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The Handbook is the first product of the UX@School project, an Erasmus + Cooperation
Partnership (KA220-SCH) aimed at strengthening the role of teachers and trainers in designing
student-centred digital environments, activities, and materials, exploiting the potential of UX
Design in education to improve engagement and effectiveness of distance learning in schools.

This Handbook is designed for secondary school teachers and educators working in secondary
schools, providing them with the necessary knowledge and tools to effectively create learning
scenarios with a high level of accessibility, inclusivity, effectiveness, and engagement.

The methodology employed in producing this document is as follows:

Introduction

Focus groups were conducted with teachers and experts in UX Design technology in
each participating country (Italy, Bulgaria, Spain, Greece, and Lithuania) to gather
insights into teachers' needs regarding resources, tools, and methodologies for
integrating UX Design principles into digital and online learning practices. A total of
28 respondents participated in the activity.

A questionnaire was submitted to students in each participating country (Italy,
Bulgaria, Spain, Greece, and Lithuania) to ensure it answers the needs of the
students. A total of 133 respondents participated in the activity.

The structure of the Handbook was defined and shared with the partners.
Subsequently, the contents of the Handbook were developed through collaborative
efforts among the UX@School partners, with each contributing to its creation based
on their respective expertise.

The lead partner, Learnable, compiled all the findings and generated a
comprehensive report summarising the key insights.

4



01

02

03

04

05

From the Student-Centred Approach to the UX Design: This chapter
provides a comprehensive overview of the fundamental principles of a
Student-Centred Approach and how UX Design can be applied in
educational settings.

The UX@School approach: This chapter explains how to effectively use the
UX@School Online Tracking System and the UX@School MOOC within
educational contexts.

Guidelines, tools, and resources for getting the students’ perceptions: This
chapter offers practical guidance on how to get students’ perceptions and
feedback, facilitating effective learning processes.

School strategy based on UX Design principles: Tailored to educators'
needs, this chapter presents tools and templates for planning a school
strategy based on UX Design principles.

Tools for improving accessibility, effectiveness, and engagement of digital
education materials: This chapter introduces various online tools designed
to enhance the accessibility, effectiveness, and engagement of digital
education materials.

The Handbook is structured into distinct chapters as the following:
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1. Transitioning from a Student-Centred
Approach to UX Design in Secondary

Education

Keywords: Student-centred learning, User Experience (UX) design, Digital learning environments, Active
engagement, Personalized learning experiences, Feedback mechanisms, Accessibility and usability.

In recent years, education has increasingly prioritised student-centred learning, focusing on
individual needs and experiences. However, with the rise of digital learning environments,
there's a recognition of the need to ensure these experiences are well-designed. This involves
integrating User Experience (UX) design principles, which aim to enhance usability and
satisfaction, into teaching practices. Therefore, this chapter explores the transition from a
student-centred approach to incorporating UX design in secondary education, offering
strategies to improve digital learning experiences for students.

Authors: Marica Sabbatini, Giulio Gabbianelli (Learnable)

Introduction

The student-centred approach places learners at the forefront of the educational process,
emphasising active engagement, collaboration, and personalised learning experiences.
Teachers act as facilitators, guiding students through their learning journey and tailoring
instruction to meet diverse learning styles and preferences. This approach fosters autonomy,
critical thinking, and intrinsic motivation among students.

We can summarise the main features here below: 

Focus on Student Needs: Identify your students' learning styles, prior knowledge, and
individual goals.

Active Learning: Encourage students to engage actively with the material through
discussions, projects, and hands-on activities to construct their understanding.

Differentiated Instruction: Tailor instruction to cater to diverse learners. Offer various
resources and assessments that cater to different learning styles.

Collaborative Learning: Promote group work and peer-to-peer interaction to foster a
community of learners.

Understanding the Student-Centred Approach
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User Experience (UX) design, traditionally used in technology and web development, focuses
on creating products that provide meaningful and relevant experiences to users. In the
context of education, UX design principles can be applied to enhance the digital learning
environment/material, making it more intuitive, engaging, effective, and accessible for diverse
learners.

This may include creating user-friendly digital platforms for accessing course materials,
designing interactive activities that cater to diverse learning styles, and providing timely
feedback and support. It encompasses accessibility, usability, and aesthetics, all aimed at
creating a positive user experience for students.

