Co-funded by
the European Union

METHODOLOGY

for adults with disabilities

ERASMUS-+2023-ES02-KA210-ADU-000174166

L <
ION 83
AIFED 5 @VEMO
T LR L ASEDDEDIPE



Index

1. Introduction 04
2. Importance of using the methodology for educators who work 09
with adults with disabilities
2.1. How the methodology helps to work with the specific target 09
group?
2.2. How to use the e-toolkit effectively in education and 10
maximize learning outcomes?
3. Impact of using a tailored methodology and e-toolkit for 12
educators working with adults with disabilities
4. How does the material address the specific needs and interests 4
of adults with disabilities?
4.1. Challenges in addressing these needs 16
4.2. How the e-toolkit helps address these needs? 16
4.3. Engagement through gamification, digital tools and customized 17
activities
5. Advantages and benefits of using the e-toolkit for the educators 18

who work with disabled adults




6. Using the e-toolkit effectively by educators for the target group 2
6.1. Case studies 21
6.2. Recent research and studies 24
6.3. Best practices 26

7. Recommended digital tools & platforms: educator tips for 28

implementation
7.1. Overview 28
7.2. Tips and guidelines for educators on the tools 30
implementation

8. Adapting teaching strategies to meet learners’ cognitive, 33

emotional, and technological needs
8.1. Cognitive needs adjustments 33
8.2. Emotional needs adjustments 34
8.3. Technological needs adjustments 34

9. Additional activities recommended for educators who work with 35

disabled adults

10. Additional resources 38

1. Sources 39

12. Bibliography 40




1. INTRODUCTION

General information on the methodology

Gamification refers to game design elements embedded within non-game
contexts to support engagement, motivation, and learning outcomes.
Gamification has been a revolutionary methodology in the education field,
replacing passive, lecturer-centered approaches with active, collaborative
experiences. This methodology is based upon an innate human desire to
achieve, be competitive, be collaborative, and experience accomplishment;
therefore, gamifying learning can foster a more active and valuable learning
opportunity. The core principles of gamification are based on game principles
(e.g. scoring points, leaderboards, levels, missions, feedback loops, and
storytelling), namely in establishing a space where the learners can progress
through challenges, and be motivated by intrinsic (whether it be collaboration,
competition, etc.) and extrinsic (i.e. course credits) outcomes. Gamification is
not only an innovative educational approach for disability adult learners but
also an innovative approach to promote autonomy, inclusivity, accessibility,
and engagement.

Due to gamification's focus on personalization and flexibility of adult
learners, it is a well-placed strategy to engage the learning needs of adults
with disabilities. With thoughtful consideration of design, game or game-like
approaches can provide access to adults with a range of physical, sensory,
cognitive, or emotional needs, creating an equal opportunity for all learners to

engage, learn, and succeed.
Brief description of the target group

The intended audience for this approach includes disabled adult learners,
aged 18 and older, who live with one or many types of disabilities. Disabilities
include, but are not limited to, physical disabilities (e.g. mobility challenges),
sensory disabilities (e.g. visual impairments or hearing challenges), cognitive
disabilities (e.g. learning disabilities, memory challenges), emotional or
behavioral problems, and intellectual disabilities.



Disabled adult learners often face systemic barriers in conventional education
systems. Those barriers can be physical (e.g. inaccessible learning spaces),
pedagogical (e.g. inappropriate learning methodologies), or social (e.g.
stigmas and exclusion).

Many adult learners with disabilities may also have had interrupted or limited
educational experiences in their formative years, leading them to approach
educational experiences later in life with lower self-esteem and motivation.

This approach addresses these barriers and seeks to empower disabled adult
learners by providing accessible, inclusive, and engaging educational
experiences. It recognizes the diversity within the group and takes a learner-
centered approach that accounts for autonomy, competence, relatedness and
enjoyment - the key factors for adult learning.

Content of the methodology

The gamification model for disabled adult learners consists of several
components:

e Accessible game mechanics: The design of the activities considers the
range of adaptive technologies and is based on universal design
principles, so the game mechanics of the activities can be used, with
features like adaptive controls, audio description and so on, easy
interfaces and offers multiple modes of participation.

e Adaptive learning paths: Learners can complete missions or quests with
a learning path that adapts to their abilities, needs, interests and their
pace of learning. No learners fall behind or have to drop out of the

experience.

e Motivational framework: We employ game design elements, including
badges, leaderboards, progress bars, and narrative storytelling, to
enhance both intrinsic and extrinsic motivation through enhancements to
emotional engagement through meaningful rewards and advancements in
learners’ narrative.



Collaborative challenges: There are many activities that are co-
operative, rather than competitive, with the designed intent of promoting
peer learning, social engagement, and acceptance of inclusion in the

community of learners.

Accessible game structures: The activities are designed to be
adaptable with different assistive technology, and align with principles of
universal design. Mechanisms such as control customization, audio
description, simplicity of user interfaces, and flexibility of interaction are all
standard.

Adaptive learning pathways: Learners who engage in missions or quests
will encounter activities that are adaptable to their strengths, interests,
and learning progress. Learners will never stand still or be excluded from

their learning pathways.

Motivational frameworks: Elements like badges, leaderboards, progress
bars, and storytelling are embedded in supporting both intrinsic and
extrinsic motivation. The learning trajectory fosters engagement through
emotional connections and authentically through flow states and narrative

immersion.

Collaborative challenges: Although some activities are designed to
engender competition, many promote collaboration centered on peer

learning, social interchange, and belongingness.

