Minutes: Meeting with the Client (Pat Mirenda)
People Present: All people from both teams.
People Absent: None
Autism Spectrum Disorder
(a continuum from small to large)

A profile (label) for autism (from book on slide 2)

Autistic disorder – what people generally talk about

6/12 symptons (you have autism)

5/12 PDD-NOS

Asperger’s disorder – people with autism with terrific social skills, but…

(high functioning autism)

childhood disintegrative disorder (CDD) – degenerate over time

ASD (autism spectrum disorder) - 1/150 (not rare)

· people have gotten better at diagnosing it

· social problems

· learning problems

· with good early intervention, kids will not develop.
12 symptoms in the DSR4

All behaviors must be present before age 3

A disorder that is diagnosable in young kids

Intervention: (missing slide)
· the sooner, the better – starting at age 12 months or less, if possible

· intensive, active engagement with the child

· Goal-directed and systematic

· Focus on teaching communication, language, social, play skills

· Placement in regular classrooms with support as much as possible

· Teaching never really stops – it just gets more focused to address specific problems or issues (even if the kids get more abled)

Teach them the rules of conversation

Teach them the rules that are not so precise so that they can apply the rules to different situations

Chad:
· interprets what people say really, really literally.

Chris: (unusual interests and speech patterns)

· when they talk, they use unusual rhythm, tone.

- 

Matt: (Stress, Anxiety)

· he is stressed from conversation, so he writes everything down first so he can read it instead.

Program:

· write all scenarios 

· develop some kind of learning tool that addresses the conversation of, “when do you talk.” (how do I know that it’s ok to talk)
· A big complaint from parents/teachers are that they’re always interrupting.

· If 2 people are talking, when can the 3rd person talk?  
· When there’s a pause (how long?) (
· Urgency – right away ( 

· Say “excuse me,” ( don’t use this one in the software (too subtle)

· What do we talk about ( for the future

· Users’ age range – [6 to 12] or [12 to 19] ( we can build both with the selection of the user’s age range.
· Different user accounts & save sessions.

· 2 people, when do you talk? (basic)

· 3 people, when do you talk? (use this at higher levels)

Tricky Issues:

· Live people would be better than animated people\

· there’s a conversation going on on the screen.

· A module of what the game is (teach them how the game works)
· The more it feels like a game, the better. ( more fun for the kids.

· In a sense that the game gets harder as you play.

· Task1: hit a button when it’s OK for you to talk (short pauses, long pauses), and then gradually make it more difficult. (start with a slower conversation, and then maybe a back & forth conversation)

· Feedback during every exposure to a button press.

· Background: data collection counter that keep track of how many correct/incorrect responses  (also plot in graphs)
· Task2: build in the exception rule when the kids’ scores are higher.
· Save user status and grades so that the user can continue on their next use.
· play out the whole conversation

· have blinking star at the edge of the screen

· display results at the end.

Note: we are teaching them when NOT to interrupt

Practice module (training)

Grad students needs to tweak the settings (the timing of the pause for the kids to interrupt)

A special interface for that.
Anticipate the need for flexibility.  Account for the possibility of changes & addition.

State of the project:

Phase Leader Reports:

