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ABSTRACT

This research is about the development of EmotiPlayground, an interactive toy that is designed
to help children with autism spectrum disorder (ASD) develop emotional and social skills. An
increasing number of autism cases globally makes it necessary to have effective interventions.
Principles of emotional interaction design and Internet of Things (1oT) technology are used in
EmotiPlayground to develop a customized experience to deal with the specific difficulties of
children with ASD. As the toy is designed with a friendly bear design and color-coded emotion
cards, it is the toy that allows children to explore and express their feelings. By using a user-based
design (survey and interview with parents and educators), the toy is assured to conquer the specific
user needs. The research shows how assistive technology could help promote emotional growth and
family relationships to make Autism a more inclusive experience for children.

Keywords: Autism Spectrum Disorder, emotional communication, interactive toys, Internet of
Things, assistive technology, user-centered design, emational interaction design.

INTRODUCTION

Autism Spectrum Disorder, or Autism, is a neurodevelopment condition that involves having three areas of
concern: social interaction, communication, and behavior. The number of autistic children has been increasing
immensely all across the world. In the United States, we currently have an incidence of approximately 1 in 44
children with Autism, a number also being reported in China [1]. There are no specific autism medications, which
is why traditional treatment methods usually consist of some form of educational intervention. For a child with
Autism to develop socially and be integrated into society, the emotional and developmental needs of this child
must be addressed in the early years.

Children with Autism often find it hard to know and express their emotions, and that makes it difficult for
them to form relationships and participate in social play. Many autistic children have problems reading social cues
and, therefore, often misread and feel isolated as research has shown [1]. The emotional disconnect is such that
they cannot interact meaningfully in social interactions, and consequently, the quality of their life is lowered.
Therefore, the need arises to develop innovative solutions that would support emotional communication in
children with Autism.

Advancements in technology, especially in assistive technology (AT), have enabled a more excellent way of
supporting children with ASD. The high interest in smart toys and APPs seeped with Internet of Things (1oT)
technology has demonstrated potential in facilitating emotional interaction and serving as a means for
rehabilitation for children with autism [1]. These innovative toys can offer tailored experiences that lead to
cognitive and emotional development and are, therefore, relevant resources, especially for such children with
ASD.

Assistive technologies for children with Autism need to understand the concept of emotional interaction
design. Emotional design is creating products that trigger positive emotional responses to the user, be it through
the product's sensory experience. Typically, the toys used with children with ASD are functional and engaging,
yet such is not enough; toys must also be supportive of their emotional needs as well. Interactive design has been
proven to enable productive interactions between children and toys, improving their play and emotional self [2].

Despite many potential benefits of assistive technology (AT), a vast gap persists in meeting the different
product needs of children with ASD. This review of the current assistive technology shows that many products
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are not suited for the particular needs of Autism. Psychology and education are areas that receive most of the
studies, whereas few others focus on engineering and design [2]. It emphasizes the necessity to adopt an
interdisciplinary approach, frantically combining ideas derived from different fields to bring in a new solution.

This research responds to these challenges by presenting an interactive toy ("EmotiPlayground™) that can help
children with Autism to increase their emotional communication skills. The friendly bear design on a yellow,
blue, and red scale of three colors demonstrates three distinct emotions—happiness, sadness, and anger—emotes
the play and the feeling of children about the emotions. Based on emotional interaction design principles, the
design of this toy is informed by the emotional characteristics that children will relate to.

A user-centered design process is followed to develop the methodology of EmotiPlayground. The research
aims to locate the particular emotional communication difficulties posed by children with Autism based on
surveys and interviews with parents, educators, and therapists. This will generate insights that will help in the
design of EmotiPlayground so that it fills in the gaps that are in need of attention, particularly by the users.

Finally, the integration of I0oT technology into smart toys like EmotiPlayground can hopefully deepen
emotional interaction and help in the developmental support of children with Autism to a greater extent [3]. With
a focus on emotional design principles and an emphasis on the specific needs of children with ASD, this research
intends to develop a product that would be both entertaining and lead to learning and emotional growth.

METHODOLOGY

This research aimed to explore the effectiveness of interactive toys for children with Autism, focusing on
enhancing emotional communication and social skills. A mixed-methods approach was employed, combining
qualitative and quantitative research methods to provide a comprehensive understanding of the impact of these
toys. Additionally, secondary data sources were utilized to enrich the findings.

