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The Learning Through Innovative Technology Boosting
Equality - LETITBE project, funded through the Erasmus
+ program, is a partnership of the Order of Saint John
of God and the Sisters Hospitallers. The participating
organisations belong to 7 different countries of the
European Union. The project is fortunate to have
Fundación Vodafone España as the technical partners
on the project, and they have provided a unique
opportunity for the other partners to co-design an
accessible digital tool together. This consortium has
been working together since the year 2015 through
the Desktop Project (Disabled Enhance their Skills
Through Online Platforms). This project allowed for the
creation and development of an accessible digital tool,
Mefacilyta. This platform is available as a native Android
app, with a web browser option available for some
features to support iOS access. Mefacilyta is a digital
framework designed to support physical and cognitive
accessibility criteria. The tool allows the creation and
distribution of highly individualised accessible digital
content, rich with multimedia to support multimodality
comprehension and understanding of information
and executable in any web-based environment where
required.
The use of this tool by the collaborating partners
increased the autonomy and participation of people
with disabilities supported by these services. It should
be noted that the previous project was qualified by the
body responsible for evaluating European projects as
an Excellent Practice.
The Mefacilyta Platform has been upgraded, and version
2.0 has been co-designed with the LETITBE partners.
This project builds on the success of the previous
project. The use of Mefacilyta has been expanded,
which focuses on learning and work environments
with the development of new functionalities that allow
the training of specific cognitive abilities and skills.
This project, carried out between 2018-2021, aims to
improve the teaching-learning processes for adults with
intellectual disabilities.
The absence of quality inclusive digital training
programs aimed at this population, individuals

supported by disability day services, occupational
workshops, and residential services, leaves the need for
lifelong learning unattended and makes it impossible to
acquire or demonstrate transferable new skills. People
with disabilities are often disadvantaged in developing
tasks and activities designed in advancing their skill
set and building capacity, especially in digital skills to
support independence. Training in digital skills is often
inaccessible and not very innovative, which, added to
the intrinsic cognitive impairment derived from their
disability, hinders, or reduces the possibilities of inclusion
and social participation in work and community, both
heavily reliant on digital skills.
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Considering the importance of technological solutions
in society and particularly in current training processes,
to mitigate the risks derived from the digital divide,
LETITBE, from its origin, has been articulated by
reincorporating its leading technological partner
Vodafone Spain Foundation. Their role is to design
and develop new functionalities, and digital solutions
within the Mefacilyta ecosystem put at the service of
the special educational needs of the beneficiaries of
this project.
Finally, all the actions, measures, and materials
developed to incorporate the rights perspective,
favouring the creation of learning spaces aligned with
the measures provided in the Convention on the Rights
of Persons with Disabilities.
This manual for professionals aims to summarise the
intellectual products (available in their entirety on the
website) and the key learning and knowledge gained
by the partners throughout this project. They may be
used partially or totally by any entity that works in the
field of disability.
The contents presented below result from a process
of reflection, design, and collective creation between
European partners. They have extensive experience
in the field of education for people with intellectual
disabilities; this manual aims to contribute to the
construction of a theoretical model of care for people
with disabilities based on an innovative approach
and aligned with the rights recognised by the United
Nations Convention on the Rights of People with
Disabilities.
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INTRODUCTION
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Intellectual Product 1:
Educational Program
in a Digital Platform
The design of this programme is rooted in the
need to enrich the educational tools used in
training adults with intellectual disabilities.
Therefore, a strategy based on three fundamental
pillars has been adopted by the LETITBE project
that shapes the entire design, creation, and
implementation process of the eLearning
curriculum.

Æ Adaptation to special
educational needs.
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■ Adults with an intellectual disability have
additional educational needs related to
access to information and the methods
and tools used in teaching materials. In this
sense, the materials have been designed
supporting multimodal learning and
total communication by using different
types of multimedia resources (images,
videos, gifs, easy-to-read texts and audios)
to support universal design for learning.
Combining these multimedia elements
supports higher levels of understanding
and comprehension.
■ The support needs related to basic and
higher cognitive functions have been
considered and bespoke materials have
been developed for different abilities.
■ The resources share a clear structure, welldifferentiated, and allow the development
of learning in practical and real scenarios.
In addition, complementary activities
have been designed within each training
block, which, taking as a starting point
the contents of each didactic block, aim
to train and improve executive functions
where there are more difficulties.
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■ The didactic materials and their use have
considered the different styles and forms
of learning, designing contents that can
be worked using different groupings,
individual learning, learning in pairs or
learning in small or medium groups
and even applied to remote or online
learning.

