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Sensory Differences and Biological Needs 
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Our	  Senses	  

•  Smell	  

•  Taste	  
•  Touch	  
•  Visual	  Input	  
•  Auditory	  
•  Ves'bular	  (balance)	  
•  Propriocep'on	  	  

(body	  awareness)	  

Illustra'ons	  from	  Asperger	  Syndrome	  and	  Sensory	  Issues,	  Myles	  et	  al.,	  1999	  

What	  is	  Sensory	  Processing?	  

A	  process	  by	  which	  the	  brain:	  



Effec've	  Sensory	  Processing	  
Provides	  Us	  with….	  

Protec'on	  from	  Danger	  

Alertness	  	  
and	  AOending	  

Meaningful	  	  
Engagement	  

Homeostasis.	  .	  .	  
maintaining	  a	  balanced	  sensory	  system	  in	  response	  to	  
external	  events	  while	  demonstra'ng	  appropriate	  levels	  of	  
alertness	  to	  exhibit	  adap've	  responses	  	  

What	  Happens	  if	  the	  Sensory	  
System	  is	  NOT	  Working	  Effec'vely?	  

We	  see	  behaviors	  that	  seem	  unusual	  
and	  difficult	  to	  explain……and	  the	  
behaviors	  may	  not	  respond	  to	  

conven'onal	  behavior	  management	  
techniques.	  

…the	  behavior	  is	  oVen	  the	  sum	  of	  many	  sensory	  events	  over	  a	  period	  of	  
'me,	  not	  just	  the	  event	  prior	  to	  the	  behavior	  !!!!	  	  	  

Looking	  at	  the	  behavior	  from	  a	  tradi'onal	  behavior	  	  
management	  approach	  may	  not	  be	  successful	  because…	  

Using	  tradi'onal	  behavior	  management	  
techniques	  may	  gain	  control	  of	  the	  
outward	  behavior……	  	  

…but	  inwardly	  the	  child	  may	  be	  using	  all	  of	  
his	  resources	  to	  maintain	  the	  behavior	  and	  
have	  liOle	  leV	  for	  learning,	  interac'ng,	  and	  
par'cipa'ng!	  	  

IMPORTANT	  NOTE:	  	  Behavior	  specialists	  and	  those	  
designing	  sensory	  processing	  interven'ons	  need	  to	  
work	  together	  to	  make	  sure	  that	  both	  interven'ons	  
have	  effec've	  outcomes.	  	  	  

Environmental	  Factors	  Impac'ng	  
Sensory	  Systems	  

•  Voice	  volume/tone	  

•  Proximity	  
•  Sea'ng	  
•  Temperature	  

•  Smells	  
•  Classroom	  layout	  

•  Time	  on	  task	  

•  Ligh'ng	  
•  Clothing	  
•  Pace	  
•  Organiza'on	  of	  
materials	  

Low	  Sensory	  Threshold	  

	  A	  small	  amount	  of	  
sensory	  input	  can	  create	  
feelings	  of	  being	  
overwhelmed	  and	  elicit	  
responses	  such	  as…….	  

….shut	  down	  

….	  extreme	  
sensi'vi'es	  



High	  	  Sensory	  Threshold	  

	  A	  large	  amount	  of	  sensory	  input	  is	  
needed	  by	  the	  child	  and	  without	  
that	  input	  the	  child	  may….	  	  

...appear	  
unmo'vated	  
with	  low	  energy	  	  

…be	  very	  ac've	  

	  	  	  Sensory	  Interven'ons	  
	  	  	  Propriocep'on	  

• 	  	  	  	  	  Used	  to	  assist	  with	  organizing,	  calming,	  aOending,	  
	  	  	  	  	  	  	  body	  awareness	  for	  individuals	  with	  both	  low	  and	  	  
	  	  	  	  	  	  	  high	  sensory	  thresholds	  
• 	  	  	  	  	  Ac'vated	  by:	  heavy	  work	  and	  resis've	  ac'vi'es	  

	  	  	  Sensory	  Interven'ons	  
	  	  	  Propriocep'on	  Preschool	  

	  	  	  Sensory	  Interven'ons	  
	  	  	  Propriocep'on	  School-‐Age	  

	  	  	  Sensory	  Interven'ons	  
	  	  	  Propriocep'on	  

	  	  	  Adolescent/Young	  Adult	  

Func'onal	  Sensory	  Ac'vi'es	  

•  Load/unload/push	  in	  
chairs	  

•  Deliver	  materials	  
•  Set	  up	  equipment	  for	  PE,	  

assembly,	  etc	  …	  

•  Carry	  weighted	  book	  bag/
stuffed	  animal	  

•  Wear	  spandex	  clothing	  
under	  clothes	  

•  Push	  grocery/library	  cart/
toys	  

•  Rake,	  shovel,	  dig,	  vacuum	  

•  Pull	  wagon	  
•  Push	  wheelchair	  
•  Crush	  cans	  
•  Sharpen	  pencils	  
•  …	  and	  many	  more	  …	  consult	  

your	  OT	  when	  considering	  
the	  above	  and	  other	  
strategies	  

Tac'le	  

• 	  	  	  Refers	  to	  our	  sense	  of	  touch	  

• 	  	  	  Some	  may	  want	  to	  touch	  everything	  as	  
	  	  	  	  	  they	  seek	  input	  

• 	  	  	  Some	  may	  be	  defensive	  and	  not	  want	  to	  
	  	  	  	  	  touch	  anything	  

Tac'le	  
Ac'vity	  



	  	  	  	  	  	  	  	  	  	  Ves'bular	  	  

•  The	  ves'bular	  system	  refers	  to	  structures	  	  

	  	  	  	  within	  the	  inner	  ear	  (the	  semi-‐circular	  canals)	  	  

	  	  	  	  	  	  	  	  	  	  	  	  	  

•  These	  structures	  detect	  movement	  and	  
changes	  in	  the	  posi'on	  of	  the	  head	  	  

	  	  	  Sensory	  Interven'ons	  
	  	  	  Calming	  Area	  

	  	  	  Sensory	  Interven'ons	  
	  	  	  Sensory	  Explora'on	  Area	  

area	  for	  free	  explora'on	  of	  sensory	  experiences	  

Sensory 
supports 
include 

all of the  
senses.  

How	  Long	  Can	  	  
Sensory	  Input	  Regulate	  the	  System?	  

SENSORY SYSTEM LENGTH OF TIME 

Tactile 1 to 1 1/2 hours 

Vestibular 4 to 8 hours 

Proprioceptive Up to 1 1/2 hours 

Auditory, Gustatory, and 
Olfactory Transitory 

Brack,	  2006	  

Biological	  Factors	  	  
Set	  the	  Stage	  for…..	  

Basic	  Physical	  Needs	  

•  Food	  
•  Water	  

•  Sleep	  
•  Safety	  



Other	  Biological	  Factors	  

•  Diet	  and	  ea'ng	  habits	  
•  Sleeping	  paOerns	  
•  Autoimmune	  deficiencies	  

•  Allergies	  
•  Intes'nal	  difficul'es	  

•  Co-‐occurring	  condi'ons	  
•  Medica'on	  

Group	  Task	  -‐	  	  
Sensory	  and	  Biological	  Needs	  

•  Revisit	  the	  Sensory	  
sec'on	  of	  UCC	  

•  Revisit	  the	  Biological	  
and	  Medical	  Needs	  
sec'on	  of	  the	  UCC	  
– Decisions	  for	  
programming	  would	  
be	  built	  from	  this	  
informa'on	  

•  Spend	  some	  'me	  with	  the	  Ziggurat	  Form	  

•  What	  ques'ons	  come	  to	  mind?	  
•  How	  might	  you	  use	  this	  with	  a	  school	  team?	  

Group	  Task	  –	  Designing	  	  
an	  Interven'on	  

Designing	  an	  Interven'on	  

•  Design	  an	  interven'on	  and	  write	  it	  in	  the	  
Ziggurat	  worksheet.	  

Designing	  an	  Interven'on	  

•  List	  the	  underlying	  characteris'cs	  addressed.	  
Choose	  from	  your	  selected	  items.	  

Designing	  an	  Interven'on	  
•  Ask	  the	  ques'on	  of	  
exis'ng	  and	  new	  
interven'ons-‐	  What	  
underlying	  
characteris1cs	  are	  
addressed	  by	  this	  
interven1on?	  	  

•  If	  the	  answer	  is	  NONE,	  
choose	  another	  
interven'on!	  