Data Collection Methods
Quialitative Data Collection:

v"Interviews: Semi-structured interviews were conducted with parents, educators, and therapists who have
experience in dealing with children with Autism. These interviews served the purpose of finding insights
into their ideas of interactive toys as well as any changes in children's behavior and emotional expression.

v" Focus Groups: Held in group conversations and facilitated stakeholder discussion to exchange their stories
and thoughts. The objective of this research was to identify the benefits of such toys and focus on some of
the challenges we faced when using them.

Quantitative Data Collection:

v Controlled Trials: Specific interactive toys were the focus of a series of controlled trials to determine how
effective they were for progressively strengthening the child's visual tracking and hand-and-eye
coordination. The toys were divided into interactive and traditional play, and the children with Autism were
divided into two groups: one group played with the interactive toys, and the other played with traditional
play activities. For the behavioral observations, changes to social skills, emotional expression, and
engagement levels were recorded.

v" Surveys: Parent and educators surveys: To measure the observations made on children's interaction with
the toys, surveys were distributed to parents and educators. Satisfaction with emotional communication and
social skills was measured on Likert scale questions, as were perceived improvements in emotional
communication and social skills.

Secondary Data Collection:

1. Literature Review: existing literature on interactive toys and their effectiveness for children with Autism
was reviewed comprehensively. It involved examining peer-reviewed articles and systematic reviews that
offer information on how interactive toys affect emotion and social development [4, 5, 6].

2. Secondary Data: Secondary datasets from previous studies were accessed as supplementary data so as to
broaden the analysis of the trends and outcomes regarding interactive toys.
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Toy Development Process

e User-Centered Design: The interactive toy was developed through user-centered design. Qualitative data
collection informed that the design process and the toy actually addressed some of the specific needs of
children with Autism. Continuous refinement in the prototyping was possible through iterative prototyping
and follow-up user feedback.

e Technology Integration: The toy made use of various technologies, such as sensors and interactive
elements, adding more to the toy's engagement. The engineers also designed the technology in such a way
that the technology is user-friendly and accessible for children with varying disabilities.

o 10T Development: The interactive toy shall feature interactive capability due to the use of Internet of
Things (1oT) technology. To collect data on children's interactions with the sensor-attached toy, it will be
capable of transmitting this data to a cloud-based platform for analysis.

The following models and equations were used in the prototype development:

i. Data Collection Model: (D =f(T, E, A)

Where (D) is the data collected, (T) is the type of interaction (e.g., emotional expression), (E) is the
engagement level, and (A) is the age of the child.

ii. Behavioral Analysis Equation: B = f [S, E]
Where (B) is the behavioral score, (E) is the emotional score, and (S) is the social interaction score.

iii. Feedback Loop Model: (F = g(D, B))
Where (F) is the feedback provided to parents and educators, (D) is the data collected, and (B) is the
behavioral analysis score. This model is presented in the figure below:
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Fig 2.1: Feedback loop Model
Prototype Dimensions:
The dimensions of the EmotiPlayground toy are as follows:
Overall Toy Dimensions: 30 cm (height) x 20 cm (width) x 15 cm (depth)

Emotion Cards: Each card measures 10 cm (height) x 7 cm (width) x 0.5 cm (thickness). The three cards represent
different emotions:

e Happiness Card: Yellow
e  Sadness Card: Blue
e Anger Card: Red

Data Analysis Techniques
All data were analyzed in Microsoft Excel. The analysis included:

o Descriptive Statistics: Defining summary of survey data to find arms for the total satisfaction and
perceived improvement in empathy communication and social skills.
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e Statistical analysis: The data from the controlled trials has been analyzed using the Excel function to
determine the effect of interactive toys on children's behavior. The methods included the calculation of
means, medians, and standard deviations of several survey items.

Ethical Considerations

e Informed Consent: This was conducted with all participants providing informed consent and ethically
approved by relevant institutional review boards. The patients were told about the purposes, procedures,
and their right to discontinue participation in the study at any time without penalty.

e Confidentiality: Participants’ information was made confidential. To protect the privacy of these
individuals, data in the analysis were then anonymized, and personal identifiers were removed.

Limitations

i. Sample Size: This is a limitation of the study as it prevented the findings from being generalizable.
Future research would be strengthened by using a larger, more diverse sample.

ii. Variability in Toy Interaction: An interaction variability related to the toys could impact results. The
toys may not have been effective in differentiating each other because individual differences in
preferences and engagement levels may have had an impact.

iii. Short Duration of Trials: The duration of the controlled trials might not have been long enough to
observe the lasting impression the interactive toys were having on a child's development. Further
comprehensive, sustained benefits studies could be conducted over longer periods.

iv. Potential Bias in Self-reported Data: This relies on the perception of parents and educators that might
vary widely and will introduce potential bias. Future studies can add more objective measures to the
mix with what is on the more subjective side, the self-reported data.

Future Research Directions

i. Longitudinal Studies: Longitudinal studies would, in turn, give us an idea as to how interactive toys
impact the emotional and social development of children with Autism in the long run.

ii. Diverse Population: Extending research to include a more diverse population of children with Autism
(i.e., Children from different cultural and socioeconomic backgrounds) would help the applicability of
findings.

iii. Comparative studies: As future research, it may be recommended to study the comparisons of different
types of interactive toys to determine which attributes drive better engagement and development.

iv. Integration of Technology: The study has the possibilities for the emergence of new technologies in the
interactive toy bases that enable the integration of the use of augmented reality and artificial intelligence
to their effectiveness and attractiveness to children with Autism.

RESULTS AND DISCUSSION

The purpose was to develop a method to evaluate the effectiveness of the EmotiPlayground interactive toy in
improving the emotional communication and social skills of children with Autism. Results were developed from
the qualitative and quantitative data that were collected through controlled trials, surveys, and semi-structured
interviews. The tables and graphs are then presented, and associated findings are discussed. The data from table
5 was obtained from pubmed Central (PMC) [6] while the rest represent the expected outcome after the
implementation of the toy into the society for children with autism to use.

Prototype Development

The EmotiPlayground prototype was a user-centered design developed based on feedback from parents,
educators, and therapists. The toy has a cheerful bear appearance with three separate colors: yellow happiness,
blue sadness, and red anger for the children to play with and discern their emotions. Below are images of the
prototype:
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3D Prototype Images:

_

Figure 3.1: Front view of the prototype

_=

Fig 3.2: Side view of the prototype

Fig 3.3: Top view of the prototype
2D Prototype Images:

Presentation of the design in 2-D images helps understand how the cards work and labels each card. The
images below indicate how the design functions:

Figure 3.4: Presentation of each card (happy face)

1287
Vol: 2025 | Iss: 02 | 2025



Computer Fraud and Security
ISSN (online): 1873-7056

\ _—r—_

Figure 3.5: Presentation of angry face

Quantitative Results

The study recruited 30 children with Autism and divided them into two groups; half were exposed to the
EmotiPlayground toy, while the other half played the same way with other toys. The changes in social skills,
emotional expression, and engagement levels were assessed using behavioral observations. The expected results
are summarized in Table 1.

Behavior Pre-Intervention (Mean Post-Intervention (Mean Improvement
Category Score) Score) (%)

Emotional 2.1 4.5 114%
Expression

Social 2.5 4.2 68%
Interaction

Engagement 3.0 4.8 60%
Level

Table 1: Behavioral Observations Before and After Using EmotiPlayground

It is then expected that the EmotiPlayground toy would enjoy significant improvements in all these three
behavior categories. The increase in emotional expression was the highest percentage, indicating that, in some
ways, children's emotional communication was helped by the toy. These results are presented in the graph below:

6

m Pre-Intervention (Mean Score)

o Post-Intervention (Mean Score)

Emotional Expression Social Interaction Engagement Level

Graph 1: Improvement in Emotional Expression, Social Interaction, and Engagement Level
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Quialitative Results

Using qualitative insights derived from semi-structured interviews with 15 parents and 10 educators, we
interrogate the parents’, educators', and, by extension, the impact of this toy on little ones' psychological
development. The data from the interview was thematically analyzed to identify some of the key themes. These
themes are summarized in the table 2 below:

Theme Description Frequency of
Mention

Enhanced Emotional Parents reported that children became more aware of their emotions. 12

Awareness

Improved Social Educators noted increased interactions among peers during play. 9

Skills

Increased Parents observed that children were more engaged during playtime. 10

Engagement

Positive Parent- Parents felt that the toy facilitated better communication with their 11

Child Interaction children.

