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Q U I C K 2  Q UE S T I ON P OL L

Do you use technology and gamification in your
intervention strategy?

Are you using Technology in Education 
or  Private Practice?
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Outline:
• ASD Defined, Movement & Motor Skills
• Intervention Strategies - Motor Development & Learning
• Computer-Assisted Gamification - Advantages/Issues
• Tools identified & Used with ASD & How to Use Technology with ASD children
• Q & A

AGENDA

https://22311016.fs1.hubspotusercontent-na1.net/hubfs/22311016/Webinars/Computer-Assisted%20Gamification%20as%20an%20Approach%20to%20Support%20Movement%20Skills%20Development%20in%20Children%20wit.pdf


ASD Defined, Movement & Motor Skills

• Boys are nearly 4 times more likely to be 
diagnosed with autism than girls.

QUICK FACTS



Motor Development:
• Motor development vary widely
• Fine motor skills - hand-eye & manual dexterity
• Gross Motor Skills - Running, jumping, balancing

Learning:
• Unique learning styles & strengths
• Visual thinkers and learners
• Communication challenges in traditional learning 

environments

INTERVENTION STRATEGIES –
MOTOR DEVELOPMENT & LEARNING



• Tailored Content - Personalization to needs to enhance 
engagement and motivation
• Skill Development  - Target a wide range of skills, 

(communication, cognitive skills, fine and gross motor skills.
• Social Interaction - Virtual environments can encourage 

communication and collaboration
• Immediate Feedback - Consequences of actions & 

Connections between cause & effect.
• Data Collection - Monitor progress and make data-driven 

decisions.
• Reduced Anxiety - Games with clear rules and predictable 

outcomes.
• Generalization of Skills - Generalize skills learned in a game 

to real-world situations.
• Professional Guidance - Integrated into a comprehensive 

treatment plan 

COMPUTER-ASSISTED GAMIFICATION: 
ADVANTAGES/ISSUES



• Virtual Reality vs. Augmented Reality
• Headsets, Hand Controllers
• Wii, Kinect, Move, & TRAZER
• Custom - “Thinking Outside the Box”

TOOLS



QUESTIONS?

T HANK Y OU !
Learn More at: trazer.com

Contacts: 
Randy Cohen - randy@trazer.com

Marc Sickel – marc@fitnessforhealth.org
Jihyun Lee, Ph.D. – jihyun.lee@sjsu.edus
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