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Introduction

This Operational manual is fra-
med within the European Project 
Mind Inclusion 2.0 (2018-1-IT02-
KA204-048425), funded under 
the Erasmus + Programme of the 
European Union. The Mind Inclu-
sion project is focused on increa-
sing the level of social inclusion of 
people with intellectual disabilities 
through the design and use of an 
innovative APP called “Mind Inclu-
sion” which is free and it is avai-
lable on the Play Store (https://
play.google.com/store/apps/
details?id=com.mindinclusion.so-
cialit.mindinclusion).
To this end, a Facilitation methodo-
logy has been developed to guide 
professionals working with people 
with intellectual and cognitive di-
sabilities in the process of promo-
ting their rights and the inclusion in 
their community, through the im-
plementation of the Mind Inclusion 
facilitation methodology.
The facilitation methodology to 

promote inclusion in their com-
munities through the use of the 
Mind Inclusion APP presented in 
this manual has been developed 
to enhance inclusion of people 
with intellectual disabilities in their 
communities. In particular, the im-
plementation of this methodology 
is expected to have an effect on: 

• The ability of professionals 
working with people with 
intellectual disabilities and 
their users to use digital 
devices and assistive tech-
nologies, such as the Mind 
Inclusion APP. 

• The activation of the main 
stakeholders of a communi-
ty in order to create a Mind 
Inclusion community focu-
sed on improving people 
with intellectual disabilities 
social inclusion. 

• Enhancing Autonomy and 
self-determination of peo-

https://play.google.com/store/apps/details?id=com.mindinclusion.socialit.mindinclusion
https://play.google.com/store/apps/details?id=com.mindinclusion.socialit.mindinclusion
https://play.google.com/store/apps/details?id=com.mindinclusion.socialit.mindinclusion
https://play.google.com/store/apps/details?id=com.mindinclusion.socialit.mindinclusion
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ple with intellectual disabi-
lities. 

• The feeling of well-being 
and inclusiveness of peo-
ple with intellectual disabi-
lities in their communities. 
Awareness of rights, local 
opportunities and barriers 
when it comes to social in-
clusion and cognitive ac-
cessibility.

To this end, the Mind Inclusion Fa-
cilitation methodology is mostly 
oriented to Educators and profes-
sionals working with people with 
intellectual disabilities to support 
them to improve their social inclu-
sion. 
Therefore, this operational manual 
is a guide for Educators to apply 
the Mind Inclusion facilitation 
methodology by using the main 
tools developed by the Mind Inclu-
sion 2.0 Erasmus+ project. 

This manual is structured in six 
sections. The first section provi-
des an overview of the Facilitation 
methodology and its purposes. The 
second section introduces the main 
features of the Mind Inclusion APP. 
The third section is focused on how 
an Educator can use the APP in 
order to foster the social inclusion 
of people with disabilities. Fourth 
section describes some additional 
helpful tools that an Educator can 
apply when using the Mind Inclu-
sion APP with people with intellec-
tual disabilities. 
The last section shows some con-
clusions and remarks about the im-
plementation process of the Mind 
Inclusion Facilitation methodology 
when using the APP in three Euro-
pean countries (IT, ES, LT). Finally, 
this manual provides all the instru-
ments developed for the imple-
mentation of the Mind Inclusion 
Facilitation methodology.
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1.1. What is and what is it for?

This operational manual has been 
developed to offer guidelines for 
educators and professionals wor-
king with people with intellectual 
disabilities to apply the Mind Inclu-
sion Facilitation methodology.
Under the Mind Inclusion 2.0 pro-
ject a Facilitation methodology has 
been developed to improve the 
inclusion of people with disabilities 
in their communities through the 
use of the Mind Inclusion mobile 
application. This methodology is 
accompanied by several tools and 
instruments, and the main one is 
the Mind Inclusion APP, which can 
be used by educators, people with 

intellectual disabilities and other 
stakeholders in a community.

The Mind Inclusion Facilitation 
methodology is aimed at educa-
tors and other professionals wor-
king with people with intellectual 
disabilities, however, it requires the 
participation of several stakehol-
ders in a community. The ultimate 
goal is to foster the inclusion of 
people with intellectual disabilities 
in their community by providing 
close leisure options to people 
with disabilities that can meet their 
specific preferences and needs 
and also by raising awareness of 
the importance of cognitive acces-
sibility within their community.

1
The Mind 
Inclusion 

facilitation 
methodology 



7 

Mind Inclusion Methodology Operational Manual

1.2.  Who is this methodology 
for?

Under the Mind Inclusion Facili-
tation methodology, the inclusion 
and integration of people with in-
tellectual disabilities is not consi-

dered as an individual objective of 
the person themselves, but a co-
llective objective that depends on 
all the members of a community. 
A community consist of varied ac-
tors. These actors are classified into 
three groups:

In the framework of the Mind-In-
clusion facilitation methodology, 
a facilitator or educator play an 
essential role as local leader, im-
plementing the Mind-Inclusion 
methodology in its context and 
promoting the social inclusion of 

Primary users: 
people with 

intellectual disabilities 
and their relatives 

and caregivers

Secondary users:
related with IDP: relatives, 

formal and/or informal 
caregivers, professionals 

accompanying the person 
in different areas of life 

(health, social, education, 
labour)

related with the 
community and public 
spaces: managers and 

representatives of public 
spaces

Tertiary users: 
decision-makers, advisors, 

other stakeholders 
interested in the Mind 

Inclusion APP and 
methodology

people with intellectual disabili-
ties. Educators or facilitators role 
is centred in providing ways for 
people to relate to each other, 
understanding their needs, and 
searching together for a solution. 
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Therefore, an Educator is consi-
dered as an activator who has the 
aim of promoting the use of the 
Mind-Inclusion APP. To this end 
Educators need to know how the 
Mind Inclusion APP works for both 

people with intellectual disabilities 
and Business Users.
In addition, in order to reach the 
goals of social inclusion, an Edu-
cator needs to have the following 
characteristics and abilities:
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2.1. What is and what is 
designed for?

The Mind inclusion is a free APP 
focused on providing leisure op-
tions to people with disabilities in 
their community, by facilitating the 
search for a location, both public 
and private places, or an event in a 
community according to their spe-
cific preferences and needs.
The ultimate goal is to foster the 
inclusion of people with intellec-
tual disabilities in public places 
raising awareness of the importan-
ce of cognitive accessible in their 
community.

Mind Inclusion APP, has been 
created through the support of a 
person-centred participatory de-
sign approach and a capability ap-
proach involving a sample of peo-
ple with disabilities at both stages 
of co-design and co-production . 
In order to understand individual’s 

experiences, support their acces-
sibility, and optimize resources and 
outcomes .
All the information about the co-
design process/framework is avai-
lable online in the mind inclusion 
website and can be freely used by 
those interested in its replication 
(https://www.mindinclusion.eu/).
The result has been the co-desig-
ned and co-production of a disabi-
lity-friendly mobile application to:

• Help people with intellec-
tual disabilities finding lei-
sure options in their com-
munity according to their 
preferences and require-
ments, 

• Opening a window for 
expressing their feelings 
about the visited places 
with an easy review option.

 
The Mind Inclusion APP is an as-
sistive technological tool that can 
have the following benefits: 

2
The Facilitation 
Methodology 

tools: The Mind 
Inclusion APP

1 Co-Design can be defined as “collaboratively designing services with service-users, service-
deliverers and service-procurers”
2 Co-Production can be defined as “Collaboratively delivering services in an equal and reci-
procal relationship between service-professionals, service-users and their support networks 
(ie. family and friends)”.

https://www.mindinclusion.eu/
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Discover leisure options in 
their community

The Mind Inclusion APP allows people 
with intellectual disabilities to search for 
places and activities in their community. 
Places and activities are classifying into 
11 categories divided into Places and Ac-
tivities. 
These options are options can be adap-
ted to people with intellectual disability’ 
needs since the search for places and 
activities can be filtered according to 
proximity or city and accessibility filters. 
It is also possible to obtain more infor-
mation about the accessibility features 
of a place or location in its description.

