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Inclusive Talents  
Development of Assistive Products through Inclusive Teamwork

Introduction and Objectives 
The Inclusive Talents project, aims to:
Highlight the reality of people with cerebral palsy through the
development of technological challenges that promote their full
inclusion in society.

proxecto.talentos.inclusivos@udc.gal
https://talentosinclusivos.citic.udc.es 

The project employs innovative strategies to promote STEM
vocations and raise awareness about disabilities. 
The approach includes:

Challenges: People with disabilities identify barriers for full
social participation.
Collaborative work teams: The teams work together
throughout the academic year.
Presentation: Teams test the projects in the real environment
of people with disabilities and present it at a science fair
together.

Technological Challenges The experience of the Inclusive Talents project has demonstrated
the power of technology and education in fostering inclusion.
Participants collaborated to develop solutions addressing
everyday challenges faced by people with disabilities, integrating
design thinking and STEM principles

Results and Impact

Conclusions
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