To effectively transition from a student-centred approach to one that incorporates UX design,
educators need to integrate the best of both worlds. Here are steps to facilitate this transition:

1. Understand Student Needs: Begin by comprehensively understanding the needs,
preferences, and learning styles of your students. This forms the foundation for designing an
effective UX.

2. Evaluate Current Practices: Assess your current teaching methods and digital tools. Identify
what works well and areas for improvement. Seek feedback from students to understand
their experiences.

3. UX Design Principles: Familiarise yourself with UX design principles such as usability,
accessibility, and user satisfaction. These principles will guide the design of learning
experiences.

4. Embrace Technology: Leverage technology to enhance learning experiences. Use user-
friendly learning management systems (LMS) like Google Classroom, Microsoft Teams, or
Canvas that integrate UX design principles.

5. Design Engaging Content: Create interactive, visually appealing, and relevant digital
content using multimedia elements such as videos, animations, and simulations. Platforms
like Kahoot!, Nearpod, and Edpuzzle offer innovative presentation methods.

6. Ensure Accessibility: Design with accessibility in mind, using tools offering text-to-speech,
closed captioning, and adjustable text sizes. Follow the Web Content Accessibility Guidelines
(WCAG) for comprehensive accessibility.

7. Collaborative Design: Involve students in the design process through co-creation sessions
and feedback loops. This ensures that the learning experience aligns with student
expectations.

Transitioning to UX Design in Education
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8. Implement Feedback Mechanisms: Incorporate regular feedback mechanisms using
formative assessments, surveys, and digital tools like Google Forms or SurveyMonkey to
monitor student progress.

9. Iterative Improvement: Embrace an iterative approach to design, continuously refining
learning experiences based on feedback and evaluation.

10. Provide Professional Development: Invest in professional development to equip teachers
with the skills to implement UX design principles effectively. Workshops, webinars, and online
courses can provide valuable training.

Monitoring and evaluating the effectiveness of UX design in education is essential for
continuous improvement. 

Here are some strategies that teachers can use:

Monitoring and Evaluation Strategies

Use quizzes, polls, and exit tickets to gauge student understanding throughout the lesson. This
allows you to adjust your approach on the fly.

Think-Pair-Share: Pose a question related to the learning objective. Students reflect
individually ("Think"), then discuss their ideas with a partner ("Pair"). Finally, share key
takeaways with the whole class ("Share"). This gauges comprehension and allows you to
address misconceptions before moving forward.

Muddiest Point: At the end of a lesson, ask students to write down the concept they found
most confusing ("muddiest point"). Analyse these responses to identify areas where the
explanation might need to be revisited or clarified.

Exit Tickets: Create short, quick quizzes or prompts after a lesson. These "exit tickets" allow
you to assess students' understanding of key takeaways before they leave class.

Formative Assessment
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Conduct surveys or hold focus groups to understand how students perceive the learning
experience. Gather feedback on usability, engagement, and content relevance.

Anonymous Surveys: Develop online or paper-based surveys to gather anonymous student
feedback on the overall learning experience. Ask questions about the usability of materials,
clarity of instruction, and level of engagement.

Focus Groups: Organise small group discussions to gain deeper insights into student
perceptions. Ask open-ended questions about their experience with specific UX design
elements you implemented.

One-on-One Interviews: Schedule brief individual interviews with students to gather
personalised feedback on their learning journey. Explore how the UX design changes have
impacted their understanding and engagement.

Student Feedback

Use online learning platforms that track student progress, completion rates, and interaction
with materials.

Monitor Progress: See how students are progressing through learning materials,
identifying any areas where they might be struggling.

Engagement Levels: Track how long students spend on specific lessons or activities,
providing insights into the effectiveness of those materials.

Completion Rates: Analyse completion rates for assignments and assessments to identify
areas where students might be disengaged or require additional support.

Analysing this data allows teachers to identify strengths, weaknesses, and areas for
refinement in their teaching practices. Additionally, ongoing reflection and collaboration with
colleagues can help teachers iterate on their design strategies and incorporate best practices
into their pedagogical approach.

