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1. Introduction

1.1 Purpose and Structure:
This report presents an evaluation of Liverpool’s Local Offer Accessibility Project,
which was funded and supported by Liverpool City Council. This report will be of
interest to Liverpool City Council, partners and participants who engaged with project
activities and any organisations or individuals accessing or involved with Liverpool’s
Local Offer Services.
1.2 Project Delivery Team and Project Partners:
Twin Vision:
The project was managed and co- delivered by Twin Vision. Twin Vision is an award
winning, educational media charity, set up in 2000 by twin brothers Paul and Gary
McCann. The pair self-funded the first two years of the organisation through
voluntary work teaching Deaf and disabled children and young people from
Rajasthan, India, photography. Following this initial project the twins brought the
photographic body of work back to Liverpool and twinned the Indian children with
children from South Liverpool. They were taken through the same photographic
process promoting inclusion, cultural awareness and acceptance.
Twin Vision now has fifteen years’ experience of delivering innovative, life changing
media projects to children and young people. Twin Vision utilises photography,
video and animation training to offer a platform for expression and has delivered
award-winning work on a national and international scale since its inception.
Twin Vision has extensive experience of working with a wide range of
underrepresented communities including:
Adults living with mental health conditions, young people with behavioural and
learning difficulties, critically and terminally ill children and young people, children
and young people who have encountered bereavement, Deaf and disabled young
people, young people at risk of offending, intergenerational projects, international
projects linking communities across the world and the UK, including Africa, India and
Europe, engaging minority groups such as asylum seekers, refugees and the Irish
Traveller community as well as a wealth of industry experience of working in the
community, corporate, health and education sectors.
Two disability consultants gave their knowledge and expertise to ensure access
support of project participants was met throughout delivery and in the resulting body
of work produced.
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Splinter:
Twin Vision approached Splinter Design Agency to co-deliver the project and lead
the App development of the project. Splinter are a Liverpool City Centre based
design company with 18 years’ experience. Splinter specialise in digital solutions and
have particular experience within the education sector and Splinter has grown to
become a leading educational design company, both regionally and nationally. Their
clients include the BBC, Pearson, National Museums Liverpool and many public
organisations.
Twin Vision and Splinter have a vast experience in working in the SEND sector
delivering successful projects on time and to budget. Both organisations have an
ethos that includes a fully accessible approach empowering clients and service users
to play an integral role in the development of any project so the resulting work
reflects the ideas and needs of the collaborating group and target audience. Both
companies seek to increase their capacity to deliver innovative projects embracing
new technologies and ways of working so that both can offer clients and service
users new opportunities and experiences to develop both personally and
professionally inspiring new ways of thinking and raising aspirations. Twin Vision
and Splinter seek to create projects that have lasting legacies creating sustainable
projects by forging strong partnerships giving direct ownership of work produced by
giving clients and partners an integral role in all aspects of development.
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Project Partners:
Seven schools and one organisation partnered with Twin Vision to realise the project









Broadgreen International School
Knotty Ash Primary School
Palmerston School
St Anne’s Catholic Primary School
St Cuthbert’s Catholic Primary School
St Vincent’s School
Sandfield Park School
Deaf Active

Each school provided





Venue for project delivery
Selection and support of participants as appropriate
Logistical support with participants throughout the pre development and
delivery of the project as well as continuing support post project.
Knotty Ash Primary School and Deaf Active did not provide project
participants; they provided support regarding Deaf service users in the form of
BSL signing support and advice.

Liverpool City Council Officers:
Through ongoing consultation Liverpool City Council provided:




Expert knowledge relating to the services offered through Liverpool’s Local
Offer
Logistical and technical support throughout the predevelopment and delivery
of the project.
Dissemination of the completed resource.
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1.3 The Project
“It‟s important that the Local Offer is being made accessible to our pupils,
because they want autonomy, they want to be able to make decisions
about their own life and their own futures.” Alison Wheeler, Head of School,
Palmerston
Liverpool’s Local Offer Accessibility Project saw 38 children and young people with
SEND, aged 9-19 years from mainstream and special schools from across Liverpool,
inform and develop 4 animated films and an App to make Liverpool’s Local Offer
services more accessible to children and young people with SEND and their families.
Initial Consultation:
The children and young people shared what they knew about Liverpool City
Council’s Local Offer, the services they accessed and what they considered
important support and information to access from the Council now and in their
futures. This included examining Education Health and Care Plans, SENISS
(Special Educational Needs Inclusion Support Service) and Sensory Service for
hearing and vision.
The children and young people experimented with the use of 3 different Apps and
gave feedback regarding ease of use and accessibility to inform how the App could
be best developed.
The children and young people considered 3 stylistic approaches to animation and
voted on which style they felt most beneficial to themselves and other children and
young people viewing them post project.
Development:
The children and young people gave input into the visual style of the animation and
App.
They engaged with all aspects of the creative processes so they gained a full
understanding of what is involved in creating an animation. This included all
elements of design from choice of colours to fonts to the clothes and hairstyles of the
characters featured within the animations. They shared their ideas about the
storyboards that had been produced and gave input regarding amendments,
additions and omissions with regard to the visual and audio narratives to ensure the
content was young people friendly and accessible.
The children and young people worked in teams to record sections of the audio
narratives and determine who would like to take on the role of narrator for each of
the audios to ensure all participants had a clear understanding of the process
involved.
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As the animations and the App developed, the children and young people gave their
input regarding what did and didn’t work for them, making changes at each and
every stage of the process.
User Testing:
The App was tested by the children and young people to ensure that it was intuitive,
and accessible to its target audience. From the feedback given, adaptations were
made to the App and then retested by the children and young people to ensure that
they had full ownership over all aspects of its design and functionality.
Celebration:
The children and young people and their parents and carers were invited to a
celebratory event to view the animations and App produced and acknowledge the
achievements of all involved. The celebration was a great success as the children
and young people felt proud of their achievements and realised the potential of the
work that they had co-produced. Professionals who attended the celebration also
realised the potential of the resource in supporting service users and their families.
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2. Reporting Framework
The reporting framework for this evaluation is based on the project’s stated aims as
detailed below:


To determine what services young people currently access and are interested
in accessing from Liverpool City Council’s Local Offer – with particular
reference to Education Health and Care Plans, Sensory Services and
SENISS Services.



To determine access requirements for the creation of an App



To determine stylistic approach to animation creation and App visual design



To inform the content and structure of the 4 animations and the App



To develop and inform the audio narratives for the 4 animations and the App



To narrate the 4 animations and the short audio introductions for the 6
sections of the App



To ensure the work produced was young people friendly and accessible and
informed by current and potential service users.

Performance information and stakeholder perspectives are provided in section 5
for each of the aforementioned aims.
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3. Scope & Methodology
Scope of the evaluation
The project evaluation used a mixed methodology combining qualitative and
quantitative data to evaluate the impact of the project.
Methodology and Evaluation
The methodology included a range of different observations, consultations and
questionnaires undertaken with children and young people, educational and pastoral
care staff and professionals involved in Liverpool’s Local Offer services.
Details of the methodologies informing this report include:

Observation of Participants: Observation of children and young people
during project activities by Twin Vision, Splinter, Liverpool City Council staff
and the educational and pastoral care staff at each of the schools. These
observations were recorded by the Twin Vision team to inform all aspects of
the development of the App and animations based on how the children and
young people used and responded to the App and all related project activities.



Discussions with Participants: Discussions were conducted with the
children and young people throughout the project. The children and young
people were encouraged to discuss what they enjoyed best and least about
the App and animations as they developed, and why. This informed every
stage of the development of the resources. In addition, the children and
young people were asked to discuss what they liked best / least about the
project activities and how the activities made them feel – giving qualitative
information about the impact of the project for the children and young people
taking part.



Questionnaires for Participants: Simple questionnaires were given to the
children and young people at the end of the project for them to comment on
what they enjoyed best and least and what they had learnt as well as any
other comments they wanted to share. This provided quantitative and
qualitative information about the experiences of the children and young
people.



Feedback from partners: Feedback was provided by educational and
pastoral care staff.
This included an opportunity to share ideas for
improvements to the project, and the impact it had on the children and young
people in school now and in their futures.
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Visual Documentation: Photographic and film evidence was collected by the
Twin Vision team during project activities. This evidence was captured
through visual documentation of the children and young people working on
each aspect of the project as well as giving them the opportunity to talk to
camera about what they had done and what it meant to them. This work gave
an opportunity to document the reflective process that the young people
undertook on their personal journeys. It also gave educational and pastoral
care staff and professionals an opportunity to reflect on the process and the
product being created. (Please view project film)



Feedback from Audience Members: Simple questionnaires were given to
audience members at the project launch event so they could comment on the
impact of the body of work produced. This provided qualitative information
about the impact and legacy of the body of work produced for service users
and their families as well as professionals who might access these services
now and in the future.
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4. Stakeholder Analysis
The Project has a number of key stakeholders; individuals and organisations who
are actively engaged in the project. These key stakeholders have contributed to the
evaluation and have been grouped as follows:

Children and
young
people with
SEND

Liverpool's
Local Offer
Accessibility
Project

Educational
and
pastoral
care staff

End Users
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Stakeholder
Children
and
Young People
with SEND
Educational
and
Pastoral
Staff

End Users

Relationship with project
The children and young people with SEND took part in project
activities to develop the 4 animations and the App
Educational and Pastoral Care staff from Broadgreen
International School, Palmerston School, St Anne’s Catholic
Primary School, St Cuthbert’s Catholic Primary School, St
Vincent’s School and Sandfield Park School introduced the
project aims and methodologies to the children and young
people. They observed and supported all project activities
during and in between sessions to ensure the children and
young people’s needs were met throughout the process. They
helped with any logistical support needed by children and
young people to attend the celebration event.
There are 4 end users :
1. Liverpool City Council staff supported and informed the
development of the resources through continuous consultation.
This ensured that the final resource was appropriate and
accessible to the target audience’s needs.
2. Audience members who attended the celebration event and
accessed the animations and App as service users (and their
families) of Liverpool’s Local Offer
3. Audience members who attended the celebration event who
were professionals supporting services users in their access of
Liverpool’s Local Offer.
4. Audience members who attended the celebration event who
were children and young people with SEND who participated in
project activities, fulfilling an ambassadorial role in presenting
resulting animations and App to their peers.
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5. Performance Analysis
Project Headlines
Liverpool’s Local Offer Accessibility Project has supported
 38 children and young people with SEND.
 The families and carers of the 38 children and young people who took part
 7 schools to increase their capacity to support children and young people with
SEND to access Liverpool’s Local Offer services.
 Professionals and organisations across Liverpool to access Liverpool’s Local
Offer through the development of the App and the 4 animations.
 Facilitating a gateway for continued improvement and adaptation of
Liverpool’s Local Offer based on the views of its service users.

Project Client Profile
Overall, the project has provided support to 38 children and young people; analysis
of demographic information collected is presented below.
The project worked with 38 children and young people from six different schools:
Two primary schools


St Anne’s Catholic Primary School



St Cuthbert’s Catholic Primary School

Three secondary schools:


Palmerston School – for children and young people who have severe or
profound learning difficulties.



Sandfield Park School - which caters for pupils with physical disabilities and a
wide range of associated learning difficulties.



Broadgreen International School – including pupils accessing its Deaf
Resource Base.

One Specialist School


St Vincent’s School – a specialist school for sensory impairment and other
needs, for pupils from foundation stage to post 16.
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All of the 38 children and young people were referred onto the Liverpool’s Local
Offer Accessibility Project by pastoral care staff or educational staff within the six
schools because they had either accessed or were eligible to access the following
services due to their access needs:
SENISS (Special Educational Needs Inclusion Support Service)
Sensory Service for visual and or hearing impairments
Educational Health and Care Plan
20 project sessions took place within the six schools, 2 x audio recording sessions at
a local community studio and 2 x celebration events (1 at Liverpool’s Town Hall and
1 at a participating school)
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Project Outcomes – Achievements

