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games offer an engaging and prototype that measures attention-based interaction m\/ £ - e
interactive method for supporting through simple, engaging gameplay mechanics. Review Planning  (Unreal Engine)  Evaluation  Reflection

cognitive engagement and

measurable interaction.
« Mixed methods approach combining software

This project investigates how a simple Obijectives: development, quantitative data and qualitative
attention-based gameplay system can be « Research cognitive traits of ASD related to attention. feedback.
developed using Unreal Engine to - Design and develop an engaging game prototype. - Prototype tested by participants using a
support measurable user interaction - Implement systems for scoring, timing and data capture. questionnaire and in-game data collection.
within a controlled gameplay - Evaluate usability and engagement with users. - |lterative development informed by testing and
environment. « Analyse results and identify areas for improvement. feedback.
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Architecture flow of the
* Modular blueprint game.

architecture created in
Unreal Engine allowing
systems to work together
while remaining separate
and manageable

. Core Systems

Spawning, scoring, timing
and Ul systems built using
Blueprints to ensure
reliability and scalability.
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This project provided valuable experience in full game development,
system design and evaluation, and highlighted the importance of

Unreal Blueprint
Engine 5

user-centered design in creating engaging and meaningful
experiences. ’,
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