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DISABILITY

2

AGE PLACE

Homes fail people not just because of poor design - but because of 

the assumptions, systems and stories that sit underneath that design



We keep designing homes for ageing….

…but ageing doesn’t experience homes. 

People do.



ISPA NETWORKS

COMMUNITY 

PEER-

RESEARCHERS

• Central part of 

the project

• Leading by 

lived 

experience 

INCLUSIVE 

LIVING 

ALLIANCE 

• Coming 

together to 

make real 

change

• Understanding 

impact

PROJECT 

ADVISORY 

BOARD

EARLY CAREER 

NETWORK

• Steering project

• Focusing on 

supporting 

ethics and 

inclusion

• Encouraging 

capacity and 

networks 

• Supporting 

academic and 

practice routes



THREE 

INVISIBLE 

BARRIERS

Stigma: about ageing, disability, 
place, ‘vulnerability’

Systems: silos, metrics, risk 
logics, void turnaround obsession

Imagined users: who housing is 
assumed to be for



HANDS ON 

IMPACT TO 

CHANGE THE 

SYSTEM



7

“Fire Trumps 

Accessibility”



Participant 1: I showed you my bruises, didn’t I?

Participant 2: Your bruises?

Participant 1: Aye, coming through the doors.

Facilitator: When they slam?

Participant 1: Uh-huh, when the doors hit you, you know what I 

mean?

Participant 2: When I come in, I catch it with my backside. Did the 

door do that to you?

Participant 1: Aye.



STIGMATIZING DESIGN

As one Occupational Therapist described to us, 

automatic door openers, while technically compliant, 

can leave residents surrounded by a:

 “sea of buttons … in a small residential 

hallway”

… spaces that feel medicalised rather than homely.

 Such adaptations may also be rejected by residents 

who do not want their homes to resemble hospital 

waiting rooms, highlighting how design choices carry 

social and emotional weight as well as practical 

consequences.



The research found:

• Creating barriers​

• Trapping people​

• Traditional fix- automatic door openers​

• Look like ‘hospital waiting room’​

• Rejecting them on aesthetic grounds

•  

One of the residents was very 

much… 

“I am not having them because 

they look horrible”.  

I totally get that, they do tend to 

look like a hospital waiting room, 

automatic door opener, you know.  

You can get them with a wee bit 

more discretion, but not much 

more […] 

(Occupational Therapist)



What systems optimise for What people experience

Safety Surveillance

Independence Isolation

Efficiency Loss of control





Serious Play for Serious Change 

Making impact

Socialudo’s 
serious game 
methodology was 
independently 
evaluation by the 
Social Care 
Institute for 
Excellence (SCIE), 
funded by the 
Dunhill Medical 
Trust (now of 
course Vivensa).



Our flagship game ‘Hopetown’ has:

▪ Generated the development of a network 
delivering a new strategy for older people’s 
housing in Southwark. 

▪ Supported the Ageing Well strategy in South 
Ayrshire. 

▪ Been cited as an effective methodology by the 
Creating a Britain that’s works and cares report 
by the Centre for Social Justice

▪ Reached the top 25% of worldwide research 
outputs and is cited in the UK Parliament 
Briefing notes on an Ageing Population. 



The ‘Pathways Paradox,’ is a serious 
game designed to simulate the real-
world challenges faced by individuals 
experiencing homelessness.

Developed in partnership with Social 
Bite, it creates an interactive, thought-
provoking environment for 
participants to step into the shoes of 
those navigating the complex systems 
related to housing and employment.Ending 
Homelessness 
with Serious 
Games















To see more on Socialudo visit: www.socialudo.org
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