Expand their social circles By knowing new leisure options,  people 
with intellectual disabilities may improve 
the chances to try different places, feel 
more comfortable in them, and go out 
with friends or family members or, even, 
to meet need people when going out.

Raise awareness of cognitive 
accessibility and people with 
intellectual disabilities needs

The Mind-Inclusion APP will permit peo-
ple with intellectual disabilities to review 
the place that they have visited. That 
feedback also allows business places to 
know how cognitive accessible their pla-
ce is and gives them the opportunity to 
improve

Increase the feeling of per-
manence of people with disa-
bilities in their community

The Mind Inclusion APP creates a Mind-
Inclusion community, made up of people 
with intellectual disabilities, facilitators 
and places’ business owners. By using 
the Mind Inclusion APP, users can sha-
re their opinions about places with the 
aim to improve la cognitive accessibility 
in public places and, as a consequence, 
their inclusion. Improving cognitive ac-
cessibility in public places might have an 
impact on the participation of people 
with intellectual disabilities in their com-
munity. This fact may also reinforce the 
feeling of being part of it by being able 
to do more activities in the community 
and with other people.
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To foster the self-determina-
tion of people with intellec-
tual disabilities

The Mind-Inclusion APP intends to fos-
ter the self-determination of people 
with intellectual disabilities as they are 
able to make several decisions related 
to the leisure options in their communi-
ty though the APP such as where to go 
and what kind of activity to do. In addi-
tion, the Mind-Inclusion APP permits 
to review the places or the activities 
where they have been. That allows peo-
ple with intellectual disabilities to sha-
re their opinions and feelings with the 
Mind-Inclusion community about public 
places and their cognitive accessibility 
level. Therefore, it is a way to take into 
account the interests of people with di-
sabilities and offer them leisure oppor-
tunities within their community

To be used by a wide range 
of people with intellectual 
disabilities by themselves

In order to broad the use of the Mind-
Inclusion APP among people with and 
without intellectual disabilities, the 
application has been developed consi-
dering   a) the accessibility for web 2.0 
content, developed by World Wide web 
Consortium (W3C), b) the report “Me-
didas de Accesibilidad e Inclusión para 
personas con discapacidad”, the Spa-
nish Ministry of Health (FEAPS, 2014) 
and c) Easy reading recommendations 
as a way to promote the autonomy 
of people with intellectual disabilities 
when using new technologies.

3 Find more information in: https://www.wacoss.org.au/wp-content/uploads/2017/07/co-
design-toolkit-combined-2-1.pdf 
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2.2. Who can use it?
 
The Mind Inclusion APP is focused 
on three main users: 

1) Business users (mangers of 
public places);
2) People with intellectual disa-
bilities and caregivers

3) Professionals working with 
people with intellectual disabi-
lities.

For a successful implementation of 
the Mind Inclusion methodology, 
all of them should be involved in 
the use of the Mind Inclusion APP. 

4 FEAPS, Accesibilidad cognitiva. Guia de recomendaciones, 1.-96., 2014. In https://plenain-
clusionmadrid.org/recursos/guia-recomendaciones-accesibilidad-cognitiva/; Inclusion Europe, 
Información para todos: las reglas europeas para hacer información fácil de leer y compren-
der, 1.-40., 2009. In https://easy-to-read.eu/; https://www.w3c.es/

https://plenainclusionmadrid.org/recursos/guia-recomendaciones-accesibilidad-cognitiva/
https://plenainclusionmadrid.org/recursos/guia-recomendaciones-accesibilidad-cognitiva/
https://easy-to-read.eu/; https://www.w3c.es
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2.3. How is it structured and 
how it works? 

The Mind Inclusion application is 
structured according to the users 
that can use it. Then, it is focused 
on: 
a) people with intellectual disabi-
lities (IDP), including people and 
workers who can help them to use 
the app, such as their families, edu-
cators and friends; 
 b) Business Users (BU) or the ma-
nagers of those locations or activi-
ties that will upload their locations 
to APP. 

 2.3.1. For Business Users
Business users are owners of places 
and locations in a community. They 
are an essential group in the Mind-
inclusion facilitation methodology 
since they act as an active agent of 
the “Mind-Inclusion community”. 
By signing up their locals or acti-
vities on the Mind-Inclusion APP, 
people with intellectual disabilities 
can check the different leisure op-
tions in their community. 
The Mind Inclusion APP considers 
the following main functions for 
them:  

   For more information, see the Mind Inclusion APP Manual in annexes
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User can go to “My events” section 
and add an event pressing +. The 
Business User will need to fill out 
the following information:

• Name of the event

• The address where the 
event will take place 

• Date and hours of the event 

• A description of the place, 
the category that the loca-
tions is part of and services 
that provides as well as 

• Information about the phy-
sical accessibility

After saving the information about 
the event and Business Users will 
get a notification when the loca-
tion is validated.

2.3.2. For People with 
intellectual disabilities

The Mind Inclusion APP has not 
only been designed to permit peo-
ple with intellectual disabilities to 
look for locations and activities in 
their community but also to consi-
der their points of view about the 
places, improving their sense of 
control on environment and star-
ting to think about their choices, 
interests and wishes. In particular, 
the Mind Inclusion APP has the fo-
llowing functionalities for people 
with intellectual disabilities: 
Search for a location or activity ac-
cording to their needs

1) Registration
An owner of a place can become a 
Business User going to the MENU 
and pressing the section “Become 
a Business User. The first step is the 
registration and adding your per-
sonal data required. This process 
ends when the Business User con-
firms their account by email.
2) Add a location or event 
Once a Business User has signed 
up, from the button “HOME” they 
can go to their “My locations”. By 
pressing the button with a + they 
can add a location. When adding a 
location some relevant information 
will be asked:

• General information, name 
and address of the location

• When the location is open 

• How to contact you (phone 
number and email)

• A description of the place

• The category that the loca-
tions is part of

• A profile picture for the lo-
cation so the users can re-
cognize it and some more 
photos and/or a video

After saving the information about 
the location and Business Users will 
get a notification when the loca-
tion is validated.
3) Add an event
The procedure to add an event is 
similar to the one of adding a lo-
cation. From the MENU a Business 
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Locations and activities are divi-
ded into several categories into 
the APP to facilitate its search. 
Therefore, once a user selects ei-

ther “location” or “activity”, a new 
classification of places or activities 
will always appear accompanied by 
pictograms.
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Since each person with intellec-
tual disability might have diffe-
rent needs, the APP permits IDP to 
search for a location or an activity 
according to some filters. After 

selecting a location or a place, IDP 
have to answer three questions 
that help them to filter what they 
need or prefer:

Locations Activities
Restaurant Bar Cultural activities
Gym Museum Sport activities
Supermarket Cinema Popular markets
Hotel Public transport Concert
Public administra-
tion

Local festivities
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1) Reviews
Registered users can give their 
opinion about the locations and 
activities that they have visited or 
done. There are two types of re-
views: a) a short and b) a long re-
view.

a) The short review consists of 
the evaluation of three aspects 
of a place or an activity: Acces-
sibility, Place and Staff. Each 
dimension can be evaluated by 

using a scale from 1 to 5 in which 
each number corresponds to 
an emoticon face with a colour 
and a label. The labels and the 
respective colours are:1- Te-
rrible – red; 2- Bad – orange; 
3-Okay – yellow; 4-Good – 
light green; 5- Great – green. 
b) Long reviews permit users to 
fill in the short review and also 
to write down a comment.
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 2) Gamification features 
The Mind Inclusion APP has also 
gamification features to engage 
users. Gaining points by using the 
app is one of the gamification cha-
racteristics. Users can gain points 
when they do a review. The gai-
ned points will allow users to mo-
dify their picture profile. There are 
three levels of a profile: a) begin-
ner (from 0 to 15 points); b) inter-
mediate (from 20 to 150 points); c) 
master (more than 155 points). For 
each range of points, there are di-
fferent animals that will appear in 
the profile. As more points the user 
gains, the bigger the animal will be.

