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Appendix A: Project brief 
This appendix contains the original project brief as 
submitted to the secretary. This was the starting 
point of this thesis. It includes the initial problem 
definition, assignment and planning of this project. 
All personal information is removed for privacy 
reasons.
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Appendix B: Guidelines 
inclusive report 
The thesis topic also made me eager to make my 
thesis report inclusive so people can understand it 
in their own preferred way. For this purpose, several 
factors were considered while making this report. This 
appendix shows what things have been considered 
when making this report to make it as accessible as 
possible.

The information was obtained from the following 
sources: Apple Style Guide (n.d.), British Dyslexia 
Association (n.d.) and Toledo, B. (2020). I also 
included my own experience as someone with 
dyslexia.  

Text
• Minimize the written language 
• Write in simple, clear language using everyday 

words (dyslexia, autistic)
• Use short sentenctes and short paragraphs. Write 

short, simple sentences: 60 to 70 characters is 
optimal (dyslexia)

• Use meaningful text headers
• Use a readable font size. The font size should be 

12-14 points. Some people with dyslexia or a visual 

impairment may request a larger font (low vision, 
dyslexia)

• Avoid using all capital letters and uppercase 
letters for continuous text. Lowercase letters are 
easier to read (dyslexia).

• Use inclusive language

Colours
• Use simple colours (autistic spectrum, dyslexia)
• Use sufficient contrast levels (dyslexia, low vision)
• Use dark-coloured text on a light background 

(dyslexia)
• Use single-colour backgrounds. Avoid 

background patterns or pictures and distracting 
surroundings (dyslexia, autistic spectrum, low 
vision)

Lay-out
• Align the text to the left and keep a consistent 

lay-out (dyslexia)
• Use a linear, consistent, logical lay-out (low vision, 

deaf, dyslexia, autistic spectrum)
• Keep the content short, clear, and simple and use 

bullet points (dyslexia, autistic spectrum)

Visuals
• Use visuals to support text (dyslexia)
• Use alt-text (low vision)

Extra
• Make report available in audio (dyslexia, low 

vision)
• When printing, use matt paper rather than gloss. 

The paper should be thick enough to prevent the 
other side from showing through.

Color contrastColor palette

https://color.adobe.com/nl/create/color-wheel https://color.adobe.com/nl/create/color-contrast-analyzer
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Appendix C: Observing co-
design sessions
I attended and helped run three co-design sessions. 
Experiencing, observing and reflecting on these 
sessions has given me many insights.  
 
Co-creation session NOS  
First, I attended a co-creation day of NOS, in which 
media makers and twenty people with a visual 
impairment participated. The NOS wants to become 
more accessible as part of its innovation.  
Because I had already met at the train station with 
the group of people with a visual impairment, I 
noticed that the session started there. They already 
encountered several problems at the train station; 
for example, they could not find the check-out. It 
also took a very long time to reach the building. 
Walking with a group of people with a visual 
impairment takes much longer than expected. 
Everything took way longer than expected that day. 
The media makers met the people with a visual 
impairment a bit later that day. They didn’t have 
that interaction and meeting with them. 
During the session, some activities still did not 
work for people with a visual impairment so it is 
important to be able to adapt to this. 

The experts were surprised that the media makers 
knew so little about visual impairment, even though 
they said they had looked into it beforehand. 

Co-design session student design team 
For the course Prototyping for Interaction and 
Participation, a student team conducted a co-
design session with someone with a visual 
impairment. This project was followed extensively. I 
participated in and observed one co-design session 
of this design team. More about it can be found in 
Appendix J.

Co-design session PhD 
I helped and observed one co-design session of a 
PhD student. She said she had no prior knowledge 
or experience with Inclusive Design or co-designing. 
She started first by co-designing with people 
without a disability. Then she did these sessions for 
people with a visual impairment. She did no new 
pilot test for this new target group, even though she 
needed to change some things because the experts 
could not execute some tasks. However, she still had 
the same protocol and the same questions ‘’I used 
the same protocol and the same questions that I 
used when doing this with normal people. I thought 
this part did not need a pilot test.’’ 
Looking back, she would have wanted to do a pilot 

test to be better prepared. She had insecurities 
because she didn’t know the abilities of the experts. 
‘’I don’t know what the participants can do. I cannot 
imagine.’’. Besides that, she was afraid to ask 
some ‘’side questions’’, because she was afraid to 
‘’hurt them/impact’’. Therefore she does not have 
deeper knowledge. She would have wanted better 
preparation so she would be more secure during 
the session and dare to ask more and, therefore, 
would get more insights when doing such sessions. 
A risk assessment could have helped her to feel 
less insecure, so she would know beforehand if she 
could ask, etc.
Afterwards I did a co-design session with this PhD 
student, which can be found in Appendix K,

Co-creation session NOS

Co-creation session NOS

Co-creation session design team
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Appendix D: Interview 
experts
I interviewed two experts at the beginning of my 
project who are involved in students’ Inclusive 
Design projects. Both these interviews were about 
an hour long and took place online. 
 