Feedback and reflection: Feedback is often instantaneous and
embedded in the activities, allowing learners to reflect on their learning,
appreciate their achievements, and set personal goals in learning.

Multimodal content: Lessons and challenges are designed to incorporate
visual, auditory, tactile, and kinetic content to create flexibility in learning
and to meet diverse learning styles and needs.

Empowerment and agency: In all activities and mission-based learning
tasks, learners are provided choice and agency in their learning journey to
cultivate ownership and control of their own learning experience.
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Objectives of the methodology
The methodology is designed with the following objectives in mind:

* Increase engagement: To create more engaging, exciting and fun
learning experiences for disabled adult learners using fun, interactive
game-like activities.

* Increase accessibility and inclusion: To develop learning activities that
are accessible to a range of disabilities while also creating an inclusive
learning environment where all learners can fully engage in the same

experience.

e Develop skills: To allow the development of important skills such as
critical  thinking, communication, problem-solving, collaboration and
technological literacy.

e Build confidence and independence: To provide success experiences
and positive feedback in order to promote self-esteem and further

independence from the group or instructor.

e Build an attitude of learning: To promote a positive attitude towards
lifelong learning and self-growth, which can lead to more opportunities in
the workplace, community and in life.

e Build relationships: To reduce feelings of isolation and promote
relationships through shared cooperative activities.

Benefits of the methodology to the specific group

Gamification offers significant benefits for disabled adult learners, addressing
both educational and psychosocial needs:

e Enhanced motivation: Game components foster both intrinsic and
extrinsic motivation, which helps learners stay engaged and excited
throughout their learning experience.



¢ Individualized learning experiences: The approach to gamified learning
allows learners to develop challenges to their ability and allows them to
progress at a rate so that frustration is kept to a minimum and

achievement is maximized.

* Accessible and equitable: The approach to gamified learning virtually
eliminates barriers to accessing learning, making it accessible and
equitable for a wider range of learners.

e Improved learning outcomes: Active, experiential learning is the best
way to promote knowledge retention and develop transferable skills, which
are needed in one's personal and working life.

e Social empowerment: The collaborative approach of gamification,
backed by shared goals, exposes learners to a supportive group of peers
who may have similar lived experiences or challenges, which can mitigate

feelings of isolation or marginalization.

e Improved self-esteem and agency: The creation of a successful
experience in a game-based environment can lead to improved self-
esteem and increased belief in oneself as a learner and someone who is
capable of being successful.

e Emotional well-being: A gamified learning environment, compared to a
traditional classroom, tends to be less stressful and therefore more fun and
positive; positive emotional experiences are an important part of learning
and adaptation for any adult, especially those who may have had an
educational journey overshadowed by tfrauma or a lack of success.

In conclusion, the gamification methodology presents not only a new
educational method but a rethinking of our engagement with disabled
adult learners.

By incorporating play, challenge, and reward into an accessible and inclusive
format, the gamification methodology provides an article premier avenue for
disabled adults to learn, develop and prosper in a variety of educational

contexts.



2. IMPORTANCE OF USING THE METHODOLOGY
FOR EDUCATORS WHO WORK WITH
ADULTS WITH DISABILITIES

Developing educational tools and methodologies for adults with disabilities
requires intentional and inclusive methodologies that accommodate the
distinct learning styles, challenges, and strengths of the learners. A specific
methodology geared toward adult learners with disabilities is crucial for
developing an e-toolkit for educators to use in their teaching, as it provides not
only the accessibility of the learning resources but also the process and

intent to limit other barriers to access and increase the learning experience.

The significance of this intentional methodology for adults with disadvantages
is to provide methodologies that can fill existing gaps in learning, promote
independence, and promote inclusive education, while empowering educators

to provide quality access support services for the disabled adult learner.

2.1. HOW THE METHODOLOGY HELPS TO WORK WITH THE SPECIFIC TARGET GROUP?

Adults with disabilities are not monolithic. They are a diverse population with a
variety of cognitive, physical, sensory, and psychological needs. A general
teaching methodology could lose some of these important distinctions, thereby
compromising engagement, accessibility, and learning outcomes. For example,
a methodology developed for this population explicitly considers their
strengths, preferences, and potential obstacles from the start.

e A strong focus on Universal Design for Learning (UDL): Universal Design
for Learning is integrated in the methodology and provides for a flexible
learning environment that allows for various ways of learning. For example,
information is presented through multiple vehicles (e.g. audio, visual, or
text) to meet people with vision impairments, hearing impairments,
cognitive disabilities, etc.



e Serve accessibility and usability: Tailored methods emphasize
producing content compliant with accessibility (i.e. WCAG) standards,
friendly to screen readers, alternative text for missing images, user-friendly
navigation, and high-contrast images. All these features are a necessity for
learners who have physical or sensory impairments.

e Acknowledges adult learning theories: Disabled adults, just like
everyone else, respond to pedagogical principles of andragogy - adult
learning theory. The principles of andragogy recognize the importance of
self-direction, relevant and experiential learning, and the application of
skills outside of the classroom. The method supports teachers to construct
tasks that are engaging, relatable to previous experiences, and relevant to
their future personal and career objectives, which increases motivation

and, in turn, engagement.

* Increases emotional and psychological safety: Disabled learners
frequently live with stigma or worse, yet their previous educational
experiences influence their current education. A tailored method creates
an inclusive and supportive framework where educators can prioritize
learners' transformation by employing inclusive practices which build trust
and confidence when creating a safe emotional and psychological
environment to learn and engage.

* Promotes social and collaborative learning: Recognizing the value that
fostering community, the method allows for collaborative group tasks that
could be adapted to each individual's communication and interaction
needs. This allows for social inclusion, socialization, and social skill

development, which are critical for development and employability.

2.2. HOW TO USE THE E-TOOLKIT EFFECTIVELY IN EDUCATION AND
MAXIMIZE LEARNING OUTCOMES?

To ensure that educators are able to utilize the e-toolkit effectively and gain
maximum benefit from its content requires the need for a systematic, yet
flexible implementation of the methodology that is realistic to the contexts
where inclusive education takes place.
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The e-toolkit is a dynamic medium to strategically transform resources to be
appropriate for different teaching contexts, with the following methods.

e Training and professional support: The first requirement for educators is
the requirement for maximum levels of learning about the technical and
pedagogical aspects of the methodology. The e-toolkit provides training
modules, example scenarios, and step-by-step guides in using to educate
educators on how to adapt their practices for the wide diversity of
learners. They will adopt the methodology more fully when they understand
the thinking behind and rationale of each aspect of the methodology.

e Differentiation: The methodology supports differentiated instruction,
which requires educators to adapt or personalize content, pacing, and
assessment based on the learners' profiles. The e-toolkit can support and
facilitate personalized learning paths, using assistive technology to create
personalized learning opportunities and assistive feedback systems to
adapt to learners based on their level of engagement/activity/learning.

e Continuous monitoring and feedback: A productive way to implement
the methodology is through the use of real-time monitoring and reflection.
The e-toolkit should include systems to gather learners' data (with their
privacy assured) to measure engagement, understanding, and
advancement levels. These assessments would help educators adjust their
teaching strategies and interventions throughout the delivery of learning.

e Collaborative use and peer support: The e-toolkit was developed to
support collaborative planning and common practice among educators.
Forums, discussion boards, and open-access common lesson plans can
assist with the dissemination of innovative practice based on the tailored
methodology. Establishing a practice community will add to the group’s
understanding and ensure consistency of quality education.

e Scalable and sustainable: The methodology can be scaled to provide
lasting results and tailored to other education situations (including
vocational, community, and online education). The e-toolkit includes
mechanisms for refreshing and updating versions and instructions for

customization, so educators can use it according to learners' needs.
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* Incorporation of real-life contextual experiences and skills: Disabled
adults can benefit from real-life contextual experiences that help them
prepare to find and maintain paid work, live independently, and participate
within their community. The methodology underlines the value of real-life
scenarios and skills-based learning. The e-toolkit can assist educators by

integrating simulation and role-play guides, and workplace-relevant tasks.

When developing an e-toolkit for educators, it is crucial to incorporate a
methodology specific to disabled adults. This enhances the inclusivity,
relevance and effectiveness of educational resources. An appropriate
methodology to use also creates better awareness of the participants' specific
needs, improving the opportunities for participation, and increasing the
students' experience of achievement and sense of empowerment.

When utilized effectively, the e-toolkit directs educators through
methodologies of inclusive education, which can influence the educators'
own pedagogies practices, with an improved outcome for disabled adult
learners, ultimately contributing to more equitable and accessible
opportunities for lifelong learning, more broadly part of the focus for
‘Education for All’ to promote inclusion and social connections through

participation, on a global education agenda.

3. IMPACT OF USING A TAILORED METHODOLOGY AND
E-TOOLKIT FOR EDUCATORS WORKING WITH
ADULTS WITH DISABILITIES

Using a specially devised methodology for disabled adults, with a robust e-
toolkit, can yield far-reaching effects. These effects are observable within the
learning outcomes of individuals themselves, in the changes in educational
practice, institutional inclusivity, and more broadly, in society. The impacts can
be summarized under several key areas following.
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Enhanced educational outcomes for disabled adults

Perhaps the most immediate and significant benefit is the improvement of
learners' learning outcomes. Customized approach takes all of the guesswork
out, ensuring that methods of teaching are accessible, learner-centred and are
defined by learners' problem-solving using their strengths and challenges with
as much support as they need. This reinforces many learning outcomes, some
of which include:

e Greater engagement and motivation: When learners feel valued,
supported, and included, they can engage with the content on a higher
level.

e Greater understanding and retention: Learners are better able to
process and retain information with multi-sensory content and accessible
formats.

e Greater independence and sense of self-worth: Learners develop their
skills, therefore, discovering more about themselves and taking ownership

of their learning experience.

Ultimately, these factors lead to a higher success rate in education, better skill
development, and improved opportunities for employment or further training.

Empowerment of educators

The e-toolkit (based on a good methodology) includes the tools, resources, and
reassurance that educators will require to respond to the diverse needs of
learners diagnosed with disabilities. This produces:

e Enhanced teaching efficacy: Educational professionals can modify their
strategies, materials, and assessments as they see real-time feedback and
progress on each learner.

e Reduction in teaching stress and anxiety: Educators are no longer left
to ‘figure it out’, they have a structured approach and resources/examples
available to them.
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e Digital professional development: Professional learning in an inclusive
methodology enhances the educator's repertoire and sustains career

growth through specialization in inclusive education.
Advancement of inclusive education practices

By utilizing a methodology suited for disabled adults, we will gradually achieve
a more inclusive, equitable education system in general. The move towards an

inclusive education system has wider implications:

¢ Institutional change: Education centers will transform to facilitate

inclusive policies, infrastructure, and the development of trainers.

e Normalizing diversity: Inclusive classrooms will enable all learners to
experience, respect and appreciate diversity.

e Reduction in systemic barriers: By integrating accessibility at the outset,
there will be less need to accommodate retroactively, benefiting both

learners and institutions.