 Interven'on	  Ziggurat	  

Reinforcement 
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What	  is	  Reinforcement?	  

•  Reinforcement	  is	  an	  
item,	  ac'vity,	  or	  event	  
that	  follows,	  and	  is	  
con'ngent	  upon,	  a	  
behavior	  and	  which	  
increases	  the	  
likelihood	  of	  that	  
desired	  behavior	  being	  
repeated 	   	  	  

− Key	  words:	  follows	  
and	  increases	  

Posi've	  Reinforcement	  

•  Posi've	  reinforcement	  is	  providing	  something	  
posi've	  aVer	  a	  response	  in	  order	  to	  increase	  
the	  frequency	  of	  that	  response	  in	  the	  future	  

− Something	  is	  added	  or	  present	  

− Item/ac'vity/event	  is	  pleasant	  to	  the	  person	  



Reinforcers	  

•  Primary	  
–  Fulfills	  a	  basic	  
biological	  need	  
•  Edibles	  
•  Physical	  comfort	  

•  Physical	  pleasure	  

•  Secondary	  
– A	  learned	  ac'vity,	  
item,	  or	  input	  that	  
causes	  a	  behavior	  to	  
increase	  

Types	  of	  Reinforcement	  

•  Natural	  reinforcers	  
•  Social	  reinforcers	  
•  Ac'vity	  reinforcers	  
•  Tangible	  reinforcers	  
•  Token	  reinforcement	  

Natural	  Reinforcers	  

•  Result	  directly	  from	  the	  appropriate	  behavior	  
•  Goal	  should	  always	  be	  to	  move	  student	  to	  
natural	  and	  intrinsic	  reinforcement	  

− Example:	  	  Interac'ng	  with	  peers	  in	  group	  ac'vi'es	  will	  
lead	  to	  more	  invita'ons	  to	  join	  such	  ac'vi'es	  

Social	  Reinforcers	  

•  Reinforcers	  which	  are	  socially	  mediated	  by	  
teachers,	  parents,	  other	  adults,	  peers	  which	  
express	  approval	  and	  praise	  for	  appropriate	  
behavior	  

− Examples:	  	  	  
•  Comments	  -‐-‐-‐-‐	  “Good	  job,	  Nice	  Work”	  

•  WriOen	  Approval	  -‐-‐-‐-‐	  “Excellent	  or	  a	  Star”	  

•  Expressions	  of	  Approval-‐-‐-‐-‐	  nodding,	  smiling	  

•  You	  can	  be	  a	  reinforcer!	  Pair	  yourself	  with	  a	  tangible	  or	  
ac'vity	  reinforcer 	   	   	  	  

Ac'vity	  Reinforcers	  

•  Allow	  students	  to	  par'cipate	  in	  preferred	  
ac'vi'es	  

•  Encourages	  student	  to	  choose	  classmate	  to	  
share	  in	  the	  ac'vity.	  

•  Provides	  social	  reinforcement	  from	  the	  
partner	  

– Examples:	  	  
•  Games	  
•  Computer	  
•  Field	  trips	  
•  Dances	  

Tangible	  Reinforcers	  

•  Any	  physical	  object	  that	  is	  given	  to	  student	  as	  reward	  	  
•  Edibles,	  toys,	  s'ckers,	  bubbles,	  balloons,	  awards/cer'ficates,	  

vending	  machine,	  movies,	  clothes	  

•  Use	  edibles	  and	  toys	  with	  cau'on	  
•  Some'mes	  more	  powerful	  but	  have	  a	  short	  term	  effect	  

Token	  Reinforcement	  

•  Involves	  awarding	  points	  or	  tokens	  for	  
appropriate	  behavior	  

•  Points/tokens	  are	  exchanged	  for	  something	  of	  
value	  (preferred	  item)	  at	  a	  later	  'me	  

•  Tokens	  (s'ckers,	  coins,	  smiley	  faces)	  can	  be	  
reinforcing	  in	  and	  of	  themselves	  	  

Example	  

•  Scenario:	  	  Chris	  is	  in	  7th	  grade	  and	  diagnosed	  with	  au'sm.	  	  
Team	  would	  like	  him	  to	  begin	  aOending	  P.E.	  class.	  	  Will	  start	  
with	  swimming	  rota'on.	  	  	  

