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This workshop addresses the critical need for empathy development in com-
puter science education, emphasizing the importance of understanding user
needs, effective communication, collaboration, and inclusive design [9]. As
41 states across the United States have adopted accessibility policies, affecting
82% of the nation, the pursuit of inclusivity goes beyond mere compliance with
regulations. However, despite the significant presence of disabilities, computer
science students often remain minimally exposed to the challenges of developing
technology through the lens of individuals with disabilities [5]. This deficiency
highlights the critical importance of embedding empathy and user-centered
perspectives into their educational framework. To address this deficiency, the
workshop provides participants with hands-on experience through in-person
accessibility interventions, showcasing the impact of Human-Empathy Acces-
sibility Learning (HEAL) on undergraduate computing students. Supported
by foundational research, these in-person interventions are shown to enhance
empathy, understanding of technological barriers faced by individuals with dis-
abilities, and foster a wide range of skills including technical proficiency, soft
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skills, and empathy-related abilities crucial for career progression [2]. The
workshop is structured as an immersive exploration of three distinct accessi-
bility interventions, coupled with discussions on the application of validated
scales for evaluating the interventions’ impacts. A fundamental goal is for at-
tendees to be capable of conducting these interventions in their classrooms,
thus extending empathy among computing students in collegiate settings and
equipping future computing professionals with the empathy, understanding,
and inclusivity needed to navigate the challenges of the modern workplace [2,
5, 9].

1 Introduction

In the dynamic world of computer science education, empathy integration is be-
coming increasingly crucial [9]. Empathy plays a vital role in effective problem-
solving and user-centered design and is crucial for understanding user needs
and fostering inclusive design practices [4]. Our HEAL workshop, recogniz-
ing the need for understanding user needs and inclusive design, aims to fill
the educational gap in addressing disabilities in technology development. It
offers hands-on accessibility intervention experiences to cultivate empathy in
undergraduates [2].

1.1 Workshop Structure

Our workshop, aimed at fostering a more empathetic and inclusive computer
science education, begins with PLAN-O (presence, listening, attention, non-
judgementalism — leads to openness) mindful introduction[1] to highlight the
importance of empathy. Human-Empathy Accessibility Learning (HEAL) project’s
principles will provide a scientific overview of its rationale. The core is a 1.5-
hour hands-on session which highlights 3 accessibility interventions, connecting
participants to empathy and inclusive design. A 15-minute discussion follows

on evaluation metrics culminating in key takeaways and potential HEAL ap-
plications in various educational contexts.

2  Workshop Session Agenda

e Introduction and HEAL Project Overview (15 minutes) The in-
troduction will cover the importance of empathy in computer science
education and a discussion of the current state of accessibility policies in
the United States.

¢ Hands-On Experience with Accessibility Interventions (1.5 hours)
Participants will be invited to explore three immersive accessibility inter-
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ventions. The interventions include a client reveal, immersive hands-on

empathy lab and RIT’s Accessibility Learning Lab (ALL) [3, 6, 7, 8].

e Discussion: Psychometric Instruments (15 minutes) An overview
of the how the validated Perth Empathy Scale (PES), TEIque 2.0 Emo-
tional Intelligence, and the work motivation surveys are utilized to eval-
uate the impact of the interventions will be offered.

e Q&A, Group Discussion (15 minutes) Participants will be given
an opportunity to share experience and insights and invited to a collab-
orative conversation about integrating empathy into computer science
education.

e Closing remarks and future implementations (15 minutes) Key takeaways
from the workshop along with a discussion on potential implementations
of HEAL interventions in diverse educational settings.

Requirements: Participants are asked to bring a laptop for the hands-on
experience.

Target Audience: Educators, curriculum developers, and administrators in
computer science education interested in fostering empathy and inclusivity in
their programs.

By the workshop’s conclusion participants will have gained practical in-
sights into implementing HEAL interventions and evaluating their impact,
contributing to a more empathic and inclusive computer science education
landscape.
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