4. HOW DOES THE MATERIAL ADDRESS THE SPECIFIC
NEEDS AND INTERESTS OF ADULTS WITH DISABILITIES?

Adults with disabilities are a heterogeneous population with needs influenced
by their physical, cognitive, emotional, and social situations. The teaching
resources designed for this population are hereby considered to be accessible,

flexible, engaging and inclusive.

This section will discuss the needs of adults living with specific types of
disabilities, then examine the implications of those needs, and finally relate
how o digital e-toolkit, which integrates gamification, digital
technologies/tools, and activities that are personalized, can provide practical
support and ways forward to foster inclusive learning and teaching

environments.
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Understanding the unique needs of adults with disabilities

Adults with disabilities face many types of barriers that inhibit their ability to
learn and participate. These barriers may include:

e Cognitive and learning disabilities: Individuals with intellectual or
learning disabilities may have difficulty with memory, problem-solving,
attention, and processing speed. Learners with intellectual or learning
disabilities learning styles are not typically catered to consciously by many
teaching strategies, and therefore, they can become disengaged and
frustrated.

e Physical disabilities: Individuals with mobility impairments may have
loimited access to learning in a physical space (e.g. written content), or
obstacles in participation, which may include issues of accessibility in the
physical and/or digital environment.

e Sensory disabilities: Learners who have visual or hearing disabilities must
use specialized tools to access content (e.g. screen readers and captions).
Lack of sensory accommodation often results in exclusion from mainstream

learning.

e Mental health issues: Disabilities like anxiety, depression, and PTSD can
greatly affect attention, motivation, and the ability to engage in group
settings. These learners thrive in low-stress environments and are self-
paced with supportive learning.

e Social and communicative limitations: Adults on the autism spectrum or
with speech-language impairments may struggle with group work, verbal
instruction, and social cues. They need to have structured communicative

responses and visual support.

e Access and digital literacy: While technology can be a great equalizer,
adults with disabilities may have different levels of access to technology,
devices, internet, and training to use digital tools, which reduce their ability
to access better learning.
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4.1. CHALLENGES IN ADDRESSING THESE NEEDS

All of the above needs bring specific instructional challenges:

e Content adaptation: Materials must offer multiple means of
representation, such as text, audio, and visual, that complement a variety
of learning abilities and styles.

e Accessibility: Interfaces must comply with the WCAG (Web Content
Accessibility Guidelines) and provide access to assistive technologies for
users.

e Customization: Learners do not learn the same way; one size does not fit
all. Materials need to offer actors different customization options for
different skill levels and preferences.

e Engagement: Learners with disabilities should have educational formats
that promote interactivity and minimise visual distractions to maintain focus
and interest.

e Confidence building: Materials must develop confidence and self-
efficacy. Many learners with disabilities enter into a learning environment
with a long history of failure.

4.2. HOW THE E-TOOLKIT HELPS ADDRESS THESE NEEDS?

Our e-toolkit directly responds to these challenges in the following ways:

e Multi-sensory content delivery: The e-toolkit employs video, audio tools,
infographics, and plain-language text to support access to material in
different ways best suited for learners who have different abilities.

e Customizable learning paths: Users can control pacing, repeat content,
and choose the most relevant topics for learners. This level of
customization supports self-directed learning and respects learners'
autonomy to engage at their own level while being differentiated.
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* Built-in accessibility features: Screen reader compatibility, font size, and
keyboard navigation features ensure that users with sensory and motor
impairments can fully participate.

e Social-emotional supports: Community discussion boards allow learners
to connect, as the toolkit includes mindfulness exercises to build a
supportive learning environment. The social support created is important
for mental wellness and helps to reduce isolation.

e Modular design: Making content in smaller, digestible modules, as well as
learning objectives and self-assessments, will help manage cognitive
overload from learning, support attention difficulties, and distractions.

¢ Inclusive language and imagery: The use of culturally responsive and
inclusive images for people with diverse disabilities helps them feel a sense
of belonging or connection with their identity.

4.3. ENGAGEMENT THROUGH GAMIFICATION, DIGITAL TOOLS, AND CUSTOMIZED ACTIVITIES

Modern disabled adult learners benefit significantly from engaging, interactive
formats. The e-toolkit utilizes the following strategies:

Gamification: Components such as points, badges, progress bars, and
unlockable content are great motivators for learners and can create a sense of
accomplishment.

Example:
* Quests and challenges: Learners are completing "missions” that align with their goals
and are given incentives to explore and persist.
* Leaderboard options: (optional with privacy settings) for learners who enjoy healthy
competition and collaborative teams.

Interactive digital tools: Tools that replace static information with active
engagement, such as drag-and-drop exercises, simulations, virtual role-plays,
and voice-enabled responses, can support learning, as opposed to passive
consumption of content. Such tools provide ‘error-free’” modes in order to
alleviate anxiety and practice without penalties.
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Customized activities and feedback: Activities are modified based on the

learners’ profiles.

Example:
* Interests and goals: Customized suggestions based on user-designated career tracks or
hobbies.
* Real-time feedback: Motivational messages, verbal prompts, and helping corrections
that continue to build learner confidence.
e Offline support materials: Printable worksheets and tactile activities available for those
who prefer hybrid or hands-on formats.

9. ADVANTAGES AND BENEFITS OF USING THE E-TOOLKIT
FOR THE EDUCATORS WHO WORK WITH DISABLED ADULTS

Educators who teach disabled adults encounter various challenges. Each of
their students has different learning needs, and disabled adults might have to
contend with barriers to accessible learning and engaging in truly inclusive

educational environments.