Learning Analytics
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Tips

References

Regularity is Key: Don't rely on a single evaluation method. Integrate formative assessments,
student feedback, and learning analytics into your routine to gain a comprehensive picture of
student learning.

Actionable Insights: The purpose of monitoring and evaluation is not just data collection. Use
the insights you gather to make informed decisions about improving your teaching practice
and refining your UX design choices.

Celebrate Success: When your monitoring and evaluation efforts reveal positive results, share
them with your students! This reinforces the effectiveness of the learning environment and
motivates them to continue their academic journey.

Weimer, M. (2013). Learner-Centered Teaching: Five Key Changes to Practice. Jossey-Bass.
Norman, D. A. (2013). The Design of Everyday Things: Revised and Expanded Edition. Basic
Books.
Garrett, J. J. (2010). The Elements of User Experience: User-Centered Design for the Web
and Beyond. New Riders.
Wiliam, D. (2011). Embedded Formative Assessment. Solution Tree Press.
Ferguson, R. (2012). Learning Analytics: Drivers, Developments, and Challenges.
International Journal of Technology Enhanced Learning, 4(5-6), 304-317.
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2. The UX@School approach: how to use the
UX@School Online Tracking System and

MOOC

Keywords: Student-centred learning, User Experience (UX) design, Digital learning environments, Active
engagement, Personalized learning experiences, Feedback mechanisms, Accessibility and usability.

The UX@School approach is designed to empower secondary school teachers and educators
in enhancing their digital teaching and learning practices and materials through the
application of UX Design principles. It also aims to foster the launch of a pool of qualified
teachers, trainers, and educators who will serve as "Ambassadors" to leverage UX@School
results within the educational community.

By providing access to two distinct tools: the Online Tracking System and the MOOC, this
approach aims to bolster schools' capacity and readiness for an effective transition to digital
education. These tools offer a methodology for creating more accessible, effective, and
engaging digital materials, remote learning activities, and online environments.

Below, we outline how each tool can be effectively used. 

Authors: Marica Sabbatini, Giulio Gabbianelli (Learnable)

Introduction

The Online Tracking System serves as an online tool for monitoring and evaluating student
user experience with the digital artefacts used by teachers applying UX principles. Its primary
objective is to assess students' perceptions while interacting with online learning artefacts
and environments.

Online Tracking System

11



Benefits

Facilitates real-time monitoring of student engagement and satisfaction with digital
materials.

Provides insights into areas of improvement for enhancing the user experience.

Steps for teachers

Identify the online learning artefacts and environments you wish to collect students'
perceptions.

Educate students on the significance of providing feedback on digital materials and
environments to facilitate improvement.

Introduce students to the tool and explain the process of completing the questionnaire to
collect their feedback.

Analyse the responses associated with the identified categories in line with UX Design
principles. This analysis enables teachers to identify areas requiring improvement and
aspects performing well.

The tool provides a list of potential actions based on identified categories to guide teachers
in refining their materials accordingly. According to this, you can tailor instruction to
individual student preferences and learning styles.

The MOOC is an exhaustive online training course addressed to teachers and trainers on how
to create more student-centred, effective, and engaging digital and online learning scenarios
applying UX Design concepts. It covers the following topics:

UX Design for secondary schools: why we need to consider the students’ perception; 
Factors that influence engagement and deep learning in online environments, 
How to design student-centred digital environments, activities, and materials; 
How to evaluate whether our digital educational materials are effective, accessible, and
engaging; 
Challenges and strategies for implementing UX design in the online lessons; 
Hands-on: the steps for integrating UX design

The MOOC
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Benefits

Steps for teachers

Access the MOOC platform and enrol in the course.

Engage with course materials, including instructional videos, readings, and interactive
exercises.

Apply acquired knowledge and skills to enhance digital teaching and learning practices.

Participate in discussion forums and communities and collaborate with peers to exchange
ideas and best practices.

Continuously evaluate and iterate upon teaching practices based on newfound insights
and strategies.

Foster collaboration among educators by creating opportunities for sharing insights and
best practices derived from MOOC training.

Integrate MOOC learnings into school-wide digital teaching strategies to ensure
consistency and alignment with educational goals.