Æ Relevance and pertinence
of the contents provided in the
curriculum.
■ The partners all agreed that the contents
selected for the constitution of the
curriculum must contribute directly to
enhanced inclusion opportunities for
adults with intellectual disabilities. Three
areas were highlighted that required
additional training. These included
Employment or employability skills,
Independent socialisation skills and
Rights or Self Advocacy. These areas
have been prioritised in these learning
materials as they were previously
unavailable in multimedia enriched
format in traditional training.
■ Social skills or soft skills constitute an
essential part of the achievement and
maintenance of any employment. These
are skills that many individuals with
intellectual disability and neurodiversity
have identified that they find challenging.
Therefore, topics aimed at improving
these skills have also been co-designed
and developed.
■ Despite the progress in social matters
that these cohorts have experienced
in recent decades, many people with
intellectual disabilities who benefit from
this program are not recognised as equal
rights holders and are subject to local
legislation. This makes it challenging
to recognise situations where they are

Æ Participation of people with
disabilities in the design of
their learning materials.
■ This intellectual product has tried to
innovate, not only because of the learning
objectives that it sets out or through
engaging with digital technology in the
resource development, but it has also
raised the profile and social role attributed
to people with disabilities with respect
to their learning processes by upskilling
many participants to be co-designers of
the training materials.
■ Highly participatory methodologies
have been used in the project, which has
allowed the program’s beneficiaries to be
an active part of the design process of the
didactic materials created. In the first place,
with the support of their professionals,
they have decided what content they
wanted to co-design and develop. They
have also been the protagonists of their
visual aids, both taking photos and acting
as models/actors. This has undoubtedly
provided information to both individual’s
supported and professionals about the
issues where there are more support
needs.

■ They have also participated in the
digital design of the supports using
the Mefacilyta platform, favouring the
development of a series of digital skills,
reducing the risks derived from the
digital divide.
■ The participation of the program’s
beneficiaries in this design phase has
favoured the development of the
learning that is the objective of this
curricular proposal, constituting an
effective strategy for the emergence
and consolidation of new skills and
knowledge.
■ It is crucial to point out that this change
in the role of people with support needs
has had a positive impact on their selfesteem. It has allowed them to develop
activities that had not even been
offered to them, where they have seen
themselves capable and have resulted
in new skills and abilities related to the
technological world.
■ This engagement has increased the
motivation of participants as they take
active roles in the development of new
learning topics. This is not only because
digital devices are being used, which
in themselves arouse higher levels of
interest than traditional methods using
books with paper and pens, but also
because their resources have been
co-designed by either themselves or
peers. For example, they can be seen
performing role plays from scripts that
they wrote during several workshops.
The high-quality acting during the
role plays have been commended
by the participant’s peers across the
partner organisations. They support
comprehension and understanding for
adults with additional needs and high
levels of quality that they will hopefully
eventually adopt.
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violated, leaving this matter is in the
hands of their support professionals,
who, although usually defend them,
some situations fall outside the provisions
of the United Nations Convention
regarding the rights of Persons with
Disabilities. Based on the previous
projects and considering the importance
of implementing this perspective both
in the world of work and in other areas,
a specific block has been introduced to
train in the recognition, defence and selfadvocating for the rights of people with
disabilities.
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Æ Description of the training
proposal:

4. Poland: Horse Care Assistant
5. Spain: Gardener / Orchard worker
6. Ireland: Pharmacy assistant and waiter

The program consists of 3 sections, and each
one corresponds to a curriculum where a set
of didactic proposals and training materials are
detailed and developed.
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1. Curriculum for the development of skills and
abilities for employment.
2. Curriculum for the development of social and
communication skills.
3. Curriculum for the development of skills in
recognising, defending and self-advocating
for the rights of people with disabilities.

Curriculum for the
development of skills
and abilities for
Employment
It is essential to point out that each partner’s
objectives within the project set itself concerning
employment supports are also determined by
the different national and local labour inclusion
policies. In this sense, each partner of the project
has identified one or several jobs around which
to design this training proposal, trying to design
professional training programs aligned with the
reality of each country.
The jobs selected by each country around
which training itineraries have been designed
are detailed below:
1. Germany: Kitchen Assistant.
2. Austria: Operator in occupational workshops
3. Portugal: Receptionist
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Æ Programme Breakdown.
Each training itinerary consists in turn of 4
differentiated blocks.
1. Introduction block. Set of digital supports that
allow people with disabilities and support
professionals to know the main contents to
work on this training itinerary.

3. Explanation block of the tasks of each job.
The different tasks to be carried out by the
worker are explained through different digital
supports. The explanation of these tasks is
composed of images and videos depending
on the complexity of the processes. This block
also includes contents referring to the work
tools used.
4. Assimilated content evaluation block. Finally,
each training itinerary has a set of activities
that allow both professionals and individuals
supported to assess the degree of assimilated
knowledge. These activities are designed as
serious games. These games are structured in
three parts. First, the instructions designed in
multichannel format appear on the first screen,
the didactic game is played on a second
screen. Finally, the user receives a score that
measures the number of errors and successes
derived from the execution of the game.

