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A research proposal seeking to further understand the conceptual link between animation and learning processes for individuals with autism.
1. Introduction
The primary objective of the research project is to explore the potential links between the use of animation as an educational aid, Alongside the development of social skill sets in individuals on the autism spectrum.

The base premise the project will explore is whether or not there are benefits to using animated media in an educational manner to achieve the broader understanding of emotional, gestural and facial que’s for individuals on the autism spectrum.

The original premise of this project came from the perceived links between animation in film and video games, With the positive and negative effects it can have on individuals with autism engaging with them.

2. methodology
The main body of this research project will be primarily analytical research fetching information from both medical and art practice journals to establish and collate any established or potential links. 

However, the premise of the project is entirely conceptual at present.

The main concern with this method of teaching would be the implication that this could also be viewed as a matter of conditioning.


3. contextual review

This is the body text. This is the body text. This is the body text. This is the 
body text. This is the body text. This is the body the importance of further understanding ways in which to develop learning and teaching procedures for use in this subject has become increasingly paramount. 

According to (autism.co.uk, 2018) “Autism is much more common than many people think. There are around 700,000 people on the autism spectrum in the UK.” They go on to add “That’s more than 1 in 100.”

The text on their website continues with “if you include their families, Autism is a part of daily life for 2.8 million people.”

The purpose of conducting this project is to attain a clearer understanding of whether animation has any application of this nature, Either existing or potential.

Furthermore, if this could lead to the development of educational materials as a result. While still exploring the ethical and moral implications of that process.

Autism is a widely researched topic as is the developmental processes they go through. However, the autism spectrum is so broad and individuals within vary so greatly it is hard to create a set of one size fits all solutions to the subject matter in question without a large amount of generalising. Although this may be the case, this can still potentially help many people. 

According to (Ornitz et al, 1977, pg.207) “A sample of 74 young autistic children was selected and defined by direct observation of specific behaviours and clinical assessment of the presence or absence of associated pathological conditions. Retrospective developmental data on these children and 38 age matched normal children were gathered by means of a written inventory completed by the parents when the children were relatively young (mean age less than 4 years). The autistic children were reported to have had significant delays in the development of motor abilities, speech, communication, comprehension and to a lesser extent, perception during their 1st and 2nd years”.

In this case the resulting data emphasises the initial premise that individuals on the autism spectrum have a delayed learning curve when it comes to basic social skill sets and how to read the actions, reactions and emotions of others.

What can be taken away from this is the finding that learning is greatly delayed within the first 2 years of life.

Reflecting this against this research project it supports the idea of using animation as a tool for education in this manner due to it only being a visual media that does not require motor or many other sensory responses.

Although as previously stated the broad differences between individuals of the autism spectrum do create an air of generalisation when it comes to how they develop these skills slower than others. This is because not all are slow at learning the same things. 

The focus of this project aims to tackle this by creating a method which approaches the most noted / common issues individuals on the autism spectrum experience during their early development, while still keeping it as simplistic as possible to cater to a larger audience within the target demographic.

The paper by (Ornitz et al, 1977, pg.207), However insightful it may be does approach things in a manner which this project aims to avoid. 

In their study they used 74 varying autistic children and balanced the information against that collected regarding 38 other children. This creates an imbalance in the study and also creates a worrying perspective about autism by referring to the 38 as “normal children”.

Moving on from this the link between the learning of synthetic movement patterns against the learning of biological movement patterns needs to be focused on to understand why / if computer generated movement that simulates biological movement may aid these individuals. 

According to (Blake et al, 2003, pg.151) regarding a study they carried out, “Autistic children and typically developing control children were tested on two visual tasks, one involving grouping of small line elements into a global figure and the other involving perception of human activity portrayed in point-light animations”. 

This method was used to find if there were any discrepancies in the recognition of biological movement in those who undertook the process. 

They found that “performance of the two groups was equivalent on the figure task, but autistic children were significantly impaired on the biological motion task. This latter deficit may implicate abnormalities in the brain areas mediating perception of human movement.”

Their findings seem to dictate that the notion of this was indeed true or at least more factual, however still not understanding why. They did try to hypothesise that this may be a brain abnormality issue though.

This gives insight into the physical rationale for why this slower learning pattern occurs and gives extra credibility to the notion of computerised movement 
that mimics biological movement being easier to read for autistic people than viewing regular biological movement. 

From analysing these two research journals it is already apparent that there is a slower process to learning the traits previously mentioned and the social and physical reasoning it stems from. However, this still leaves a large gap in knowledge regarding how and if animation can make a difference in anyway to this.

This is documented in three separate research journals. The first mentions the notion of using a computer-generated framework to aid in the teaching of these skills to autistic individuals. 

In this publication (Oluwatoyin et al, 2015, pg.3069) state that “The effect of education on children with autism serves as a relative cure for their deficits. As a result of this, they require special techniques to gain their attention and interest in learning as compared to typical children”.

This brings forward the idea that not only does the physical and mental attributes determine an individual on the autism spectrum’s learning speed, but also their own investment due to a short attention span. Usually a common trait in people with autism when approached by new things. 

The publication goes on to state that “we proposed a visual hybrid development learning system (VHLDS) framework that is based on an instructional design model, multimedia cognitive learning theory, and learning style in order to guide software developers in developing learning systems for children with autism.”

The reasoning behind this i98s similar to this project conceptual aim in that the use of multimedia or electronic learning can aid the user greater than being taught by a biological figure. This could be due to the lack of social skills and comfort around other individuals compared to an inanimate machine.

A documented piece by (Heiman et al, 1995, pg.459) seems to support this projects notion that animation will feed well into the education of people on the autism spectrum by exploring the ways in which communication skills can be improved upon with individuals who are autistic by including computer instruction within.

A quote form the journal reads “it is concluded that the interaction with a motivating multimedia programme might stimulate reading and communication in children with various developmental disabilities.”

The incorporation of non-human assets in the teaching process avoids the issue of latent social skill development. In this journal I further supports the idea that a digital entity such as animation can be utilised in the process of teaching individuals on the autism spectrum.

Moving on from whether or not the use of digital systems or content is viable, the next hurdle is to understand why it would work.

According to a study regarding the use of animation to get a desired response from people on the autism spectrum (Golan et al, 2010, pg.269) states “The intervention group improved significantly more than the clinical control group on all task levels, perfuming comparably to typical controls at Time 2. We conclude that using The Transports significantly improves emotion recognition in children with ASC.”

The study concluded that using an animated short featuring the anthropomorphising of vehicles actually aided in the furthering of emotional understanding for individuals on the autistic spectrum. 




4. Project-specific research

The intension is too creating an initial blanket survey with generalised question to help further curate the next steps of the research plan.


The next steps will be to analyse existing texts to understand where any current or perceived connections my lie. Searching for existing links for this conceptual idea.

Once the harvested data is collected and overviewed, the next step would be to create an animate short pre-production portfolio in which the assets exists to create a series of animated shorts that could be used to help teach the desired skill sets.
5. Results
N/A
5. Evaluation and Conclusions

As this is a research proposal, I envision the conclusions of this study to be in support of my original thoughts projecting that the animated sequence packages could be made to aid autistic children.
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