occupy the auditory
capacity. OM7 describes the visual space in front of the students,
indicating that sounds are mapped to visual space: “They should tell
me that the sound not only gets louder, but it takes up more of the sound
space. It takes up more space in front of them. Like a fountain in the
distance, it will sound quieter, but it won’t take up quite as much of the
stereo space in front of them, in the same way that a distant fountain
won’t take up as much visual space.”
Insight #6. Individuals map visual space by sampling the various
sounds of the environment and interpreting changes in sound
dimensions such as loudness.
Participants also mentioned that the sequence of sounds and the
duration of a particular sound were important features to interpret to
understand sound. Similar sounding tones when played sequentially
can also be distracting: “So as long as there’s a clear enough duration
in between, like if you’re going to play a sound, you want there to be
a gap in between.[...] So if they just get distracted for a second, they
might miss that there was two clicks instead of one.” (OM8)

Insight #7. The sequential nature of sound dictates that sampling
frequency and duration be optimized to improve accuracy of
spatial awareness.
Participants perceived the absence of echoes or sounds, and associated the presence of large objects at a certain distance causing sound
to be blocked and creating “sound shadows”—another visual concept.
OM6 describes this phenomenon as follows: “An individual that has
well-developed listening skills can hear those echoes off of telephone
poles and even sometimes off of sign poles, depending on conditions.
The person can also hear sound shadows from objects in the environment where they’re blocking out the sound of maybe a car passing by.
They hear a moment where it’s blocking out the sound.”
Insight #8. The absence of sound—sound shadows—could be
interpreted as being caused by intersecting objects in space.
The soundscape, i.e., the sound space around the individuals, often
consists of multiple sound sources at different positions; some louder
than others, and at different pitches. Participants mentioned that one of
the important skills that students learn is “sound isolation.” Based on
the problem or task at hand, individuals needed to focus their attention
on certain sounds, and oftentimes these relevant and necessary sounds
would be occluded by environmental sounds.
Prior work on effectiveness of data-to-sound mapping recommends
empirical assessment based on end users and the data task [74]. Our
findings about loudness, pitch, and lack of sound being mapped to
spatial or geometric properties could be a starting point for accessible
sound representations since they are based on blind individuals’ mental
models. The idea of sound shadows has not been explored in prior
work, and could be an interesting design material for audio charts in
the future.
Insight #9. Individuals isolate and focus their attention on
specific sounds in a soundscape based on the task at hand.
Participants also mentioned that some important sounds such as
the “buttons at the (road crossing) intersection” sounded very similar
to environmental sounds such as the sounds of “birds chirping.” The
ability to isolate different sounds when needed was a skill that depended
on the the person because “people have (had) different levels of hearing
ability, and then being able to discriminate [...] used judgement on the
cues that they’re getting.” (OM3)
Participants mostly agreed that familiarity of sounds make sound
isolation much easier. Participants also describe how triangulation is
used to establish their position with more confidence: “You usually
have to have more than just one source of information to make a solid
deduction as to where you are. You might need to feel the direction of
the sun at that particular time of day, hear where the sound is coming
from and maybe some other sound off in the distance, maybe traffic off
in the distance somewhere tells you.” (OM6)
Insight #10. Familiarity as well as dissimilarity of sounds in a
soundscape help an individual to switch their hearing focus.
Participants mentioned that “sound localization” is part of the concepts covered during training, and is a fundamental concept that “can be
taught or is a learning curve”. However, there are variations among students’ efficiency in localizing sound. This could be because of students’
hearing impairments, when present, that causes “bilateral imbalance
in their hearing.” (OM3) Participants indicated that static sounds can
be used as landmarks or reference points. This indicates that sound
localization, while being a fundamental human feature, can be “highly
dependent on a person’s ability to discern an angle of sound.” Whether
a sound is static or moving, also influences how much an individual can
sample and associate meaning: “[...] when you have a static sound you
can use that specific sound for orientation purposes, right? Say that

