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Summary

. Children with autism rarely attend to social information and this affects their ability to learn,
especially from people

. Children with autism often show a strong preference and facility for technology, including
computer games

. Our research will attempt to harness this technical strength by teaching social attention with
a computer game, and thereby open up a range of real-world learning opportunities

Computer-assisted learning gives e IS there nNot a basic danger that the
potential for peer-group prestige, D cormouter will be so 300ealing to
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information: as a rule, they look at people and listen to voices above anything else.

e In contrast, children with autism often ignore other people', or only interact with
them to, for example, use them as tools.

e |tis very important to pay attention to other people, both for our own safety and also
SO we can learn from them

e The fact that children with autism often ignore other people means they have
severely limited opportunities to learn living skills and language®.

THE DEBATE" Q ’

e Children with autism often enjoy playing computer games® Aims to teach three fundamental components of social attention, in the Three research phases:
order they would be automatically learnt in typical development

e One of the strengths associated with autism is an ability with technology & systems”

® lVIany iIndividuals have already employed computer teChnOIOQy to support the 1 Attenchng to people: examp|e task = can you spot the person h|d|ng in 1. Pal'tiCipatOI'y deSign: gett|ng the inpUt of children, prOfeSSiOﬂa|S and
learning of children and young people with autism. Research has found: this busy picture? parents to help design a game appropriate for children aged 2 - 6
— Improved concentration and task focus 2.Following social cues: example task = what is this person pointing at? years with autism
— Increased spontaneous, task-relevant communication 3.Gliving social cues: example task = can you help this person find what 2. Piloting: testing out versions of the game for appeal, usability, and
he is looking for? family-friendliness

— Efficient learning of the target skill
3. Trial: evaluating the effect of the computer game on the learning of

— Higher enthusiasm and motivation It will take the form of an App developed for the iPad, which allows the children with autism

e The strengths of computer-based learning can even be seen in studies using the game to be intuitive, toddler-friendly and portable.
technique to teach interpersonal skills such as emotion recognition and social
reasoning The game will feature large numbers of opportunities to practice social This Nufnield Foundation funded project will develop the game and test its

o We believe that computer-based learning may be particularly appropriate for attention skills in an appealing but realistic animated environment. There ~ €Ticacy between now at 2013. In the future, we hope to further develop the
teaching social attention because interpersonal methods often require the very sKill will be a narrative structure, autism-specific rewards and customisation JeTTIs ar,1d SRR Bk 1 avalle}ble 5 & & cownigeg Tor mryons & Uy
they’re trying to teach options to maximize appeal. We can't promise anything but were excited and optimistic about this new

approach to intervention for autism.
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