Æ Methodological
considerations.
The materials designed are not a replacement
for the supports provided by professionals or
educators. Instead, they are additional resources
that can be utilised during the teaching-learning
process in its different phases or moments. They
also provide the students with learning materials
that they can access outside of the scheduled
learning schedule.
Application of the materials as a tool for
activating prior knowledge:
We can use these resources in the introductory
sessions, where a presentation of the content

to be developed is carried out. For example, the
materials, although they include text and audio,
in this phase, we could use them using only
the images, asking people to explain what they
observe. This can be an opportunity to detect
strengths, weaknesses, and existing knowledge.
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L You can access an example of introductory
materials at the link below.
Æ http://mefacilytaletitbe.eu/elearningemployment-ireland/
The introductory materials can be used in
small groups, using larger screens, favouring
spontaneous participation, generating a group
dynamic where others emerge from some ideas.
They can also be used individually on supports
such as mobiles or tablets if the person’s learning
style needs.
Application of the materials in the context
where the task is carried out:
These didactic resources can be used anywhere
with an internet connection or even in low
connectivity conditions if the materials have
previously been downloaded as favourite
materials. They can be helpful when carrying out
specific tasks. First, they allow us to use them as
visual resources to support the explanation or
model the action to be carried out. Second, once
the activity is done, we can return to them to
check if the execution has been correct, pointing
out those activities that the individual support
has demonstrated competencies understanding
the questions and challenges, and those subject
matters that remain to be improved.
The materials have audio, so we can also use
them as auditory support when developing the
tasks. (Being materials that are seen on a screen,
it must be considered that high light conditions
can make viewing difficult)
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2. Block security measures/standards. The risks
derived from each professional activity are
detailed, and the prevention measures for
each job.
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■ 1. Introduction: Digital supports
that provide information on the
content to be worked on in each job.

■ 3. Explanation of the tasks of
each job position.
Various digital aids explain step by step the tasks
that the worker has to do. Information on the
tools to use is also included.

Æ https://mefacilyta.fundacionvf.es/fachada/
activity.jsp?idTarea=14369
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■ 2. Safety measures and rules:
They give information about the
dangers that some jobs entail
and the safety rules that must be
followed.

Æ https://mefacilyta.fundacionvf.es/fachada/
activity.jsp?idTarea=12848

Æ Application of serious games.
The designed games can be used in any phase of
the teaching-learning process. However, playing
is a way of learning that usually involves higher
levels of motivation and interest on the part of
students.

Æ https://mefacilyta.fundacionvf.es/fachada/
activity.jsp?idTarea=12844

Suppose we use these resources at the time of
activation of previous knowledge. In that case,
they will give us precise information about the
students’ starting point regarding the object
of study. This information, in turn, is stored in
the profile of the professional, which allows at
the end of the process to contrast the scores
obtained, showing the degree of assimilated
improvement.
The games can be executed when the viewing
of information that is considered important is
finished. For example, when we are working on
the rules of safety of a specific environment or
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tools, it may be important to validate that these
have been understood before taking the step to
an activity in a practical way.

1. Safety rules in gardener work
2. Assessment game on safety standards
Availability of materials:
Finally, considering the needs to improve
cognitive processes, memory recall, and
sequencing, these materials may be used when
required. They are available on the student’s
device or under the individual’s profile accessed
on any android or web browser-enabled device.
The accessibility of these resources provides
a meaningful impact among the individuals
supported as it helps reduce stress levels and
builds their confidence and competencies.
The individuals supported feel capable and
safe engaging in their tasks, knowing that,
if necessary, they have the support that is
functional and guarantees them to finish their
tasks successfully.
Marianne Hofer, women’s representative,
uses the “Mefacilyta” app for her
presentation as a women’s representative:
together with her supporter, she has turned
her tasks into an activity for a presentation.
She can, therefore, easily present her work
as a women’s representative.
“The application gives me security, there are
many things that I cannot remember very well,
and when I am excited, I forget many things. I
learned how to use the application correctly. I
enjoy working with these new media. So I feel
strong because I can talk about my tasks as a
women’s representative on my own. It also looks
‘cool’, a tablet-like this makes everything easier. “

Block 2: Program
for the development
of social and
communication skills.
As explained in the section on relevance and
pertinence of the contents, a training block
has been co-designed to respond to specific
needs that directly correlate with the increase in
possibilities of social inclusion.
Generally, people with intellectual and/or
developmental disabilities show support needs
in learning and putting into practice social and
communication skills.
This occurs mainly for two reasons:
■ In intellectual disability, an alteration
of some basic and superior executive
functions is identified (self-regulation,
inhibitory behaviours, theory of mind,
abstraction, generalisation). These skills
are closely linked to the development of
social and communication skills.
■ On the other hand, the scarcity of life
experiences, derived from low inclusion
and social participation, offers fewer
opportunities and scenarios where the
person with disabilities can practise social
skills in natural and everyday contexts.
■
The creation and implementation of social skills
training materials, through group workshops and
individualised sessions, favour the appearance
and consolidation of behaviours adjusted to the
requirements of the environment. This translates
into an increase in positive experiences between
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L You can see an example here.
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the person and their environment, impacting
the self-esteem of the persons with disabilities.
It also supports the deconstruction of collective
imagination regarding the possibilities of
inclusion of people with disabilities. Finally,
within this block and given that the program’s
beneficiaries will share workspaces within
the framework of a European project, a series
of materials have been designed to work on
English as a second language, improving the
possibilities of English interaction among the
project beneficiaries.