Outcome 1 – To determine what services young people currently access and
are interested in accessing from Liverpool City Council’s Local Offer – with
particular reference to Education Health and Care Plans, Sensory Services and
SENISS Services.
The children and young people shared what they knew about Liverpool City
Council’s Local Offer, the services they accessed and what they considered
important support and information to access from the Council now and in their
futures.
For the App element of the work, Twin Vision and Splinter consulted with young
people aged 11+ as many of these young people had the skills to access the website
on their own through the App. Many children younger than this would access the App
and Liverpool City Council’s website with support from adults such as parents, carers
or professionals supporting their educational or social needs.
The children and young people found some of the wording of the Liverpool City
Council’s Local Offer website content, headings and sub headings very accessible;
for example ‘Transport’, and ‘Finding Somewhere To Live’ were clearly understood
by all participants.
However, they found other aspects of the Local Offer website
content headings and sub headings more difficult to understand. This meant that
they misinterpreted meanings of some sections – for example – ‘Appeals’ meaning
Appealing to look at or view or did not understand anything from the words – for
example ‘Mediation, Disagreement Resolution’. In some cases, school support staff
suggested that the children and young people accessed many of the services
available from the site but they were not relating the services to the content heading.
This was particularly apparent for children and young people accessing social
groups outside of school – which all the participants said they were interested in.
The content headings were discussed and many participants said that if the wording
was different and there was a visual representation of the word that this would be
helpful to them – with some children and young people preferring a simple symbol or
icon rather than an illustrative picture.
Consultation with participants from Sandfield Park School resulted in the initial
design of a selection of symbols that was used as a starting point to illustrate the
content headings as well as the children and young people devising a selection of
alternative headings that they found easier to understand.
The children and young people informed the development of these icons and the
heading names through this consultation resulting in more accessible content
headings for the children and young people when accessing Liverpool City Council’s
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Local Offer App and acting as a young person friendly gateway to the specific
sections of the website that they were most interested in accessing.
The children and young people said that it would be helpful to have their own section
of the website – which could be achieved through the App focusing on the most
important content sections for the young people and acting as an accessible
pathway into those sections of the site.
The children and young people currently utilising the Sensory Services from
Broadgreen International School, Broadgreen Deaf Resource Base and St Vincent’s
School for Sensory and Other Impairments gave a wealth of information about the
services that they currently access and might like to access in the future as well as
how they would like to access it. This gave an insight into what information would be
important to include in the animation explaining this service. This work and the
contribution from Sensory Services officers informed the development of two
animations that simply explain what services visually impaired and hearing impaired
children and young people can access to support their needs now and in the future.
The young people guided all elements of the animation, including the content, style
and wording. This work was further developed with support from Knotty Ash Primary
School and Deaf Active, resulting in the Sensory Service – hearing animation
narrative content being simplified to an appropriate level for Deaf children and young
people and the inclusion of a BSL signer within the animation.
A small number of the focus group helping to develop the EHC Plan animation were
familiar with the term EHC Plan / Education Health and Care Plan as they had gone
through the process. All children and young people were able to inform their feelings
about attending an EHC Plan meeting, what would support them in this process and
what was important to them. The work Palmerston School young people had
already done regarding preparation for a meeting through the person centred young
person’s view form and the similar forms shared by Sandfield Park School staff,
demonstrated the importance of predevelopment support with the children and
young people during and up to the EHC Plan meeting. This work and the
contribution from Liverpool City Council officers and the website informed the
development of an animation that simply explains what an EHC Plan is, the process
once a young person has been accepted for a plan and help to alleviate the
concerns some children and young people might have regarding this process. The
young people guided all elements of the animation, including the content, style and
wording.
The SENISS manager and the website were used to put together a simple
explanation of SENISS and its positive impact on children and young people. In
September, a small focus group of primary school children from St Anne’s Catholic
Primary School and St Cuthbert’s Primary School, who receive SENISS support
informed the development of the animation that explained this service and its
benefits to other children and young people. The children all clearly understood the
14

benefits that they had from SENISS and made significant changes to the wording to
ensure it was positive and clear for others as well as ensuring that the images within
the animation reflected their working processes and experiences.
The App will form a gateway to the Liverpool City Council Local Offer website and
will highlight the most important content as determined by the young people –
including the animations explaining the EHC Plan, Sensory and SENISS Services.
The other content that young people seemed most interested in when discussing
their lives and their future aspirations, were accessing further education following
school and having the opportunity and support to access community activities that
they would enjoy. This was reflected in part by their responses to the headings (see
findings of the Content Relevance below) but as mentioned above sometimes
meanings of headings were not fully understood. Most children and young people
were not interested in accessing any type of legal information or support relating to
complaints, mediation, appeals etc. because they stated that they ‘would leave this
to their parents / carers. Therefore, we focussed on the key interests of the young
people within the App, with the opportunity to access the main website at any time
through links at the end of each App section.
6 key sections for the App recommended by the children and young people.


My EHC Plan



Support for me in school - Sensory Service and SENISS Service



Things to do in my community



Education and Training 16+



Transport



Help finding / getting a job
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Content Relevance for App – Most Popular Findings from 27 young people
Topic

Interested

Transport

17

Finding Somewhere to Live

16

Participating in the community

20

Preparing for Employment

17

Adult Social Care and Preparing for Adulthood

18

EHC Plans

16

Post 16 Education and Training

17

Specialist Services

16

16

Outcome 2- To determine access requirements for the creation of an App

The children and young people experimented with the use of 3 different Apps and
gave feedback regarding ease of use and accessibility to inform how the App could
be best developed.
Young people experimented with the use of 3 different apps and gave feedback on
what did and did not work for them and based on these recommendations, Splinter
took on board the following:
General design, layout & navigation issues
The layout of navigation elements (buttons) and content should follow a predictable
grid layout
Avoid any navigational methods that could confuse, or require specific motor skills
e.g. swiping through a carousel menu
Sections should be differentiated with strong colours
Key navigation elements (Menu, Home, Search box etc.) should follow conventions
adhered to by standard App design as these are more intuitive to all users.
Simple iconography should be used to help identify different sections and there
should be consistency of design across the App and the animations, including the
representation of the selected children characters
Users may be able to search by location, although this should not be triggered
automatically by GPS
Accessibility
There should be sufficient contrast between text and background throughout. A 'max
contrast' button, which switches text / background to black / yellow will be
incorporated into the App.
A screen magnification option will be incorporated into the App
Key messages relating to the 6 sections of the App will be able to be heard through
the selection of a speaker icon. These audio messages will be in the form of voice
recordings of selected participants.
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Outcome 3 -To determine stylistic approach to animation creation and app
visual design
The children and young people considered 3 stylistic approaches to animation and
voted on which style they felt most beneficial to themselves and other children and
young people viewing them post project
Children and young people were shown 3 animation styles including designs drawn
by themselves, photos of a selection of participants to be animated and computer
generated animation assets that the children and young people select to create the
animation.
The participants individually chose their preferred style for the process of the
animation creation and which they felt young audiences would prefer to view.
The results were
Animation style

No. of children and young people

Photos animated

8

Assets hand drawn by children and 7
young people
Choose and develop designs for 11
digital illustrations

One young person from St Vincent’s School didn’t vote as he couldn’t decide which
one to choose. The animation in which the children and young people choose their
own computer generated designs was popular with children and young people
interested in gaming and those with physical and sensory impairments who would
find selecting as opposed to creating designs more accessible.
The children and young people designed the outfits of all the characters within the
animations. This was done through them being given character templates and then
dressing them how they wanted using a choice of pens, pencils and pastels to
develop their designs. These hand drawn designs were then passed on to the
design team and informed the overall design of the four animations. In addition, all
the young people who narrated the animations and the App sections designed
themselves, wearing an outfit of their choice.
The children and young people organically reflected the cultures, ethnicity, gender,
age, impairments and conditions of the audiences that will access this animation
within their designs.
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Outcome 4 - To inform content and structure of the 4 animations and the App
The children and young people engaged with all aspects of the creative processes
so they gained a full understanding of what is involved in creating an animation.
They shared their ideas about the storyboards that had been produced and gave
input regarding amendments, additions and omissions with regard to the visual and
audio narratives to ensure the content was young people friendly and accessible.
The children and young people gave input into the visual style of the animation and
app.
The children and young people examined the first draft hand drawn storyboards
produced by Splinter and gave input into changes, additions and omissions that they
felt were important. This involved the addition of small details such as clocks /
calendars to signify time and all these changes were implemented in the following
stage of the consultation process and agreed by the young people and appropriate
Liverpool City Council officers.
Following the initial design work and consultation carried out by the young people in
phase one, the Splinter team produced a range of characters and computergenerated assets. These characters and assets were shared and discussed with
alterations being made at the recommendations of the young people. Over 80% of
the children and young people chose the design which was a more realistic cartoon
in its style so this is the style that we implemented throughout the App and animation
elements. Design amends included using bright colours that contrasted well so that
they were easier to view, accessible fonts, characters with clear facial features and
more realistic visual representations as opposed to icon based graphics. These
considerations were implemented throughout the App and animation designs,
resulting in a cohesive style that the young people found friendly and accessible.
Following the initial consultation work and findings, 6 sections for the app were
agreed and icons for these sections produced. The children and young people gave
much feedback regarding these icons ensuring that the numbers were large enough
to read (16+), and that the icons were realistic, reflected the place surroundings
appropriately and that the activities taking place represented activities the young
people actually do.
Based on the character style that was chosen, the children and young people added
their clothing, hair and accessory designs to the character templates through art
work. They created a wide range of characters which were then transferred to
computer generated characters so that all characters within the animation and the
App are led by the children and young people.
The children and young people tested out the navigation and visual design of the
App. Overall they found the navigation fine to use, and understood the majority of
the buttons. They recommended that the animation movies included the main
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character on the button and that the links to the web should be descriptive as
opposed to an http web link as this was more accessible to understand.
Initial design option:

Final Design:
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Outcome 5 - To develop and inform the audio narratives for the 4 animations
and the App
The children and young people worked in teams to develop the scripts in their own
words.
From the consultation work carried out in phase one with the children and young
people, relevant Liverpool City Council officers and disability consultants, easy read
scripts were devised as a starting point for the narratives for each of the 4
animations and the 6 sections of the App. These scripts were examined in detail by
the children and young people in order to simplify the scripts so that they included
information that was necessary for understanding and used young person friendly
language. This work resulted in amendments being made to the scripts through the
omitting of words and small sections that were repetitive or deemed unnecessary by
the young people and substituting particular words - changing the word ‘difficulty’ to
‘challenging’ for example.
Following this consultation the revised scripts were developed and presented to the
children and young people for narration.
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Outcome 6 - To narrate the 4 animations and the short introductions for the 6
sections of the App
The children and young people worked in small teams to record sections of the audio
narratives with support from Twin Vision coordinators and determined who would like
to take on the role of narrator for each of the audios. This ensured all participants
had a clear understanding of the process involved.
In order for the children and young people to have full ownership and involvement
with the development of the app and the animations, it was imperative for them to
understand the process of audio recording and to record their own voices. This work
involved the children and young people forming recording teams in which members
shared roles of recording, speaking and monitoring sound - and giving each other
feedback on the process. This activity gave all the young people an opportunity to
practise narrating and decide which voices were most accessible for each of the
parts.
Following on from this work, Twin Vision and Liverpool City Council’s Local Offer
Engagement Officer worked with selected individuals from each of the schools to
further develop their scripts – amending them and simplifying them further during the
recording process. Ten children and young people were recorded for the 6 sections
of the App and the four animations. This proved an effective way to help the
animations and the App resonate with other children and young people as it is
presented in their words and voices. Many audience members who viewed the final
resource noted that this methodology was particularly effective. We had a wide
range of children and young people participate in this process reflecting the range of
children and young people involved in the project.
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Outcome 7 - To ensure the work produced is young people friendly and
accessible and informed by current and potential service users.
Disability consultants supported all areas of delivery, and ensured that the work
carried out was accessible and inclusive. The children and young people who
engaged in the project at every stage of the process ensured that their needs, and
the needs of their peers were met. Their continued input ensured that an accessible
resource was created and that all participants were fully engaged with the
consultation at every stage of the process.
All animations had integrated subtitling, and the 6 sections of the app included text
and the voices of the young people to ensure that they can be read and listened to.
The staff at Knotty Ash Primary School recommended that for their young children, a
British Sign Language Interpreted Film would prove more accessible as BSL is their
first language. They explained that D/deaf and hearing impaired young people at
Broadgreen International School would have developed their English skills so
subtitling would suffice for them and this was why this recommendation had not
arisen previously. Deaf Active provided a signer in order to develop a British Sign
Language film of the Sensory Service, Hearing animation.
The Liverpool City Council website has a speech facility called Browsealoud that
enables people to listen to the text on the screen. This also has the facility for
people to translate the text into over 80 languages. The Splinter team researched
this facility and at the moment, it is not currently available on the speech facilities
that work with android or IOS tablet / app devices. However, when this feature
becomes available, the App will automatically upgrade with this facility functioning.
In the meantime the App will have links to the LCC website so that users can access
translations via Browsealoud as needed.
The contrast feature, text enlargement and speech facilities were explained to the
children and young people – as those who did not need to access them were
unfamiliar with them. These were tested at the final stage of the App testing.
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Stakeholder Perspective Consultation findings

Children and Young People:
The children and young people were invited to complete a simple questionnaire to
share their views and to enable the Project team to assess the impact of information
received. This consultation was undertaken at each of the 6 schools. 23 of the
children and young people completed the questionnaire. Those children and young
people who felt comfortable were given the opportunity to express their thoughts and
feelings about the project and its impact to camera.
Educational and Pastoral Care Staff:
The educational and pastoral staff supported the project activities and gave feedback
informally throughout the delivery and at regular meetings before and after the
delivery of sessions. They also completed a short questionnaire and one submitted
a case study. The consultation was undertaken at each of the 6 schools and 5 of the
staff completed the questionnaire. The staff were also given the opportunity to
express their thoughts and feelings about the project and its impact to camera.
Audience Members:
At the Celebration event audience members were invited to share their thoughts
through a simple, anonymous questionnaire. 31 guests completed a questionnaire
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The findings from the consultation are presented below:
Children and Young People:

Did You Enjoy Taking Part In The Project?
yes it was great

Answer Options
yes it was great
yes it was ok
no I didn’t like it

yes it was ok

Response
Percentage
95.6%
4.4 %
0%

Response Count
22
1
0
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Children and Young People
What did you like best?

liked best
12

liked best

10
8
6
4
2
0
App
development

Design work

Scripting /
Voice overs

Everything

Helping Others

What would you like less of?
25

20

15

10

5

0
nothing

movie button
obstruction

less noise when
listening

waiting for others
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How did you taking part in the project make you feel?
How did you feel about your work being shared with the wider community?

14
12
10
8

sharing your work with wider
community

6

being part of the project

4
2
0
happy

proud

good

great

helpful

other
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Would you recommend the App / animations to your friends?

Would you recommend the App / animations
to your friends?

Yes
No

All the children and young people said that they would recommend the App /
animations to their friends.
The reasons given included ‘because the App and animations are’:








useful
helpful
informative
simple to understand
enable you to access more information
easy to use
nice for people to see and learn from
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Comments and Feedback From Consultation with Children and Young
People:

It’s going to make
a difference

I loved all of it!

