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Advanced Certificate in Universal Design for Disability Housing

Universal Design for Cognitive Disabilities

Accommodation: Modifications or adjustments to a course, program, or activity that allow a person with a
disability to fully participate. Accommodations can include things like extra time on tests, use of assistive
technology, or modifications to physical spaces.

Accessible Design: Design that considers the needs of people with disabilities and incorporates features that
make it easier for them to use and navigate. Accessible design can include things like wheelchair ramps,
braille signage, or closed captioning.

Accessible Housing: Housing that is designed to be accessible and usable by people with disabilities. This
can include things like wheelchair ramps, wider doorways, and roll-in showers.

Assistive Technology: Devices or software that help people with disabilities perform tasks that would
otherwise be difficult or impossible. Examples include screen readers, speech-to-text software, and mobility
aids.

Cognitive Disability: A disability that affects a person's ability to think, learn, and remember. Cognitive
disabilities can include things like dyslexia, brain injuries, and developmental disorders.

Curb Cut: A sloped cut in a curb that allows people in wheelchairs or with mobility impairments to easily
navigate from the sidewalk to the street.

Disability: A physical or mental impairment that substantially limits one or more major life activities.

Disability Housing: Housing that is specifically designed to meet the needs of people with disabilities. This
can include things like accessible design features, support services, and assistive technology.

Ergonomics: The study of how people interact with their environment, including the design of tools,
equipment, and furniture. Ergonomics aims to improve efficiency, comfort, and safety.

Gestural Interface: A user interface that is controlled through physical gestures, such as swiping or pinching
on a touchscreen.

Inclusive Design: Design that considers the needs of all users, including those with disabilities. Inclusive
design aims to create products, services, and environments that are accessible and usable by everyone.

Low Vision: A visual impairment that cannot be corrected with glasses or contact lenses and that affects a
person's ability to see details or perform visual tasks.

Major Life Activities: Activities that are essential to daily life, such as seeing, hearing, walking, and
performing manual tasks.
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Mobility Impairment: A disability that affects a person's ability to move or walk.

Multimodal Interface: A user interface that allows users to interact with a device using multiple senses, such
as sight, sound, and touch.

Neurodiversity: The idea that differences in brain function, such as those seen in autism, ADHD, and
dyslexia, are natural variations in the human population.

Perceptual Disability: A disability that affects a person's ability to perceive or interpret sensory information.
This can include things like blindness, deafness, or color blindness.

Physical Disability: A disability that affects a person's physical abilities, such as mobility, strength, or
coordination.

Reasonable Accommodation: A modification or adjustment that is necessary for a person with a disability to
fully participate in a course, program, or activity, and that does not fundamentally alter the nature of the
activity.

Sensorimotor Disability: A disability that affects a person's ability to control their movements, such as
cerebral palsy or muscular dystrophy.

Speech Recognition: The ability of a computer or device to understand and respond to spoken commands.

Tactile Interface: A user interface that is designed to be used through touch, such as a braille display or a
touchscreen.

Universal Design: An approach to design that considers the needs of all users, regardless of age, ability, or
other factors. Universal design aims to create products, services, and environments that are accessible and
usable by everyone.

Universal Design for Cognitive

Disabilities: An approach to design that considers the needs of people with cognitive disabilities, such as
dyslexia, brain injuries, and developmental disorders. Universal design for cognitive disabilities aims to
create products, services, and environments that are accessible and usable by people with cognitive
disabilities.

Usability Testing: The process of evaluating a product, service, or environment to determine how easy it is
for users to use. Usability testing can include things like interviews, surveys, and user testing.

Visual Impairment: A disability that affects a person's ability to see. Visual impairments can include things
like blindness, low vision, and color blindness.

Examples:

* A student with dyslexia might need to use assistive technology, such as text-to-speech software, to be
able to read and understand course materials.
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* A person with a mobility impairment might need a wheelchair ramp to be able to enter a building.
* A person with low vision might need braille signage or a tactile interface to be able to navigate a building.

Practical Applications:

* When designing a website, consider using a simple and clear layout, large text, and high contrast colors to
make it easier for people with visual impairments to read.

* When designing a product, consider using a multimodal interface that allows users to interact with the
product using multiple senses, such as sight, sound, and touch.

* When designing a building, consider including features such as ramps, elevators, and wide doorways to
make it accessible to people with mobility impairments.

Challenges:

* One challenge of designing for cognitive disabilities is that the needs of people with cognitive disabilities
can vary widely. It is important to consider the specific needs of the individuals who will be using the
product, service, or environment.

* Another challenge is that cognitive disabilities can be invisible, making it difficult to know who might need
accommodations. It is important to create an inclusive and welcoming environment for all users.

In conclusion, Universal Design for Cognitive Disabilities is an important approach to design that considers
the needs of people with cognitive disabilities. By incorporating features such as assistive technology,
multimodal interfaces, and accessible design, it is possible to create products, services, and environments
that are accessible and usable by everyone.
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