Debates and discussions.
Speaking in public and in the work
environment.
Tips for improved communication.
Dress codes
2. Emergency management
What to do if I need help?
First aid.
Emergency calls.
Doctor appointments.
Hygiene measures and personal health
management
What to do in case of fire?
Safety distance.
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3. Socialisation and problem solving
Learning to resolve conflicts.
Facial expressions
Behaviour in public places.
How to use public transport?
4. Learning English
Clothes.
Emotions.
Times of the day.
Everyday expressions.

■ Methodological considerations
for the use of the designed
materials.

This digital training curriculum incorporates a
specific training block made up of the following
itineraries.
1. Communication skills.
I interact with other people.
Exchange of opinions and perspectives.
Identification and management of emotions
in oneself and in others.
Active listening.
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The materials available in this training itinerary
do not replace, in any case, the figure of
the professional support, be it an educator,
psychologist or therapist. They should be
understood as support and training resources in
developing social, communication, emergency
management and conflict resolution skills.
As commented throughout this document,
having communication support resources in
video, audio, and visual formats support better
understand and comprehension of information.

■ Organisational decisions:
The available materials are executable both
in mobile or tablet format and in large-screen
format or digital whiteboards.

■ Grouping of students.
The decision on the type of grouping of
students will depend on several factors:
1. Communication support needs of the
attendees.
2. Objectives of the work session.
3. Contents to work on.
4. Learning styles of the students of this type of
training.

■ Duration of the sessions.
In a group work format, we can plan sessions
without extending more than 50 minutes; we
must bear in mind that the level of participation
and attention may decrease as fatigue appears.
Application of the materials in group
sessions to activate previous knowledge or
introduction to the training itineraries:

In the introductory sessions, to the social skills,
conflict resolution and communication skills
training block, it is appropriate to design prior
knowledge activation sessions.
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1. Allows students to realise that they gather
much of the knowledge and skills they will
work on; this means facing the training process
with a better self-perception. Generally,
this question has a positive impact on the
relationship with the object of study.
2. The prior knowledge activation sessions offer
essential information to the professional that
will be added to other information already
available, completing the initial evaluation.
You can look at the material used in an
introductory session or activation of previous
knowledge in the link below.

Æ Application of materials in
training sessions on social
skills and conflict resolution.
■ 1. Training sessions in
recognition of emotions.
In this block of contents, you can find materials
for emotional education. These resources can be
used as a visual aid that facilitates recognising
facial expressions and body behaviours
associated with specific emotions. The materials
also include guidelines on deciphering facial
expressions and how to express one’s emotions
through facial expressions. In this type of training
session, verbal moulding and role-playing may
be appropriate techniques to promote the
acquisition of these skills.
L In this link, you can see an example of support
resources to use in this type of session:
Æ http://mefacilytaletitbe.eu/elearningsocialisation-ireland/
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To take into account: generally, in the field
of disability, before starting any training and
specifically training on social, communication
and conflict resolution skills, it is highly
recommended to ask how the attendees feel
that day, allowing participants to express
how they are feeling so the instructor/teacher
has a clear understanding of any challenges
that may be facing the participants at that
moment to prevent engagement or learning. In
addition, this exercise allows the professionals
to take these issues as the working subject
of that training session or future sessions if
resources need to be produced, making it more
meaningful.
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■ Training sessions in
conflict resolution.
In this training block, materials have been
co-designed for training sessions in conflict
resolution. These materials offer accessible
information about the steps to follow to find
solutions for problems derived from coexistence
in the study centre, workplace, etc.
In the sessions aimed at conflict resolution, we
must consider the participants’ state of mind.
Sometimes it can be helpful to take as example
conflicts that people may have had in the past,
although it will be necessary to assess what
emotional impact this decision may have on
students.
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Techniques such as “Role Playing”, verbal shaping,
and forward chaining are also helpful in this
session.

Æ https://mefacilyta.fundacionvf.es/fachada/
activity.jsp?idTarea=16287

■ 2. Block on emergency
management
Within this block, you will find the following
materials
■ What to do if I need help
■ First aid
■ Emergency calls
■ Doctor appointments
■ Hygiene measures take care of your
health
■ How to act in case of fire
■ Safety distance

L Through the links below, you can see an
example of how to solve a problem.
Æ https://mefacilyta.fundacionvf.es/fachada/
activity.jsp?idTarea=19805

Æ https://mefacilyta.fundacionvf.es/fachada/
activity.jsp?idTarea=16444
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■ 3. Topic on socialisation and
problem solving
■ Learning to resolve conflicts.
■ Facial expressions
■ Behaviour in public places.
■ How to use public transport.

This block aims to address the need to develop
fundamental communication skills in a language
that is not one’s own, in this case, English, being
that the vehicular language of the LETITBE
project

IE

In this sense, the content blocks on which the
materials have been developed are intended to
cover those communicative elements that are
more frequent or that are likely to appear in work
situations at an international level with people
with disabilities.
In this project, we have focused on oral
expression and comprehension skills within
English language learning, since in practical
terms, the interactions between people with
disabilities will be approached in this way.

