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METHODS
One game was given to children once a week during their visual

rehabilitation. The professionals involved in this study were trained

in how to use the device. The parametric analysis of videos was

used to assess the visuospatial skills. A visuo-tactile VAS was used to

register the children’s level of satisfaction with this game.
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D ig ita l m in i-gam es p layed w ith in a  la rge sca le  in te ractive  environm ent

This virtual and interactive environment may be a

useful rehabilitative tool to support the visuo-spatial

abilities in children with visual impairment.
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AIM SAMPLE RESULTS
The aim was to promote the

use of children’s visuospatial

skills through a facilitating,

interactive and entertaining

virtual environment.

These mini-games were used

with 11 children, between 2

and 8 years of age with

moderate to severe visual

impairment and no other

disabilities.
er.

Session
Score 1

Not at all

Score 2
So and so

Score 3
Very much

1st 0 1 5
2nd 0 0 5
3rd 0 0 5
4th 0 0 7
5th 0 0 5

C hart o f reaction tim es betw een the 

appearance of the  ta rget (i.e . bubb le) 

and  its ach ievem ent fo r a ll ch ild ren

C hild ren’s sa tisfaction exp ressed through

the v isuo-tactile V A S

A verage tim e resu lts fo r each child and  

session

Preliminary data and observations in this group of children

with visual impairment, suggest that these specifically

designed mini-games created an enriched and

customized environment which was enjoyable, motivating

and facilitating them to better express their visuospatial

skills.

CONCLUSIONS

BACKGROUND

A set of novel mini-games explicitly aimed at children with visual impairment were

created. These games are played within a large-scale interactive environment, a floor

area under amotion capture system, linked to audio and graphic output which records

players’ movements. These games are the result of a cooperation between a

multidisciplinary team from the Robert Hollman Foundation and computer engineers of

the Department of Information Engineering, University of Padova, based on Design

Thinkingmethodology and its five steps: empathise, define, ideate, prototype, and test.

The  v isuo-tactile V A S sca le  fo r sa tisfaction ad apted fo r 

v isua l im pa irm ent

NOT AT ALL SO AND SO VERY MUCH

(a)

Reaction time [ms]

Player ID 1 2 3 4

2 2262 2117 2108

3 3753 2862

4 2303 2028

5 2572 2803 2088 1792

6 2340 2533 2275

7 2793 3100 2502 2224

8 1600 1837 2312 1606

10 2540 1844

11 3080 1534

Table 4.3: Average time results for eac

V id eorecord ing’s ana lysis o f m ovem ents’ 

d irectiona lity , accuracy and  o rientation

This virtual and interactive environment may be a

useful rehabilitative tool to support the visuospatial

skills in children with visual impairment.


