
Learning Object Metadata (LOM) Template and Example 
 
In this document we report the Learning Object Metadata template that will be used for the 
Testing Teaching Material proposed by the ENACTEST project, aligned with standard practices 
(e.g., IEEE LOM and ARIANDE). The template includes 14 parts.  
 
In Section 1.2 we show how we used this template to implement the metadata for the capsule 
Accessibility testing (WCAG) (ENACTEST_ID_17) . 
 
 

LOM Template  
1. Metadata Name 
• Accessibility testing (WCAG) 

 
2. General Information about the Capsule 
• Name: Accessibility testing (WCAG) 
• Identifier: ENACTEST_ID_15 
• Language: ENG 
• Description: 

 Accessibility testing ensures that digital products like websites and applications are 
usable by people with disabilities, including visual, auditory, motor, and cognitive 
impairments. It promotes inclusivity, aligns with legal requirements, and enhances 
the user experience for everyone. Accessibility testing evaluates whether a digital 
product meets established accessibility standards, such as the Web Content 
Accessibility Guidelines (WCAG), ensuring compatibility with assistive technologies 
and accessibility for users with various needs. 
Accessibility is crucial because it fosters equality, ensures compliance with 
regulations, and broadens the reach of digital products to include individuals with 
disabilities. WCAG provides a globally recognized framework for accessibility, 
offering principles and guidelines focused on perceivability, operability, 
understandability, and robustness. 
European governments have incorporated WCAG standards into regulations like the 
European Accessibility Act and EN 301 549, mandating compliance for public and 
private sector entities. Various tools assist in accessibility testing, including 
automated checkers, screen readers, and browser extensions, streamlining the 
identification and remediation of accessibility issues. 
The course provides a structured approach to mastering accessibility testing, from 
basic concepts to advanced techniques. Participants will receive guidance on 
configuring a testing environment that integrates accessibility tools and supports 
effective workflows. Real-world scenarios will demonstrate how to test for 
accessibility, interpret results, and implement fixes. 

• Category: Lesson/ Tool/ Exercise 
• Keywords: Accessibility testing – WCAG – Inclusivity – legal requirements – 

framework – perceivability – operability – understandability - robustness 



• URL: [Insert URL] 
 

3. Life Cycle 
• Version: 1.0 
• Status: ongoing 
• Date: [Insert Date] 
• Contributors:  

 Role: Author 
 Entity: Nele Van Asch 
 Role: Author 
 Entity: Wim Decoutere 
 Role: Author 
 Entity: Michaël Pilaeten 

 
4. Meta-Metadata 
• Metadata Schema: IEEE LOM-based ARIADNE 
• Language: English 

 
5. Technical 
• Format: Document | Presentation 
• Location:  

o ENACTEST Capsule repository or dedicated website 
• Requirement:  

o Platform: TBD 
o Tools: TBD 

 
 

6. Educational 
• Interactivity Type: Mixed 

(Interactivity Type indicates the level and type of involvement required by the user in 
using the Learning Object. ARIADNE interactivity types are: Active: When the LO 
requires direct action but does not provide dynamic feedback. Expositive: For static 
content that does not require actions or interactions. Interactive: When the LO 
includes direct or dynamic feedback. Mixed: For LOs that combine multiple types of 
experiences (active and interactive) 

 
• Learning Resource Type: Lesson | Document | Exercise | Case Study 
• Interactivity Level: High 

Low: Learner is mainly observing. Moderate: Learner interacts with content through 
predefined actions (e.g., answering questions, navigating menus). High: Learner 
actively controls the learning process, making decisions that influence the outcome. 
Very High: Learner is immersed in a dynamic, responsive environment, often with 
complex, interactive elements. 

• Intended End-User Role: Bachelor student | Master student | Professional 
• Context: Higher Education | Professional Education 
• Typical Age Range: 18-25 



• Difficulty Level: Beginners | Moderate | Advanced (Beginner: Focus on introductory 
content and basic concepts. Intermediate: Introduce more complex problems that 
require applying basic concepts. Advanced: Challenge the learner to solve complex, 
multifaceted problems or think critically. 
Expert: Require deep mastery of content and provide tasks that push the boundaries 
of current knowledge.) 
 