By going deeper into their experiences and 
discussing a timeline, I tried to go deeper into the 
experts’ experiences to find out how they envisioned 
the future. 
 
The questions I had prepared in advance:
• You have participated in multiple projects on 

Inclusive Design in recent years. I am very curious 
about your experiences. Since when have you 
been working with TU Delft? And are you also 
working on/helping with design projects for 
other institutions?

• Have you yourself experienced a change in 
Inclusive Design in recent years?

• You participated as a co-designer during the 
courses inclusive design and PIP. Did you notice 
any difference between the sessions of those two 
courses? 

• Can you describe a typical co-design session? 

Or describe the best/worst. Is this different for 
companies?

• What would you like to see different during a co-
design/co-creation session?

• During a co-design session, energizers were often 
used to get familiar with each other’s qualities. 
Has this been useful in your opinion?

• The sessions that were held, were they often 
literally about the case itself? Or had students 
chosen a different case and applied their insights 
to their design?

• Do you feel that the students sometimes took 
your input too literally? 

• Were you informed in advance what the students 
were working towards? And were you informed 
during the process what the developments were?

• I was at the Dutch Design Week yesterday. There 
was a stand that had designed kitchen utensils 
for the visually impaired. He had designed this 
by testing it himself with a blindfold on. What do 
you think of this?

• Have students ever expressed that they do not 
know how to address you? Which do you prefer, 
person-first or identity-first? Or are they afraid of 
saying the wrong thing?

• I am also interviewing students; some problems 
come up there too. But do you also experience 
problems, or do you see students experiencing 
problems with these sessions?

• Do you agree with the designs the students 
come up with?

• What advice would you give future students?

I have processed the insights I gained from this 
into statement cards. These statement cards can be 
found on the following pages.

Later in my project, these experts were also involved 
in my project. About once every two/three weeks, 
online meetings and discussions were held with 
them, so they would be involved in my project.
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Appendix E: Report analysis
For this project, I analysed many reports to extract 
insights from them. From the Master elective 
Inclusive Design, I had access to reports from the 
years 2013, 2014, 2019, 2020, 2021 and 2022. 

For the Master elective Prototyping for Interaction 
and Participation, cases from 2021 and 2022 also 
focused on the Inclusive Design approach. These 
reports were therefore also analysed. In 2023, there 
is also a case focused on Inclusive Design during 
this course; this case is based on my research. This 
project is described in more detail in Appendix J.

The page on the right shows the statement cards 
obtained from the 2021 and 2022 reports. I did not 
create statement cards from the reports of the 
years before 2021 because there seemed to be less 
emphasis on co-design those years, there had been 
mostly interviews and observations. 
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On the right is a table showing how the three 
design teams approached the project during the 
Inclusive Design elective in 2022. 
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Appendix F: Evaluation form 
Visio
This Appendix discusses the main findings of Visio’s 
evaluation of their involvement in Inclusive Design 
projects. Visio created an evaluation form after the 
Inclusive Design Lab’s two-year anniversary. Visio 
is involved in Inclusive Design projects of students 
at TU Delft and other universities. This Appendix 
includes the insights that emerged from these 
projects because some may be relevant to my 
project.

Below are general findings that Visio has found  
that are relevant to this project:

The term Inclusive Design is complex; different 
stakeholders interpret it differently. Inclusive is often 
understood as diversity (gender, origin, etc.) or as an 
accessible design for a specific group. Visio thinks 
that ‘’Inclusive Design’’ is not the correct term to 
communicate towards companies rather the ‘’most 
optimal viability’’. 
 
It could be better emphasised that Inclusive Design 
is a design process rather than the result. The goal 
is not to create one design that works for everyone, 

but designing with a diverse group leads to usable 
designs for as many people as possible. 
 
Inclusive Design is not (yet) commonplace within 
the education process. Students are not used to 
working together with experts (who are disabled) 
during participatory sessions as part of their 
education and are, therefore, unfamiliar with it. In 
all projects, Visio actively offered team members. 
However, getting the experts to participate as 
partners is still a challenge.  
 
Inclusive Design should return every academic year 
and in various ways, and it should be embedded in 
the curriculum of the study programme. Only then 
will good practices emerge that future designers 
can learn.  
 