•  Reinforcement:	  
− Ac4vity	  reinforcement:	  	  Chris	  loves	  to	  swim!	  
− Social	  reinforcement:	  Schedule	  Chris	  in	  class	  with	  peers	  that	  
are	  familiar	  with	  his	  needs	  and	  with	  whom	  he	  enjoys	  spending	  
'me.	  

− Tangible	  reinforcement:	  	  Chris	  receives	  a	  swimming	  pass	  to	  
swim	  during	  a	  study	  hall.	  

− Token	  reinforcement:	  	  Chris	  receives	  token	  for	  each	  'me	  that	  
he	  follows	  swimming	  rules.	  	  	  

Incorporate	  Special	  Interests	  

Trains Airports  Maps Movies 

Trucks Airplanes Geography Computer 
Games 

Subways Cars Travel Video 
Games 

Streetcars Motor-
cycles 

Buses Sitcoms 



Gagnon, E., & Myles, B. S. (1999). This is asperger syndrome. Shawnee Mission, KS: AAPC. 

Special	  	  
Interests	   Choosing	  Reinforcers	  

•  Make	  sure	  that	  the	  
reinforcer	  is	  valued,	  
preferred,	  and	  tailored	  
to	  the	  child	  

•  Select	  reinforcers	  that	  
align	  with	  interests,	  
skills	  and	  special	  
interests	  

“You may not have to look any further 
than your child’s special interest to find 
the perfect reward”    
Sakai, 2005 pg. 52 

Reinforcement	  Reminders	  

•  Involve	  students	  in	  selec'ng	  reinforcers	  
•  Start	  with	  a	  high	  rate	  of	  reinforcement	  for	  new	  skills	  
•  Use	  variable	  rate	  of	  reinforcement	  for	  maintenance	  
•  Reinforce	  	  

– Prac'ce	  
– Prompted	  behavior	  

•  Reserve	  some	  reinforcers	  to	  maintain	  their	  
effec'veness	  

•  Spend	  some	  'me	  with	  the	  Ziggurat	  Form	  

•  What	  ques'ons	  come	  to	  mind?	  
•  How	  might	  you	  use	  this	  with	  a	  school	  team?	  

Group	  Task	  –	  Designing	  	  
an	  Interven'on	   Designing	  an	  Interven'on	  

•  Design	  an	  interven'on	  and	  write	  it	  in	  the	  
Ziggurat	  worksheet.	  

Designing	  an	  Interven'on	  

•  List	  the	  underlying	  characteris'cs	  
addressed.	  Choose	  from	  your	  selected	  
items.	  

Designing	  an	  Interven'on	  

•  Ask	  the	  ques'on	  of	  
exis'ng	  and	  new	  
interven'ons-‐	  What	  
underlying	  
characteris1cs	  are	  
addressed	  by	  this	  
interven1on?	  	  

•  If	  the	  answer	  is	  NONE,	  
choose	  another	  
interven'on!	  

	  	  Interven'on	  Ziggurat	  

      Structure and Visual/Tactile Supports 
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Structure	  and	  Visual/Tac'le	  Supports	  

•  Uses	  the	  individual’s	  strongest	  modality	  
•  Helps	  with	  need	  for	  order	  
•  Provides	  consistency	  
•  Encourages	  independence	  
•  Allows	  for	  transi'on	  of	  systems	  with	  the	  
student	  

How	  we	  set	  up	  the	  	  
environment,	  rou=nes,	  and	  work	  



Common	  Mispercep'ons	  

•  If	  an	  individual	  can	  read	  then	  she	  does	  not	  
need	  pictures	  or	  symbols	  

•  He’s	  in	  high	  school,	  he	  does	  not	  need	  an	  	  
	  individualized	  schedule	  

•  I	  can	  stop	  using	  the	  visual	  structures	  once	  my	  
student	  learns	  the	  rou'nes	  

•  This	  is	  too	  much	  work	  

Visual	  Supports	  

•  When	  an	  individual	  has	  difficulty	  
understanding	  a	  concept,	  consider	  showing	  
her	  using	  a	  picture,	  drawing,	  or	  wriOen	  words.	  

•  Visuals	  remain	  consistent.	  