Combining the Online Tracking System and the MOOC within the UX@School approach can
significantly enhance digital teaching and learning practices in secondary schools. Here's how
you can effectively integrate these two tools:

HOW TO APPLY THE UX@SCHOOL APPROACH

Use the insights gathered from the Online Tracking System to
identify areas for improvement in digital teaching materials and
environments.

Explore the MOOC training sessions to get real-life examples and
case studies for educators.

Provides flexible and accessible training opportunities for educators.

Offers comprehensive guidance on implementing UX Design principles in educational
settings.

1. Data-Driven
Decision Making
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2. Professional
Development

Use the Online Tracking System data to identify common challenges
or areas where teachers may require additional support or training.

Explore the MOOC training sessions to address these specific needs,
providing educators with targeted guidance and resources.

Encourage educators to apply the concepts learned in the MOOC to
optimise their digital teaching practices and address identified
challenges.

3. Continuous
Improvement

Encourage educators to share their experiences and success stories
from implementing UX Design principles in their teaching practices
during MOOC discussions and in the UX@School Community of
Practice.

Facilitate collaboration among educators within the school to
exchange best practices and innovative strategies for leveraging both
tools effectively. 

4. Strategic
Implementation

Develop a coordinated plan for implementing both the Online
Tracking System and MOOC within the school or district, ensuring
alignment with overall educational goals and priorities.

Provide ongoing support and resources to educators to encourage
consistent utilisation of both tools.

Monitor and evaluate the impact of the combined approach on
student engagement, learning outcomes, and overall digital teaching
effectiveness

Demonstrate how adjustments made based on Online Tracking
System feedback have positively impacted student engagement
and learning outcomes.
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3. Guidelines, tools and resources for getting
the students’ perceptions 

Keywords: Student feedback, Learning materials, Assessment methods, Anonymity and confidentiality,
Digital tools, Personalized learning, Effective teaching.

Collecting student feedback on learning materials and their perception is a multifaceted
process that requires careful planning and execution by administrators and educators. 

There are several reasons for the multidimensionality of the process:

Different needs of pupils: each pupil is an individual and may have different learning styles,
habits and abilities.

Different assessment methods: Feedback can be obtained using a variety of methods such
as questionnaires, discussions, projects, or practical exercises.

Time and resource constraints: Teachers often have limited time and resources to collect
feedback.

Complex learning process: Learning is a complex process involving many factors such as
students' motivation, prior skills, emotions and other factors.

All of these factors provide a fuller and more varied picture of how students learn and
understand learning material.

Authors: Kristina Vileišienė, Žydrūnas Kapočius, Lijana Ivoškienė, Vilma Drungelienė, Jolanta
Stankaitienė, Vida Drąsutė (Raseiniai Šaltinis progymnasium )

Introduction
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First of all, it is important to define what you, as a teacher, want to learn from your students'
understanding of the learning material and how you intend to use the information you receive.
This will help you to determine the most appropriate collection methods. 

A clear objective is essential to obtain useful and effective feedback from students on the
learning material and their understanding of it for several reasons:

Targeting the right outcomes: A well-defined objective helps the teacher to direct
feedback towards the specific learning outcomes he/she aims to achieve.

Personalised learning: With a clear goal, teachers can personalise the learning process
according to the needs and abilities of each student.

Effective learning: With specific objectives, teachers can develop effective assessment
methods and feedback to measure student progress.

Improvement and development: Clear objectives help teachers and administrators
formulate effective strategies to improve teaching methods and practices based on
feedback.

Guidelines

1. Having a clear goal

For example

to assess students' understanding of maths concepts: the teacher can use feedback to identify
which maths concepts students do not understand better. Based on the feedback received,
he/she can restructure the lesson material, provide additional explanations or organise
additional lessons to improve each student's understanding of important mathematical topics.

Depending on your objectives, you can use surveys, interviews, focus groups or observation.
Each method has its advantages and disadvantages, so it is important to choose the one that
suits your needs.

2. Selecting appropriate methods

16



a. Surveys

Benefits:

- A fast and efficient way to collect large amounts of data from a large number of students.

- Anonymity can encourage students to share their opinions and experiences more openly.

Disadvantages:

- Pupils may lack motivation to answer lengthy survey questions.

- Survey results may be superficial or may not provide a sufficiently detailed understanding
of pupils' perceptions.

b. Interview

Benefits:

- Allows a deeper understanding of students' opinions, thoughts and experiences.