3) Users’ registration and safety 
measures 
Registration permits users to wri-
te reviews, check the notifications, 
and look at the personal profile. A 
username and a password is nee-
ded to be registered. Although 
users can provide an email, it is not 
necessary. This to facilitate access 
for all.

In addition, the Mind Inclusion APP 
has some features to reduce the 
potential risks that people with in-
tellectual disabilities are exposed 
when using the internet and apps 
in general. In this regard, the Mind 
Inclusion APP has been designed 
without any social media goal and 
not permitting the interaction of 
people with intellectual disabilities 

among them when using the APP. 
This focusing on its main aims and 
avoiding to generate confusion.

2.3.3. For educators, social 
workers and professional

Educators should know how the 
Mind Inclusion APP works for both 
people with intellectual disabilities 
and Business Users in order to give 
value to the APP and support them 
when using it. 
There are some key steps of the 
methodology in which people with 
disability ad/or Business Users are 
more prone to need help from 
Educators. This is  particularly true 
at the beginning of using the APP 
when users are immersed in a lear-
ning process about how it works. 
However, there are also some sen-
sitive steps that Educators should 
take into account.
Through the use of the application 
in three different countries, some 
steps in which the educator should 
pay more attention have been 
identified by each user.
Business users: some initial ex-
planations were given about the 
functions of the APP and also how 
to register. The educator should be 
aware of the importance of their 
help in this initial stage, trying to 
follow-up Business users’ progress 
using the APP. That means that 
their role should be more active 
during this process. The interven-
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tion of the Educator is also very 
useful to explain the rationale of 
the APP and create a direct rela-
tion with the Business User.
End users: although their possible 
difficulties might depend on their 
own characteristics, steps such as 
registering, writing a comment; 
doing a long review, and finding 
places according to their prefe-
rences, were more prone to need 
Educator’s help. Then, an Educa-
tor needs to pay attention to each 
one of these activities so that each 
users can have a fulfilling experien-
ce when using the APP. Although 
the APP has been designed to be 
used independently by users, an 
Educator should be aware of two 
facts:

• All users will need a learning 
process in the use of APP. 
That means that the Edu-
cator should have a more 
active role at the beginning, 
teaching users to use it. 

• After this learning pro-
cess, an Educator should 
be aware that there will be 
users who will always requi-
re their help. No matter how 
simple the APP might be. 
This could be the case of 
people who have difficulties 
to read or write in general.

Also, in order to achieve a social in-
clusion goal by using the APP, Edu-
cator should consider the following 
priorities when using the APP with 
users: 

• Motivating end users to 
continue using the APP with 
their families or on their 
own.

• Helping to foster their 
self-determination and gi-
ving voice to their feelings 
through users’ reviews 
about how they feel when 
visiting certain public pla-
ces.

• Helping them to get used 
to the use of new technolo-
gies. All the users will not be 
used to dealing with smart 
phones, electronic devices 
or applications.

• By accompanying them, the 
Educator can encourage 
the user to expand their cir-
cle of friends or reduce their 
reluctance to social contact 
by eliminating taboos and 
false beliefs.

Ultimately, the APP should help the 
community and Business Users to 
be more sensitive to the needs of 
people with intellectual disabilities 
in public places.
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When applying the Mind Inclusion 
Methodology, an educator needs 
to build the “Mind Inclusion com-
munity”. This community is made 
up of a network of locations/pla-
ces and citizens. Building the Mind 
Inclusion community is very im-
portant involve local stakeholders, 
generate awareness, and insert 
places/locations in the APP so that 
people with intellectual disabilities 
will be able to check the places 
available close to them and bene-
fit from all the advantages of the 
APP. To build the Mind Inclusion 
Community an Educator needs to 

work simultaneously with “Business 
Users”, trying to engage them and 
asking them to register on the APP 
and be part of the Mind Inclusion 
community, and people with inte-
llectual disabilities.
In the following sections, more 
information about how to apply 
the Mind Inclusion facilitation 
methodology is given as well as 
some tips and strategies that an 
Educator can use to successfu-
lly implement the methodology. 
The Mind Inclusion methodology is 
made up of 4 stages of activities:

In the following sections, each step is detailed.

3
How to create 

an inclusive 
community 

using the Mind 
inclusion APP? 
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3.1. STAGE 1: Knowing how the 
Mind Inclusion APP works
As mentioned in previous sections 
facilitators or educators play an 
essential role implementing the 
Mind-Inclusion facilitation metho-
dology. The final aim is that they 
can promote the use of the APP in 
both end users and Business users. 
Then, an Educator needs to know 
how the APP works for these two 
users. To facilitate this work, it is 
available a detailed manual about 
how to use the APP which is easily 
downloadable from the mind in-
clusion website (https://www.min-
dinclusion.eu/).

3.2. TAGE 2: Building the Mind 
Inclusion Community
The main objective of this stage is 
to identify assets, resources and 
people, that are likely to be part of 
the Mind-Inclusion community. It is 
important to map the assets of the 

community. The process of map-
ping is more than a way to collect 
data, it is also a mean to (Botello et 
al., 2013) :

• know the strength of a 
community to establish de-
velopment processes

• mobilize and visualize the 
formal and informal resou-
rces of a community

• count on a net of relation-
ships that can improve the 
well-being of a community 

The final objective of the mapping 
process is to establish the Mind 
Inclusion community defined as a 
collaborative environment, made 
up of resources, people and rela-
tionships, aimed to foster the social 
inclusion of people with intellec-
tual disabilities in a particular com-
munity.
To this end, this stage is made up of 
four steps.

6 Botello., B. et al. (2013). Metodología para el mapeo de activos de salud en una comunidad. 
Gaceta Sanitaria, 27(2), 180-183. 

https://www.mindinclusion.eu/
https://www.mindinclusion.eu/
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put in practice the Mind Inclusion 
Facilitation Methodology.
 
In order to facilitate this task, an 
Educator can answer some preli-
minary questions:

3.2.1. STEP 2.1 Community’s 
delimitation
Before starting using the APP with 
people with intellectual disabilities, 
it is important to delimitate the 
area or the community where I will 

Preliminary 
questions

- Where do I want to 
apply the Facilitation 
Methodology?
- What is the size of 
that community or the 
area?
- Who can help me to 
map the main resources 
of community and get 
in touch with them?
- How much time 
available do we have?

3.2.2. STEP 2.2: Preliminary 
identification and categoriza-
tion
In this phase the objective is to 
identify those associations, organi-
zations, resources and people that 
may be part of the Mind Inclusion 
community. It is important to bear 
in mind that those resources and 
services working with and for peo-
ple with intellectual disabilities will 
be easier to be part of the Mind In-
clusion community, as well as those 
places and locations close to the 

environment where people with 
intellectual disabilities usually go.

The preliminary search for resou-
rces can be made by using se-
condary sources of information . 
However, it is also possible to iden-
tify the resources just by exploring 
the community. 

When searching for resources and 
locations, Educators need to con-
sider the classification of resources 
on the APP so that the resources 
fall into the following categories:
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The final objective of this stage 
will be to engage several Business 
Users belonging to each category 
so that users can see a wide varie-
ty of places and activities in their 
community for each one when 
using the APP.
 
3.2.3. STEP 2.3: Visualization
Locating the resources identified 
on a map can serve as a visual tool 
that can help to visualize the distri-
bution and type of resources in the 
community. This can be very hel-
pful since some users might have 
some problems to move around by 
themselves. Therefore, if resources 
are concentrate in the area where 
they usually go around, either be-
cause they live close to or because 
the locations are in the area where 
they do their day to day activities, 
users will visit them easily.

3.2.4. STEP 2.4: Activating the 
local community and / 
stakeholders
Rooted on the Ecological theory, 

the Mind-Inclusion facilitation 
methodology considers the envi-
ronment as important factor that 
can promote the social inclusion of 
people with intellectual disabilities. 
To this end, active participation of 
the stakeholders in a community is 
one of the main pillars of the Mind 
Inclusion facilitation methodology 
in which the objective is that social 
agents can lead process of chan-
ge by making the most out of the 
community resources.