Incidentally, many students also tackled Inclusive 
Design well. They have discovered that the Inclusive 
Design process is similar to their usual way of 
designing. 

In addition, a number of learnings emerged 

during specific projects.  The specific projects are 
described below, along with the insights gained 
from them.

Three student groups from TU Delft addressed the 
question ‘’How can different groups authenticate 
to their online banking environment in a simple, 
reliable and secure way?’’ during the Inclusive 
Design elective in 2021. Insights:
• There was relatively much focus on the result 

(more testing of assumptions/validation of ideas) 
rather than the process (how to tackle Inclusive 
Design/co-creation).

• The students’ approach is a set approach learnt in 
the study programme. So classical design, where 
users are involved as participants and not as co-
designers.

A student from Rotterdam University tackled the 
question ‘’How can Ziggo offer visually impaired 
people an accessible TV experience?’’ during his 
graduation internship in 2021. Insights:
• The experts were involved several times in the 

process through interviews, concept testing 

and testing the final product. However, even in 
this project, the experts are more involved as 
participants than co-designers. 

Six student groups tackled the topic of ‘’inclusive 
cooking’’ during the 2020 Inclusive Design elective. 
Insights:
• A narrative scenario is an effective tool in 

participatory sessions with people with and 
without a visual impairment. The session ended 
with the question of imagining the ideal cooking 
plate. 

• A student group had organised a participatory 
session but could not find experts. As a result, 
experts were involved late in the process. 

• Two student groups evaluated their concept with 
people with and without a visual impairment to 
see how well the design fits the ‘’mainstream’’ 
market. This aligns with the desire to create a 
solution that is not made specifically for people 
with visual impairments.

For a graduation internship, a student group from 
the Hogeschool van Amsterdam went to work for 
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CoolBlue in 2021 with a focus on voice e-commerce 
research. Insights:
• Perhaps Inclusive Design does start with a focus 

on a specific edge case (specific group) and then 
see what you learn from that and apply it in a 
design that can be used more broadly (this is also 
one principle of Inclusive Design). 

• The experts were more involved in this case, 
possibly because it was about people with visual 
impairments.

Two student groups from TU Delft during the 
Inclusive Design elective started working with the 
question from waste processor Saver to look for an 
innovative and sustainable solution to improve the 
use of underground waste containers for all users. 
Insights:
• The students worked with experts throughout 

the process. Ideas and feedback were obtained 
through co-creation sessions with the experts, 
and they used this to improve their concept 
further.

• The students indicated that they had little 
experience with co-design sessions and Inclusive 

Design. They had hoped to get more guidance 
in this area during the lessons and coach 
meetings. For instance, more inspiring examples 
and guidelines. It would have helped them with 
the project and increased the quality of the co-
creation sessions if they had had more concrete 
examples and tips.

• The elective course Inclusive Design is only ten 
weeks, of which the study load is one day a week. 
This is too short to carry out all the research 
activities. 

Several TU Delft student groups tackled the 
question ‘’How do you design inclusively?’’ 
during the elective courses Inclusive Design and 
Prototyping for Interaction and Participation in 
2021 and 2022. Students worked with experts to 
determine how they would like to be involved in a 
design process. Insights:
• Setting up a meeting specifically around 

someone with a visual impairment emphasises 
special treatment.

• In co-creation sessions where the tools are not 
accessible to everyone, someone with a visual 

impairment may feel special in a negative way. 
• There is a tendency to define visually impaired 

people by what they cannot do. View them as 
people who can do something and make your 
tools so they can use them. Engage them in the 
same way as other people, but with necessary 
adaptations. It is crucial to design these design 
tools universally so that participants feel 
completely comfortable and competent in using 
them.

• In online sessions via Teams/Zoom, there is more 
“equality” when everyone has their camera off. 

• All participants should feel treated equally during 
the session. Experts should not feel “special” or 
feel like they are only at the session because they 
are visually impaired. 

• Two types of design tools were investigated: 
guided storytelling (auditory) and tinkering with 
materials (physical); both tools worked well for 
all participants (people with and without visual 
impairment).

• The students found that a good icebreaker at 
the beginning of the session helps. For example, 
a round of introductions that also introduce 

personality, preferences, experiences and skills to 
each other. 
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Appendix G: Generative 
sessions with Inclusive 
Design students
Generative sessions were conducted with a total 
of 5 students who did Inclusive Design projects. 
These sessions all took place physically and lasted 
between 45 and 60 minutes. General questions 
were addressed in this session. But the students 
also created a timeline of how they experienced the 
Inclusive Design project. After that, we could delve 
deeper into the future. One of the questionnaires I 
had prepared for the session:
• Why did you choose to do this project? And 

based on what (pre)knowledge did you make this 
choice?