sound’s been occurring at that location for the last several minutes, so
why don’t we use that as a point of reference as opposed to a moving
sound?” (OM1)
Prior work shows that sonification of chart axes adds context to audio
charts [69]. Since static sounds are useful as references, accessible
design could consider metronomes or always-present sounds to convey
chart boundaries, legends, or even scales of the axes.
Insight #11. Estimating positions of and distances between
sound sources varies greatly between individuals based on hearing
and spatial awareness, with static sounds being most helpful.
For sighted individuals viewing a chart, their eyes move rapidly to
perform actions similar to auditory actions such as filtering, scanning,
differentiating, etc. But with hearing supporting lower information
bandwidth, careful accessibility design may be needed to translate
charts showing a large amount of data.
4.2 Interacting with Space as a Blind Individual
Overall, participants indicated that the white cane helped in interacting
with the environment as an “extension of their body” and acts like an
“antenna.” Participants noted that canes with a metal tip encourages
the use of “auditory information” (OM4), whereas folding canes tend
to use a plastic tip that does not provide the same auditory feedback
(OM4). The cane helps produce a crisp sound that bounces off objects
around the students. The echo that is produced conveys different aspects
of the environment such as distance from buildings, number of objects,
and wide versus narrow spaces. The duration of the echo also conveys
meaning to the students. OM8 explains echolocation as follow: “So
an example is when they’re in a parking lot looking for a building, I
would have them tap at various parts of the ground in front of them,
they might tap at nine o’clock first, then 12 o’clock and three o’clock,
based on the time it takes for the echo to come back to them, then that
will tell them whether there is a building in that particular direction
or not. [...] If the building is within 15, 20, 25 feet away from them
where the echo would return, then they’ll quickly hear echo back, and
the length of the echo varies depending on how far the object is.”
Insight #12. Blind individuals often use echolocation to understand space around them.
In general, participants mentioned that their students visualize objects and space using their own body as reference. For example, participants described the positions and direction of objects using terms such
as “eye-level”, “front”, “back”, “left side”, “right side” and “above.”
This indicates that, considering 3D space, perspective appears to be
from the point-of-view of the individual’s body or as extension of the
body in the form of the white cane. All participants mentioned the use
of “cardinal directions” by their students during travel. Many participants also described the use of the sun’s position by perceiving the
direction of heat to gain an understanding of both time of the day as
well as understanding the cardinal direction they were traveling.
Insight #13. Blind individuals often interact with sound from a
perspective that is relative to different parts of their body.
Our finding on egocentric sound perception suggests that future work
on accessibility could explore egocentric perspectives for both sound
and touch-based solutions. While this has been explored in pie chart
sonification with sighted individuals [28], our findings highlight the
value in exploration with blind individuals.
4.3 Effectiveness, Information Access, and Usage
The findings above draw primarily from discussions about the idea of
transferring sound and touch perception skills acquired from O&M
training towards accessible sensemaking and charts. Participants were
divided on using sound alone, and many participants recommended the

use of both tactile and sound-based representations. Participants noted
that many students are familiar with using “tactile maps” to understand
spatial layouts as compared to sound. Some of these participants
opined that “touch and sight are more comparable than sound and
sight” (OM2), and also believed that “touch is (was) probably a quicker
avenue to the brain” (OM3).
Insight #14. Tactile representation allow haptic feedback, which
is more comparable to vision than sound, and can help people to
gain an overview of the canvas.
While tactile representations were preferred owing to familiarity, the
idea of audio charts could succeed with enough training: “Or for those
who become blind, some of them already have that experience through
their visual sense. It’s just a matter of getting them to calibrate it to
their other senses. And that’s also quite doable. We know that the brain
is plastic. So over a period of time, if given the correct education, the
brain can rewire itself to accept auditory, tactile, and proprioceptive
input and spatial input.” (OM7)
Insight #15. Sound representations can be made to work with
sufficient training and calibration of sound perception.
Participants provided positive feedback about the idea of audio
charts, and also provided specific feedback to make sound perception easier for blind individuals. OM8 recommended that “audio descriptions” are the best way to provide spatial awareness by giving
an overview of the canvas. OM5 also recommended using speech
to convey specific information such as numbers because from their
past experience, audio charts that use non-speech sounds are limited
by the inaccuracy of mapping sounds to numbers: “It’s not that they
couldn’t give me comparative information, in other words this sound is
lower than this other sound, but that they couldn’t give me the specific
information, if that makes sense.”
Insight #16. Non-speech sounds are more suitable for comparison while speech is preferred for conveying specific quantities.