Once we familiarise ourselves with the materials
-they can also be used in individual conflict
resolution sessions- we now refer to the sessions
themselves to solve real problems, not training
sessions. As it is accessible material, it can be
used to support communication between
professionals and individual’s supported or
between individual’s supported with other
individual’s supported at the time when a
conflict has arisen.
Using technology in this sense is also a valuable
resource to record the agreements adopted.
Faced with future situations, they are not
accessible and therefore lose value. However, we
can create videos or audios that can be used to
remember the decisions taken.

■ Application of digital materials
in English as a second language
training sessions:

The main content blocks developed in this
itinerary are:
■ Colours
■ Expressions referring to the weather.
■ Food
■ Emotions
■ Usual social expressions
■ The hours.

■ Methodological considerations
The primary methodological strategy consists of
practising those selected words or expressions
where the person with a disability, after hearing
the information, repeats it with an image in
front of them that refers to the meaning of the
element on which they are working. Likewise,
if these sessions are developed with groups,
the person will also be listening to how others

15
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Æ https://mefacilyta.fundacionvf.es/fachada/
activity.jsp?idTarea=16160

The materials designed incorporate images, text
and audio and are based on training several
words or expressions per day or per week
depending on the people who study it.
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pronounce that new word or expression from
day to day. In this way, both at the pre-linguistic
and auditory levels, the person becomes familiar
with this new language.

■ 4. Language learning block

HANDBOOK LETITBE PROJECT PROFESSIONAL VERSION

■ Clothes
■ Emotions
■ Times of the day
■ Everyday expressions
■ The hours
■ Expressions about the weather

Æ https://mefacilyta.fundacionvf.es/fachada/
activity.jsp?idTarea=19820

carry out these training sessions with other
centres in other countries so that people with
disabilities experience situations where they do
so. Therefore, what they are learning is helpful
to them and supports them to connect with
people from other places and share this learning
process.
In the same way, as in the rest of the training
blocks, the learning materials are enhanced with
a set of games that have been developed to
evaluate the knowledge acquired.

Block 3: Training
Program for the
recognition, defence,
and self-advocate
for rights.
After eleven years of validity of the UN Convention
on the rights of persons with disabilities, the
principles of this treaty, 26 HUMAN RIGHTS AND
DISABILITIES, must flood the European legal
system. If not eliminated, at least trying to reduce
as much as possible the situations of exclusion
and discrimination experienced by people with
disabilities.

Æ https://mefacilyta.fundacionvf.es/fachada/
activity.jsp?idTarea=20061
To provide this process with high levels of
significance and increase the motivation of
people with disabilities, it is very enriching to
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The entities that work in the field of disability,
instruments of the states to articulate the
response to the needs of this group, must also
implement the necessary measures to align
their practices with the model of social care
and the perspective of rights. Despite the
undeniable advances in terms of inclusion and
equity of people with disabilities, significant
transformation lies ahead.

Again this itinerary has been designed
based on the three pillars described at the
beginning of this section:
1. Adaptation to special educational needs.
The materials have been co-designed using an
accessible language in a multichannel format.
This decision becomes fundamental, taking
into account the high degree of abstraction
that these contents imply. Likewise, the
training itinerary is approached in a highly
practical and experiential way, which allows
associating certain abstract concepts with
highly significant daily realities for the
program’s beneficiaries.
2. Relevance and pertinence of the contents
addressed. Those rights and articles of the
Convention that are most significant for the
program’s beneficiaries have been selected.
To do this, an accessible survey was designed
that made it possible to identify the specific
rights they wanted to work on, those with the
least degree of understanding, etc.
3. Participation of people with disabilities.
Especially in the didactic blocks that try to
analyse concrete situations in the lives of
people with disabilities. In this section, some
videos have been produced where people
with disabilities have participated as “actors
and actresses” that represent situations of
daily life where the rights defined in the UN

Convention on the rights of people with
disabilities are respected or not.
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Co-Design Process:
1. Together with the individual’s supported in
the services, we investigated what accessible
information was available regarding the rights
of people with disabilities.
2. The individual’s supported of the service
decided which means to use to share the
fundamentals of the CRPD
3. Service individual’s supported co-designed
the pre-and post-evaluation workshops and
questions to determine which Rights and
Articles they wanted more information about.
4. Through inclusive workshops and Evaluation
surveys carried out in Mefacilyta by both
professionals and individual’s supported by
the services, the individual’s supported by the
services voted on which Rights to obtain more
information.
5. Each partner then conducted more workshops,
evaluated the previous workshops’ results, and
decided on the primary rights they needed to
understand better.
6. Each member was assigned an article to create
a script that highlighted both the right that is
supported and the right that is ignored.
7. The individual’s supported by the services
decided what type of multimedia would
be used to share this information; the video
needed to be integrated to transmit the
messages better
8. The scenarios were performed and translated
into all the partner languages.
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Perhaps the first of the transformations, already
mentioned in the initial part of this document,
is to adopt the appropriate training measures
so that people with disabilities are recognised
as subjects of rights. Thus, it will be these
people who will be able, from their daily lives,
to recognise and claim, with the support of their
families and professionals, compliance with the
provisions of the UN Convention on the rights of
people with disabilities.