Thank you for letting me
be part of it

I think it will help.
Download the App!
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Findings From Consultation with Educational and Pastoral Care Staff:
What Benefits did the Local Offer Accessibility Project Have For Your Pupils?

“Confidence building, having their voice heard and views listened to.
Opportunity to give ideas.” Angela Simpson, Deputy Head, St Vincent’s School
“They gained a greater understanding about the Local Offer website. They
met new people and gave their thoughts and opinions on the App which
gave them a sense of not only being listened to but that their opinions
mattered. They had fun but learnt a great deal at the same time.” Alison
Wheeler, Head of School, Palmerston
“It really increased confidence as the children are so proud of what they
have achieved,” Laura Sharp, Teaching Assistant, St Cuthbert’s Catholic Primary
School
“The project helped the pupils understand what SENISS was about in a child friendly
way.” Paula Williams, Learning Mentor, St Anne’s Catholic Primary School

“It gave the pupils the opportunity to be involved in a project which will make
a difference to their own and other young people lives. It is important that
Local Offer information reflects diversity and is as accessible and user friendly
as possible. The pupils have been really engaged in the process and have
really enjoyed being part of the project; they have actively participated in
workshops, discussions, creating ideas and giving feedback at every stage of
the process. The pupils received feedback when changes were made and
how they were made and were shown the changes as they were made. The
pupils have increased in confidence and in their knowledge of the Local
Offer as the project developed.”
Sarah Spoor, Learning Mentor, Sandfield Park School

“The pupils got to use their creative skills to produce something that a variety
of stakeholders will access, this made them feel incredibly important and also
get them to understand what the Local Offer is”
Ceri Ann Williams, SENCO, Broadgreen International School
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Educational and Pastoral Care Staff:
Is the project needed and if so, why is it important?
“It is vitally important to have pupils‟ voices in the App. If it is an App for
children it should be made by the target audience as they will engage with it
appropriately.” Laura Sharp, Teaching Assistant, St Cuthbert’s Catholic Primary
School

“The project definitely made the pupils aware of the Local Offer and how it
can be useful to themselves and others. It also made staff aware which can
be helpful when parents are asking for advice.” Alison Wheeler, Head of
School, Palmerston

“It is very much needed to recognise that there are many different needs
that need to be met to help children / young people break down barriers to
learning as well as recognising that there are many differences in how we all
learn and that help is out there, and it helps to build an affinity with like for
like.” Paula Williams, Learning Mentor, St Anne’s Catholic Primary School

“Participation of young people is vital when planning any resources or
information for young people. It is important to engage young people in an
inclusive and respectful way, this project met these objectives. The Local offer
is about how to support disabled young people and so it is imperative that
disabled young people should be at the centre of the Local Offer and to
ensure that information is as accessible as possible. It is important that
engagement is accessible and meets the needs of the individuals
participating. The project organisers ensured that access needs were met,
the programme delivery was good, involvement of other agencies and
workshops was good, planning for the project and when things were to
happened was clear and well planned.” Sarah Spoor, Learning Mentor,
Sandfield Park School
“It was a really good way of getting „pupil voice‟ at the forefront of the Local
Offer.”
Ceri- Ann Williams, SENCO, Broadgreen International School
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Educational and Pastoral Care Staff:
Is there anything you would like added or amended? Any other comments?

“It is really important for our pupils to have opportunities like this, to make a
difference in the wider community. Thank you very much it was very
beneficial.” Laura Sharp, Teaching Assistant, St Cuthbert’s Catholic Primary
School

‘Help keep us up to date with any changes / new initiatives and to keep the
pupils involved, allowing them to have their say.” Alison Wheeler, Head of
School, Palmerston

“The project was well paced, with kindness, respect and fun with all of the
children involved, with a great end product.” Paula Williams, Learning Mentor,
St Anne’s Catholic Primary School

“Interested in getting involved with future projects if relevant to Visually
Impaired Pupils.” Angela Simpson, Deputy Head, St Vincent’s School

“I think that all of the pupils have benefited from being part of the project,
being able to express their views, to feel empowered and to see how their
views have been listened to and their work has informed the App and see it
working – I think this is a real achievement and I know that they have really
enjoyed being involved in the project. I think the project was excellent and
we are looking forward to the launch of the App. It would be great for the
young people to be involved in any future projects. It would be really good
to get pupils from other schools working together and being involved in some
discussion groups.” Sarah Spoor, Learning Mentor, Sandfield Park School
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Case Study 1:
One of our pupils was initially anxious about being on the project. He has autism and
can sometimes find new situations difficult to deal with. However once he knew it
was ICT based he became very interested. After the first session, when it was
explained what the expectations were, he became very enthusiastic asking every
week if Twin Vision were coming back in. At the end of the project I asked the group
what they had been doing and he replied that he had developed the app for a new
website that looked at things that were important. I asked the group who would use it
and again he replied that he was going to show his mum as he didn’t think she knew
about it and he needed help to make decisions about when he leaves school.
This shows that not only has the young man learnt and benefitted from the project
but that he is also going to make others aware of the website/app and use it for his
own benefit.