• What was your knowledge about inclusive design 
prior to the project?

• Were you interested in inclusive design prior to 
this project, why yes/no? Is it because you do you 
also feel excluded? Interested in people?

• Did you already have experience with co-design 
sessions or working with visually impaired 
people?

• What materials were provided to you during 
this project (think of different lectures, toolkits, 
papers, etc.). Did you also use these papers and 

tools? If yes why, and why not? DO you think 
these resources were useful?

• Can you take me through the process of your 
project, what steps did you take?

• You started with creating a timeline, that was 
provided to you. But besides that, on what 
knowlegde did you base the other sessions?

• You started with multiple stakeholders and later 
validated that with the expert. Why did you do 
that?

• During the project did you change the approach 
towards these stakeholder meetings? What 
changed?

• How did you translate the insights from the 
sessions to designs elements?

• How did you take into account human diversity?
• What barriers did you encounter during the 

process? 
• Are you more interesed in inclusive design after 

this project?
• Would you use this knowlegde in the future 

(carreer or student projects)? Explain what you 
would use.

• What advice would you give to future students?
• How would you apply this knowlegde in the 

future? 
I have processed the insights I gained from this 
into statement cards. These statement cards can be 
found on the following pages.
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Appendix H: Generative 
sessions with students
Generative sessions were done with students not 
participating in Inclusive Design projects. A total of 
six students participated, 3 master’s and 3 bachelor’s 
students with varying interests. These sessions were 
all physical and lasted about 45 minutes.  
These sessions were done to find out the values and 
needs of the students during a design project. This 
page shows which assignments were done. Next are 
the statement cards that were made with insights 
and quotes from the sessions.
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Appendix I: Interview 
teachers
For the project, I interviewed 2 teachers. One of 
them is involved in the Inclusive Design course. 
The other teacher is not involved, but expressed an 
interest in inclusivity. I had prepared some questions 
and some conversation topics; during the interviews, 
it became a conversation where we covered these 
parts. The insight cards can be found on the right.

Interview questions teacher Inclusive Design:
• Have you been teaching the Inclusive Design 

course for a long time? Do you see changes 
emerging in recent years regarding this course? 
Are students approaching it differently?

• Apart from the Inclusive Design elective, do 
you do anything related to inclusivity? Design 
studio or other courses? Do you draw students’ 
attention to inclusivity? Do you tackle inclusive 
design for a company differently than when 
students learn it?

• Do you personally experience a change in recent 
years regarding inclusive design in general?

• What would you like to see different during a co-
design session?

• What do students get stuck on the most?

• What advice would you like to give future 
students?

Interview questions/conversation topics teacher:
• You proposed the idea of not calling them 

inclusive guidelines but just guidelines. Did you 
base that own experience? Did you test that, or 
did you got inspired by someone/another field of 
design? Did you try it?

• Do you think when there is another name for 
inclusive design, it will work better?

• I know you are also involved in more inclusion 
and diversity projects. Also, I saw that you are 
part of the team that has designed the Diversity,

• Equity and Inclusion for Embodied AI. 
• There are some tools and initiatives to design 

more inclusively, but why do you experience that 
a lot of designers/students still do not take that 
into account? And why?

• You also teach some courses here at the TU Delft.
• Do you notice that other coaches are not always 

value inclusivity or are not always aligned?
• What do you think the IDE faculty should do to 

improve inclusivity?
• Or do you think that is necessary?



40 41

creating a prototype that can help students feel 
more comfortable in communicating with visually 
impaired people. Creating a safe space and feeling 
equal are key factors for this.

Research questions
• What does “Equality” mean for VIPs during a 

session?
• Which tools can help make VIPs feel comfortable 

in a cocreation session with multisensory tool?

Insights 
In this paragraph, the relevant insights for my 
project that the design team found out, are listed:
• The two experts are a strong contender of 

creating a level playing field.
• One expert is fan of icebreakers. The other expert 

recommended a sensitizing assignment. 
• The lack of interview guide made it difficult to 

create deeper conversations on the topic. But it 
helped them to have an equal starting point and 
gain more valuable insights during the meeting. 
But the studentteam prefered to have a prepared 
interview guide for the next meetings, because 

Appendix J: Inclusive Design 
project case
During the Prototyping for Interaction and 
Participation course, a Master elective in Industrial 
Design Engineering, which ran at the same time 
as my thesis, a student team started working on an 
Inclusive Design case. They went further into the 
insights I had already gained during the process. 
This appendix contains more information about 
their case, research goals, research questions, 
approach and insights. The information described 
here comes from the report by Chen, de Jonge and 
Verstappen (2023) and sessions during the project:

Case description
Inclusive Design is a design approach to expand 
the target groups for products. It serves to create 
accessible product options for groups that would 
otherwise be excluded. But how do you, as a 
student, actually collaborate with people during an 
inclusive design process? 
We are creating a process in which everyone feels 
safe to share and open up. Working with people 
who have a disability (in our case, visual impairment) 
can be quite scary for students. They want to do 
it perfectly immediately. We want to work on 

of time limitations it is more effectient to prepare 
the session

• Having an introductory session helped us build 
a bond with their experts and made them 
more confident in future sessions: ‘’Having an 
introductory session helped us build a bond with 
our VIPs and made us more confident in future 
sessions’’

• By starting the session immediately with design 
assignments, experts are scared off. If they have 
to start drawing immediately, they begin to 
doubt what is expected of them during the rest 
of the session.

• Icebreakers, where the expert and student got 
to know each other’s personality and character, 
worked better than icebreakers, where they only 
had to do a creative assignment.

Conclusion
We have the following recommendations to 
designers of participatory sessions with VIPS:
• Do sensitizing activities before the session and 

preparation thereof.
• Focus on a strong introductory session, to help 

all participants feel acquainted everybody in the 
session.

• Be empathetic to VIP narratives, rather than 
simulating their experiences artificially.

• Provide more session information to VIPS 
beforehand. It could be beneficial to inquire 
about which methods VIP participants already 
have experience with.

• Promote the feeling of low stakes in regards to 
the expected “artistic” output of session activities.

• Limit the amount of prototyping materials 
available, specifically clay and paper are good 
multi-functional materials many are comfortable 
with. Take material color into account in regards 
to the session environment (strong contrasts are 
ideal).

• Focus on a broad spectrum of creative activities. 
Individual preferences vary and different 
activities have their own unique inputs and 
strong suits. We recommend roleplaying and lofi 
prototyping, as these worked well in our session.

• If mindmapping is necessary for a specific 
context, delegate it in a away everyone 
contributes in an equal way and that VIPs have 
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important. It should be clearly explained why 
certain activities are done.

• Before the tasks are done, discuss more with 
the expert what his/her preferences are ‘’Ask in 
advance which colour clay I prefer vs the table’’. 
So work together more as a team.

• During the session, there were many questions 
for Corien and not me, so the expert was still in 
the centre. 

the opportunity to hear other’s input and gain 
inspiration from it.

• Qualitative evaluation methods like interview 
work fine in such sessions, quantitative text-
based methods prove to be problematic.

Insights I derived from this project
There are also some insights that I can get from 
this project myself by analysing the project and 
reflecting on the process together with the expert:
• Although the student team indicated and 

understood that it was important that there 
should be an equal starting point for them and 
the expert. This was often not realised. Corien and 
I sometimes felt ‘’stressed’’ during the co-design 
session because we had to think of things quickly 
on the spot. 

• Even though they had doubts about some co-
design activities, they were still going to try. 
They dared to do this and dared to keep asking 
questions.

• Corien had difficulty explaining to outsiders what 
she had done during the session. Others do not 
understand why these co-design activities are 
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Appendix K: Co-design 
sessions
Students kept indicating they wanted to be better 
prepared, and many ideas from the sessions related 
to this (co-design session 1 and 2, and research 
insights). Because of this, I eventually decided to 
start with a design myself, and continue iterating on 
it with students. I will describe in this appendix the 
co-design sessions held.
For every co-design session the participants filled in 
a consent form, see Appendix O.

Co-design session 1
Participants: four graduate students. 
Duration: One hour. 
Goal of the session: Research what is learning 
process and discuss project.

Results the session: The results can be seen on the 
next page.

Reflection on the co-design session
1. Explorative way of defining Inclusive Design: In 
the beginning, we had a sensitizing assignment 
where we discussed what inclusive design meant 
to them. However, I did not want to do in a session 

that something was wrong or right, but many 
thought that inclusive design was ‘’designing for 
people with disabilities’’. Two students also thought 
it was enough to blindfold someone to represent if 
someone is visually impaired. 

It is kind of interesting to learn about the term in 
an explorative way. I did not want to suggest it, but 
I should guide this more so that mistakes are not 
made.

2. Establishing what participatory design is: It is 
still not clear to all students what participatory/
co-design is, even though they have taken courses 
where they have applied it. They should be better 
informed about this beforehand. Define what co-
design is based on examples the students have 
experienced themselves. Because often they have 
done something with it but are not aware of it. 

