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INCLUSIVE DESIGN

Becoming a more inclusive society requires a shift in thinking and a shift in our design practice. We need to move away
from building specific solutions for people with disability or our ageing population and towards increasing accessibility and
inclusivity in mainstream design. After all, as our population ages, people with hearing, sight, cognitive impairment and/or
mobility impairments won’t be in the minority.
In the book “Inclusive Design: Design for the Whole Population” the authors note that, “There is a growing realisation that
disability arises not within the individual due to impaired capability, but is a result of environments, products and services
that fail to take into account the needs and capabilities of all potential users. If people can be disabled and excluded by
design, they can be enabled and included by thoughtful, user aware design.”
(“Inclusive Design: Design for the whole population” by P John Clarkson, Roger Coleman, Simon Keates and Cherie Lebbon)

INCLUSIVE DESIGN
AND EDUCATION

At Peopleplan, we believe that education has the ability to change a life, a business’s success, society at large and the
entire world – it’s the most powerful tool we have. Some have called education “the great leveller”, and so when we think
of inclusive design, inclusive education should be a key focus for any organisation or government.

So, how does inclusive design work in digital learning?
The key thing to remember with inclusive digital learning is that all parties need to be on board. Namely: the client,
instructional designer, graphic designers, developers and testers. Here is the 4 step process we use:
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STEP 01

UNDERSTANDING
YOUR USERS
The first step in inclusive design is to understand how users interact with the eLearning. We need to think about the
types of people using the eLearning and what difficulties they may have if we don’t consider inclusive design:

FINE MOTOR SKILLS

VISION

HEARING

COGNITIVE DISABILITIES

SEIZURES

Some users may have difficulty using a
mouse or similar pointing device which
means they may need to use keyboards
functions or require more time to interact.
Selecting small elements on a screen will
be very tricky so if there is an interaction it
should be large enough to click on.

There are various levels of vision
impairment to consider. Users may have
relatively low vision or be colour-blind.
Low contrast sites therefore will create
problems as will unannotated images
and graphics.

Deaf or hard-of-hearing users will have
problems interacting with video and
audio content, unless some form of
transcription is available. It should always
be clear when audio is playing even if
the words are on the screen.

Some users may have difficulty with
memory or be easily distracted. Long
eLearning modules followed by a quiz
will be very challenging. A better option
is to place review questions within the
module and allow them to go back to
the content as needed.

With some people prone to photo
epileptic seizures it is important not to
include any flashing, strobing or blinking
graphics. On the occasion there is some
content that might be a concern, place
a warning before that content and allow
the user to skip it and read a transcript
instead. Better still, avoid creating it in the
first place.

STEP 02

INSTRUCTIONAL
DESIGN: ENSURING
THERE IS A
BALANCE BETWEEN
INTERACTIVITY AND
INCLUSIVENESS

We all want our eLearning to be interactive and engaging, but what is engaging for some will be downright frustrating for
others. Popular eLearning interactions like drag and drops and click and reveals are all easy to do with a mouse, but if you
had to control the interactions with your keyboard it may take a lot of key presses to make simple text appear. Ask yourself, is
the interactivity important enough to justify the time or frustration someone who relies on keyboard control will experience?

Basic eLearning instructional design principles like
clear menus, learning objectives, module length etc
of course always apply.When creating the storyboard
you should also consider the elements gleaned from
the user experience exercise in step one:
• When developing an interaction, consider how many key presses the user will need to do open each interaction. If all the
information will end up being displayed on the same page then you could consider using timing to reveal them one by one
on a single click where they remain revealed.
• Consider your reasons for giving people a time limit on pages or interactions. Some people need more time than others so
we recommend untimed learning activities.
• If you are going to introduce gamification principles, will everyone find that engaging? Sometimes simple is better, without
losing all interactivity and essentially posting a PowerPoint presentation. Take a snakes and ladders type game, for example.
You will need to ensure that one click can take you the next section rather than creating a headache for keyboard users. This
will need to briefed into development.
• Don’t make it difficult for the graphics team by putting 200 words on each screen – the font size will be tiny. The less words
the better in eLearning. Let the main points stand out and if you have a lot of content to get across consider how you can use
some key bullets points, or better still a diagram or image.
• English should be at the level of a year 9 student, and you should clearly explain any jargon or abbreviations.