• Description of Learning Objectives:  
o Assess a digital product’s compliance with accessibility standards based on 

test results.  
o Justify accessibility improvements based on user experience and regulatory 

requirements.  
o Critique an existing accessibility testing workflow and recommend 

optimizations. 
o Explain the principles of WCAG (Perceivable, Operable, Understandable, and 

Robust).  
o Describe how assistive technologies (screen readers, keyboard navigation) 

interact with digital content.  
o Summarize the legal and ethical implications of non-compliance with 

accessibility standards.  
o Define accessibility testing and its importance in digital product 

development.  
o List the key disabilities (visual, auditory, motor, cognitive) that impact digital 

accessibility.  
o Identify common accessibility standards, including WCAG, European 

Accessibility Act, and EN 301 549. 
o Demonstrate the use of automated accessibility testing tools and screen 

readers.  
o Apply WCAG guidelines to assess the accessibility of a website or 

application.  
o Use browser extensions to identify and interpret accessibility issues. 
o Differentiate between automated, manual, and user-based accessibility 

testing methods.  
o Analyze accessibility test results to identify critical usability barriers.  
o Compare accessibility best practices across different industries and 

regulations. 
• Classification of Learning Objectives (Bloom’s Taxonomy):  

o Understand:  
▪ Explain the principles of WCAG (Perceivable, Operable, 

Understandable, and Robust). 
▪ Describe how assistive technologies (screen readers, keyboard 

navigation) interact with digital content. 
▪ Summarize the legal and ethical implications of non-compliance with 

accessibility standards. 
▪ Define accessibility testing and its importance in digital product 

development. 
▪ List the key disabilities (visual, auditory, motor, cognitive) that impact 

digital accessibility. 



▪ Identify common accessibility standards, including WCAG, European 
Accessibility Act, and EN 301 549. 

o Apply: 
▪ Demonstrate the use of automated accessibility testing tools and 

screen readers. 
▪ Apply WCAG guidelines to assess the accessibility of a website or 

application. 
▪ Use browser extensions to identify and interpret accessibility issues. 

o Analyze:  
▪ Differentiate between automated, manual, and user-based 

accessibility testing methods. 
▪ Analyze accessibility test results to identify critical usability barriers. 
▪ Compare accessibility best practices across different industries and 

regulations. 
o Evaluate: 

▪ Assess a digital product’s compliance with accessibility standards 
based on test results. 

▪ Justify accessibility improvements based on user experience and 
regulatory requirements. 

▪ Critique an existing accessibility testing workflow and recommend 
optimizations. 

• Prerequisites:  
o N/A 

 
7. Rights 
• Cost: Free or Provided as Part of Course Resources   
• Copyright and Other Restrictions: Yes 
• Description: Licensed for educational purposes 

 
8. Relation 
• References: N/A 

 
9. Annotation 
• Description: Accessibility testing ensures that digital products like websites and 

applications are usable by people with disabilities, including visual, auditory, motor, 
and cognitive impairments. It promotes inclusivity, aligns with legal requirements, 
and enhances the user experience for everyone. Accessibility testing evaluates 
whether a digital product meets established accessibility standards, such as the 
Web Content Accessibility Guidelines (WCAG), ensuring compatibility with assistive 
technologies and accessibility for users with various needs. 

 
10. Classification 
• Purpose: Educational Material for Software Testing Course 
• Taxon Path:  

 Discipline: Computer Science >Software Testing > Testing Topic 
 Educational Approach: Collaborative Learning | Problem-Based Learning 

(PBL) | Inquiry-Based Learning | Direct Instruction | Experiential Learning | 
Personalized Learning 



 
11. Supporting Materials 
• Training slides 
• Exercises 
• Solutions of exercises 

 
     12.  Learning Sequence. 

1. [Insert Learning Sequence Step 1] 
2. [Insert Learning Sequence Step 2] 
3. [Insert Learning Sequence Step 3] 
4. [Insert Learning Sequence Step 4] 
5. [Insert Learning Sequence Step 5] 

 
12. Expected Consequences 
• [Insert Expected Consequences] 

 
13. Methodologies for Performance Assessment 
• Quantitative Metrics:  

o Results of exercises can be compared to the solution. 
• Qualitative Assessment:  

o Inform the participants where and how they can use the techniques in real 
life. 

• Comparative Evaluation:  
o Solutions can be compared to other participants. 

 
 
 

 
 

 


