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Visual and Graphic Design Principles 
 

Design principles Explanation  

White space 

I have designed the mockup in a way that the white space is used 
to organize the course content. In each slide, white space is used 
so that the content is laid out and there are no large gaps of 
space evident in the design.  

Visual hierarchy 

I have created a design that utilizes headers and footers. The top 
header in each slide has the topic or title. The bottom header 
contains navigation. The middle area is for content and is white 
compared to the blue header and footer to attract user attention. 

Alignment 

The course was designed using the grid layout element in 
Storyline. This allowed me to make sure items were centered 
properly, icons and text aligned up, and that buttons were 
properly spaced. 
 

Movement 
I designed the course with an avatar as the teacher so to speak.  
For each area, he moves and adjusts to redirect the user’s 
attention to a certain area. In areas with only content and no 



avatar, the content moves either right to left depending on the 
amount to text or visuals.  

Usability Best Practices 
 

Practice Explanation 

Effectiveness 

For effectiveness, I have looked at the entire module to make 
sure the language is understandable, the technical skills required 
to use the course are understood, and that navigation is 
considered. Any elements that may be confusing to the user have 
an explanation next to them. 

Efficiency 

For this, I have made sure that the user doesn’t have to search of 
answers to accomplishing a task, and that the overall flow is not 
an impediment to navigating the module. All the necessary 
elements for module completion are clearly labeled and marked. 

Engagement 

For engagement, I looked at how buttons are designed and how 
text is laid out. Various elements have fonts are match the 
content, and font colors are considered based on the background 
used. Also, I made sure that navigation can be used to move back 
and forth throughout the module. 

Error tolerance 

For error tolerance, the module provides previous and back 
buttons; for text entry boxes, a reset button is provided as well. 
For icons that have a purpose other then course objectives, an 
explanation is given as to their purpose. Also, no unnecessary 
content and text is included in the module and does it best to 
align to the module purpose. 

Ease of learning 

For ease of learning, the elements are designed in as way that 
users don’t have to guess their purpose. For example, for the 
video topics, I have included a TV element to imply that it’s a 
video. Also, any elements needing an explanation have a small 
description next to them. 

 

  



Universal Design for Learning 
 

(UDL) principles Explanation 

Engagement 

For engagement, I have designed the module in a way that 
course objectives will be laid out at the start. While the module 
does lay out expectations, there is room of the learner to engage 
with the content by allowing for self-reflection, and then have 
interaction choices in the form of a discussion board later in the 
module.  

Representation 

For representation, the learner is provided multiple ways to 
interact with the module by watching a video, recording their 
thoughts, and finally ways to activate knowledge by participating 
in a peer-to peer discussion.  

Action and 
expression 

This is met by providing meaningful learning choices. For 
example, the ability to choose an alternative method of audio and 
visual narration is provided for neurodiverse learners. Lastly, the 
module is scaffolded to ensure that the learner builds a learning 
context that ends with a assessment. 

 

Accessibility 
 

Accessibility Explanation 

Perceivability 

The module is laid out in a way that users can perceive icons that 
are for speech-to-text, or if an icon has meaning. Each visual that 
needs explaining has a short description. There is a color contrast 
where needed as well, so that text is easy to read. All font sizes 
have been considered and adjusted according to elements on the 
screen. 

Operability 
For this, the course has previous and next buttons built into the 
navigation. Each button only needs only click. The module is self-
paced to ensure users have time to read the content.  

Understandability 

The content is laid put in plain language for learners. They don’t 
have to guess what is being asked or is expected of them. Each 
navigation component is in the same place on each page. Reset 
and back buttons are provided for error tolerance as well. 

 
 
 