Overall, participants recommended pursuing the idea of sensory
integration as “haptics could enhance that whole sound interpretation’.’
A major reason for preference of tactile charts stemmed from prior
experiences. OM8 explained that their institution uses an “embosser
like a Braille printer” to explain scatterplots as “there is nothing in a
screen reader that can read those (chart) types of data, unless there’s a
description of it.”
Insight #17. A combination of both sound and touch—sensory
integration—best supports real-world analytical tasks.
Participants recommended using haptic feedback in addition to audio
descriptions: “something that they (students) can feel underneath their
fingertips as well, something that they can explore tactically, i.e., using
touch.” Haptic feedback was also described to be useful as interaction
feedback; OM6 explained with an example of traversing a bell curve:
‘If you have a chart displaying a bell curve, having maybe vibration
or something that indicates to the person that they are following that
curve with their hand so that they feel the actual curve, in addition to
whatever information you might be able to provide, might be helpful in
being able to use that chart effectively.” Our findings on the need and
effectiveness of using multimodal solutions are in line with prior work
in the sonification and accessibility disciplines.
Participants mentioned that students perceive charts or visualizations, especially maps, as a 2D construct. Many individuals may have
seen charts before becoming blind, or have “felt” charts in the form of
tactile representations. Many participants indicated that students might
know the concepts of “Axes”, “Labels”, and “Marks,” and may also

be aware of specific visualizations such as bar charts, line charts, and
pie charts. However, participants also recommended a phases of understanding “how well that (blind individual) person’s geometric concepts
are” (OM6), and that designers and researchers make an attempt to
“absolutely have to have the person understand what a chart is... they
have to feel it, because otherwise it makes no sense.” (OM5)
Insight #18. Many blind individuals are familiar with charts and
its elements as 2D constructs, but accessible visualization design
should still strive to explain chart elements.
When asked to describe the information that may be important to
convey, participants highlighted the need to convey “individual layers
of information and the person can go through one layer at a time or
they could overlay different layers of information, so that they can be in
control of what they’re trying to understand.” (OM6). OM8 discussed
how the complexity of the chart, stemming from the amount of data
could lead to information overload, while also indicating limitations
of tactile representations: “But the problem is, if there are five things
on the scatterplot, you can easily fill all five dots, and get that data
from there. But if it goes any higher than that, if there’s things that
start coming together, the more information that is on there, the more
inaccessible it becomes.”
Insight #19. Sensory and information overload is a major usability challenge when using non-visual senses to understand charts.

All participants recommended that, regardless of sound or haptic representations, solutions try to reduce the learning curve for individuals,
by incorporating prior chart knowledge. Finally, participants mentioned
that accessible design should also focus on creating and retaining a
shared understanding of charts between sighted individuals and blind
individuals, as this becomes important: “especially in a work environment, but also probably in a school environment. It’s the ability to
communicate the understanding of the chart, [...] , because what we’ve
got to do is communicate that chart, not some kind of a different chart,
because it’s that chart that the sighted world is going to use. And in
most of the companies that I’ve ever worked in, in my life, I was the only
blind person there, so what was useful to me, if it wasn’t useful to other
people on my team, or in the company, then it wasn’t going to be useful.
In other words, we live in a sighted world, and if we live in a sighted
world then we have to figure out how am I going to communicate the
information I have to other sighted people in a way that makes sense
to them, and if you say, ‘‘well, that seems unfair that you
should have to do that’’—too bad.” (OM5)
Insight #20. Solutions towards accessible visualization should
not introduce new barriers for collaboration between sighted and
blind individuals.
4.4