Activation strategies can vary de-
pending on each community’s 
features such as community’s size, 
geographical locations, local cultu-
re, etc.  Among these, community’s 
size is a very important variable 
that might affect the activation 
strategy to be followed (i.e. in big 
cities you might consider to use the 
methodology only for a portion of 
the city).
On the whole, the activation stra-
tegy can follow two approaches: a) 
top-down or b) bottom-up.

Locations Activities
Restaurant Bar Cultural activities

Gym Museum Sport activities

Supermarket Cinema Popular markets

Hotel Public transport Concert

Public administration Local festivities

7 Here you can find some suggestions: a) A telephone directory of businesses, organized by 
category such as yellow pages; b) A resources guide from the local municipality; c) Listing of 
business provided by the chamber of commerce; d) Listing of associations provided by local 
or regional municipality; e) Local newspapers, newsletters or bulletin boards
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3.2.4.1. Top-down strategies 
The first approach implies to invol-
ve the local municipality as main 
stakeholder which can help to pre-
sent the facilitation methodology 
and to activate other stakeholders 
in the community beyond their 
own services. This strategy of ac-
tivation corresponds to the Botello 
et al. (2013) model and it is more 
likely to be applied in small com-
munities with a reduced number 
of inhabitants and services where 
workers from the local municipa-
lities and politicians are easier to 
reach.

3.2.4.2. Bottom-up strategies
In bigger communities, getting 
in touch with people from local 

authorities might be more difficult. 
Therefore, strategies of activation 
should be based on a bottom-up 
approach with the involvement of 
the closest network of stakehol-
ders. In second instance, this initial 
network of stakeholders can be 
spread. There are several “Bottom-
up strategies” that an Educator can 
use:
b. 1) The creation of Local Action 
Groups (LAGs).

As mentioned before, both Pri-
mary users and Secondary users 
are of utmost importance for 
the Mind Inclusion Facilitation 
methodology. Both groups, pri-
mary and secondary, together are 
what we defined a Local Action 
Groups 

(LAGs). LAGs should be made up 
of different profiles of people with 
different capacities and roles in 
their community with the aim to 
form a network, not only of peo-
ple, but also of different, broad and 
complementary skills and abilities 

that can work for the objective of 
the inclusion of people with inte-
llectual disabilities. In particular, to 
maximize the impacts in a commu-
nity the following profiles, together 
with their skills and capabilities, 
should be part of a LAGs:
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Target group Capabilities 
People with disabilities (end-users) More than 18 years old

Able to communicate/express preferen-
ces (also through some facilitation )

Motivated in participating

With a supportive family/context

People with disabilities (end-users) Involved in the community (maybe invol-
ved in associations, accustomed to work 
at community level)

People engaged with activities of the 
users

Know how to support users

Interested in the topic and direct expe-
rience with IDP

Empathic

Motivated 

Open mind-set

Change makers attitude

Supporting the autonomy for users

Social workers/ Educators Working in a service with IDP (they know 
the needs and also can apply in the fu-
ture)

Dynamic /active

Experience with disability

Willing to learn with users

Patient

Empathy to facilitate the work

Curious about a new tool available

Not too much focused on what we have 
to obtain

Working with similar lag users

Connection with similar /complementary 
projects

Social workers of the same community of 
the pilot to increase networking/visibility

Also from other organizations

Know how to map the territory/ commu-
nity
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Representatives of social/health 
services

Decision to participate, they decide and 
they participate (available to give time)

Possibility to mainstream the tool

Can «change rules of the game»

Caring about final users & responsible

Motivated to further disseminate

They have to know the target group of 
the platform     

Social sensitivity / open mind

Experienced people (similar projects)

In touch with politicians/decision makers 
(local/regional administrations)

Curious/ interested

Active participation and helpful

Owner of places (Business users) Social commitment, we can offer the be-
ginning of something (we cannot promi-
se to make more profits)

Available to be ambassadors of inclusion

Sensitivity about the issue of inclusion 
and disability

Curious

Already with some practices of inclusion

Available to change their behaviours, to 
adapt

Involved in other projects with disabled 
people could be a plus

Open minded

Recognition (label of participation in the 
project/ second level certification)

Caring about social inclusion

With involvement in associations, social 
work

Sensitive and responsible
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The members of LAGs can be con-
sidered as “agents of change” since 
their involvement though the Mind 
Inclusion Facilitation methodology 
by using the Mind Inclusion APP 
will promote the social inclusion of 
people with intellectual disabilities 
within their community. Though 
their participation, the difficulties 
and needs of people with disabili-
ties will be understood by the rest 
of the community, raising aware-
ness of the difficulties that people 
and promoting universal processes 
of inclusion. For these reason it is 
very important to engage them 
as members of the Mind Inclusion 
Community.

The aforementioned LAGs’ profiles 
can be engaged in using the Mind 
Inclusion APP and in promoting its 
use, increasing awareness about 
the rights of people with intellec-
tual disabilities in the communi-
ty. In way or in another, the more 
LAGs’ participants are engaged, 
the greater use and visibility the 
APP would have, working for the 
social inclusion in the community 
from different perspectives and 
levels of power and capabilities for 
implementing changes for a more 
inclusive community.

The role of the educators with res-
pect to the establishment and en-
gagement of local action groups is 
very important. In fact, educators 
have the role of training LAGs’ 

members and facilitating their ac-
tion in a territory. To do this the 
educator can realize/promote di-
fferent activities as:

• Focus-groups: meetings 
to promote the concepts/
values behind the app and 
the methodology, map the 
resources of a territory, find 
ideas of how to promote 
social inclusion.

• Trainings: specific moments 
to help LAGs’ member lear-
ning how to use the APP 
and the methodology, to 
transfer it to others.

• Regular meetings: to moni-
tor the launched initiatives, 
evaluate their impacts and 
plan new actions.

• Events: to promote with ci-
tizenship the topic of social 
inclusion.

• Promotional and commu-
nication activities: web 
articles, videos, social me-
dia, etc. realized by LAGs’ 
members to expand the 
Mind Inclusion community.

3.2.4.3. Engagement and 
working with Business Users
Once the potential resources of a 
community have been mapped and 
there is a list of potential Business 
Users, belonging to several LAG’s 
profiles, the Educator needs to start 
with the engagement process. 
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Below the engagement process is 
presented together with tools and 
tips that the Mind Inclusion facili-
tation methodology has developed 
in order to successfully engage-
ment:

• Visit them and present 
yourselves, the APP and 
its objectives. To promote 
the project among BU, an 
Educators counts on the fo-
llowing tools:

• Flyers of the project 
• Mind Inclusion video 
• Gadgets (T-shirts, labels, 

etc.) 

• Registration and support 
Among Business Users we 
can find a wide range of 
people. Some of them might 
be very good using tech-
nology but others might 
struggle with it. Moreover, 
some Business Users might 
be very busy when visiting 
them. For these reasons it is 
important that an Educator 
is flexible and supportive.
If Business Users are busy 
and not skilled in technolo-
gy, making an appointment 
with the owner of the pla-
ce is recommended. During 
this appointment, the Edu-
cator can facilitate the re-
gistration of BU on the app, 
helping them to download 

the app, create their BU ac-
count and to explain how it 
works.

In other cases, BU can be 
very skilled without requi-
ring any help from the Edu-
cator. In this case, it is im-
portant that the Educator 
monitors if the registration 
process has been correctly 
done. However, it is always 
important to explain to BU 
how to create their profi-
le and the information that 
will be required in advance. 
Moreover, it is recommen-
ded to provide or indicate 
where they can find a copy 
of the Mind inclusion app 
manual. 

In order to make BU un-
derstand the real meaning 
of the project, during the 
meeting it is recommen-
ded to involve some users 
with disabilities who will ex-
plain the project and what it 
means for them. In this way 
the BU has the possibility 
to immediately come into 
contact with the project in 
its concrete form starting 
from the words of those 
whom it was designed for. If 
this is not possible, it will be 
the educator to contribute 
to explain the aims and va-
lues of the APP.