IE

9. More workshops were held to design a final
evaluation of the resources created. This
was a challenge since it is difficult to obtain
participation from a video.
10. There is still a skills gap in understanding
rights, and more importantly, the role of rights
holders and rights holders and each country’s
legislation need to be mapped to see real
change in society.
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This itinerary is made up of three blocks of
differentiated content.

■ How does the Convention help people
with disabilities?
■ The Convention as an engine of change.
■ Be sure of what the agreement says.
■ Improve the lives of people with
disabilities.
■ Important things to do
■ Commit ourselves to check what is
happening.
■ File a complaint when the agreement is
not respected.
This block incorporates a set of evaluation
games and activities that evaluate the degree of
understanding and assimilation of the contents
provided in each of the points detailed above.
Here is an example of some of the activities that
have been created.

Æ https://mefacilyta.fundacionvf.es/fachada/
activity.jsp?idTarea=12407

■ Description of the training
blocks belonging to the “I Know
My Rights” itinerary:
1. Introduction to Rights
■ Introduction to the UNCRPD
■ What do we mean by rights?
■ What government have to do to support
the rights of people with disabilities?
■ Check that people have rights.
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Æ https://mefacilyta.fundacionvf.es/fachada/
activity.jsp?idTarea=12413

2. Activities of daily living where Rights are
Respected or Ignored

3. Serious games Rights Resources
Games and evaluation activities help you check
if you have understood the rights on which you
have worked.

Æ https://mefacilyta.fundacionvf.es/fachada/
activity.jsp?idTarea=20985
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Practical training block, for the development
of this training block, a set of videos have
been designed where situations of the daily
life of people with disabilities are dramatized,
relating it to the fulfilment of rights. People
with disabilities themselves are the actors
in these situations. Two videos have been
designed; one shows a situation where the
right in question is respected, and in the
second case, it is not. This material allows the
abstract content of the rights to be brought
down to practical situations, favouring a
greater understanding of the contents worked
on.

IE

■ Article 7: Rights of the
child with disabilities.
■ Article 10: Right to life.
■ Article 21: Access to information
■ Article 24: Right to education
■ Article 25: Right to health
■ Article 27: Right to employment.
■ Article 29: Right to participate in
public-political life.
Lastly, this itinerary incorporates a block of
serious games that makes it possible to assess
the degree of understanding and assimilation
of the content provided in the explanatory
videos.
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■ Methodological considerations
for the use of the designed
materials.

IE
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The content referred to in this block is abstract,
and this must be considered when we start the
training. In addition, it should be noted that
people with disabilities, until now, have not been
recognised as subjects of rights, so they also need
to address this issue.

■ How to use the assessment
materials and the rights games.
The games in this block help you check if you
have understood the rights of people with
disabilities.
You can do them after learning about a specific
law. You can also use the games with your
workshop colleagues, family, and friends, so
everyone will know what things must be done
to respect the rights of people with disabilities.

Working on abstract content highlights the
difficulty derived from intellectual disability,
so for these concepts to be understood, it is
appropriate that images and easily observable
everyday references accompany them. In the
first place, based on the experience accumulated
during these years of work, an approach to the
concept of rights has been necessary and an
adapted presentation of the legal framework that
regulates them. To carry out this presentation,
depending on the level of the students, it would
be appropriate to organise small workgroups
where this content is presented, always counting
on visual support and spending time to assess
the degree of understanding of the materials and
contents developed.
Another issue that is considered relevant is the
selection of the most critical content for people.
We must not forget that everything that is learned
must be useful for life. In this sense, when working
on specific rights, it is convenient to select those
with the most impact on participants. We used
accessible surveys co-designed with people with
disabilities, their support professionals, families,
and friends to identify them.
The development of the rights sessions should
not be theoretical sessions. Instead, establish the
framework, developing activities such as debate,
discussion or exchange of ideas has had a more
significant impact.
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The Learning Through Innovative Technology
Boosting Equality (LETITBE) project, through
its intellectual product 3, has co-designed and
developed a new set of templates for educational
games within the Mefacilyta framework. This
feature is called Mefacilyta Games.