Towards Accessible Charts: Needs and Challenges

O&M students tend to have varying levels of visual and other abilities
while partaking in the training. For example, students may have some
amount of residual but depleting vision, whereas some have no residual
vision at all. Additionally, some students may have congenital blindness
(from a young age) or may have become blind at a later stage in their
lives. Finally, students may also have other disabilities, such as hearing
and/or cognitive impairments along with vision loss. Our participants
stressed that each individual, while all have some amount of vision
loss, have varying abilities. In the case of students with hearing loss,
participants did encourage the use of residual vision (if available), but
“tweak the training to encourage them to use their vision in a realistic
way [...] but as far as just aligning properly and possibly seeing the
color of the light, if they can see that.” (OM2)

Insight #21. Individuals have varying levels of visual acuity,
familiarity with charts, and other disabilities that require personalized designs for accessible visualizations.
All of the participants mentioned the use of “sleep shades” to occlude
any residual vision of their students to ensure that they do not resort to
using their weaker sense to travel. The use of sleep shades is central to
the framework of Structured Discovery Cane Travel, and participants
indicated that relying less on vision during the training helps optimize
the use of residual vision after training. OM3 explains:
“From a practical point of view, it doesn’t make sense to start with
the weakest sense. We know people will use their vision, and [there is]
nothing wrong with that. But the idea is to develop mastery through the
other senses, and then when vision is introduced after the training [...]
In my opinion, by developing those alternative skills, using non-visual
skills and techniques, actually helps optimize the use of vision.”
Insight #22. O&M trainers prioritize using only non-visual
sense during training to avoid students using their weakest sense
(residual vision) in sensemaking.
The primary goal for a student or client partaking in O&M training
is to rely less on the visual sense while navigating the physical space
around them. In addition to cane travel, participants mentioned that
their students are taught to rely less if not eliminate their dependency
on the visual sense to orient and navigate the environment. Instead,
participants mentioned that students predominantly were taught to rely
on their sense of sound and touch to navigate the physical space around
them. While cane travel was the primary outcome of the training
process, participants also indicated that the emphasis on learning to
“completely use non-visual skills” (OM1) in tasks such as “decisionmaking,” “route planning,” and “route navigation.”
Insight #23. O&M training familiarizes students with other
analytical abilities such as planning, decision making, and navigation which indicates the importance of training and usability
for accessible visualization systems.
Many participants explained about the importance of assessing different aspects about their students such as the level of vision and hearing,
the amount of nervousness, and their travel routes and destinations, with
the aim of building more confidence and effective decision-making and
problem solving skills. This is especially important when students
practice outside of the training classes without the instructors. In such
circumstances, students need to be comfortable and confident in applying skills learned during training. OM5 summarizes these needs: “So,
initially, it’s a great deal of finding out what people do [...] Probably
getting a real understanding of the student initially is really important
to me, because I want to make sure that whatever I’m teaching them is
something that, A) they’re going to be able to understand, and B) that
they’re going to use it. ”.
Insight #24. O&M trainers measure success not only by assessing navigation tasks, but also by assessing confidence levels and
levels of comfort in relying on non-visual senses.
All our participants emphasized that instructors generally are aware
of the differences in abilities, needs, and prior knowledge of their
students; requiring them to “minimize prescriptive learning” (OM1).
Instead, participants mentioned that O&M training is more of an “experiential and incremental learning” experience. The process involves
many “repetitions” which aids the students in “calibrating” their senses,
and potentially updating their sensory memory. OM3 describes the role
of “Socratic questioning” in a typical lesson: For example, in a typical lesson, I don’t provide a lot of answers. If a student says, ‘‘am I
going the right way?’’, we use Socratic questioning, meaning we
ask them, ‘‘well, tell me about what you are sensing to

whether you think you’re going the right way.’’
And
we’ll help them through that, but help them think through the process in both multi-sensory, but probably more important developing
self confidence through that problem solving strategy.”.
Insight #25. Individuals undergoing O&M training calibrate
their non-visual senses through incremental learning and practice.