- Additional questions can be asked to clarify unclear or contradictory answers.

Disadvantages:

- Time-consuming process, especially if interviews are conducted with a large number of
students.

- Pupils may feel shy to talk openly with the teacher.

c. Target groups

Benefits:

- Provides an opportunity to observe student interaction and discussion.

- Group dynamics can reveal new learning needs and skills.

Disadvantages:

- Each student may have different opinions.

- There may be difficulties with control and order, especially if students are energetic or
uncoordinated.
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d. Tracking

Benefits:

- Allows the teacher to directly observe students' behaviour and activities.

- Can provide insights into how students respond to the material and how they put the
skills they have learned into practice

Disadvantages:

- Can be difficult to observe all students at the same time.

- Observations can be subjective and depend on the teacher's experience and
interpretation.

e. The importance of anonymity and confidentiality

Anonymity and confidentiality encourage honest and open answers from students, which
is essential to obtain reliable information.

Why it matters:

1. Openness and honesty: Anonymity gives students a sense of security and encourages
them to share their thoughts more openly.

2. Security and privacy: Confidentiality ensures that students feel secure and confident that
their feedback will be kept confidential.

3. Accurate and objective data: Anonymous feedback can provide a more objective and
accurate picture of students' perceptions.

4. Identification of systemic problems: Teachers can more easily identify systemic problems
or weaknesses in teaching by ensuring anonymity.

How to make it happen:
1. Allow anonymous feedback.
2. Do not use personal identity.
3. Use anonymous assessment tools.
4. Ensure secure data storage.
5. Check feedback in focus groups.
6. Publish policies on anonymity and confidentiality.

18



f. Digital tools for collecting student feedback

There are different tools that can be useful for gathering students' perceptions and for the
learning process, allowing the use of a variety of assessment tools, easy monitoring of
progress and responsiveness to students' needs.

1. SurveyMonkey: offers customisable surveys with detailed analysis capabilities.

2. Google Forms: A free tool that integrates with Google Drive, useful for creating and
sharing surveys.

3. Typeform: Known for creating engaging and interactive surveys.

4. Kahoot!: Engages students through game-based learning and feedback tools.

5. Learn Lab: Allows teachers to create activities and presentations and a variety of
interactive tasks.

6. Wordwall: A popular platform for teachers to create interactive activities, translated into
38 languages.

7. Eduten: Gamified maths exercises and problems to support learning through play.

8. Edpuzzle: A platform for creating interactive video problems where students can answer
questions live while watching.

9. Padlet: A virtual wall of "stickers" where teachers and students can share ideas, links,
images and other information.

10. Nearpod: Allows teachers to create interactive lessons with questions, polls, images and
other elements that students can participate in using their devices.

11. Flip: A platform where students can record short video responses to tasks or questions.

12. Google Classroom: A free platform for teachers and students to create assignments,
share documents, communicate and track progress.

13. Pear Deck: A tool that integrates with Google Slides to create interactive slides where
students can participate and answer questions.

The key is to use feedback to inform and improve educational practice to make the
learning experience more effective and enjoyable for students.
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4. Tools and templates for planning a school
strategy based on UX Design principles

Keywords: UX Design, School strategy, Digital tools, Accessibility, Engagement, Teacher Training,
Collaboration, Networking.

Schools can create a more engaging and effective educational environment that prioritises
the user experience of its community members. This chapter will guide you through the
process of creating a school strategy that incorporates UX Design principles. We will start with
developing the strategy itself, followed by an overview of essential tools and templates. Next,
we will discuss how to effectively share results with colleagues and families. The chapter will
also cover the training stage for teachers and conclude with tips on networking with other
schools to organise UX-related fairs and summits.

Authors: Nelo Mascarós, Enric Ortega (AKOE Educació )

Introduction

Designing a strategy/policy that incorporates UX design methodology for teachers at school
involves several key steps. Let’s break it down:

Creating a strategy that incorporates the UX Design methodology

a. Understand the Context:

Begin by understanding the specific needs and challenges faced by teachers in your
school.

Consider the existing teaching methods, classroom environment, and technology
usage.

b. User research:

Research to gather insights directly from teachers. Understand their pain points,
preferences, and workflows.