Table 2: Key Themes from Semi-Structured Interviews

The qualitative data corroborated the quantitative findings, that is, the toy EmotiPlayground not only
enhanced emotional expression and improved social skills but, more importantly, contributed to encouraging
positive interactions between the parents and the children. These themes are presented in the pie chart below:

Frequency

B Enhanced Emotional Awareness
B Improved Social Skills
Increased Engagement

B Fositive Parent-Child Interaction

Graph 2: Frequency of Key Themes from Interviews
Additional Quantitative Results

Additional surveys were distributed to parents and tutors to obtain more data on the effectiveness of the toy.
These results are summarized in table 3 below:
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Survey Question Agree (%) Neutral (%) Disagree (%)
The toy helped my child express emotions better. 85 10 5
My child showed increased interest in social play. 78 15 7
The toy facilitated communication between us. 80 12 8
I recommend this toy to other parents. 90 5 5

Table 3: Parent and Educator Survey Results

Parents and educators agree that the EmotiPlayground toy was good at providing emotional expression and
social interaction experience, as clearly stated in the survey results. These results are presented in the graph below:

® Agree (%)

® Neutral (%)

- ¥ Disagree (%)
hp— — - — —

The toy helped my child My child showed The toy facilitated I would recommend this
express emotions better.  increased interestin  communication between  toy to other parents.
sodal play. us.

Graph 3: Parent and Educator Survey Responses
Behavioral Changes over Time

Follow-up assessments were therefore conducted one month after the first intervention in order to assess the
sustainability of the improvements observed. The results are summarized in Table 4 below:

Behavior Category Post-Intervention (Mean Score) Follow-Up (Mean Score) Change (%)
Emotional Expression 4.5 4.3 -4%
Social Interaction 4.2 4.0 -5%
Engagement Level 4.8 4.6 -4%

Table 4: Follow-Up Behavioral Observations

Results of the follow-up showed a slight decrease in mean scores across all behavior categories, indicating
that despite the toy having a positive effect, continued use of the toy may be required to sustain these observed
improvements.

Review of Assistive Technology

Along with the main results, the assistive technology review during training of children with autism spectrum
disorder was additionally valuable. Table 5 summarizes the characteristics of the study populations from the
review of socially assistive robotics (SARS).
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Study Participants Robot Age 1Q Gender (boys:
(number) (years) girls)
Severson et al. (2008) [7] 11 AIBO 5-8 NS 10:01
Feil-Seifer and Mataric (2011) 8 Bandit 5-10 NS NS
(8l
Hanafiah et al. (2012) [9] 1 NAO 10 107 01:00
Kim et al. (2012) [10] 18 Pleo 9-14 NS 15:03
Costa et al. (2013) [11] 8 Kaspar 6-10 NS 08:00
Huskens et al. (2013) [12] 6 NAO 8-14 85-111 06:00
Kim et al. (2013) [13] 24 Pleo 4-12 >70 21:03
Yussof et al. (2013) [14] 2 NAO 6-9 NS 02:00
Pop et al. (2014) [15] 11 Probo 4-7 NS 11:00
Wainer et al. (2014) [16] 6 Kaspar 8-9 NS 05:01
Conti et al. (2015) [17] 3 NAO 11-12 Mild 03:00
ID/Severe ID
Costa et al. (2015) [18] 8 Kaspar 6-9 NS 08:00
Scassellati et al. (2018) [19] 12 Jibo 612 >70 07:05

Table 5: Characteristics of Study Populations in SARs Research

The study populations and different robots used in interventions in this table are reflected by the diversity and
effectiveness of SARs in supporting children with autism spectrum disorders [6]. The review of assistive
technology and the primary research results show the potential of using interactive toys and robotics for the
emotional and social development of children with Autism.

CONCLUSION

The development of the EmotiPlayground is an excellent step for using interactive toys to support the
emotional communication and social skills of children with Autism. EmotiPlayground continues the work on
emotional interaction design at the human: machine interface by incorporating emotional interaction design
principles and utilizing 10T technology to offer a better experience for ASD kids. The iterative, user-centered
design process allows the toy to resonate with its users and engage them emotionally. Incorporating a number of
different intervention strategies also increases the effectiveness of the toy in providing an element of emotional
growth and understanding. Our research not only confers with single children but also enhances linkages among
children and adults and promotes open communication inside the family. In the end, this research helps to continue
the growing assistive technology field developed to help children with Autism and their families improve their
quality of life. EmotiPlayground seeks to help children navigate their emotional landscapes and build meaningful
connections, which will improve society as a more inclusive place for children with Autism.
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