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Example 2: The lived experiences of neurodiverse learners at the University of Northampton

Physical things that help me to learn.
• Visual cues and diagrams
• Quiet with frequent breaks
• Practical activities
• Demonstrations and being guided
• Face to face interactions

Physical things that stop me from learning.
• Noise and loud open spaces
• Big groups
• Overstimulation (multiple tasks or 

messy slides)
• Fatigue
• My phone

Emotional things that help me to learn.
• Reassurance and support (from peers 

and lecturers)
• Being able to ask questions
• Interesting content
• Staff having time for me

Emotional things that stop me from 
learning.
• Big groups
• None direct instructions with abstract 

interpretations
• Expectations of socialisation
• Feeling stressed and anxious.

'Asking us what 
we want and how best 

we learn 
would be appreciated.'

Participant Q
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Task

https://uon1.padlet.org/helen_caldwell2/a

ctivedigitaleducation

What does active digital education for inclusive 
pedagogies suggest to you?

Use the AI image generator to create an image 
and add a caption to describe it.

https://uon1.padlet.org/helen_caldwell2/activedigitaleducation
https://uon1.padlet.org/helen_caldwell2/activedigitaleducation
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