Use surveys, interviews, and observations to understand the target audience (students
or parents).
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c. Define the objectives:

Define the objectives to be SMART.

Prioritise UX design principles to be reached.

 Ensure that the objectives align with the overall school mission and goals.

d. Create a team:

Consider involving both experienced teachers and professionals and enthusiastic
beginners.

Define roles and responsibilities.

Foster open communication and knowledge sharing among team members.

e. Select software and Learning Management Systems (LMS):

Check existing applications that are more suitable for your school.

Train the teachers in these applications.

 f. Incorporate UX Design Principles:

Apply UX Design Principles to enhance teaching experiences, such as features that
facilitate effective teaching. For example:

            - Intuitive gradebook interfaces.
            - Streamlined lesson planning tools.
            - Clear communication channels with students and parents.

Consider cognitive load, information retention, and effective communication.

g. Content Sequencing:

Work closely with curriculum designers to sequence learning content effectively.

Ensure that materials are logically organised and easy to access.
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h. Usability Testing:

Pilot the strategy/policy with a small group of teachers.

Gather feedback and iterate based on their experiences.

i. Implement:

Roll out the strategy in phases, monitoring its effectiveness and making improvements
over time. Some items to be taken into account are:

- Collaboration: Involve all stakeholders, including students, teachers, and parents in the UX
design process. 

- Iterative Design: Continuously improve the design based on user feedback and changing
needs.

- Accessibility: Ensure that all users can access and benefit from the designed solutions,
regardless of their abilities or disabilities.

Tools and templates to be used

Incorporating UX Design principles into the planning of a school strategy can significantly
enhance the educational experience. To be effective, it is important to generate common
templates for the entire school and use tools that improve materials in line with UX principles.

a. User research

User Persona Template: Helps in understanding the target audience, which in a school's
case could be students or parents. You can use the template (Link:
https://www.canva.com/design/DAGEFWcaFWc/0Nb1upv-9LeEqlwsYgXmgg/view?
utm_content=DAGEFWcaFWc&utm_campaign=designshare&utm_medium=link&utm_so
urce=publishsharelink&mode=preview) ready to modify.

User Interview Template: Assists in conducting interviews to gather qualitative data from
users. Yale University proposes some questions, choose some of them from the official
website (Link: https://usability.yale.edu/understanding-your-user/user-interviews/user-
interview-example-questions) and add your ones. 

Voice of the Student and Parent: Captures the needs and wants of students and parents,
which is essential for creating a student-centred school strategy.
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b. Select software and Learning Management Systems (LMS)

Figma: A versatile tool that allows for collaborative design, prototyping, and feedback
gathering. It is quite intuitive and easy to use. It has many examples and templates. It
allows you to download documents without a watermark, although it is a free version. It has
an online version with no need to download. On the other hand, it continually asks you to
update and improve the user plan you have. Sometimes it takes a long time to load and the
history is only saved for 30 days. There is a "starter" trial version. This option allows 1 project
with 3 files, limited pages to the files and a history of 30 days. The "professional" and
"organisation" options have no limitations and allow you to share libraries.

Adobe XD: Known for its user-friendly interface and integration with other Adobe products,
useful for creating high-fidelity designs and prototypes. It has tutorials and articles that
guide you and give you examples of how to use it. The amount of functions and tasks that it
allows you to do is very complete. On the other hand, you need to install the applications to
use it, the trial version is very limited, it requires frequent use to become familiar with it. It
has monthly or annual subscriptions. It has options for schools and students.

Sketch: Offers powerful vector editing and is widely used for UI/UX design tasks. Very
intuitive and easy to use, ideal for MacOs users. For other operating systems, there is only
the web version which is very limited. We recommend using only the paid version, as the
free version does not offer too many possibilities.

InVision: Provides a platform for prototyping and collaboration, making it easier to share
designs with stakeholders. If you work with ChromeOS this is your application. Very easy to
use and allows access to a digital whiteboard, which facilitates teamwork. On the other
hand, it is very oriented to mobile phones and similar devices and the free version is very
limited in terms of time and resources offered. 

