Streamlined ID – Practices for Embedded Ethics in Instructional Design
There are numerous practices that designers use in the field to incorporate ethics into their professional practices. This handout summarizes some big ideas and various approaches, methods and techniques identified through research on ethics in instructional design. 
Key Practices for Ethics in ID
(from Gray & Boling, 2016 and Moore & Tillberg-Webb, 2023, 2024a and 2024b)
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AI-generated content may be incorrect.]Design Philosophies: Designers or teams explicitly articulate a shared commitment to particular priorities or principles, such as accessibility or equity, or an ethical orientation (e.g., care ethics)
Problem Framing: Designers or teams exercise “framing agency” (Svihla, 2020) by framing ethical considerations into their work generally and into specific projects as design considerations
Ethical Analysis: A front-end analysis for identifying both potential harms and potential benefits that inform design specifications or constraints (Moore et al., 2024)
Stakeholder Involvement: Designers involve those who will be most impacted, a central activity that ensures a human-centric approach (c.f., participatory design and design-based research)
Reflection-in-action: Designers identify specific ethical considerations then develop questions they ask throughout every stage as they iteratively reflect on their design
Critical or Speculative Design: Designers use design to foreground ethical, social, and cultural issues by illuminating these aspects in their design or imagining different possible futures, both positive and negative, through front-end brainstorming and ideation (e.g., Arnold & Viselli, 2024; Dunne & Raby, 2024; Ferris et al., 2024; Litts et al., 2024; Lorraine, 2024; Sutherland, 2024)


Approaches, Methods and Techniques for Ethics in ID
(examples from Moore, Abramenka-Lachheb, and Lachheb, 2025)
	Approaches

	Inclusive Design
	“This overarching goal directed our efforts to foster an inclusive environment to ensure all students felt welcome to participate and inclined to return and invite their friends.” (Cai, et al., 2024, para. 13)

	Human-centered design/learner-centered Design
	“[...] We are deeply committed to centering our learners’ needs in the design process, which in turn allows us to promote change in systems where biases exist.” (Lowe, D., 2024, para. 37)

	Critical Design
	“Framed by culturally sustaining/revitalizing pedagogy (McCarty & Lee, 2014) and critical technical practice (Agre, 1997b), we explore: how do we ethically develop culturally sustaining/revitalizing representations of Indigenous narrative(s)?” (Litts et al., 2024, para. 4)

	Visionary design / futurism
	“Artifacts from the future are fictional objects created to give a ‘tangible’ experience of a possible future. They are intentionally provocative and intended to spark critical and creative conversations and reflections about future possibilities.” (Arnold & Viselli, 2024, para. 6)

	Methods

	Stakeholder Involvement 
	“Our team engaged an iterative and reflexive design process with Indigenous and non-Indigenous community members, educators, designers, and researchers.” (Litts et al., 2024, para 1)

	Reflection-in-action
	Reflection-in-action: “Through our process of working through (re)presentation, we generated three guiding considerations for our prototyping that served to anchor us to the story itself and our shared values.” (Litts et al., 2024, para 43)

	Reflection-on-action
	“While we attempted to frame our efforts and link our strategies to notions of Tricia Hersey’s “Rest is Resistance,” some participants rejected the activities as not productive. Yet, we firmly believe that these creative endeavors are essential in envisioning changes that lead to inclusive environments.” (Ferris et al., 2024, para. 10)

	Needs or root cause analysis
	“Applying the perspectives of care-based ethics (Chowning & Fraser, 2007, p. 22), we examined the program’s physical space, resources, and the roles of coaches, aiming to identify any aspects embedded in the program structure that might unfairly affect the experience of certain groups.” (Cai et al., 2024, para. 30)

	Techniques

	Brainstorming protocols
	“… to balance these considerations, we developed the Wrong Theory Protocol (WTP), which asks designers to generate ideas that are specifically harmful and humiliating, before even beginning to consider possible beneficial solutions to the problem.”  (Wilson-Fetrow & Svihla, 2024, para. 2)

	Journaling
	“As we gained familiarity with the practice of individual reflection, we replaced the reflection form with a more free-form journaling activity.” (Lowe et al., 2024, para.17)
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