8 Available in the Mind inclusion website https://www.mindinclusion.eu/
9 Available in the Mind inclusion website https://www.mindinclusion.eu/
10 Available in the Mind inclusion website https://www.mindinclusion.eu/

https://www.mindinclusion.eu
https://www.mindinclusion.eu
https://www.mindinclusion.eu
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• Monitoring
As BU might find some diffi-
culties when registering and 
creating their BU’s profile, 
or they might simply forget, 
it is very important to visit 
them again in order to sol-
ve potential difficulties and 
doubts.

• Evaluation
The Mind Inclusion faci-
litation methodology has 
also developed some ins-
truments to evaluate the 
satisfaction, usability and 
the impact of the APP from 
a Business User’s point of 

view. Whenever the Edu-
cator decides to collect 
the opinion of BU regar-
ding their experience using 
the APP, they can do it by 
using the ad hoc question-
naires developed for this 
purpose in the frame of the 
Mind Inclusion facilitation 
methodology. More infor-
mation about them is provi-
ded in the Evaluation Step.

Here you will also you can 
find some general tips to 
successfully engage BU du-
ring this stage:  
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3.3. STAGE 3: Work with users
The idea behind this step is that 
people with intellectual disabilities 
can start using the Mind Inclusion 

APP. This step is made up of se-
veral stages as the following graph 
shows: 

3.3.1. STEP 3.1: Selecting the 
group of users to use the APP
Users refer to people with inte-
llectual disabilities that can use 
the Mind Inclusion APP. Getting 
in touch with them as individual 
people might be a challenge. The-
refore, in first instance, activation 
strategies in this group should be 
focused on getting touch with as-
sociations working with people 
with intellectual disabilities. Once 
people with intellectual disabilities 
belonging to an association be-
come users, strategies based on 
“word of mouth” might work to ac-
tive more people. 
However, it might occur that the 
Educator already work in service or 
institution with people with disabi-
lities. In this case the selection pro-
cess is simple and refers to select 
people that can use the APP. 

3.3.2. STEP 3.2: Preliminary 
session with users 
Once the group of users that are 

going to use the APP has been se-
lected, the Educator should pro-
vide some information about the 
APP, its objectives and the activi-
ties to be done with them. 

To this end, the Mind Inclusion fa-
cilitation methodology considers 
an introduction activity. The idea is 
to prepare each participant to the 
activities that they will have to do 
in the next weeks. Considering the 
main goal of the APP, this session 
should also help users to share ex-
periences in different social places, 
such as what I like, what I dislike, 
what I think, barriers…etc. In order 
to make this task simpler, the Mind 
Inclusion facilitation methodology 
count on some specific cognitive 
accessible tools that have been 
developed for this purpose. These 
tools will be presented in section 4. 

The educator in charge of con-
ducting the session can follow the 
proposed agenda shown below to 
carry out this preliminary session:
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Duration Activity Material
5’ Welcome to participants -

5’ Ice breaker -

10’ “Why we are here and for 
what?”. The educator can give a 
brief introduction/presentation 
of the project. The presentation 
should address the following 
topics:

• A short presentation about the 
APP, objectives and the role 
that each participant has

• A short statement about the 
session

-

35’ Introductory activity: Game 
board: Educator can split users 
in two groups for sharing expe-
riences by playing the MINDIN-
CLUSION game-board, and for it 
each group will select 4 places to 
talk about. 
Educators can register the 
feelings and emotions of each 
user in each place of the game 
with the support of the personal 
diary. 

MINDINCLUSION 
Game-board
Diary

15’ Getting to know the Mind 
Inclusion APP: the educator will 
show how to download the Mind 
Inclusion app and will show the 
main features of the app.

Mind Inclusion APP

10’ Sharing comments and conclu-
sions and end of the activity.

-

Also here you can find some gene-
ral tips that can help Educators to 

interact with users in this prelimi-
nary sessions:
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3.3.3. STEP 3.3: Users’ Regis-
tration and accompaniment
The objective is that users can start 
using the APP so that they can start 
visiting places, which are already 
registered on the APP, and review 
them to check how inclusive the 
places are. In this stage Educators 
will have to accompany each user 
to the location selected and review 
the place. 
This stage is made up of several 
steps:

• STEP 3.3.1. Selecting the place 
to visit:  Educators will have to 

show the places registered on 
the app so that they can choo-
se where to go. 

• STEP 3.3.2. Installing the app: 
Once each user has decided 
where to go, educators will 
have to help them to download 
the app and show how to use it. 

• STEP. 3.3.3. Visiting a place. 
When visiting the place, users 
will have to do some of the ac-
tivities permitted to do in that 
place e.g. Have soft drink, buy 
something…etc. and rate the 
experience.
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3.3.4. STEP 3.4: Promoting au-
tonomy and self- determination
The objective of this step is to pro-
mote autonomy and self-determi-
nation of end users when it comes 
to visiting public places. To this 
end, end users will be asked to use 
the APP on their own or with the 
help of their caregiver. 
During this process Educators will 
have to keep in touch with users, 
suggesting to try with some care-
giver a new place autonomously in 
their community. In this stage it is 
important that the Educator pro-
motes users’ self-determination by 
encouraging the places or the ac-
tivities that they would like to do.
Once they have chosen the place 
or the activity, end users will have 
to visit the place and review it as 
they did with the Educator.
Also, end users can communica-
te educators the places chosen, 
if they have not registered yet. In 
this particular case, the Educators 
can keep in touch with the Business 
Users of the selected places so that 
they can be part of the Mind In-
clusion community by registering 
their place on the app. Generally 
speaking, this stage is made of the 
following steps:

• STEP 3.4.1. Selection of the 
new place by User

• STEP 3.4.2. Communication of 
the place chosen to the Educa-
tor

• STEP 3.4.3. Contact with BUs 
and register them in the APP: 
If they are not available or do 
not want to be part of the app, 
encourage user to choose and 
review another different place. 

• STEP 3.4.4. Registration of 
the BU on the APP: During this 
step, BU might need the help of 
educators to register and crea-
te their profile. 

• STEP 3.4.5. Visiting and rate a 
place: When visiting the place, 
users will have to do the same 
activities done in STEP 3.3 and 
rate the place. 

3.4. STAGE 4: Evaluation 
Specific tools have been develo-
ped in order to evaluate the impact 
of the Mind Inclusion facilitation 
methodology considering the main 
users of the APP. In this regard, the 
tools created for evaluation purpo-
ses are focused on three dimen-
sions of evaluation for each user as 
the following table shows: 

Type of user Evaluation’s dimension

B.U. APP usability

Users Satisfaction with the APP

Educators Impact of the APP
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For each user and dimension the-
re is a tool that it is available in 
annexes. Each tool consists of an 
ad-hoc survey for each user and 
dimension. It is important to ad-
ministrate these surveys after each 
user has had enough time to try the 
APP and its functionalities. There-
fore, it is recommended that users 
could use the APP for, at least, one 
month. Educators should be the 

person responsible for gathering 
the aforementioned information. 
In particular, people with intellec-
tual disabilities may struggle to 
read and to fill out the surveys. For 
these reason, the role of the Edu-
cator in this step is very important. 
Educator will need to ask people 
with intellectual disabilities surveys’ 
questions face to face and fill out 
the survey for them.

Users Dimensions Items When 

Business Users APP usability 3

After having enough 
time to use the APP
(one month at least)

Satisfaction with the APP 8

Impact of the APP 2

People with 
intellectual 
disabilities 

APP usability 3

Satisfaction with the 
APP

12

Impact of the APP 6

Educators APP usability 5

Satisfaction with the 
APP

6

Impact of the APP 9

An example of how to use of the 
tools and the information that an 
Educator can gather by using them 
are present in the preliminary fin-

ding section, which shows the fin-
dings from three European diffe-
rent countries where the APP was 
used.



35 

Mind Inclusion Methodology Operational Manual

               4     
Tools for 

Educators 
implementing 

the Mind 
Inclusion 

facilitation 
methodology

The Mind Inclusion facilitation 
methodology has created several 
tools for educators with the aim to 
achieve their purposes with people 
with intellectual disabilities. During 
the step of work with users, before 
using the APP, educators will have 
to help people with intellectual di-
sabilities’ digital competences and 
their ability to explore new envi-
ronments.

