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The goal of disability stimulations is typically to teach about how people with disabilities and use the environment and technology, and to build understanding regarding the importance of accessibility
What happens: pity, fear, feeling fortunate not to have a disability, believing disability is hard and frustrating.

“You wouldn’t ask a person to pretend to be African-American or gay, so why is it OK to have someone put on a blindfold and think that they can understand what it is like to be blind?” says Kathy Martinez, disability rights advocate.

Those who want to learn more about disability issues should take the time to visit with lots of real people with disabilities. Get to know their diverse interests and accessibility concerns and ask how you can be an ally for disability rights. “

Michele Nario-Redmond, Ph. D., Professor of Psychology at Hiram College and author up “Crip for a Day: The Unintended Negative Consequences of Disability Simulations
What to do: use real people with lived experiences and real stories and real pictures that include people with disability living their lives, talk through the barriers, alternative techniques and strategies for all of us to make more inclusive environment, let people with disabilities who live the experience show how or what does and what doesn’t work. Use interviews and usability studies with people with disabilities to learn how to improve your services and products.
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Abstract
OBJECTIVE:
To investigate the impact of disability simulations on mood, self-ascribed disability stereotypes, attitudes about interacting with disabled individuals, and behavioral intentions for improving campus accessibility.
DESIGN:
Experiment 1 evaluated disability-awareness simulations by randomly assigning undergraduates (N = 60) with and without disabilities to stations simulating either dyslexia, hearing or mobility impairments. Experiment 2 extended the field study into the lab where undergraduates (N = 50) with and without disabilities each completed low vision, hearing impairment, and dyslexia simulations. Both studies incorporated pretest-posttest measures of mood, self-ascribed disability stereotypes, and attitudinal measures.
RESULTS:
In both experiments, disability simulations made participants feel more confused, embarrassed, helpless, and more vulnerable to becoming disabled themselves compared to baseline. Following the simulations, empathetic concern (warmth) toward disabled people increased in both studies, but attitudes about interacting did not improve. In Experiment 1, postsimulation anxiety, embarrassment, and helplessness were highest for those who used wheelchairs or simulated dyslexia. In Experiment 2, participants judged themselves less competent, expressed more pity, expressed more interaction discomfort, and were not more willing to interview disabled students for an accessibility project following the simulations compared to baseline. In addition, Experiment 2 found frustration, guilt, anxiety, and depression were most pronounced among those who interacted with disabled people less than once per month.
CONCLUSIONS:
Simulating disabilities promotes distress and fails to improve attitudes toward disabled people, undermining efforts to improve integration even while participants report more empathetic concern and "understanding of what the disability experience is like." (PsycINFO Database Record
(c) 2017 APA, all rights reserved).
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SUMMARY:
The authors measured mood, self-ascribed disability stereotypes, attitudes about interacting with people with disability, and intention to interact with people with disability (by participating in a campus accessibility program) before and after two disability-awareness simulations. Although these kinds of simulations are designed to increase empathy and connection, they do not always have the desired effect and may in fact increase stereotypes.  In the first experiment, undergraduate students were engaged in simulations of dyslexia, hearing impairment, or mobility impairment in a public campus space.  In the second experiment, undergraduates with and without disability completed simulations of visual impairment, hearing impairment and dyslexia in the laboratory.  In terms of mood, participants reported an increase in confusion and anxiety after simulating mobility impairment and dyslexia.  Participants also reported feeling more embarrassed, frustrated, and helpless following the simulation.  They did, however, feel more empathetic concern and more aware of the possibility that they could become disabled.  However, despite these potentially positive changes, the participants were no more likely to volunteer to improve campus accessibility and they expressed greater discomfort with interactions with people who have disability.  These findings reinforce previous studies that have demonstrated that simulations that focus on the early experience of impairment without including awareness of social and cultural barriers and discrimination serve to increase negative emotions towards people with disability. 