3. Establishing that the terminology is less big: Much 
time was spent on the term inclusive design and 
what exactly it meant. The same goes for co-design. 
This is because the terms are very large. Next 
session, introduce these terms in an approachable 
way.
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Co-design session 2
Participant: PhD who did co-design sessions with 
people who are visually impaired. 
Duration: 1 hour.
Plan for the session: Research how she experienced 
the co-design session & What were her needs 
during the session?

1. Discuss prior knowledge and experience:
• Previous experience and knowledge about 

Inclusive Design? 
• Previous experience and knowledge about co-

design?

2. Discuss some things of the preparation of the 
session:
• What were your expectations of the co-design 

session?
• What were your main insecurities about these 

co-design sessions?
• While preparing the session, what problems did 

you encounter?
• What needs did you have during the 

preparation?    

3. Get into the topic, discuss the co-design session:
• See image

 
4 Design what you need:
• She wanted a better risk assessment to be better 

prepared and more secure for the session.

Summary
She had no prior knowledge or experience with 
Inclusive Design or co-designing. She used the 
Sanders and Stappers book and the Delft Design 
Guide about contextmapping to get familair with 
this new method, after that she started to create her 
own protocol. 
Started first with co-designing for people without 
a disability. Then she did these sessions for people 
for a visual impairment. She did no new pilot test 
for this new target group, eventhough she needed 
to change some things because the VIPs were not 

impact’’. Therefore she doesn’t have the deeper 
knowledge 
She would have wanted a beter preparation so she 
would be more secure during the session and dare 
to ask more and therefore will get more insights 
whe doing such sessions. What could have helped 
her to feel less insecure was a risk assessment, so 
she would know beforehand had she could ask, etc. 
Besides the disability, there was another barrier: 
language.

able to execute some tasks. But she still had the 
same protocol and same questions ‘’I used the same 
protcol and same questions that I used when doing 
this with normal people. I thought this part doesn;t 
need a pilot test.’’ Looking back, she would have 
want to do a pilot test, to be beter prepared. She had 
insecurities because she didn’t knew the abilities 
of the visually impaired people. ‘’I don’t know what 
the participants can do, I cannot imagine.’’. Besides 
that she was afraid to ask some ‘’side questions’’, 
because she was afraid to hurt them ‘’hurt them/
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More co-design sessions
After this, I started with a prototype and co-designed 
and iterated from there with students. I started with 
a small prototype of a campaign/awareness posters 
and a co-design session that could be started in an 
approachable way and show that making mistakes is 
part of the process. I have involved to nine students 
and two experts.

Awareness posters
Seeing others make mistakes is humorous and useful. 
But especially when I explain it. From just the text of 
the poster, it doesn’t stick as much.  
‘’By this, the topic of inclusion is not heavy.’’ 
‘’It is humourous’’ 
‘’The examples are very useful. Even experts make 
mistakes.’’ 
 
It is passive, they want it more interactive: 
‘’It was passive, I want it to be more interactive.’’

It does not put students to work, it should be more 
interactive: 
‘’Every groupmember has one card/poster and tries to 
apply that. In the end share the poster with everyone? 
> To make it more interactive.’’ 
‘’Maybe a follow-up? What can they do with the infor-
mation?’’ 
‘’It does not put you to work...’’

‘’When to use it (context)? When is it during the 
course? On different moments in the project?



50 51

Interactive e-game
An interactive, humourous e-game to show that 
everyone makes mistakes
 
‘’I want more visuals.’’ 
‘’Maybe if the text is spoken it is more personal’’ > 
‘‘It is more interactive, but it doesn’t put you to 
work.’’ 

Learning journey flyer/booklet
A flyer or booklet that helps the student through 
tips, and mistakes made before. In fact, I think it 
is also important how to start ‘’is there anything 
we need to take into account today?’’ rather than 
‘’how can we take into account your disability?’’ Not 
everyone experiences it as a disability.

Too much guidance when you want to let students 
explore Inclusive Design: 
‘’Gives too much guidance’’ > She said I didn’t want 
to supervise the students and didn’t want to dictate 
everything, but it seemed that way.

Als iets afgeraffelt wordt, heeft het geen zin 
‘’We should have done more reflection in the course, 
but there was no time for that.’’
‘‘Het is zonde als het wordt afgeraffeld, want het 
was heel belangrijk’’
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Immediately starting with a co-design session
Have students do a co-design session right on the 
first day. No time to make it perfect. Just before 
the session, let it be known that the expert (can be 
internal in the group or an external person) has broken 
his arm, for example, the session cannot run probably 
as planned. 

It doesn’t feel ethical to ‘‘give someone a disability’’, 
e.g. giving someone a sling.

You can learn a lot of this, because you dare to ask 
more: 
‘‘Ít would be a great learning experience.’’ 
‘’And afterwards do a interview to learn from it.’’ 
‘’It is a safe environment to test it, students will feel 
comfortable this first time’’. 
‘’You will feel safe.’’