Balsamiq: A rapid wireframing tool that helps you work faster and smarter, with features for
sketching out user flows and interfaces. Very easy to use, the tutorials and templates help
you to start creating projects, it allows you to print or develop in pdf even in the trial version,
you don't need to install anything to use it, it allows you to share the project and stop
owning it, it has the detail of playing music while you work if you ask for it. The main
problem is that the free version only lasts 30 days and the paid versions are relatively
expensive.

24

https://www.figma.com/files/team/1367867585561066452/recents-and-sharing?fuid=1367867583778043267
https://helpx.adobe.com/support/xd.html
https://www.sketch.com/
https://www.invisionapp.com/
https://balsamiq.com/


Usability Testing

In this regard, we recommend using the UX for Teachers assessment tool developed from a
small-scale project in the school sector and co-funded by the Erasmus+ Programme. This tool
offers a more precise method for testing and evaluating your educational community.

How to share the results with colleagues and families

Our colleagues must have access to all kinds of models and tools that we are going to use.
The creation of a repository in a shared folder in each school's environment (Moodle, Google
Classroom, Microsoft Teams, etc.) will be of great help to bring together all the materials
generated and to be able to customise those that lend themselves to it.

In the different applications we have discussed, we can work with a single user or with
different users within the same school account. This will make it easier to work on any device,
regardless of the operating system used. In addition, the fact of saving it in the cloud will be
beneficial to avoid overloading individual computers.

On the other hand, the image we give to families is extremely important in these times. We
have to make sure that these materials, these designs, and these models, reach the families
so that they can value all the work we do. This will require a minimum of quality control,
which, if each teacher follows the agreed models and applications, should be simple and
quick to carry out. At the beginning this will be interesting, but once the teachers know how
to handle themselves in the environments proposed by the school, it will probably be
unnecessary.

Training stage

After choosing the tools and models that we are going to use in your school, it is important to
train the teachers who are going to use them. In this sense, we can count on the team that
has been created for this topic and work on peer tutoring in the school's day-to-day, although
it is advisable that an expert in UX Design or a speaker who is proficient in the applications
and models that we are going to use give generic training for all the teaching staff.

Thus, a simple and feasible training plan could be:

Design of the training and search for speakers by the UX team.

General training for all teachers involved.

Peer tutoring UX team teachers to support them in the creation of the first designs.

Review by the UX team of the materials created by the rest of the team.
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How to network with other schools for organising fairs and summits about UX

Organising fairs and summits about User Experience (UX) with other schools can be a highly
rewarding endeavour. It fosters collaboration, learning, and networking among students and
professionals. Here’s a comprehensive guide to help you network with other schools for this
purpose:

a. Identify potential partner schools
Research schools with strong UX programs.
Use alumni networks and professional organisations.

b. Reach out and build relationships
Send introductory emails or LinkedIn messages to faculty or student leaders.
Attend events hosted by other schools.
Engage on social media.

c. Propose collaboration
Suggest initial joint projects like webinars.
Create a formal proposal detailing benefits, activities, and logistics.

d. Plan the event
Form a planning committee with representatives from each school.
Define event goals and logistics (date, venue, budget).
Develop the program schedule.

e. Promotion and outreach
Develop a marketing strategy using social media and email.
Encourage all schools to promote the event.
Send a press release to relevant media.

f. Execution
Ensure clear communication among organisers.
Test technology platforms for virtual events.
Conduct rehearsals with speakers.

g. Follow-Up
Gather feedback from participants.
Send thank you notes to everyone involved.
Facilitate post-event networking.

26



5. Online tools for improving accessibility,
effectiveness and engagement of digital

education materials

Keywords: Accessibility, Digital education, Online tools, Educational technology, Inclusive and adaptive
learning, Engagement, Effectiveness 

In today's digital age, the accessibility, effectiveness, and engagement of digital education
materials are paramount for fostering inclusive and impactful learning experiences in schools. 
This chapter will delve into specific online tools and platforms that can be leveraged to
achieve these goals, with concrete examples illustrating their application.

Authors: Prof. Dr. Petyo Budakov (Budakov Films), Maria Mavridou (IED)

Introduction

Accessibility: Digital education tools significantly enhance accessibility for both students and
teachers. For students, screen readers, closed captioning, transcription tools, and responsive
design ensure that educational materials are accessible to those with visual and hearing
impairments and those using various devices. For teachers, these tools empower them to
create inclusive learning environments, offering adaptable content and alternative formats to
meet diverse student needs.

