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 Section One: How Our Hypotheses Evolved 
 

 
●  When we began this project, we developed working assumptions in the following areas: 

 
User Abilities 
Users would be fairly independent and mobile individuals who use technology on an regular basis 
to stream video content. 
Users with disabilities who have obstacles with streaming video content was limited to individuals 
with vision or hearing impairment. 

 
User Behaviors 
Individuals with disabilities require accessible software to improve usability on the Hulu Website 
because Hulu provides limited accessibility features. 
Individuals with disabilities access software programs similar to how able-bodied individuals 
access the software programs. We were unaware of other alternative ways Hulu can be 
accessed.  
 
Hulu Software 
We hypothesized that software programs are designed with accessibility in mind for individuals 
with disabilities. 
We hypothesized that our users’ accessibility issues can be solved through simple software 
interface fixes, such as turning on the subtitles. 
 
3rd Party Hardware 
We hypothesized that assistive tech was made to fit all kinds of disabilities. 
 

●  Having completed this research, we now understand the following:  
 
User Abilities 
Individuals with disabilities have a large range of disabilities, one of which is the physical 
impairment of the upper extremities, specifically fine and gross motor coordination. 
Neurological impairment is the cause of many users’ fine or gross motor impairment. 
Many individuals with disabilities are less mobile and rely on caregivers or family to care for them.  
 
User Behaviors 
Users don’t use or do not prefer using Hulu because of software interface or hardware difficulties. 
For example, the software is not compatible with some assistive technology and the UI is 
inconsistent through different hardware platforms. 
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Users accessed software using a variety of assistive technology, including creating their own life 
hacks, such as using third party software to cast phone of screen onto desktop screen and then 
casting Hulu to TV from the Desktop’s phone screen. 
 
Hulu Software 
Too much content and fast moving UI elements made Hulu’s website difficult for navigate for an 
individual with motor impairment.  
 
Third Party Hardware 
Hardware is specialized per individual. Hardware solutions should be malleable enough to fit 
each individual with motor impairments. 

 
 
 
 

 
 Section Two: Areas for Further Study 

 
 
●  This project opened up opportunities for further inquiry, including: 

 
Speech to Text 
Some participants require the use of assistive technology such as speech to text. However,  it is 
not always the better option for people with gross and fine motor impairment since some 
conditions may affect speech recognition. Allowing users to customize and personalize their 
own Hulu watching experience might be a good option users vary in their abilities. 

 

Life Hacks 

People with fine and gross motor impairments create methods to assist them in accessing 
technology, such as using speech to text software or a machine learning mouse directional 
software. Researching these types of assistive technology, how  users use them, and the 
method in which they combine the technology will be interesting to further study. 

 

Culture 
 
A culture of inclusive design will benefit tech companies and users. Practicing inclusive design 
will make technology accessible for all. To design and develop a product, designers and all the 
non-designer team members who are involved in its creation should be educated about the 
benefits and importance of designing for accessibility. This will help companies holistically in 
fostering a culture of designing for accessibility which in turn will improve the usability of the 
product.  
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 Section Three: Top Insights (and supporting evidence) 

 
 

“There are multiple downloadable TV apps that you can download onto your phone to use the TV”  

 

Depending on circumstances and personal preferences, people with movement impairment can have 
multiple systems in place to navigate online.  

 

 

 

To cast videos on the TV using the phone, individuals with fine motor impairment had difficulty access 
the cast button at the top of the hover bar on Hulu. 

 

 

 

 
 

Section Four: Possible Design Brief 
 

 
● How do you introduce accessibility into your design throughout the design process? 
 
● How do you garner a culture that supports accessibility in the company? 
 
● What are possible physical impairments for users and how can we design to be more inclusive of 

these users, especially for those who have hand fine and gross motor impairment? 

 
 

https://drive.google.com/file/d/1DdKac-wZL-DAVOmIekoeZe_fGG7f_0rZ/view?usp=sharing