Through the LETITBE set of templates, you
can develop serious games or games to train
cognitive abilities and skills.
The co-design of these games started during
a partners workshop facilitated by Vodafone
Foundation with all the project partners. Each
partner presented the training needs of the
individuals they support and some videos
from individuals with intellectual disabilities
explaining what they would like to see integrated
into the games to make them more accessible
and engaging. Following this workshop, the
consortium elaborated a set of gamification
proposals to reinforce skills that are generally
affected due to intellectual disability across the
spectrum from basic to higher cognitive skills.
Once the proposals for serious games were
identified, the technological partner, in this case,
the Vodafone Foundation Spain, developed a
first new game template of these activities. In a
subsequent phase, a template prototype was
developed during local co-design workshops
with people with disabilities and other local
stakeholders. Through digital co-design
groups, these teams issued feedback regarding
accessibility and usability that will be analyzed

and later integrated by the technological partner
in the second version.
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Once version two of the new template game was
available, it is presented to the digital co-design
teams. They completed an evaluation sprint to
discover the maximum levels of understanding
and usability of the tool. The end result of this
intellectual product is five templates that share
the same highly accessible structure and focuses
on how people with disabilities engage with
serious games to enhance their learning. The
structure present in all the game options, as said,
is the same and is mainly equipped with three
differentiated blocks.
It is important to note that for professionals to
exploit these templates and create all the activities
or games, high technical skills are unnecessary, so
it is within everyone’s reach to use them. The game
construction system is through blocks where you
have to fill in the information requested.

1. Instructions or instructions to carry out the
activities: The instructions are designed to offer
the information in multimodal formats. That is,
audio text and images are incorporated. This
information appears on the first screen, and
once it has been understood, it goes to the
next screen, where the activity is executed.
At any time, even if the activity is running, if
a person forgets or needs to remember what
the instructions were, they can return to the
instructions screen through an information
button.
2. Execution of the activity: The next block
common to all activities on a screen where
the game is executed. There is no more
information on this screen than the blocks
or elements that make up the activity. This is
effective to avoid distractions. As the activity
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Intellectual Output 3:
Serious Games

is carried out on this screen, the system offers
feedback that helps the user know if the
activity is being carried out correctly.

IE

3. Feedback on the activity carried out and
accumulated score
Finally, once the activity has been carried out,
the system offers information also in a very
accessible way, which indicates the number
of hits and misses made. This screen helps the
person measure their degree of evolution in
the content on the one being formed.
In addition to the standard structure presented,
in all the templates designed, you can customize
issues related to the number of elements you
want to work on, the number of errors allowed,
the vertical or horizontal arrangement of the
elements, the desired type of feedback.
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■ Five new Serious
Game Templates

Æ 1. Matching pairs or the
traditional game of matching
pairs, also known as
“Memory”
Through this game, it is intended to improve
working memory or short-term memory. The game
design consists of discovering what is behind each
box and then finding the same image among the
options. The use of these types of activities also
contributes to increasing vocabulary.
This template allows the configuration of:
■ Number of elements on which you want
to work.
■ Work with visible images and therefore
develop an association of similar images,
which would be helpful for people with a
greater need for support.
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■ Define the number of errors admitted,
which allows you to work on tolerance
to frustration or learning without error
depending on how you want to use this
functionality.

Æ 2. Selection game
This template allows the creation of activities to
select and organize elements (mainly photos)
based on the variables determined by the
professional. We will ask students to organize a
set of elements in different locations. (Up down,
right or left)
For example, we can ask the person with a
disability to:
■ Organize foods based on whether they
are healthy or not.
■ Organize types of clothing according to
what occasions.
■ Organize appropriate or inappropriate
behaviours
■ Classify work tools according to the type
of task.
Again this template offers us different
customization options:
It allows us to define the number of variables
around which to organize the given elements.
It allows us to “give a clue” to the student about
how many elements to locate in each option.It
allows us to ask that these elements be placed
sequentially:
So, for example, we can offer photos of two
different recipes and ask you to organize them
according to those two recipes, but when doing
so, put the ingredients in the order of cooking.
As in the rest of the templates, we can customize
the instructions to give for the execution of the

activity and the feedback that the activity will
return to the students.

Æ 4. “Find the right image”
game

Æ 3. Sequence game

Finally, within the LETITBE program, the “find
the correct image” game has been created. This
template meets the needs of people with an
intellectual disability to reinforce the cognitive
capacity of association, generalization and
abstraction. We can present the student with a
word or concept through this game and ask him
to link them to a series of images and sounds.

These types of activities allow reinforcing this
cognitive skill by practising it in a specific way.
They also help internalize processes or identify
which steps of a task the person tends to forget
and provide professional support on that specific
issue.
Added to the above, the execution of these
tasks favours a better understanding of time and
favours the anticipation of contingencies.

This activity also contributes to increasing
vocabulary.

Like the previous ones, this template offers a
slogan in an accessible way, using different
types of resources (images, texts, audios). Once
the information has been understood, the user
is directed to the activity execution screen
by pressing a button (green arrow). On that
screen, they have to order the elements of the
sequence from right to left. Finally, once the task is
completed, the system offers feedback informing
of the successes and errors.

The answers offered by the people surveyed are
included in the professional profile. During the
project, these surveys have been used to identify
which rights were most important for people
with disabilities to be addressed and measure
the degree of understanding of the materials
offered.

The game “find the correct image” also has a
version that allows the design of highly accessible
surveys. Simply when you are designing the
game, you have to activate a “survey” survey box.
This functionality allows us, as said, to design
surveys equipped with audios, texts and images.