Digital solutions have emerged to help address these challenges. E-toolkits are
just one example of a digital resource that is changing adult education. An e-
toolkit is a bundle of digital resources, apps and frameworks which are
infended to help support teaching and learning.

For educators of disabled adults, e-toolkits provide a wide range of useful
benefits related to the delivery of education, accessibility, learner
engagement, and individualized pathways for learning.

Enhanced accessibility and inclusion

One of the most important benefits of e-toolkits is their potential to increase
access. Disabled adult learners face a range of challenges in traditional
environments with physical access needs, sensory access needs, and cognitive
access needs. Some e-toolkits are comparable to other tools that provide

features for:
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e Screen readers and text-to-speech programs for students with visual
impairments.

e Speech recognition and other alternative input options for learners
with motor disabilities.

e Captioned texts and video sign language integration for students with
hearing impairments.

e Customizable interfaces to support individual sensory or cognitive
access.

These tools provide educators with the ability to create a more inclusive
environment and, therefore, foster an environment where every learner can
participate in a meaningful manner. And by removing or reducing physical
barriers and digital barriers, educators are better able to meet their legal and
ethical responsibilities for accessibility.

Personalized learning and differentiation

Learners with disabilities frequently have different learning styles and learning
rates. This e-toolkit allows educators to cater to multiple learner needs by:

e Adaptive learning technologies provide a different level of difficulty for
each learner depending on how they perform.

e Modular content delivery enables learners to work through content on
subjects in bite-sized modules.

¢ Interactive media (videos, simulations, games) that promote multiple
forms of learning (visual, auditory, & kinesthetic).

* Learning analytics o monitor progress and identify areas of support.

Educators can provide personalized experiences that enhance learner
engagement and gains. Given that learners have various life experiences and
learning complexities, the potential for adult education is significant.
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Improved engagement and motivation

Engagement is critically important to the success of teaching adult learners
and will be even more essential for adult learners with disabilities. The e-toolkit
includes gamified learning components, interactive quizzes, and real-time
feedback systems, which can enhance learners’ engagement and promote a
feeling of success and accomplishment. Here are some advantages of the
engaging components of online learning:

e Offer learners continued opportunities to exercise learner autonomy and
allow them to enjoy self-paced modules.

e Provide instant feedback on their performance, improving a learner's
growth mindset.

e Provide goal-setting options and tracking which keep learners on pace
and motivated.

e Provide collaborative opportunities to build a sense of community with
discussion boards and other shared documents.

The e-toolkit will help create an intentional and engaging learning environment
with all engagement, which is significant for adult learners who may isolate
themselves or become apprehensive to learn due to their disabilities.

This model provides continuity across the suite of support needs for a learner
so that educational goals can remain aligned with therapeutic and personal
development goals.

Continuous professional development

E-toolkits generally offer access to educator communities, professional
development modules, and training materials. For educators with disabled

adults, this could include:

e Current training on assistive technologies and inclusive pedagogies.
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e Peer support groups with the ability to cross-share experiences and
resources.

e Case studies and best practice examples that support educators in
developing their practice.

6. USING THE E-TOOLKIT EFFECTIVELY BY EDUCATORS
FOR THE TARGET GROUP

When working with learners who may have disabilities, adult education can
truly benefit from the use of gamification. An e-toolkit that is gamified can
help educators and facilitators instill engagement, motivation, and a sense of
accomplishment with their learners that may have cognitive, physical or
emotional challenges. The next section contains real-world case studies that
demonstrate how the e-toolkit has been used successfully across different
teaching and learning contexts.

.1 CASE STUDIES

Cognitive impairments - Community learning center in Manchester, UK

Context

Emma is an adult educator working in a community center and is teaching
adults with mild to moderate cognitive disabilities basic digital literacy. She
infroduced an e-toolkit filled with simple games and gamified tasks such as

interactive storyboards, visual puzzles, and quizzes (level-based).

Implementation

Emma used the free tool "Kahoot!" to create game-like quizzes about online
safety. She introduced a storytelling app (Book Creator) that permitted
learners to build digital stories, utilizing drag-and-drop images and audio
prompts. Learners were awarded a progress badge for completing each task.
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Results

e Learners showed a 30% increase in task completion rates when comparing
traditional approaches.

e Attendance increased due to better engagement.

e Learners said they enjoyed "winning" points and seeing their avatars move
up a leaderboard.

e Emma reported that the e-toolkit helped her individualize the content for
each learner based on their pace.

Key takeaway
Use visual and interactive gamified tools to simplify abstract concepts for

learners with cognitive impairments.

Physical disabilities - Vocational training institute in Warsaw, Poland

Context

At an adult vocational training center, Jakub taught ICT skills to a group of
adults with physical disabilities, including adults who used a wheelchair and
adults who had limited hand function.

Implementation
He used an accessible e-toolkit which included speech-to-text tools, adapted
onscreen keyboards, and gamified learning environments like "Classcraft.”
Each activity was designed to be either voice-activated or made accessible
via single-switch input devices.
Gamification elements included

¢ Role-playing challenges.

* Progress bars to track their progress and mastery of skills.

e Team quests for peer collaboration and team participation.

22



Results

e The learners expressed feelings of empowerment and autonomy and
overall, more control over the learning experience.

e Collaborative tasks provided an opportunity for peer support and reduced
feelings of isolation.

e The educators/teachers reported that they were more inclined to try out
new tasks as the e-toolkit system did not penalize them if they failed, they
could retry without losing points in their score.