Considering digital abilities, Edu-
cators will have to understand their 
autonomy, frequency and feelings 
about using social media and tech-
nology as well as their digital com-
munication skills.

Considering ability to explore envi-
ronment, educators will be able to 
use the following tools: a) two dia-
ries and b) a game board to eva-
luate users’ approach to their envi-
ronment and their feelings.

4.1. Diaries for end-users of the 
APP
Diaries are important to analyse 

what users like or do not like when 
going out, and to map their neigh-
bourhoods, to be sure to accom-
pany them in places that they are 
interested in order to develop their 
self-determination. Moreover, 
they are a first exercise to improve 
the evaluation abilities.

Within the methodology, they are 
used as first exercise to prepare 
people with disability to the use of 
the APP and to encourage them to 
take part in new activities at com-
munity level.

a.1) Mind Inclusion Diary 2.0
It is a qualitative technique that 
support users’ exploration of a pla-
ce. It permits to collect data about 
what they do and feel improving 
their observations and critical sen-
se about what happens around 
them. Thus, it consists of descrip-
tions of their experiences. It invol-
ves a structured study that guides 
the participant in specific activities 
and stimulates awareness of one-
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self and external factors.
The diary is made up of a set of ac-
tivities to be done with educators 
to provoke a reflection over the 
leisure/going out activities and also 
it suggests some new experiences 
to do.

The diary consists on a folder with a 
set of 7 assignments in envelopes/
on lose leafs. The assignments can 
be either provided to the partici-
pants all at once or can be handed 
out one at a time.
The diaries generally remain pro-
perty of the participants but they 
are used to generate a discussion 
with the educators about 

a.2) Four moments diary 
It is a tool that helps people with 
intellectual disabilities to reflect 
on how they feel when they are in 
a place/go out. In this regard, the 
educator can use this tool when 
visiting a place with users to faci-
litate the evaluation of the dimen-
sion of inclusiveness of the place 
and better understand the feeling 
of the person with disabilities, or to 
prepare a visit to new places.

The diary is useful before the using 
of the APP because it helps users 
to improve self-determination in 
terms of defining what they like or 
not and what they want or don’t 
want to do. They are able to in-
crease control on their environ-
ment understanding it through 
senses and feelings. 

The tool is available on the website 
https://www.mindinclusion.eu/.

The diary is a Personal Diary and it 
is characterized by four moments 
that help to evaluate the place 
where user is in it:

• The FIRST MOMENT - EVA-
LUATE WHAT YOU LIKE: 
“what do you like/don’t like 
when you go out?”. Users 
are able to answer this 
question writing or taking 
a picture about something 
that they like and they do 
not like in that environment.

• The SECOND MOMENT – 
EVALUATE FEELINGS: users 
are invited to answer to 
some sentences about what 
they feel going out such 
as “I think that going out is 
important to me; do I need 
help?”. They are able to 
use sticks with faces as ha-
ppy, neutral, sad to explain 
themselves. 

• The THIRD MOMENT – 
RATE PLACES: users are 
invited to rate some places 
such as cinema, supermar-
ket, bar, church, through 
stickers to evaluate if they 
want to go there alone or 
with someone else (alone, 
with a helper, with friends). 
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to create “personas”. This game 
allows gathering information about 
the following dimensions when a 
person with intellectual disabilities 
goes to a place such as:

• LIFE-CONTEXT & MOTIVA-
TIONS: about social enga-
gement and interaction

• SPECIFIC NEEDS or AIDS 
NEEDED

• LIKES: centred on self-rea-
lization, preferences about 
places and social activities 
(what I like).

• WORRIES: reflecting expe-
riences and/or emotions not 
pleasant (what I don’t’ like).

• WISHES: reflecting on 
which support the person 
may like to receive (desira-
ble improvements for ma-
king places and activities 
more friendly).

Instructions: first of all, several 
pictures of places will be shown 
to the participants. These can be 
taken from newspapers or from 
the internet and shown to the 
group. Then participants will have 
to choose four different place. It 
is also possible for participants to 
propose autonomously four places 
not using pictures.

The four places will be put on the 
“places squares”. There will be four 
pictures of each place. Therefore, 
the four pictures of the first place 
chosen will be placed in the first 

Afterwards, they are able 
to evaluate specific places 
from 1 to 5.

• The FOURTH MOMENT- 
EVALUATE ENVIRON-
MENTS: users are invited to 
answer question like “what 
do you see in your envi-
ronment? which of these 
places can you find in your 
town/neighbourhood?”. 
They can choose from diffe-
rent stickers that represent 
different places.

The Diary tool is available on the 
website https://www.mindinclu-
sion.eu/.

4.2. The Mind Inclusion game 
board for end-users
It is similar to the traditional mo-
nopoly but adapted to the topic 
of experiences inside public places 
and facilitated for people with in-
tellectual disabilities. The game is 
composed of a board, two dices 
(one ordinary dice and a specific 
dice with pictures), two decks and 
a chip for each player. In the board 
game there are several types of 
squares: places squares, blank 
squares, other squares, in each the 
participant will have to answer a 
question or do something with the 
rest of the group. Below the use of 
game is explained.

Aims: the final objective of the 
game is to gather information 

https://www.mindinclusion.eu/
https://www.mindinclusion.eu/
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four squares for places. Then, the 
four pictures of the second place 
chosen will be put in the next emp-
ty squares for places and so on.

Each participant has a chip. All pla-
yers start the game with the chips 
in the first square.

To start with the game, the partici-
pant will throw a normal dice. The 
number got in the dice will indicate 
in which square they need to place 
their chip (number of moves).
The board has several types of 
squares. Depending on the square, 
the activity or the information re-
quired will be different:

• Places squares, in this squa-
re the participant needs to 
throw a special dice for the 
game. Each face of the dice 
has a picture that will indica-
te a question related to that 
place as follow: What would 
you like to find in ... to be 
happy? - What makes you 
feel GREAT in ...? - What is 
your 1st thought visiting... ? 
- What do you need to en-
joy ... ? - Share a funny ex-
perience in ... - What makes 
you feel BAD in ...?

• Activities squares, in which 
each participant will have to 
answer a question or do so-
mething alone or together 
with the rest of the group 
according to the picture on 
the square. The main acti-

vities are: - Draw your fa-
vourite activity - Describe 
your favourite food - Who 
is your best friend? - Mimic 
your favourite animal - Sing 
/ hum your favourite song - 
Mimic your face when you 
are bored - Mimic your face 
when you are surprised - 
What kind of job do you like 
more? - Which game do 
you like to play?

Through these tools, educators can 
make people with disability reflect 
in a funny way about places and 
their characteristics, increasing 
awareness about what defined in 
the aims section, but also obtaining 
a precise framework/ides about 
end-users’ preferences and needs 
that can help to prepare them to 
use the APP.

The tool is available on the website 
https://www.mindinclusion.eu/.

4.3. Training for Business users
Within the Mind Inclusion project, 
we organized two training events 
dedicated to BUs, each one com-
posed by two meetings, in order 
to raise awareness on the issue of 
inclusion and provide BUs with new 
tools to make their activity more 
inclusive.
The main topics discussed during 
the training have been:

• The definition of “Disability”.

https://www.mindinclusion.eu/


39 

Mind Inclusion Methodology Operational Manual

• The history of the project, 
its aims, structure.

• The App and its concrete 
use. BUs were instructed 
on the operational steps to 
promote the app and re-
gister their own activity - In 
the week between the first 
and second meeting of the 
training, the BUs had the 
challenge to involve a Busi-
ness partner in the APP.

• Suggestions and tips to 
make a place more accessi-
ble and inclusive.

The trainings have been shaped 
thanks to some contributions of 
people with disability. In fact, we 
realized two different interviews 
with three people with disabilities 

who told us what they think about 
inclusion and what it is important 
for them to find in the places they 
want to go.