•  A	  picture/word	  descrip'on	  stays	  in	  place	  
when	  verbal	  words	  are	  over.	  

cup 

Structure	  and	  Visual	  Supports	  are	  
Effec've	  in	  Increasing:	  

•  On-‐task	  behaviors	  
•  Posi've	  target	  behaviors	  
•  Compliance	  

•  Appropriate	  use	  of	  materials	  

•  Interac'ons	  with	  peers	  and	  staff	  

Au'sm	  Internet	  Modules	  

www.au'sminternetmodules.org	  

Structure	  the	  Environment	   Social	  Stories™	  –	  An	  Overview	  

•  A	  Social	  Story™	  describes	  a	  situa'on,	  skill,	  or	  concept	  
in	  terms	  of	  relevant	  social	  cues,	  perspec'ves,	  and	  
common	  responses.	  

•  The	  vocabulary,	  perspec've,	  length,	  and	  content	  is	  
adjusted	  to	  suit	  the	  child's	  comprehension	  level,	  
interests,	  and	  abili'es.	  

•  Half	  of	  all	  Social	  Stories™	  developed	  should	  affirm	  
something	  that	  an	  individual	  does	  well.	  

•  WriOen	  in	  first	  person	  and	  present	  tense.	  
	  	  	  The	  term	  Social	  Story™	  and	  the	  process	  for	  wri'ng	  Social	  Stories™	  is	  owned	  	  
	  	  	  by	  Carol	  Gray	  

Example	  of	  a	  Carol	  Gray’s	  Social	  Story™	  	  

Pretend	  Examples	  in	  School	  Work	  
My	  name	  is	  Dillon.	  I	  go	  to	  Franklin	  School.	  

Some'mes,	  I	  may	  have	  an	  assignment	  in	  math.	  I	  may	  have	  story	  problems.	  To	  do	  
a	  story	  problem,	  children	  have	  to	  pretend.	  Pretend	  means	  it	  may	  not	  be	  true	  
in	  terms	  of	  what	  I	  usually	  say	  or	  do.	  Pretending	  means	  using	  our	  intelligence	  

to	  imagine	  what	  we	  would	  do	  to	  solve	  the	  problem.	  
This	  may	  mean	  we	  pretend	  to	  like	  foods	  that	  we	  really	  don't	  in	  real	  life,	  or	  that	  

we	  pretend	  to	  like	  things	  or	  ac'vi'es	  that	  we	  really	  don't.	  The	  good	  news	  
about	  pretending	  is	  that	  I	  won't	  ever	  in	  my	  life	  have	  to	  really	  like	  to	  eat	  those	  
foods,	  or	  really	  like	  those	  things	  or	  ac=vi=es.	  I	  will	  try	  to	  pretend	  enough	  so	  

that	  I	  can	  complete	  my	  work.	  
I	  can	  try	  to	  tell	  myself	  that	  to	  complete	  my	  work,	  I	  only	  have	  to	  pretend	  for	  a	  

short	  amount	  of	  'me.	  

hOp://www.thegraycenter.org/store/index.cfm?
fuseaction=page.display&page_id=30  

Social	  Narra've	   Cue	  Cards	  



Cartooning	  

• 	  	  	  Simple	  drawing	  between	  2	  or	  
	  	  	  	  more	  people	  
• 	  	  	  Illustrate	  a	  situa'on	  that	  
	  	  	  	  occurred	  
• 	  	  	  Show	  speech	  and	  thought	  
	  	  	  	  bubbles	  
• 	  	  	  Can	  use	  colors	  to	  represent	  
	  	  	  	  emo'ons	  

Cartooning	  

•  Combines	  words	  with	  simple	  drawings	  in	  
order	  to	  explain	  a	  simple	  concept	  

•  Targets	  specific	  behaviors	  
•  Student’s	  special	  interest	  
•  Entertaining	  
•  Easy	  to	  develop	  
•  Teaches	  cause	  and	  effect	  
•  Specific	  behavior	  and	  consequence	  

Power	  Cards	  

Power	  Card	  Examples	  

Power Card!