Our insights from this section strongly indicate the need for accessibility solutions to define success in terms of task completion, confidence
in accurately perceiving charts and data with low uncertainty. Prior
sonification and accessibility work acknowledges the importance of
training [51]. Our findings additionally highlight other aspects such
as including calibration and assessing confidence during the learning.
This becomes especially important as the bandwidth of the sound and
touch senses are lower compared to vision.
Participants emphasized the need for their students to perceive and
gauge the physical properties of objects in both indoor and outdoor
environments. For example, during outdoor navigation, objects such
as “buildings,” “people,” “vehicles,” and “parking lots” were described
to be essential features of mental maps. In indoor navigation, objects
such as “chairs,” “walls,” “doors,” and “electronic appliances” were
important references. Each of these objects could be “static” or “moving objects”, had a set of physical properties such as “shape,” “size,”
“texture,” “height,” and “position.” In addition to the aforementioned
properties, each of these objects could also have characteristic sounds
and tactile properties that provided students with the ability to orient
themselves, and construct mental maps of the space around them. Other
spatial concepts include “intersections,” which indicated a sense of visualizing “perpendicular” streets or hallways. Students also actively
perceived “distances” using units such as “city blocks” and “steps.”
Insight #26. Awareness and building of concepts related to
indoor and outdoor navigation are crucial to perceiving and interacting with physical space using non-visual senses.
5 D ISCUSSION
In this paper, our aim was to make inroads towards supporting the
millions of blind and visually impaired users for whom data exploration,
especially large-scale data exploration, remains inaccessible. Data
visualization and visual analysis, with its principles, techniques, and
tools, continue to introduce barriers for the blind community. Here we
describe design implications that we believe will guide visualization
designers, analysts, data scientists, programmers, and researchers alike
towards accessible visualization and visual analysis.
Overall, the findings validate previous research [25, 39] that sound
and touch play a very important role in perceiving spatial layouts. Additionally, the findings also confirm that a combination of senses are
used to perceive the environment, and familiarity of tactile charts could
indicate that haptic feedback and tactile information may be necessary
to effectively use sound-based representations. Many of our findings
converge around the importance of interaction with non-visual environmental cues. While building accessible solutions, perhaps there are two
levels of interaction using non-visual senses that need to be supported—
interaction with non-visual representations, and interaction with the
data itself. Visual interactions in visualization and visual analysis have
been extensively studied in the visualization community [79], and for
accessible solutions the focus on interactions is more important.
5.1 Design Considerations for Accessible Visualization
Our most fundamental finding is that it makes sense to use visualization
as an intermediary for sonification. In other words, instead of sonifying
the data directly, the visualization can serve as an inspiration for how to
spatialize the data in the sonified representation. Our findings indicate
that blind individuals tend to already be aware of the visual structures
used in common charts from lived experience, even if they were born
blind. Rather than entirely discarding existing visual structure in favor

