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	FOREWORD

			Play is a basic right of children, regardless of their status or diversity, as stated in the Declaration of the Rights of the Child (UN, 1959) and the Convention on the Rights of the Child (UNICEF, 1989). It is a duty to ensure this right to play, as it is an important component of children’s development, stimulating creativity, fostering socialisation, promoting autonomy and encouraging them to improve themselves and take on challenges.

			Most of us have fond memories of this time of our lives, yet children with a wide diversity of disabilities often - too often - feel that playgrounds are places where they are “left aside” while watching the fun of others around them as mere spectators.

			Playgrounds have developed considerably over the years, but they often still lack one essential feature: inclusivity. The government should undertake to remove this barrier by passing laws and regulations with specific provisions for public playgrounds and parks.

			Until now, children’s play areas and playground equipment have been a major neglected area in terms of regulations. Most of the existing applicable legislation speaks in very general terms: for example, “they must comply with universal accessibility criteria”, “they must be adapted”, etc. This “oversight” is accentuated in the case of intellectual or developmental disabilities and others with specific sensory and motor characteristics that have not even been assessed in order to be integrated into recreational areas.

			At present, there is no mandatory technical standard in Spain specifying how these play elements should be manufactured. This lack of regulations means that professionals in the children’s playground sector (whether game manufacturers, playground designers, municipal technicians, etc.) are faced with many doubts and the end result is the creation of playgrounds that fail to reach the necessary standards and, in the end, are hardly used because they prove to be “boring” for ALL users.

			However, in this scenario there is also some good news: awareness of the need for and importance of inclusive playgrounds is now a reality in our society. A wealth of literature in the form of guidelines and recommendations is raising awareness of this sector, making it much easier to move in the right direction.

			Architect Berta Brusilovsky presents her model of cognitive accessibility and recreation in parks, public squares, gardens and open urban areas, based on accessibility, neuroscience and health. With her unique way of explaining, she first introduces us to concepts of neuroscience in order to better understand and then design these elements of play. Researching and making proposals based on “stimuli” has enabled her to enter into complex contexts of motor, sensory and perceptual issues and the extent of the components involved in cognition: executive functions, memories, attention and processing speed have been aimed directly at devising solutions and spatial structures, while also incorporating support areas to include rest and relaxation as an essential part of play. And in this way, they can be used by all groups of children and pre-adolescents, who want to have fun just as all of us who have spent time in these spaces, whose equipment, although highly attractive, is not inclusive and therefore often seems to exclude many people, without the designers having anticipated this, let alone wished for it.

			The intention of this publication is to offer guidance and inspiration to support a model of an inclusive outdoor playground, especially for all those people who need sensory and cognitive stimulation. The aim could not be more important and challenging: to bring together and unite diverse groups in play and recreation by increasing the appeal of these areas and thus encourage their use by those who want to take part in this activity. Diversity for knowledge, learning and fun would have a real impact on the urban planning, form, layout and dimensions required to make truly inclusive parks, and this would be reflected in a much greater and better use of outdoor areas and public recreational facilities.


			Eloy Bossom Diumenjó

			www.parquesinfantilesinclusivos.es

		



	INTRODUCTION

			The idea behind the text is not to offer solutions, but rather to provide ideas and guidelines for game design experts to develop. The aim of these methodological, conceptual and visual guidelines is to encourage specialists to focus on structures that, due to their simplicity, can be completed by users - stirring the imagination of those who wish to investigate - and that are sufficiently attractive to arouse their interest, attract their attention and stimulate their memory: i.e. simplicity as a strategy, as opposed to the complexity that prevails in many areas of play, with stimuli that, more often than not, are quite unnecessary.

			Collaborations with specialists, researchers and users provide a wide range of criteria with which to approach issues that are not always easy to tackle, and which, through enquiry and study, provide a focus for the objectives of the search. In this case, we are talking about play aimed at sensory, perceptual and cognitive factors, and which, together with motor skills, focuses on functions which in childhood and adolescence are decisive in the physical and mental health of the groups concerned, creating expectations and developing the imagination: a world of fantasy that no-one should be denied.

			As the author, being aware of the difficulties that many families have in finding games that take into account some of the special characteristics of childhood and pre-adolescence, I have delved even deeper, including conditions that often keep potential users away from the play areas, such as epilepsy, obstetric brachial palsy, hemiplegia, etc.

			The guidelines offered provide further insight into what has been published to date in texts and on websites - a necessary, productive and entertaining challenge. In any event, several very important aspects should be clarified in order to ensure that they can be taken into account in the future:

			
					The designs are especially focused on sensory, cognitive and motor stimuli, all low-spectrum. They do not provide dimensional, material or finishing characteristics.