STEP 03

GRAPHIC DESIGN AND
DEVELOPMENT: ENSURE
TEXT, GRAPHICS,
VIDEO AND AUDIO
INCORPORATE
INCLUSIVE DESIGN
This step takes us from instructional design through to graphics and development.

TEXT

There are some clear rules that should apply to all good quality eLearning:
1. Font size is a huge issue in eLearning. As we saw above, if you are given too
many words per screen then it will be very hard to make your designs inclusive.
Push back on the instructional designer to reduce the number of words if needed
(as many designers do with brochures and websites).
2. Font type is also important with the most popular eLearning fonts being Sansserif. The most well-known and used, is the Helvetica font. Other examples include:
Arial, Calibri, Gotham, Franklin Gothic, Lucida Sans, Tahoma, Verdana.
3. Font colour and background. The general rule of thumb is that black on white is
best. It is the easiest for everyone to read. If you want to use different colours, make
sure you test with your uses and follow the size and font type suggestions above.
4. Contrast is important so you need to ensure you have a clear style guide for
headers, subheaders, bullet points, breakouts etc.
5. Some other key areas to consider are:
a. Avoid all caps as it appears like you shouting
b. As with any online text avoid underlining unless it is an actual hyperlink
c. Italics are much harder to read so consider using bold instead

GRAPHICS

Graphics are a great way to get across a concept. They are particularly good in a learning environment because you can
demonstrate the right and wrong ways to do things. For example, the correct and incorrect posture for lifting a box. However, some
of your users may not be able to make out the detail of the image, so you should also annotate your images if that is the case.

VIDEO

Bite-size videos are being used more and more in eLearning and can be very impactful. When making the videos consider
incorporating captions via the many closed caption video tools out there. Not only will people deaf or hard-of-hearing appreciate
this, closed captions are also good for people for whom English is their second language, and for everyone who is in a quiet
environment where audio is not an option at that time.

AUDIO

Audio-only segments within an online learning module are really a no-go for many reasons. As for video, many people won’t be
able to complete audio-based learning if they don’t have earphones on them. People who are deaf or hard-of-hearing will miss
out completely and will be completely frustrated as they wait for the audio they hear to finish before they can move on to the next
section. Best practice is to have both audio and text. Also remember to let people play audio at their own pace rather than start
automatically.

STEP 04

USER TESTING:
ENSURING THE DIGITAL
LEARNING WORKS AS
EXPECTED FOR ALL
The final step is user testing. Ideally, you would ask people with different needs to engage in the learning and provide feedback
although this is not always feasible. Testers with a good grasp of inclusive design and the Web Content Accessibility Guidelines
(WCAG) can also play a key role in good quality user testing.
Your checklist should include:
1. Is the digital learning accessible from the platform you have chosen? Can the user get to the learning and start learning?
2. Does the module follow the guidelines from above (have the whole team been onboard from the client brief through to the
instructional design, graphics and development) or has something slipped through that shouldn’t be there (the text too small on
certain pages, videos without captions or transcripts, etc)?
3. Are there any parts of the module that, because of one’s disability, means they simply “miss out” on that section, and therefore
important content?
4. Does the module take more than 20-30% to complete for people with disability than other users? Is this because of clicks or
another reason that can be reviewed and potentially changed or adapted?
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organised, co-ordinated and successfully align the needs of an individual with those of industry, both people and businesses
become winners.
The Peopleplan team have a corporate background of over 20 years and have implemented over 50 Tier One systems across
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