of new structures based on alternate senses, we recommend focusing on
better translation of visual structures such as marks and encoding. This
means that the term “accessible visualization” is not misnomer. The
approach can also facilitate collaboration and communication between
sighted and blind individuals in data analysis. The importance of such
visual semantics for blind and low-vision individuals has also been
confirmed in other work [61].
D1. Retain visual structures used in common charts, such as bar
charts, pie charts, scatterplots, and line charts, for other media.
Our participants could only speculate about how sound and touch
could be used in data analysis and translation of visual representations.
However, the findings provide a detailed overview of how sound is
mapped to different spatial and geometric properties such as size, shape,
position, and distance. In visualization, these spatial or geometric
properties are considered “visual variables” and are used to construct
and classify visualizations [17].
Another design guideline is to consider using a combination of
sound—both speech and non-speech—and touch modalities to complement visualizations. There is limited research on using sound and
touch together in visualization, but designers and researchers can review a rich body of research in accessibility and HCI to identify how to
build interactions using a combination of sensory modalities [25, 53].
Future work should explore how to effectively map visual variables to
appropriate audio [38] and haptic variables.
D2. Use a combination of sound—speech and non-speech—and
touch modalities to translate visual and interactive representations.
To a large extent, sighted individuals can gain a complete overview
of the chart canvas simply by looking at the canvas. However, the
sequential nature of sound and need for sampling in audio-based sensemaking indicates that gaining an overview of data from a soundscape is
harder without active interactions with sound. If charts are translated to
audio, interactions may only be with a subset of the visualization at any
given time, and blind users may not gain an overview instantaneously.
D3. Supporting interaction is more important for non-visual
sensemaking than visual sensemaking.
D4. Clearly distinguish interface-related modal feedback from
data-related modal feedback.
In O&M training, “concept building” and calibration of non-visual
senses is central to the process of learning to perceive the environment
using sound and touch. The findings also indicate that blind individuals
are not a homogeneous group, and have different levels of perceptive
abilities. While sound and touch as modalities of feedback are perceivable by blind individuals, we believe that prescriptive mapping data
quantities or chart elements to audio and touch modalities will not work
for blind individuals. We recommend that systems translating visual
elements to other modalities include a training module, and settings to
adjust levels of audio or haptic dimensions.
D5. Allow customization and calibration of modal encoding to
effectively support accessible graphical perception.
During O&M training, blind individuals perceive audio and haptic
feedback knowing that they are in a 3D space. In addition to passively
absorbing modal feedback, these individuals use human echolocation
techniques to actively interact with their space. When designing audio
and touch interactions for accessible 2D charts, their position relative
to the visualization planes and layers needs to be clearly understood.
Stereo sound [82] has a clear mapping to a 2D canvas, but perceiving
height remains difficult owing to limitations of the human ear. Using
spatial audio, in the form of binaural audio [66] or ambisonics [29]
provides an encoding space for a 3D dimension, but the user needs to
be aware of the orientation of the chart canvas.

D6. When using sound, clearly convey mapping between spatial
dimension (2D or 3D) to the soundscape.
Research also demonstrates that using haptic and audio feedback
allows blind and visually impaired individuals to effectively understand
geometric and spatial concepts such as circuit diagrams [20].
D7. When possible, use tactile representations and haptic feedback to provide chart overviews.
Improving chart decoding [18], exploring natural language generation to create audio descriptions [62], and using natural language
interfaces [56] could also significantly improve the accessibility of
visualization systems.
D8. Consider using automation and natural language to generate
and convey insights.
We found that blind individuals’ analytical goals are no different
from sighted individuals. One of the main challenges described by the
participants pertained to cognitive overload from excess information
being “visualized” in charts. Some participants described a layered
approach to conveying information to overcome this challenge. This is
similar to the paradigm of Shneiderman’s Visualization Mantra [68]:
Overview First, Zoom and Filter, and Details on Demand. In the
sound domain, prior work discusses Audio Information Seeking Principles [82], which are again related to understanding and serving different
levels of user intent. For example, just like for a visualization, overview
is going to be important also in a sonification. Additionally, it is important to understand the role of sound and touch in different levels of
visualization tasks [13]. Finally, our experts recommended that knowing the current position on the chart being explored is very important
for individuals as they “zoom” in and out of the translated charts.
D9. Avoid sensory overload by using interactions to view layers
of information—both raw data and sensory.
To improve usability and perception, principles such as ability-based
design [78] can be adapted while building tools for chart accessibility.
Accuracy of data and insights are important aspects of accessibility.
Our participants also echoed concerns about the unfamiliarity of audiobased charts, and recommended that we design solutions that are “easy
to learn” and support “all” data needs.
D10. Clearly define and evaluate usability, and support various
levels of analytical tasks.
Finally, incorporating sociotechnical considerations into the research
process will help overcome issues related to technology costs, simplistic
solutions, and inaccurate assumptions [49]. In particular, consider
involving people with disabilities in your visualization work—as we did
in this study—to better position it with regards to accessibility [9,52,70].
The intention is to avoid poorly researched, poorly documented, and
poorly maintained artifacts that may lead to unrealistic, unsustainable,
and impractical solutions for our users.
D11. Consider socioltechnical factors to build sustainable, holistic, and cost-effective solutions.
5.2 Example: Accessible Bar and Pie charts
Our goal in this paper is to provide a design framework to guide researchers in the visualization community to design accessible charts
and visualization tools. Here we demonstrate how our framework of design guidelines and insights can be applied to bar charts and pie charts.
We do so by adopting the notion of auditory sweeps [82]: a spatial
traversal of a visual representation indicating the order the visual data
will be sonified. For example, a horizontally-aligned bar chart—one