					Safety protections, with fastenings if necessary, must always be adapted, as in the case of zip lines and rotating surfaces.

					Ergonomics should be included in the preliminary studies for each solution, especially for those with seats and locking elements and those that involve movement, even if this is slow.

					They must comply with the safety conditions laid down in the standards for playground equipment with moving elements and support surfaces, in order to ensure that they are perfectly adapted to the anatomy of the age groups concerned and to the real feasibility of their autonomous use, without external support.

			

			Current regulations should include specific provisions which, as they do not yet exist, cause designers to resort to solutions that are not in line with the demands of this large group of children and pre-adolescents. As adults, we see interactive play as necessary, entertaining and socially beneficial, an essential part of childhood and pre-adolescence; however, games that make us stimulate our physical and mental being, body and feelings, should always be present, regardless of age, to nurture us with the joy and happiness that makes us laugh and cry, and which, therefore, continuously strengthen the nervous system.

			The stimuli have been developed through a process of research and investigation thanks to the fact that there are many studies in fields which, although not specific to play, include concepts that can be perfectly applied to the enhancement of recreational activities. In order to develop strategies, it has been possible to use designs that pertain specifically to recreation, if they are viewed and used in this way, and also to develop skills that need to be exercised for various reasons, such as walking with light effects (exercising the step), overcoming spatial barriers, and imitating postures and attitudes. If play itself is already a learning process, in these special cases it fulfils a much broader function, which other non-spatial activities do not possess.

		



	CONTRIBUTIONS

			
					Eloy Bossom Diumenjó. Sales Manager of the company HPC Ibérica, S. A. Economist. Specialist in accessibility and universal design in Smart City accessibility. He has provided images and many alternative ideas. It was he who aroused my interest in including this publication as one more in the Tetralogy on neuroscience and architecture1. That is to say, with this book we would be talking about a Pentalogy on neuroscience and architecture.

					Julia Sánchez. Architect: selection of original designs, adapted to the needs of spatial structures, presenting examples that are neither on the market nor in the standards, and creator of the general zoning plan.

					Adela Valdeolivas. Architect: selection of graphic designs, especially attractive for greater clarity and understanding of the text and these proposals.

					Laura Zisman. Designer and creator of the design website for educators https://www.etsy.com/shop/LeliuEducationPrints.

			

			The creators have been given the freedom to choose their style and graphic representation but following previously established rules to characterise the designs: simplicity in the more complex cases involving interaction with the space and more precision and colour in those where there are fixed panels to interpret and respond in a more passive way or with limited mobility. In this way, in both situations, it is the player that stands out rather than the game.

			
					Ana Sanz Robledo. Noa’s mother. Co-founder and director of the ConecTEA Foundation (Autistic Spectrum Disorders), who offered us her experience and great imagination with regard to the issue underlying her organisation.

					María Isabel Mayoral. Noah’s mother. She introduced me to the field of obstetric brachial palsy.

					Mariana Oubiña Ogura. Milo’s mother. President of the civil association Siempre para Adelante (Ever Onwards), with whom we have worked —together with the local team of professionals— on the design of cognitive accessibility for people with cognitive diversity and autism, of the Central Civil Registry of the City of Buenos Aires. Argentina.

					Ivana García. Founder and director of Espacio Epilepsia, Córdoba, Argentina, with whom we met. And my thanks also to the people from the association who contributed ideas in relation to the needs arising from epileptic seizures.

					José Ángel Aibar. Chairman of the Dravet Syndrome Foundation. With his personal experience, he gave substance to concepts that had been dealt with in an abstract manner.

					Members of the coordinating committee of the Araya special education school for people with autism, in Hortaleza, Madrid.

					PROLUDIC. Images from their website, stimuli existing on the market. All of them comply with European standards and are approved by TÜV.

					Architect Valeria Maria de Lourdes Udry and her architectural team at the Central Civil Registry of the City of Buenos Aires, where an adapted section with cognitive accessibility has been created to make the management of the identity document for people with diversity and autism easy to access and quick to process.

			

			We thank all these people, professionals, organisations and companies for their collaboration and help in the enhancement of play with the following creations which, once put into practice, and meeting all the necessary safety requirements, open up a whole new world of play for children and pre-adolescents who may not yet have had the chance to explore.

			All images that do not bear the creator’s name are indicative and belong to the author. They have been produced in collaboration with the architects Julia Sánchez and Adela Valdeolivas.
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