Moreover, during the training 
meetings it emerged the need of 
the BUs to know new ways and 
tools to communicate better with 
people with disabilities and how to 
make their own business more ac-
cessible.

Then for example, within the tra-
ining we included instructions for 
building a mobile wheelchair ramp 
and how to create a menu with 
pictograms.
The topic of training for Bus is still 
under development, the main tra-
ining material and opportunities 
can be found in the website
https://www.mindinclusion.eu/.

https://www.mindinclusion.eu/
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The Mind Inclusion Facilitation 
methodology has been applied 
in four different countries (Spain, 
Italy, Lithuania, France) in which 
the APP has been used with people 
with intellectual disabilities . In or-
der to evaluate the impact of the-
se actions the evaluation process 
covered three dimensions (APP 
usability; Satisfaction with the APP; 
Impact of the APP) for the main 

target groups of the Mind Inclu-
sion methodology. The preliminary 
results of the pilot actions have 
shown some important issues to be 
considered for each user.

The pilot activities involved serval 
participants. The following ones 
could participate in the evaluation 
of the pilot :

5
Preliminary 

findings from 
mind inclusion 

2.0 pilots

11 In particular, four pilot actions were carried out: two in Spain; one in Italy and one in Lithuania

Business Users Educators People with 
intellectual 
disabilities 

Italy 1 4 8
Lithuania 11 2 4
Spain 1 10 3 6
Spain 2 10 2 4

Total 32 11 22
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12 Due to the emergency situation generated by Covid-19, pilot actions were exposed to several 
restrictions during their implementation. In some cases, there were more participants but it was 
only possible to gather information from some of them. 

The Business users’ general satis-
faction with the APP was 3.9. out 5. 
In particular, for them, the APP was 
easy to use. They considered that 
the main impact that the APP had 
on them was:

• Raising awareness of people 
with intellectual disabilities’ 
needs when accessing public 
places.

• Being more aware of how ac-
cessible their places are.

Of the APP, they liked most the 
fact that it was easy to use and that 
through its use it can be helpful to 
give visibility to their places and to 
the needs of people with disability. 
However, they also proposed some 
changes in the APP. They sugges-
ted that the APP could be more 
accessible and with and easier pro-
cess of registration. They reported 
important bug of the APP too, and 
some of them were corrected.

With respect to people with inte-
llectual disabilities, it is remarka-
ble that some users could use the 
APP on their own but only after 
going through a learning process in 
which the role of the Educator was 
a key element. Some functions to 
perform were more difficult than 
others. Above all the most difficult 
functions were those related to 
write and read such as:

• Writing a comment when doing 
a long review

• The registration process 

• To upload information into their 
personal profile

Some changes suggested were to 
make the APP more visual and fur-
ther simplify the vocabulary. Des-
pite this fact, they rated the APP 
with 4.1 out of 5.

They considered that the APP had 
some impacts on them such as:

• Increased possibility of finding 
public places near them

• Improving their self-determi-
nation and wellbeing

• Finding adapted public pla-
ces and getting involved in the 
community life

Similarly, to the results obtained for 
end-users, educators stated that 
the APP was easy to use, although 
most users needed help at some 
point. According to them, the most 
difficult functions to be performed 
by users were the registration pro-
cess and the writing of comments. 
However, some actions such as un-
derstanding information about lo-
cations and finding the menu were 
easy to understand. Some sugges-
tion to make the APP more acces-
sible for people with disabilities 
were: to simplify the vocabulary, to 
reduce information contained on 
the APP, to include audios for those 
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who are not able to read.
In any case, they thought that the 
APP had some positive impacts on 
users such as: 

• Increasing awareness of people 
with disabilities’ needs.

• Increasing their social partici-
pation.

• Improving their well-being.

• Increase motivation to sociali-
se and try new experiences in 
their community.

           USER                                         MAIN RESULTS
BU Rate 3.9/5

Most difficult 
functions

Registration process

They liked 
most

The APP can be supportive and 
give visibility to their places and the 
needs of people with disability

Changes su-
ggested 

More accessible and visual
Easier process of registration
Bug reduction/correction

Impact Raising awareness of people with 
intellectual disabilities’ needs 
Being more aware of how accessi-
ble their places are

People with
intellectual
disabilities

Rate 4.1/5 

Most difficult 
functions

Writing a comment when doing a 
long review
Registration process and uploading 
information into their personal 
profile.

They liked 
most

Colours and App’s pictures
To find information and check 
places
Finding places/events according to 
their needs and close to them

Changes su-
ggested 

More visual and with easier voca-
bulary

Impact Finding public places near them
Improving their self-determination 
and wellbeing
Finding adapted public places and 
getting involved in your community
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Therefore, the results have shown 
that Mind Inclusion APP is a tool 
that, despite the changes/impro-
vement suggested, can meet a 
double objective: promoting the 

social inclusion of people with inte-
llectual disabilities in their commu-
nity and at the time raise aware-
ness of their needs and rights when 
accessing public places.

           USER                                         MAIN RESULTS
Educators Rate 3.5/5

Most difficult 
functions

APP was easy to use but all users 
needed help
Registration process 
Writing comments

They liked 
most

The tutorial
That is simple and visual
The possibility that people with 
intellectual disabilities can choose 

Changes su-
ggested 

Vocabulary
Information should be reduced 
the APP could include audios for 
those who are not able to read

Impact Increasing awareness of people 
with disabilities’ needs
Increasing their participation 
Improving their well-being.  The 
APP can motive them to socialise 
and try new experiences in their 
community.
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The Mind Inclusion Facilitation 
methodology has been develo-
ped in order to guide professionals 
working with people with intellec-
tual disabilities step by step to pro-
mote the inclusion in their commu-
nity. The Facilitation methodology 
presented has been developed to 
achieve several impacts such as:

• Ability of professionals working 
with people with intellectual 
disabilities and their users to 
use digital devices and assistive 
technologies, such as the Mind 
Inclusion APP. 

• Activation of the main stake-
holders of a community in or-
der to create a Mind Inclusion 
community focused on impro-
ving people with intellectual 
disabilities social inclusion. 

• Self - determination of people 
with intellectual disabilities. 

• The feeling of well-being and 
inclusiveness of people with 
intellectual disabilities in their 
communities. 

• Awareness of rights, local op-
portunities and barriers when 
it comes to social inclusion and 
cognitive accessibility.

To this end, the Mind Inclusion APP 
is the main tool of the Mind Inclu-
sion Facilitation methodology. The 
APP permits people with intellec-
tual disabilities to find close leisu-
re options in their community that 
can meet their needs, fostering 
further opportunities for social in-
clusion. 

The methodology also counts on 
several instruments to evaluate 
its impact. In particular, through 
the evaluation tools of the Mind 
Inclusion Facilitation Methodolo-
gy is possible to monitor the APP 
usability, Satisfaction with the APP, 
Impact of the APP on Educators, 
Users, and Business Users. 

During the duration of the Mind 
Inclusion project the Mind Inclu-
sion Facilitation methodology has 

6
Conclusions
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been applied, by using the APP, 
in four different countries (Spain, 
Italy, Lithuania, France). These ex-
periences have provided some 
lessons to learn when applying the 
Facilitation methodology that can 
be useful for those who are willing 

to apply it in their own context. 
The evaluation carried out has 
highlighted some important ideas 
and lesson learned to consider 
when applying the Mind Inclusion 
with respect to each user of the 
APP: 

Furthermore, the impact evalua-
tion has shown that the use of the 
Mind Inclusion APP can contribute 
to achieve its proposed objecti-

ves. In particular users of the APP 
reported the following benefits 
when applying the Mind Inclusion 
Facilitation methodology:
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As a conclusion, the Mind Inclusion 
Facilitation methodology and the 
use of the APP can increase the 
feeling of well-being and inclu-
siveness of people with intellec-

tual disabilities in their commu-
nities making environment more 
accessible and inclusive for them 
and raising awareness about their 
needs and rights.
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Appendix
Evaluation
templates

 Evaluation templates for Business Users

BU - APP usability 

1. How easy was for you to…

1 2 3 4 5
Register and become a BU

Log in

Add a location 

Add an event 

Add information to your 
location  

Add pictures  

Check reviews 

Respond comments 

Others??