where the bars are arranged on a common horizontal axis—typically
uses a horizontal auditory sweep: values for each are sonified in the
order left to right. Analogously, a more complex 2D representation
such as a geographic map or a scatterplot could use different sweeps,
such as zig-zagging, up-to-down, left-to-right, etc. Auditory sweeps
have also been adapted for web charts, such as in Highcharts [1], and
more recently for touchscreens, such as iOS audio charts [2]. Below,
we demonstrate how one can use our design principles in conjunction
with past sonification literature to pie charts and bar charts.
Bar and pie charts can be decomposed into building blocks such as
the drawing plane, reference axes, and the visual marks representing
quantity [10, 17]: position for bar charts, and angle for a pie chart. To
be able to create a sonified representation of these 2D charts, we thus
need to be able to represent the space, axes, and marks using sound.
Overview. Overview is a central task in data visualization [68]. To
support this task in sonification, we use auditory sweeps that present
data by “sweeping” over the visual space: from left to right for a
barchart, and in a circular motion from 12 o’clock for a piechart. We
thus retain the visual construct of the original visualization (D1).
Marks and Channels. Our insights can also be used to map
visual channels to sound dimensions. For example, timbre can be
mapped to different colors [14]. While perception varies across blind
individuals, pitch is often used to recognize and distinguish objects
from other sounds (Insight 5). Static sound helps estimate relative
position (Insight 11) between sound sources and spatial audio provides
references with respect to the user’s body (Insight 13). Furthermore, the
dissimilarity of sounds, especially non-verbal ones, helps them switch
focus across sounds (Insights 10 and 16). These insights may be used
to convey individual marks by separating them in space.
The above example is not a comprehensive solution, but only a
design sketch. For existing examples of sonification, please see HighCharts [1] or iOS audio charts [2]. However, for many existing sonification tools in the marketplace, it is unclear whether blind individuals
were involved in the design and development process. We recommend
that future work in this space actively involve blind individuals, ideally
as design partners [34].
6

L IMITATIONS

AND

C ONCLUSION

Our findings are based on a limited sample of 10 blind O&M instructors.
We make an assumption that the expertise in training multiple blind
individuals validates and adds weight to the opinions of the participants.
Additionally, the feedback from the visualization brainstorming portion may not capture the opinions of students as participants mainly
conveyed their own perspectives. Finally, blind individuals who do not
have O&M learning experience, or those who do not experience the
SDCT model of teaching, may have different opinions and perceptive
abilities when considering sound and touch.
We have reviewed prior work on sonification, HCI, and accessible
visualizations, and found insights that can guide researchers interested
in building accessible visualization solutions. To avoid a technologycentred approach, we engaged the blind community in our work by
interviewing and discussing chart accessibility with 10 blind O&M
experts. We found that touch modalities are more comparable to vision,
and blind individuals are more familiar with tactile charts. We also
found that complementing visualizations using a combination of touch
and sound can lead to more holistic solutions. Finally, we identify key
insights and discuss accessible visualization design considerations to
guide technologists and designers interested in developing solutions
for blind users. We hope our work will lead to more research on
accessibility for blind individuals in the visualization community.
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