Key takeaway
When designing gamified content, design content that removes or reduces

physical barriers and increases peer collaboration to increase inclusion.

Learning disabilities - Adult education program in Seville, Spain

Context

Maria works with adult learners who have dyslexia and ADHD. She wanted to
improve literacy skills by utilizing gamified modules that catered to their
attention and reading deficits.

Implementation
Maria used the e-toolkit app "GraphoGame," which aims to improve reading
using phonics-based mini-games. She also used ClassDojo to earn rewards for

focus, persistence in completing a task, and cooperation.
Strategies used
¢ The sessions were divided into short games to match attention spans.

e The learners were rewarded for non-academic achievements such as

cooperation and perseverance (stars, virtual pets).

e The learners selected their own avatars and personalized their own goals
(learning contracts = progress maps).
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Results
e Reading comprehension scores improved by 22% over 3 months.

e Students indicated they had a higher level of self-esteem because they
received so much positive feedback.

e Maria observed that even shy learners began initiating taking turns
(participation).

Key takeaway
Gamification of learning supports the engagement and confidence of learners

with learning disabilities by promoting positivity and active learning.

Conclusion

These case studies demonstrate that using an e-toolkit with gamification
allows instructors to react to the various needs of participants and optimize
educational outcomes for individuals with disabilities. Some ways success can
be achieved are:

e By modifying tools for support.

e Reinforcing the rewarding, positive behaviors, and learning.

e Providing interactive, engaging environments.

6.2. RECENT RESEARCH AND STUDIES

Universal Design for Learning (UDL)

Universal Design for Learning (UDL) is a research-based educational framework
for developing flexible learning environments to address individual learning
styles. UDL proposes multiple means of representation, expression, and
engagement to accommodate the diverse learning needs of learners.
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E-toolkits that apply the UDL principles would allow educators to create plans
accessible and inclusive from the start. The EQUALLING 2.0 project created an
Accessibility Guide based on UDL, developed to support educators considering
the needs of adults with different disabilities, including mental health,
intellectual disabilities and sensory disabilities.

Assistive technology (AT) integration

AT inclusion in e-toolkits helps enable adult learning for people with disabilities.
Studies show that Als, screen readers, speech-to-text programs, or adaptive
hardware can improve accessibility and learners’ independence; however,
there are many hurdles (cost, functionality, maintenance, and teacher training)
that can all impact successful implementation. The study conducted in Ghana
stated that costs and maintenance as the main barriers. Identifying low-cost,
local, and maintainable AT, and ongoing training to develop positive attitudes
toward is necessary to develop the ability to use AT.

Specialized toolkits: The SMART example

The Seating and Mobility Academic Resource Toolkit (SMART) is a custom e-
toolkit developed to facilitate education for wheelchair service provision.
SMART was developed via participatory action research and provides a
collection of resources, for example, course syllabi, case studies, interactive
and/or simulation modules. Its design is user-friendly, helping educators filter
their searches and specifically create content for their academic context. The
open-access nature of the toolkit allows for annual updates and for the
community to be engaged in relevant modifications and input. In this way,
SMART can evolve and remain effective in this area of program education.

Inclusive distance education strategies

The move to distance education brings the need for inclusive e-toolkits. The
INEE Inclusive Distance Education Toolkit provides extensive resources on the
creation and implementation of inclusive distance education programs. The e-
toolkit by INEE details the importance of professional development, an inclusive
design process for the curriculum, and technologies that may help learners with
disabilities in distance education settings.

25



Emerging technologies: Virtual Reality (VR) and Augmented Reality (AR)

Emerging technologies such as VR and augmented reality AR offer distinctive
possibilities for serving disabled learners, particularly in adult education.
Research suggests that VR and AR can offer learners immersive and highly
interactive experiences, particularly for learners with cognitive or sensory
disabilities. However, the lack of specific accessibility requirements or
guidelines for VR and AR in education can lead to issues. There are ongoing
efforts to provide guidance, improve the accessible use of VR and AR, and
implement these technologies in distance adult education.

6.3. BEST PRACTICES

Recognize the toolkit’s features and possibilities

Before implementing the toolkit, explore the features of the e-toolkit to
understand its values and features. Many e-toolkits include: Interactive lesson
plans, accessibility tools (text-to-speech, closed captioning, screen reader),
communication aids (symbol boards, voice output apps), and assessment
modules for levels of abilities. Knowing the tools will help to connect certain
functions with each learner's specific needs. It is best to create a user manual
or cheat sheet for quick reference, particularly for tools that may require a few
technical steps.

Adapt the learning

Disabled adults come with different needs, tastes, and styles of learning. To be
successful, an e-toolkit must be adaptable. Create an assessment to see what
the learner's ability level is, how comfortable they are with technology and the
importance of their learning goals. Educators should also adapt content to
improve usability (font styles and size, where buttons are located on the
interface, the language level, break it down for these users!), and use profiles
or user settings (when available with customizable options) where learners
save their profiles and settings. This is to include the learner in the process of
customizing. This provides more agency and builds digital confidence.
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Accessibility and inclusivity

Digital accessibility is essential. Educators must confirm that every tool meets
accessibility standards (e.g. WCAG 2.1). They should also test the compatibility
with screen readers and alternate inputs, use high contrast themes and
keyboard-navigable interfaces, and ensure that multi-modal content designs
have captions or alternate text. The best is to regularly audit content and
platform for accessibility barriers; use automated tools and user stories.