Case Study 2:

One of the pupils involved has a diagnosis of ASC, he has a very creative mind but
prefers to take a back seat in creative subjects. For example, he would never
perform in front of his peers in Drama and prefers to do lighting/sound. He was
particularly pleased that his voice has been used on their app and even thinks it
sounds good. This young man’s confidence has grown as a result of his involvement
in this project.
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Final Resource, Audience Evaluation Findings

Were the animations helpful?
yes it helped me understand more about the services

Answer Options

Response
Percentage

yes it helped me understand more
100 %
about the services
yes it was ok
0%
no it didn’t help me understand more
0%
about the services

Response Count
31
0
0
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What did you like best about the animations?
The main points that people liked about the animations was the fact that the
information was clear and easy to understand and the importance of the direct input
of the children, and the use of their words and voices within the animations.

style / colour
easy /clear to understand
input of young people
other
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Would you visit the App to find out more?
Or recommend the App to your friends / colleagues?
29 out of the 31 people answered yes to using the app themselves
28 out of 31 people answered yes to recommending the app to friends / colleagues.
The remaining people left the space blank.
The chart below outlines the main reasons why people would visit the App for
themselves and / or recommend the App to others:
yes I would for visit the App myself

yes I would recommend the App to others

25
20
15
10
5
0
helpful

clear / easy/ informative /
accessible understanding

other

no reason
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Comments and Feedback
It shows how to get help
that you wouldn’t know
Well done to all who contributed

about if you haven’t seen
the App.

Many young people,

Proud

families are unaware

So very proud

of some of the

Well Done!
Great work!
Brilliant!
Excellent!

services and this
gives great direction
about what to ask for /
about help

Great the children
can put their
thoughts and
views across and
they were listened
to
Would like to see more
examples explaining
services – SEN support
could be featured
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Lessons Learnt:

We are committed to continuous improvement and development of all our project
activities and from an analysis of feedback and continuous research into creative
methodologies and emerging technologies, we will implement the following in future
projects:

Where logistically possible we would bring the participants from the different
schools together during the different stages of the project as this could further
enhance the benefits of the project for the participants, rather than meeting at the
final celebratory event.

Some schools were unable to download the App at the testing stages due to
technical issues with their equipment and networks. This problem was solved by the
team bringing in their own i-pads for participants to use. It might be helpful if the
project team had an opportunity to access the equipment used by schools familiar to
the participants prior to key testing stages.
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6.

Summary Conclusions



Overall the stakeholder consultations provide a sense that the project is
exceptional in its unique approach and impact on supporting children and
young people with SEND and their families.



The Local Offer Accessibility Project has successfully supported 38 children
and young people with SEND in developing and accessing information about
Liverpool’s Local Offer through accessible and inclusive mediums.

 The partnering schools all reported that there is a need for accessible
information made by children and young people for children and young
people. They also stated that other children and young people with SEND and
their families would benefit from accessing the animations and the App.


A key advantage of this project identified by the school partners was that the
creative process and accessible methodologies used encouraged the children
and young people to develop self-confidence, and learn about Liverpool’s
Local Offer Services in a safe and supportive environment.



The children and young people clearly enjoyed the project and felt it had
helped them and the wider community.



Feedback from end users at the celebration event indicated that the App and
animations will be utilised to support service users wishing to access further
information about Liverpool’s Local Offer.
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7. Recommendations and Next Steps
The following recommendations are presented for consideration:








To continue to deliver and further develop the project using the same
accessible and inclusive methodologies as a starting point as these have
been reported to be effective by all stakeholders consulted.
To further expand the project outputs through disseminating the App to more
Liverpool residents so they are more aware of the services that they can
access.
As part of our strategic organisational development Twin Vision will utilise the
experience gained from all aspects of delivery of Liverpool’s Local Offer
Accessibility Project to present and showcase the work to other regional and
national local authorities as an example of best practice.
To share project findings with stakeholders through the dissemination of this
report to stakeholders and schools or organisations working with children and
young people with SEND and their families.
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