The chance students will not take it seriously: 
‘’I’m afraid students won’t take it seriously, see it as a 
joke’’ 
‘’It’s hard to imagine a disability, students can 
exaggerate things with a blindfold, or not do it well.’’’ 
‘’’Theatrical. Students are going to have a hard time 
imagining it.’’

Combine prototypes
After a multiple co-design sessions, it resulted in 
a game for the first session with the whole design 
team (to get to know each other and dare to make 
mistakes). Experts and students should both be able 
to answer and participate in this activity/game. This 
is a kind of icebreaker. The expert should not be the 
centre during this activity.

This activity or game should be doable without 
a collective preparation so everyone has a level 
playing field, and whereby students can not prepare 
themselves exceptionally well. Many ideas were 
generated for this during co-design sessions, but I 
thought most these outcomes felt forced to start 
a conversation. They contained of many questions 
and answers, where no natural conversations could 
follow.  
 
First idea from the co-design session: Card game 
with global questions, with for instance questions 
like: what is a problem you experience every day? 
Think of games like shit happens/black stories. 
Experts can’t do a card game. 

In next sessions I explored this design direction 
further.
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Through co-design sessions, more and more design 
criteria are also emerging:
• It should be interactive
• It should put you into action 

It should be personal
• It should be accessible/inclusive
• It should allow you to get to know each other
• It should make clear that mistakes are allowed
• It should not be too guiding, as you want students 

to discover it themselves
• It should make sure the expert is not the centre of 

attention
• It should not let the team members feel time pres-

sure (e.g. having no end goal)
• It works well when humour is applied.

More ideas for the game/activity for the first session:
• Hunted/search game. Students are limited in this 

game, they have to search for something without 
having details. To simulate a disability.  
A card game where funny situations that 
happened during Inclusive Design projects have 
to be ranked (shit happens).

• Die, wheel, sound board, or button that reads 
questions or activities aloud.

• Icebreaker without visual aspects. No contest, 
were more things can go wrong then right (as in 
karaoke).

• Everyone has a button, with when everyone turns 
and in a certain way no babble comes out, but a 
task.

• Icebreaker can be uncomfortable, but if everyone 
does something stupid, you’ll have an easier time 
doing it in the future. Let experts make mistakes 
too.

• Confidence exercise, that everyone should do so-
mething crazy or embarrassing. Or everyone has to 
close their eyes. 

• Random vragen: geen voorbereiding, niemand 
heeft hier controle. Ontwerpteam moet de controle 
weghalen en gebruik maken van geluid. Soort 
icebreaker vraag achtige dingen zijn. 8 opties, niet 
elke optie relevant. Misschien een iemand van het 
team van te voren checken.

• At the table and everyone is given a number. When 
the button is pressed, e.g. it says number 1 and 3 
have to leave the room ‘’1 has to find out what their 
hobby is by storytelling.’’

• Automatic actions. Which action can you do 
without your sight - tricky, because automatic 
actions you must have done before.

• Something where you have to make a lot of 
mistakes until you get it right (discover).

• Everyone has 5 buttons, fill-in story. Everyone such 
a disc that will vibrate, when such a story goes off, if 
your thing vibrates, a word of yours is used. The rest 
have to guess whose word is it?

• Weerwolven
• Wie is de mol, if your disc vibrates you are the mole 

and have to sabotage the game.
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Appendix L: Workbook
This appendix presents the workbook for students.
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• Is it understandable for you, students who have 
no knowledge of Inclusive Design?

• Are there any questions/things that are not 
understood?

• Are there things missing, is there a need for 
something?

• Is this the right way to convey knowledge?

Appendix M: Evaluation
Through these questions, the concepts were 
evaluated. These questions were addressed during 
evaluations that lasted about 30 minutes. Brief 
evaluations were also done with students and 
experts during the course of the Inclusive Design 
elective. 

Evaluating with four students who followed 
Inclusive Design course:
• When and how did you involve experts?
• How do you see your expert? (More as a team 

member or as a participant?)
• How did the experts positioned themselves?
• Did you experience insecurities during the 

course? And where did those insecurities come 
from? Did those insecurities stop you from doing 
anything?

• Did you experience uncertainties during the 
course? What were those uncertainties? Did 
those uncertainties stop you from doing 
anything? What could be clearer for you in the 
next edition?

• Did you experience difficulties with moral 
aspects? For example, did you not know right/
wrong or what you could or could not ask?

• Did you experience time pressure during the 

course, and why? What was the consequence 
of experiencing time pressure? Did you handle 
things differently than expected because of time 
pressure?