Integrating toolkit use in daily routines

Maximize daily lesson planning and classroom activities by embedding the e-
toolkit by utilizing the e-toolkit in your day-to-day routines, interactive lessons,
games, and reflections; and using technology in blended learning modalities —
a combination of face-to-face and digital content delivery. This is to create
structured routines for integrating toolkit use into lessons to create familiarity

and lessen learner anxiety.
Promote digital literacy

Educators should not assume digital fluency. Many adults with disabilities may
have little or no history of using technology. Educators can offer scaffolded
training sessions to grow from basic features to more complex features, use
peer-to-peer learning, so those who are more confident can support their
peers, and celebrate small wins to motivate learners. The best is to schedule
one session a week for digital skills workshops or Q&A sessions.

Working together with support networks

Educators, caregivers, and therapists should collaborate in implementing the
e-toolkit to share user's progress, feedback and updates; and practice
alignment in goals across contexts (home, community, or workplace). It is also
essential to train families and caregivers on how to utilize a consistent
approach with the toolkit. This is to maintain communication with all
stakeholders on a regular basis (including reports on a monthly basis, implicit
reviews).
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Gather feedback and evaluate impact

To evaluate whether the tool is being used effectively, educators can gather
feedback from learners continually and assess impact by using built-in
analytics (if applicable) to assess the usage and engagement; conducting brief
surveys, or brief feedback sessions with learners; and adapt approach in
relation to the data and the learners' experiences. Plan a regular review (e.g.
quarterly) to think about what is working and adapt strategies around use is

recommended to achieve this.

1. RECOMMENDED DIGITAL TOOLS & PLATFORMS:
EDUCATOR TIPS FOR IMPLEMENTATION

1.1 OVERVIEW

GCFGlobal.org

GCFGlobal.org is a free online learning platform on which educators can use
its interactive lessons to teach basic computer skills, email skills, and office
suites such as Microsoft Office to adults with cognitive and learning
disabilities.

The e-toolkit can be used with curated course pathways with visuals, simplified
navigation, and step-by-step instruction with accessibility tools (e.g. screen
readers and magnifiers).

Kahoot!

Kahoot! is a gamified quizz platform on which educators can use its quizzes for

job skills training (e.g. workplace behavior, hygiene, customer service).

Educators can use the e-toolkit to design quizzes with simplified language,
audio read-alouds, and visual choices, allowing improved access for learners

with intellectual disabilities.
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LearningApps.org

LearningApps.org is a customizable mini-game platform on which educators
can create custom matching games, fill-in-the-blank and sequencing activities
for students with autism spectrum disorder (ASD).

The e-toolkit included content that educators were able to modify to meet
individual needs, using symbols and pictograms (e.g. Widgit, ARASAAC).

Book Creator

Book Creator is a multimedia storytelling platform on which adult educators
can create digital life stories or workplace role-play books to support literacy
and emotional expression.

The e-toolkit's content can be used for sample projects and rubrics. Instructors
can scaffold the tasks for students by using images, voice recordings, and

icons.
Quizlet

Quizlet is a flashcard and study set platform which is usually used for
vocabulary building in functional literacy or ESL (English as a Second
Language) classes for neurodivergent adults.

Educators can use the e-toolkit to provide content through visual-based sets
with audio, large fonts, and repetition strategies to aid memory retention.

VoiceThread

VoiceThread is a voice-based collaborative presentation platform which is
usually used for digital storytelling presentations or in workshops, by using
recorded voice, images, or text in different expressive ways that students with
speech or language difficulty can narrate.

The e-toolkit can be used to adapt for AAC (Augmentative and Alternative

Communication) users.
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1.2. TIPS AND GUIDELINES FOR EDUCATORS ON THE TOOLS IMPLEMENTATION

General principles

e Universal Design for Learning (UDL)

o Provide multiple means of engagement (interactive/involvement
content, gamification).

o Provide multiple means of representation (text, audio, video).
o Provide multiple means of response (orally, in writing, visually).
e Accessibility first

o Use accessible digital tools that are screen-reader compatible.
o Include alt-text with images and captions with videos.

o Verify that keyboard navigation works for the motor disabled.

* Personalization & pacing

o Allow learners to work and pace themselves.

o Offer to return materials multiple times to enhance retention.

Specific implementation tips

e GCFGlobal.org

o Used for basic digital literacy, math, and life skills.
o Let learners explore self-paced tutorials with screen readers.

o Assign specific modules and follow up with a group reflection or 1-1
support.

o Great for learners with cognitive or visual impairments due to its
simple layout.
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* LearningApps.org

o Create interactive games like matching, fill-in-the-blanks, and
sorting tasks.

o Use for vocabulary building or comprehension.

o Beneficial for learners with intellectual disabilities due to visual
supports and simple interaction.

e Kahoot!

o Used for real-time formative assessment or icebreakers.
o Turn on read-aloud features if needed.

o Allow learners to respond with a partner or in small teams to ease
anxiety.

o Useful for group engagement and learners with mild intellectual or
attention disabilities.

e Book Creator

o Let learners create digital books with text, audio, video, and images.
o Great for project-based learning or journaling.
o Especially good and easily adaptable for individuals who have

communication or language difficulties, offering multimodal
expression.

e VoiceThread

o |deal for asynchronous communication, especially for learners with
speech or processing issues.

o Use to leave audio or video comments on slides or images.

o Great and suitable tool for practicing communication and social
storytelling.
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e Quizlet

o Use flashcards with text-to-speech and image support.

o Scaffold memory or vocabulary tasks.

o Encourage students to use the platform at home and discover
textbook solutions to assist further learning according to their

hobbies or their own interests.

o Students with dyslexia or memory challenges can benefit from its
repetitive, visual layout.

