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Part B: Key Principles for Accessible and Inclusive 

Content Design
Engagement: Stimulate 
motivation and interest.

Action & Expression: Allow 
learners to show understanding.

Representation: Present 
content in multiple ways.
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What is UDL and how we use it? 

https://www.youtube.com/watch?v=z-v-kFZngws 

https://www.youtube.com/watch?v=z-v-kFZngws


What good 
practices 
are 
mentioned 
in the 
article?
https://udloncampus.cast.org/page/udl_examples
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Good Practices for Accessibility and Inclusion

Multiple Means of Engagement:

• Incorporate service learning and group projects for real-world 
application.

• Use weekly personal reflections to encourage self-monitoring of 
progress.

• Use real-world job site examples during lectures and labs.

• Implement hands-on training and competitive design projects for 
active engagement.

• Arrange seating in a circular format to promote interaction.

• Use reflective journal entries to assess student experiences.

• Combine in-class small group activities with flexible online 
assignments to cater to diverse needs.



Good Practices for Accessibility and Inclusion

Multiple Means of Representation: 

• Facilitate student planning and composition using tools such as 

guided notes and graphic organizers.

• Create videos and materials aligned with lectures to reinforce 

learning.

• Offer detailed, accessible homemade resources like outlines and 

notes instead of traditional textbooks.



Good Practices for Accessibility and Inclusion

Multiple Means of Action and Expression: 

• Provide videos and simulations to translate theory into practice.

• Create videos and materials aligned with lectures to reinforce 

learning.

• Offer detailed, accessible homemade resources like outlines and 

notes instead of traditional textbooks.



Recap and Next Steps

• Designing accessible and inclusive content is key to digital inclusion.

•   Key principles:

A. Engagement: Stimulate motivation and interest.

B. Representation: Present content in multiple ways.

C. Action & Expression: Allow learners to show understanding.



Group Work
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• How do you currently address diverse learners' needs in your online courses?

• What tools or strategies could help improve engagement?

• What adjustments in your practices would you make?



More Digital Inclusion Ideas?

clear headings, 

bullet points, 

and simple 

language?

videos, 

podcasts, 

readings, 

infographics?

interactive 

activities, quizzes, 

and discussions?

Scaffolding 

learning to 

progressively 

build student 

skills.

captions, keyboard 

navigation, 

easy-to-read fonts



Team Presentations
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Example of a course/practice that integrates accessible content and 

discuss how these strategies improve learning outcomes.



Digital tools to enhance accessibility and inclusion
Tool Purpose Contribution

WAVE (Web Accessibility 
Evaluation Tool)

Check website accessibility
Identifies accessibility issues and provides solutions for 
improving compliance with standards.

Microsoft Accessibility Checker Assess document accessibility
Highlights issues in Word, PowerPoint, or Excel files and 
provides suggestions for fixes.

Canvas Accessibility Checker
Evaluate learning materials in Canvas 
LMS

Ensures content within the LMS meets accessibility 
standards.

Described and Captioned 
Media Program (DCMP)

Create captions and descriptions for 
multimedia

Adds captions and audio descriptions to videos, making 
them accessible for all learners.

Grackle Docs/Slides
Google Docs and Slides accessibility 
checker

Provides detailed feedback on accessibility in Google 
documents and presentations.

Texthelp Read & Write Support for reading and writing
Assists learners with text-to-speech, word prediction, and 
screen masking tools.

https://wave.webaim.org/
https://wave.webaim.org/
https://support.microsoft.com/en-us/office/improve-accessibility-with-the-accessibility-checker-a16f6de0-2f39-4a2b-8bd8-5ad801426c7f#bkmk_use
https://community.canvaslms.com/t5/Canvas-Basics-Guide/How-do-I-use-the-Accessibility-Checker-in-the-Rich-Content/ta-p/618238
https://dcmp.org/
https://dcmp.org/
https://www.grackledocs.com/en/
https://www.grackledocs.com/en/products-services/grackle-workspace/google-slides/
https://www.texthelp.com/products/read-and-write-education/


Digital tools to enhance accessibility and inclusion
Tool Purpose Contribution

Beeline Reader Improve readability
Adds color gradients to text to improve readability for 
those with dyslexia or visual impairments.

Tobi Create accessible e-books
Converts text to audio and supports the creation of 
DAISY-compliant publications.

Kaltura or Panopto Video hosting platforms
Allow for easy addition of captions, transcripts, and 
interactive features to videos.

Quizlet Create interactive learning activities
Provides visual, audio, and textual options for engaging 
diverse learners.

Which of these tools are you already using? Which ones could you start incorporating 

into your practice?

https://www.beelinereader.com/
https://daisy.org/activities/software/tobi/
https://corp.kaltura.com/
https://www.panopto.com/
https://quizlet.com/


● Which of these tools are you already using?

● Which ones could you start incorporating 

into your practice?

● What issues do you think they solve? 



Practical Steps to Get Started

050403
02

01

Start 
with 
small 

changes 

Ask for 
feedback 

from 
students 
on their 
needs

Collaborate 
with IT or 

accessibility 
experts

Make 
“accessibility 

audits”

Leverage 
available 

digital 
tools



Are you ready to get 
started?

Funded by the European Union. Views and opinions expressed are however those of the 
author(s) only and do not necessarily reflect those of the European Union or the European 
Education and Culture Executive Agency (EACEA). Neither the European Union nor EACEA can 
be held responsible for them. Project number: 2023-1-FI01-KA220-HED-000152599.



Thank 
you!

Contact  us

Add your QR 
code here

Stay in touch

www.linkedin.com/company/digital4all-projec
t/

www.instagram.com/digital4all_project/

www.digital4allproject.eu
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