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Abstract 
We are currently doing research in the design space of 
technologies that promote “inclusive play,” or play 
between children with and without disabilities. This 
work gives us insight into communication between 
children with and without disabilities, which we can use 
to contribute to the workshop Supporting Children with 
Complex Communication Needs. The workshop will also 
give us a chance to collaborate with our colleagues, 
learn about current research in this space, and better 
understand how researchers overcome barriers when 
working with this sensitive user population. 
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Introduction 
We would like to participate in the CHI 2014 workshop 
Supporting Children with Complex Communication 
Needs because the young children with disabilities with 
whom our research is concerned often have complex 
communication needs. This is something that we will 
have to take into account and learn more about as we 
move forward with our work. This workshop will also 
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allow us to learn more about the current research 
happening in this space, give us the opportunity to 
make connections with this community, and learn from 
researchers’ experiences working with and for this user 
population. We believe that we can significantly 
contribute to the workshop due to the research we are 
doing in the design space of interactive technologies 
that promote “inclusive play,” or play between young 
children with and without disabilities.  
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Our Current Research 
Inclusion is one approach to education in which children 
with and without disabilities reside in the same 
classroom. This approach is based on the theory that 
engaging both children with and without disabilities will 
positively affect both groups [3]. Children with 
disabilities benefit from inclusive programs because 
they learn how to interact with their peers, develop 
true friendships, and learn other important skills in a 
natural environment [3]. Likewise, typically developing 
children in inclusive classrooms change their 
expectations about their peers and develop empathy for 
children with disabilities [3].  

Play is regarded as an important aspect of education 
[1], and play in inclusive education is particularly 
relevant because it stresses the inclusion of all children 
[3]. Inclusive play promotes collaboration, 
communication, and other social interactions among 
children with and without disabilities [2]. 

The work we are doing now involves investigating the 
design space of technologies that can promote play 
between preschool to kindergarten-aged children with 
and without disabilities or “inclusive play.”  

Currently in its early stages, our research entails 
reviewing related work and inclusion criteria in 
education, observing classrooms, creating design 
sketches and storyboards, generating design 
guidelines, running interview studies and participatory 



 

design sessions, and finally building, testing, and 
evaluating a prototype. The ultimate goal is to show 
how interactive technology can help support children in 
preschool and kindergarten with play interactions in 
inclusive environments, which are comprised of children 
with and without disabilities. With the design and 
testing of a prototype, our work can reveal if and how 
technology can not only support inclusive play within 
the classroom but also potentially outside of the 
classroom in order to promote inclusion beyond strictly 
educational environments. 

Presently, we have done an extensive literature review 
and fieldwork in the classroom. We have also come up 
with a set of provisional design guidelines (Table 1) and 
various preliminary design ideas, which we will continue 
to validate and refine. Soon, we will be completing 
interviews with teachers in inclusive classrooms. We 
plan on running participatory design sessions with 
teachers and children in inclusive classrooms in the 
upcoming months as well. 

Our Contribution to the Workshop 
In addition to sharing information about our work and 
research in design, our contribution to this workshop 
would also include providing insight into the space of 
children with complex communication needs, 
specifically in relation to communication between 
children with and without disabilities. We have done an 
extensive literature review in the technology, 
education, and psychology spaces in regard to children 
with disabilities, assistive technology, play, social and 
emotional learning, and communication. Additionally, 
the fieldwork we are doing in an inclusive kindergarten 
classroom, where we assist teachers in guiding 
students during their “buddy day,” is focused on play, 

conflict resolution, compromise, communication, and 
other aspects of social and emotional intelligence. This 
often involves helping students express their emotions, 
communicate their wants and needs, and make play 
plans together. The knowledge we have gleaned from 
this fieldwork plus our findings from interviews and 
participatory design sessions will enable us to add 
significant material to the workshop. 

Conclusion 
Participating in the Supporting Children with Complex 
Communication Needs workshop would be beneficial to 
our research in interactive technology for inclusive play, 
give us a chance to contribute to the community, and 
allow us to connect with and learn from fellow 
researchers in this field. 
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Provisional Design 
Guidelines 

The design must be engaging 
and usable for children with 
and without disabilities. 

The design must encourage 
social interactions and 
cooperation.  

The design must allow for 
customizability. 

The design must incorporate 
adult guidance. 

Table 1. Provisional Design Guidelines. 


