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Tools for Inclusive Design

Good design — a response to need

A coffee pot for use on
airlines

« Highly functional
« Highly usable

Good design — aresponse to diversity
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An injector for daily use by ﬁ #}
all ages W !
« Highly functional m
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Understanding people

Understanding people

60 Million 5050 11 Million
Population Children
47+ 1in 10
S Left Handed
3.4 Millionya1f Adults o
10 Million
Disabled
14 Million 2 Million 8.5 Million
Grandparents 1.5 Million Arthritis
Diabetes
8% Men -
0.4% Women 9 Million
Colour Blind Heal’ing loss

Understanding people

Itis normal to be different




Understanding people
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Understanding people

Understanding people

Inclusive design

“the design of mainstream products and/or
services that are accessible to, and usable by,
as many people as reasonably possible ...

without the need for special adaptation or
specialised design ”

Inclusive design

Inclusive design
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Simple Standard y
‘everyday’ remote with /
remote as an standard
optional extra functions
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Inclusive design

Inclusive design = better design

Easy
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Able-bodied users

O €0)
Minimally Partially Moderately Fully
Able Able Able Able
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Extreme users
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Minimally Partially Moderately Fully
Able Able Able Able

Boundary users
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Personas
Rose(83)
Carol (57) David (64) @
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Personas

Minimally Partially Moderately Fully
Able Able Able Able

Vision simulator
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Reach and stretch simulator

Dexterity simulator

O

(o, O O
Minimally Partially Moderately Fully
Able Able Able

Able

Demand assessment

Low
demand

High
demand
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Demand assessment
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Demand assessment

GB 16+ population excluded (%)

Low
demand




Demand assessment

Low High Low High Low High
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Demand assessment
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Low High
demand demand

Case studies

Proposed Concept (~2.1m adults excluded in GB)

AINWICK Spray

Books

ering design

Inclusive design
toolkit

Web site

Interactive training

Varying opinions

Use personas to camera
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For each camera, assess the overall demand
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Understanding people

Itis normal to be different

Understanding design

Inclusive design = better design

Excluded

Easy

Number of People

Product Experience

Understanding business

Better design = good business