Not at all Very easy
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2. Did you need help to perform some actions?

3. Did you encounter any problem using the APP? 

Yes No

Which one?

Yes No

What kind of help di you require? 

Did you solve it/them? Yes/ No 
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2. Have you implemented any change in your location so that it 
can be more accessible since you are using the APP?

1. I think using the APP has helped me to …

 BU- Impact of App 

1
Not at 

all

2 3 4 5
Very 
much

Be more aware of the difficulties peo-
ple with intellectual disabilities have in 

public places

Evaluate how accessible my  location is

Know what aspects I should change (or 
improve)  so that my location can be 

more accessible

Collaborate with other institutions and 
stakeholder in my community 

Promote my location 

Get more clients 

Others (indicate): 

Yes No

Which one? Do you plan to implement any 
change?
 Yes/No
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1. I think using the APP has helped me to …

2. What did you like the most about the APP?

3. What did you like the least about the APP? 

4. How easy was to use the App for you?

 
BU- Satisfaction with the APP

1
Not at all

2 3 4 5
Very much 

1
Not at all

2 3 4 5
Very easy
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5. Would you continue to use the APP

Yes No

Yes No

6. Would you recommend the APP to other people?

7. What would you change within the APP?

8. Please rate the APP from 1 to 5 (being 1 the lowest score and 
5 the highest) 
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Users-  APP usability

1
Not at 

all

2 3 4 5
Very 
easy

Register 

Log in

Find the menu

Find a place close to you 

Find a place according to your preferences 

Check/ understand the information of a 
place 

Check/ understand the pictures of a place 

Check / understand the reviews of a place 

Check the events of a place 

Do a short review 

Do a long review

Check your profile 

Write a comment 

Upload personal information in your 
profile

Log out 

Understand written information about a 
place

1. How easy was for you to…

 Evaluation templates for end-users
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2. Did you need help to?

Yes No

Spe-
cify 
ac-
tion 

Who 
helped 

you? 

Times
you 

need 
help 

Register 

Log in

Find the menu

Find a place close to you 

Find a place according to your prefe-
rences 

Check/ understand the information of 
a place 

Check/ understand the pictures of a 
place 

Check / understand the reviews of a 
place 

Check the events of a place 

Do a short review 

Do a long review

Check your profile 

Write a comment 

Upload personal information in your 
profile

Log out 

Understand written information 
about a place
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3. What were the activities more difficult to understand/perform?

The most difficult to 
understand

What would you 
change?

Register

Log in

Check menu

Find a place

Find a place according to 
your preferences

Check the information of 
a place

Check the pictures of a 
place

Check the reviews of a 
place

Check the events of a 
place

Do a short review

Do a long review

Check your profile

Write a comment

Upload personal informa-
tion in your profile

Log out

Pictures/ pictograms

Others…
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Users- satisfaction with the APP

1. How much did you like the following elements of the APP

1
Not at 

all

2 3 4 5
Very 
much

Finding places/events close to you 

Finding places/events according to 
your needs
Reviewing a place/ event

Reading reviews

Getting points when using the APP

Upgrading profile picture 

Colors

App’s pictures

2. How easy was to use the App for you?

1
Not at all

2 3 4 5
Very easy
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3. How much do you like the APP?

1
Not at all

2 3 4 5
Very much 

4. What did you like the most about the APP?

5. What did you like the least about the APP? 
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6. How useful do you think that the following aspects of the APP 
are?

1
Not at 

all

2 3 4 5
Very 

much

Finding places/events close to you 

Finding places/events according to 
your needs
Reading reviews

Check the information of a place 

Check the pictures of a place 

Check the reviews of a place

Check the events of a place 

Do a short review 

Do a long review

Check your profile 

Write a comment 

Upload personal information in your 
profile

7. How funny do you think that the use of the APP is?

1
Not at all

2 3 4 5
Very much 
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8. How do you feel using the APP?  

1
Very unsa-

tisfied

2 3 4 5
Very satis-

fied

9. Would you use the APP more times? 

Yes No
If yes, would you use it alone or 
would you need the help from 
someone?

If not, why?

10. Would you recommend the APP to your friends?

Yes No

11. What would you change about the APP? 

12. Please rate the APP from 1 to 5 (being 1 the lowest score and 5 
the highest) 
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Users- Impact of the APP

1. How much the Mind Inclusion APP can be useful to you to find 
leisure options close to you? 

1
Not at all

2 3 4 5
Very much 

1
Not at all

2 3 4 5
Very much 

1
Not at all

2 3 4 5
Very much 

2. How much do you think that the Mind Inclusion APP can help 
you to find leisure options close to you according to your needs?

3. How much do you think that the Mind Inclusion APP can help 
you to meet new people and make new friends?

*Note: This question is to evaluate if the filters and the cognitive accessibility information can 
be useful for IDP to choose places according to their needs which is also a goal of the app
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4. How much do you think that the Mind Inclusion APP can help 
you to make your own decisions about where to go and with 
whom?

5. How much do you think that the Mind Inclusion APP can help 
you to go out and participate more in your town activities and 
events?

6. How much do you think that the Mind Inclusion APP can help 
you to increase your well-being?

1
Not at all

2 3 4 5
Very much 

1
Not at all

2 3 4 5
Very much 

1
Not at all

2 3 4 5
Very much 
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Educators APP usability

1. As an educator, how easy was for you to use the APP?

2. How easy do you think that it is for IPD to perform the following 
actions on their own…

1
Not at 

all

2 3 4 5
Very 
easy

Register 

Log in

Find the menu

Find a place close to you 

Find a place according to your preferences 

Check/ understand the information of a 
place 

Check/understand the pictures of a place 

Check /understand the reviews of a place 

Check the events of a place 

Do a short review 

Do a long review

Check your profile 

Write a comment 

Upload personal information in your 
profile

Log out 

Understand written information about a 
place

1
Not at all

2 3 4 5
Very much 

Evaluation templates for educators
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No Specify action

Register 

Log in

Find the menu

Find a place close to you 

Find a place according to your preferen-
ces 

Check/ understand the information of a 
place 

Check/ understand the pictures of a 
place 

Check / understand the reviews of a place 

Check the events of a place 

Do a short review 

Do a long review

Check your profile 

Write a comment 

Upload personal information in your profile

Log out 

Understand written information about a place

3. How many users needed help from you?   

………  out of ……… 

4. What kind of help was needed by IDP when performing the 
following actions…

                                                                                  No                       Yes
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5. As educator what would you change about the APP to make it 
more accessible for IDP?

Actions 

Pictograms/Pictures

Colors 

Vocabulary 

Fonts 

Other aspects: 

                                                    What would you change?
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3. What did you like the most about the APP?

4. What did you like the least?

1. Would you use the APP with other people with intellectual disa-
bilities?

Educators - Satisfaction with the APP

Yes No
If not, why?

2. Would you recommend the APP to other colleagues? 

Yes No
If not, why?
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5. Generally speaking, do you think IDP had trouble using the APP? 

Yes No
In what ways did they need more 
help?

6. Please rate the APP from 1 to 5 (being 1 the lowest score and 5 
the highest) 
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Educators -Impact of the APP

1. Do you think that the APP can promote the independence of 
IDP? Please explain why 

Yes No

2. Do you think it can provide leisure options close to IDP? Please 
explain why 

Yes No

3. Do you think it can promote IDP self-determination? Please 
explain why 

Yes No

4. Do you think it can help them making informed choices? Please 
explain why 

Yes No



67 

Mind Inclusion Methodology Operational Manual

5. Do you think it can motivate them to socialize? Please explain 
why 

Yes No

6. Do you think it can motivate them to try new experiences? Plea-
se explain why 

7. Do you think it can impact on their physical and/or emotional 
well-being? Please explain why 

8. Do you think it can increase the IDP feeling of inclusiveness to 
their community? Please explain why 

Yes No

Yes No

Yes No

Yes No

9. Do you think it can raise awareness of the need of IDP? Please 
explain why
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