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e Build a device that encourages student
communication through collaborative gameplay
Secondary
e Gameplay should be educational and teach
students
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e Keep stress-free by avoiding overstimulation Connect:]on L teaching students how to work together
for children with Autism Spectrum Disorder * Research conducted at our client’s elementary By developing these skills earlier, students are

o Kid friendly (easy to understand, no sharp school given a head start

corners) e Purpose was to determine most sensory-friendly

e Teaches collaboration and teamwork textures for neurodivergent students
Implicit Requirements Correlation Between Sacial Dynamics and Performance in

e Device must be durable Special Education
e Device must be tactile
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.that they’re loved” £ L fidgets with special needs children Teaches collaberation and teamwork
1._ 0.0 — Trial and error to get electronics configured Moderitly kid freindly: requires padding around
Reached out to client to get feedback corners, higher qualtiy construction and

Process of trial and error to get peices of materials
hardware working together Device is tactile and texturally pleasing
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