What's not part of the learning experience itself, but is still
required for learners to participate fully.

What the learners themselves bring, and
what's built into the learning experience itself.
What may seem unrelated to learning, but will almost certainly affect a
learner's experience.

Outside In

Big Picture

Inside Out

ILXD DIMENSIONS

This is a framework for understanding the many factors that can affect
the inclusiveness of a learning experience.

Learner

Environment

Materials

Interactions

Who & Why

Where

What

How

Mental abilities + capacity
e.g. Specific Learning
Difficulties, mental health support
needs
Physical abilities + support needs
e.g. limited mobility, visual/auditory
impairment, fatigue

Equipment/platform

Task objectives

Task type(s)

e.g. operating system requirements,
Android/Apple mobile device, paper
and pens, specialist tools

What new learning should be achieved
as a result of this task

e.g. gap-fill, matching cards, written
text, verbal presentation

Lesson aims

Visual elements/layout

Intended outcomes of a given session

e.g. typeface, font size, colour,
graphics, diagrams

Content/skill focus
What the user is supposed to learn

Language

Attitudes towards learning
e.g. memories of school as not a
positive/encouraging environment,
preference for practical tasks
Motivation to learn
e.g. very committed to progressing
fast, keen to relate learning to daily life/
role

e.g. language of instruction, complexity
of language used in task rubrics

Digital access/connectivity

Syllabus/curriculum

Pedagogical approach

e.g. poor internet connectivity, devices
shared among family members

e.g. who dictates/inspects syllabus
content, how syllabus is covered
within/across courses/modules

e.g. seeing the subject/skill as craft vs.
science, teaching to a test

Physical space/surroundings
e.g. quiet/private space to study,
heated room, distractions in immediate
environment

Assessment of learning
(formative, summative and/or
ipsative)
e.g. how learners are tested and how
often, validity of tests, if course is
assessed by external body

General self-efficacy

Membership of wider communities

e.g. negative self-belief about ability to
learn, self-awareness of strengths and
weaknesses, ability to learn
autonomously

e.g. whether peers are participating in
learning too, family members' attitudes
towards learning or subject matter,
support (or lack of) from colleagues to
undertake professional development

Digital wellness
e.g. screen time, online behaviour,
fears about online security/privacy

Personal beliefs
e.g. general dislike/mistrust of the
company that's offering learning
courses, beliefs about how learning
works which conflict with the approach
taken in the LX

e.g. video, subtitles, hyperlinks, alt text,
animations, augmented reality

Navigation through course/
platform
e.g. materials downloadable from
school LMS, timetable available
showing progress through course

Potential for integration with
assistive technology
e.g. text-to-speech software, pencil
holder, wheelchair, coloured page
overlays

Tech literacy
e.g. difficulty using email, previous
experience of online learning

e.g. hungry, sick, no energy,
experiencing a loss, undergoing
treatment/therapy

e.g. voiceover, music, sound effects

Multimedia elements

Time to learn
e.g. limited by domestic commitments,
learner has difficulty managing own
time

Current state/situation in life

Audio elements

External contextual influences
e.g. political instability causing formal
education to be interrupted, cultural
taboos around women having careers,
geographical distance making school
attendance difficult, national firewalls
blocking access to online resources,
homophobia leading to social
exclusion

Role/value of new knowledge/skills
in everyday life

Parallel tech features/
requirements

e.g. applicability of training to everyday
life/roles, need for qualification to open
career doors

e.g. functionality that allows swiping,
tapping, clicking, writing, typing;
interruption by notifications from other
apps

Representativeness
e.g. decolonialised curriculum, learners
able to see 'people like me' in the
learning material

Cross-disciplinary connections
e.g. foreign language sentences
contextualised through other areas of
interest to the learner, clear route for
progress to higher levels of learning