■ The game design applied to the
learning of adults with disabilities:
In education for adults with disabilities, an
absence of resources and materials to develop
skills is detected. Professionals facing a lack of
resources spend a great deal of time preparing
their materials. These templates come in handy
by allowing you to create serious games or
activities with ease.

Æ https://mefacilyta.fundacionvf.es/fachada/
activity.jsp?idTarea=18293

This type of resource or activity creation engine
allows professionals to create games quickly, and
people with disabilities can participate in their
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Sequencing is another of the cognitive functions
on which people with intellectual disabilities have
support needs. Sometimes, tasks involving long
processes or composed of different steps may
forget or not remember what order they must be
carried out.

IE
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design. One of the keys to the LETITBE project
is the increase in the levels of participation
in the learning process of creating games by
students or individuals supported. Participating
in the creation of teaching materials contributes
positively to:

in different places, at home in the classroom or
in any other environment where the student
addresses their learning process.

■ The consolidation of the contents worked
■ Development of new digital skills.
■ Increased levels of motivation
■ Increased significance of
the materials used.
■ Use of games to activate previous
knowledge.

Finally, the games are also helpful to evaluate the
degree of assimilation of the contents worked
on in the activities. The games developed in
the LETITBE project incorporate an information
collection system that appears in the professional
profile, in the statistics section, regarding the
number of hits and misses made by the person
who has completed them. In this way, the
support professional can assess the evolution
registered in the different moments when the
students have been using these interactive
activities.

The use of serious games or interactive activities
can also be used as a prior knowledge activation
resource. Activating previous knowledge
favours the anchoring of new content on
existing cognitive structures. Considering the
above, we can present those designed activities
before starting the teaching/learning process.
At this point in the process, it is appropriate to
rely on group learning. One person’s ideas can
help others activate their own, in this way also
avoids the frustrations derived from errors when
collaboratively solving the games. This group
work methodology also allows the professional
to identify students more efficiently to solve the
activities and act as support for others in peer
learning formulas.

■ Use of games to strengthen
the contents learned in practical
sessions.
Another opportunity to use serious games
or interactive activities is after viewing the
individual theoretical contents. In this case, the
serious activities or games summarise the most
important points addressed and having that
interactive character help to fix the contents
worked on. These activities, being published in
the cloud and easily distributed, can be used
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■ Use of games for the final
evaluation of learning.

Intellectual Output 4:
■ Learning tools adapted for
adult learners with disabilities
or alternative access method
requirements or mobility support.
With the aim that all the new teaching materials
developed in the LETITBE project are accessible
and available to anyone, regardless of their
abilities, the LETITBE project includes, within
Intellectual Product 4, the developments and
integration of alternative access methods
and adjustments necessary to guarantee
compatibility with a group of augmentative and
alternative communication tools and devices.

Æ EVA facial mouse
Eva Facial mouse is a facial mouse that allows
control of an Android mobile device through
head movement. This adapted tool is especially
indicated for those users with a severe motor

The following functionalities have been
developed:
■ Voice command support.
■ Improve camera capture and error
handling.
■ The camera viewfinder is automatically
hidden when the face is detected.
■ Add support for front camera only
devices.
In addition, an experimental function has been
included that allows you to click an Android
application with a wink, without external
hardware, simply by using the Android mobile
camera for eye movement detection.

Æ Mouse4All
For users with the ability to use switches, LETITBE’s
proposal is Mouse4All App. This application
allows controlling a mobile device through a
grid scanning system that can be controlled with
an icon menus. These menus can be configured
by professionals to enhance user control.
The icon-based control is especially
recommended for people who, in addition
to their motor disability, have a cognitive
disability.
In addition to these, a version of Mouse4All
called MefacilytaClick has been developed.
MefacilytaClick is a free Android application
that includes most of the Mouse4All functions,
without using special hardware, a mandatory
requirement in the Mouse4All application.

Æ Accessibility Apps:
The LETITBE project has also tested its
compatibility with other external tools adapted,
outside the project, widely used by people with
disabilities.
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Within this effort, compatibility with Ease Apps
has been achieved.
Ease Apps includes the following applications:
■ Ease Mouse: control all the actions of your
mobile device with a mouse or trackball
■ Easy touch: control your device with just
one finger, even with dexterity problems.
■ Ease JoyPad: control your device with a
joystick, gamepad, keyboard, or switches.

■ HermesMobile
Finally, with the aim of improving the participation
and communication of people with disabilities
in the activities, debates and meetings of the
LETIBE project, the Hermes Mobile application
has been adapted to support users with oral
communication difficulties.
Hermes Mobile allows communication through a
catalogue made up of phrases and single words
represented by icons.
These icons can be previously configured by
users, family members or professionals, ensuring
an efficient communication process.
By simply selecting different icons, users can
compose a sentence that is finally translated
into the language spoken by the Hermes Mobile
application, allowing the interlocutor to hear it.

Therefore, MefacilytaClick allows you to use this
technology at no cost.
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disability that prevents them from using other
elements such as switches, which require manual
dexterity.