Effectiveness: Digital tools boost the effectiveness of educational experiences by
personalising and streamlining processes. For students, adaptive learning platforms tailor
content to individual progress, ensuring targeted support and appropriate challenges.
Learning management systems (LMS) facilitate seamless communication and resource
sharing between students and teachers. For teachers, LMSs organise and distribute course
materials efficiently, reducing administrative burdens. Additionally, data analytics provide
real-time insights into student performance, allowing for timely and tailored instructional
adjustments.

Accessibility, effectiveness and engagement of digital education
materials for students and teachers
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Screen Reader Software: JAWS (Job Access With Speech)

- Description: Converts text and graphics into speech or Braille.
- Use Case: Visually impaired students can navigate and access online textbooks.
- Link:[JAWS ](https://www.freedomscientific.com/products/software/jaws/)

NVDA (NonVisual Desktop Access)

- Description: Open-source screen reader providing speech and Braille output for Windows.
- Use Case: Students can browse websites, read articles, and complete assignments.
- Link: [NVDA](https://www.nvaccess.org/)

VoiceOver (Apple)

- Description: Built-in screen reader for Apple devices, providing voice commands and
gestures.
- Use Case: Students read e-books and navigate content on iPads using spoken feedback and
gestures.
- Link: [VoiceOver](https://www.apple.com/accessibility/vision/)

ZoomText

- Description: Screen magnification and reading program with text enlargement and speech
output.
- Use Case: Students with low vision adjust displays and access course materials.
- Link: [ZoomText](https://www.zoomtext.com/)

Good Practices: Accessibility, Effectiveness, and Engagement
Tools for Digital Education

Accessibility Tools
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Engagement: Engaging students and teachers is crucial for a productive learning
environment. Digital tools incorporate gamification elements like badges and leaderboards to
motivate students, while multimedia resources such as videos, simulations, and interactive
quizzes capture their attention and make learning immersive. For teachers, interactive
whiteboards, educational apps, and online collaboration platforms support dynamic teaching
methods, incorporating multimedia and gamified activities to enhance student participation
and create memorable learning experiences.



Effectiveness Enhancement Tools

Adaptive Learning Platforms: Khan Academy

- Description: Adapts content based on learner progress for personalised learning.
- Use Case: Students receive tailored exercises and tutorials based on pre-assessments.
- Link: [Khan Academy](https://www.khanacademy.org/)

DreamBox Learning

- Description: Adaptive maths platform for elementary students with personalised lessons.
- Use Case: Students receive tailored maths problems and tutorials.
- Link: [DreamBox Learning](https://www.dreambox.com/)

Smart Sparrow

- Description: Allows educators to create adaptive lessons and assessments.
- Use Case: Students engage with interactive lessons that adapt to their performance.
- Link: [Smart Sparrow](https://www.smartsparrow.com/)

ALEKS (Assessment and Learning in Knowledge Spaces)

- Description: Adaptive assessment and learning system for personalised learning paths.
- Use Case: Students study subjects like chemistry with customised practice problems and
tutorials.
- Link: [ALEKS](https://www.aleks.com/)
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Duolingo

- Description: Uses badges, points, and progress bars to motivate learners.
- Use Case: Language learners earn badges and progress through levels.
- Link: [Duolingo](https://www.duolingo.com/)

Classcraft

- Description: Transforms the classroom into a role-playing game with quests and points.
- Use Case: Students earn points and unlock abilities by completing assignments.
- Link: [Classcraft](https://www.classcraft.com/)

Seesaw

- Description: Digital portfolio and interactive communication tool for classrooms.
- Use Case: Students share multimedia projects and receive feedback.
- Link: [Seesaw](https://web.seesaw.me/)

GoNoodle

- Description: Promotes physical activity and mindfulness through interactive videos.
- Use Case: Teachers use GoNoodle activities to keep students active and focused.
- Link: [GoNoodle](https://www.gonoodle.com/)

These tools enhance digital education by improving accessibility, effectiveness, and
engagement, catering to diverse learning needs and fostering a dynamic learning
environment.

Engagement Strategies and Tools
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