¢ Classroom strategies

o Offer choices of tools to let learners pick according to their comfort
and type of disabilities.

o Provide clear instructions by using step-by-step guides or video
walkthroughs.

o Assign buddies or peer mentors by pairing more tech-confident
learners with others who are not.

o Use visual schedules or planners to help learners track which tool
they are using and when.

o Offer printed backups for learners who are still transitioning to digital
use.

e Safety and comfort

o Create a safe space for trial and error.

o Use password-protected environments and check privacy settings,
especially for VoiceThread or Book Creator.

o Let learners choose an autonomous profile if they want.
o Regularly check in with learners about what is working or not.

o Encourage learners to speak up when they have ideas.
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8. ADAPTING TEACHING STRATEGIES TO MEET LEARNERS'
COGNITIVE, EMOTIONAL, AND TECHNOLOGICAL NEEDS

8.1. COGNITIVE NEEDS ADJUSTMENTS

Chunking and scaffolding
e Break the content down into smaller, easier-to-understand portions.
e Stage learning so that knowledge builds using scaffolding.
e Use visual organizers (i.e. concept maps or charts).
Repetition and reinforcement
* Revisit key concepts on a regular basis.
e Practice using multiple modalities (oral, written, digital).
» Use spaced repetition to review knowledge.
Multi-sensory teaching
* Incorporate various activities (visual, auditory, tactile, and kinaesthetic).
e Use real-life examples with materials the students can feel or touch.
Clear, simple language
e Use plain language and be succinct.
 Avoid jargon wherever possible unless educators explicitly want to teach it.
e Rigorously check understanding throughout.
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8.2. EMOTIONAL NEEDS ADJUSTMENTS

Trust and safety
e Consistency and respect.
e Supportive classroom environment.
Self-efficacy
e Positive reinforcement.
e Celebrate personal accomplishments.
* Personalized realistic goals.
Emotional support
e Active, empathetic listening and encourage openness in communicating.
e Connect learners to other support services when needed.
Include social emotional learning
e Encourage individual self-awareness and regulation of emotions.

e Develop interpersonal skills through collaborative activities and discussions.

8.3. TECHNOLOGICAL NEEDS ADJUSTMENTS

Incorporate assistive technology
e Use screen readers, text-to-speech tools, and voice recognition.

* Pick software that meets WCAG guidelines.
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Promote digital literacy

 Provide training on basic technology skills.

e Have simple, step-by-step instructions with visuals.
Customizable platforms

* Be able to add font size and change colours.

e Pick platforms with simple navigation and user interfaces.
Use assistive technologies

e Use particular apps (e.g. Proloquo2Go, Seeing Al).

e Encourage the use of AAC devices and smart tools.

9. ADDITIONAL ACTIVITIES RECOMMENDED FOR EDUCATORS
WHO WORK WITH DISABLED ADULTS

Life skills bingo

e What it is: Educators can make Bingo cards that are about life skills or
goals (e.g. ‘Made a budget’, ‘Cooked a new meal, ‘Used public
transportation’).

e How to play: When learners achieve each item, they will be able to mark it

off.

e Why it works: Allows learners to experience different life skills in realistic
ways with freedom of choice, while being visually engaging and fugitive
pressure!
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Social scavenger hunt
e How it works: Disabled participants are given a list of friendly social
interactions to accomplish (e.g. ‘Ask someone their favorite color,
‘Compliment a friend’).

e Twist: Add visual cues or symbols for participants with trouble with literacy.

e Why it works: It builds communication and social confidence in a fun,

interactive way.
Team challenges
e How it works: Small groups of disabled learners together will complete
fun experiences like building something out of recycled items, completing a

puzzle, role-playing, etc.

e Points or rewards can be earned for good teamwork, creativity or
completion.

e Why it works: It encourages collaboration, problem-solving, and motor
skills.

Digital learning games
e Use apps or platforms like Kahoot!, Quizizz, or Classcraft and make them
more accessible by using simple visuals, or audio, or adapt your own apps

into these platforms.

e Topics can be anywhere from basic math to dealing with emotions, or

community safety.
e Why it works: Use of interactivity and accessibility, especially if the

students are using a touch screen, or with some form of assistive

technology.
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Level-up badges

* How it works: Learners receive digital or physical badges for milestones
such as attending class regularly, assisting a peer, or learning a new skill.

e Why it works: Increases motivation and allows the learner to recognize

progress in an identifiable way.
Mystery box challenges

e How it works: Assemble items with a theme or lesson in a box. Participants
will guess tactilely which items are inside the box, then will use them in a

relevant task.
e Why it works: Great for sensory learning and discovery-based thinking.
Role-playing adventures
e Develop a "choose your own adventure” game that allows players to move
through real-life scenarios (shopping, interviews, emergencies) and see

different outcomes.

e Why it works: Players can safely experiment with decision-making and

real-world thinking.
Memory match (custom cards)
e Try card matching games for vocabulary, feelings, job skills, or facial
expressions. Educators can use cards that have images, cards with words,

and cards with both words and images.

e Why it works: Develops memory, focus, and visual processing in a simple

and fun format.
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10. ADDITIONAL RESOURCES

https://oercommons.org/
This Open Educational Resource provides a comprehensive guide on
implementing gamification in educational settings. It includes text, images,

videos, and quizzes to promote gamification strategies.

https://www.amazon.com/Power-Up-Gamification-Emotional
Learning/dp/087822730X?

A program that integrates gamification into teaching social and emotional
skills, which can be adapted for adult learners with disabilities.
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