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Preliminary Work
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In December 2023, participatory design session e (Heard of this | and brain disliked apps that they found boring.
was conducted with 3 young autistic adults s ik - o e One participant described herself as "visual
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genre, task game, learning game, decorating . learning app | competition Too long, e Another participant disliked apps that look boring
game) Seemsboring |Ml 3. Participants preferred customizable and less
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1. Participants were asked to choose their favorite Popular background styles e open-world game
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not suitable for autistic individuals

e Participant did not like the competition in
Learning Games, one of which uses a
leaderboard, But prior work encouraged
competition with leaderboards

Analysis:
1. Comparing the number of participants who
chose each style as their favorites

Examining the like to dislike ratios and counts
of each character and background
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