• Did you feel there were high expectations during 
the course?

• What was your focus during this project learning 
process vs outcome?

• What are your expectations for upcoming 
sessions?

• Is the barrier to doing Inclusive Design lowered? 
Was it lowered during the course?

• Did it feel safe and familiar to explore?
• Did they dare to make mistakes/take risks?
• Did the first meeting feel useful for the project? 

How did you experience this session? What do 
you take away from this session?

• Addressing booklet: Would it have helped the 
booklet? Did you need more information on 
inclusive design?  

Evaluating with 2 experts who participated in the 
Inclusive Design course:
• How did you experience that first day?
• Did you manage to build a connection that day?
• How are you involved in the project? 

• How does this compare to last year?
• Do you feel like a co-designer? And how is this 

compared to last year?
• Did you experience equality in the project?
• Did the students dare to explore and make 

mistakes?
• Did you notice any barriers that students 

encountered? 

Evaluate the workbook with students who did a 
project about Inclusive Design where I provided 
them my research insights (Appendix J):
• Is the barrier to doing Inclusive Design lowered 

by the information they already had beforehand? 
(Somewhat the same information that is also in 
the booklet).

• Could you recognise yourself in the information? 
Did you experience a barrier?

• It seemed like you were not afraid to make 
mistakes, you experimented with activities where 
you did not know if it was going to work.

• What caused that you were not afraid to make 
mistakes and tried out some things? 

Evaluate the workbook with students who do not 
follow Inclusive Design:
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Appendix N: Sensitizing 
assignment
The sensitizing assignment first consisted of several 
pages and was available as a booklet you could fill 
in. But it was also available as an audio format to 
record your podcast or video. These sensitizers can 
be seen later in this Appendix. 
In the end, it was decided to give students a shorter 
version. You can see this version on the next page. 

The intention was to provide a timeline for the 
sensitizing assignment so that students could 
understand the value of sensitizing. This did not 
happen in the end. The timeline can be seen on the 
last two pages of this Appendix.

Brief version of the sensitisation assignment given to students
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Sensitizing assignment (vlog or podcast) Sensitizing assignment (booklet)
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Sensitizing assignment (booklet) Sensitizing assignment (booklet)
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Sensitizing assignment (booklet) Sensitizing assignment (booklet)
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Sensitizing assignment (booklet) Sensitizing assignment (booklet)
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Sensitizing assignment (booklet) Sensitizing assignment (booklet)
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Sensitizing assignment (booklet)



Inclusive Design process

The design team, including expert(s), will 
meet at the start of the project. This 
session is not focused on the content of 
the project, but this session aims to build a 
connection and get a mutual 
understanding by discussing the 
sensitizing exercise.

Sensitizing exercise Introductory session

‘’Having an introductory session helped us 
build a bond with our experts and made 
us more confident in future sessions.’’ 

- Student team (2023) about their Inclusive 
Design case during their Master elective.

After the introductory session, a safe 
learning environment is being established. 
This lowers the barrier of starting with the 
first co-creation session and improves 
collaboration between students and 
experts. These co-creation sessions focus 
on the content of the project.

By doing the co-creation sessions, the 
designt team will learn a lot. For example: 
How to collaborate with experts, what 
questions can be asked, what activities 
work best, how to reach the desired goal of 
the sessions and how to improvise during a 
session. As a result, the sessions will also 
improve over time.

First co-creation session

‘’We had no trouble with the sessions since 
we considered them as try-out sessions." 

- Student team (2022) about their Inclusive 
Design case during their Master elective.

Co-creation sessions

''We could find our way into this [the 
co-creation sessions] by facilitating the 
sessions, which improved over time.’’ 

- Student team (2022) about their Inclusive 
Design case during their Master elective.

At the end of the project the design team 
presents a result related to the content; 
based on the needs of the experts and the 
stakeholders. But more importantly the 
design team has improved their Inclusive 
Design approach by building their skills 
during the project. Inclusive Design does 
not only focus on the outcome but more so 
on the approach and process, making 
students feel more confident to use it in 
their next project.

Result: Learnings

''It's not about the grade. For us, it's about 
what you learn. It is not about the result.'' 

- Visio about the Inclusive Design course. 

Prior to the project, each team member 
(the students and the experts) will 
complete a sensitizing assignment. This 
exercise can be done in various ways, 
depending on the team's preferences. This 
sensitizing exercise will be used as a 
starting point for the introductory 
session.

‘’By doing a sensitizing assignment, I feel 
more confident and well-prepared during 
the participatory session.’’

- Expert who participated in multiple 
co-design sessions with students.



106 107

Appendix O: Consent form
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