Fireman Joe wants you to 
remember:	


• Follow a bedtime routine	

• Close your eyes and lie 
still	

• Stay in bed after the 
lights are out	


•  Integrates	  video	  clips	  of	  “modeled	  
behavior”	  

•  Allows	  student	  to	  see	  wanted	  behavior	  

Video	  Modeling	  

Picture	  This…,	  Silverlining	  Mul'media,	  
2001	  

Priming  

Schedule	  and	  Highlighted	  Score	  Card	  
for	  PuO	  PuO	  

Direc'on	  Cards	  for	  Priming	  and	  	  
to	  Use	  at	  the	  Ac'vity	   The	  Incredible	  5-‐Point	  Scale	  



Stress	  Thermometer	  

Team sport 
activities 

   Most stressed ever 

  No stress 

 Read my coping cards 

When my peers are 
not listening to me 

When I’m 
introduced to new 
people 

Read my conversation 
cue cards 

Use my greetings cue 
cards 

Environmental	  Factors	  Related	  to	  
Structure/Visual/Tac'le	  Support	  

•  Visual	  boundaries	  
•  Labels	  
•  Sea'ng	  
•  Rules	  posted	  	  
•  Predictable	  sequence	  of	  
events	  

•  Classroom	  layout	  

•  Countdown	  to	  
transi'ons	  

•  Ligh'ng	  
•  Classroom	  expecta'ons	  
are	  consistent	  

•  Adult	  perspec've	  of	  
student’s	  point	  of	  view	  

•  Organiza'on	  of	  
materials	  

•  Spend	  some	  'me	  with	  the	  Ziggurat	  Form	  

•  What	  ques'ons	  come	  to	  mind?	  
•  How	  might	  you	  use	  this	  with	  a	  school	  team?	  

Group	  Task	  –	  Designing	  	  
an	  Interven'on	  

Designing	  an	  Interven'on	  

•  Design	  an	  interven'on	  and	  write	  it	  in	  the	  
Ziggurat	  worksheet.	  

Designing	  an	  Interven'on	  

•  List	  the	  underlying	  characteris'cs	  
addressed.	  Choose	  from	  your	  selected	  
items.	  

Designing	  an	  Interven'on	  

•  Ask	  the	  ques'on	  of	  
exis'ng	  and	  new	  
interven'ons	  -‐	  What	  
underlying	  
characteris1cs	  are	  
addressed	  by	  this	  
interven1on?	  	  

•  If	  the	  answer	  is	  NONE,	  
choose	  another	  
interven'on!	  

Interven'on	  Ziggurat	  

Task Demands 

©  Ruth Aspy, Ph.D., Barry G. Grossman, Ph.D. 

Everything	  Needs	  to	  Be	  
Adapted	  

“Almost	  everything	  
we	  think,	  do,	  say,	  
and	  plan	  needs	  to	  
be	  adapted.”	  

-‐	  Gill,	  2003,	  p.	  200	  

©  Ruth Aspy, Ph.D., Barry G. Grossman, Ph.D. 

	   	  	  Task	  Demands	  –	  Three	  
	   	  	  Ques'ons	  

•  Are	  you	  asking	  for	  performance	  of	  a	  skill	  that	  
is	  too	  hard?	  (Iden'fy	  prerequisite	  skill	  deficits)	  

•  Are	  you	  asking	  for	  performance	  of	  a	  skill	  that	  
has	  not	  been	  taught?	  (Iden'fy	  component	  
deficits)	  	  

•  Are	  you	  asking	  for	  a	  task	  to	  be	  accomplished	  
without	  the	  necessary	  supports?	  (Reduce	  the	  
demands	  of	  the	  task)	  

©  Ruth Aspy, Ph.D., Barry G. Grossman, Ph.D. 



Prerequisite	  Task	  Analysis	  

•  Develop	  a	  list	  of	  skills	  needed	  to	  achieve	  the	  
target	  skill	  

•  Determine	  what	  skills	  the	  student	  knows	  
already	  and	  what	  skills	  need	  to	  be	  taught	  

•  Teach	  the	  needed	  skills	  first	  before	  expec'ng	  
the	  target	  skill	  to	  be	  achieved	  (this	  will	  move	  
to	  the	  Skills	  to	  Teach	  sec'on	  that	  comes	  next)	  

Prerequisite	  Task	  Analysis	  Example	  

•  The	  team	  wants	  Tommy	  to	  aOend	  physical	  
educa'on	  class	  and	  par'cipate	  in	  the	  ac'vity	  
with	  his	  peers.	  
– Tolerate	  lights	  and	  noise	  in	  the	  gym	  

– Follow	  the	  wriOen	  and	  unwriOen	  rules	  
– Know	  how	  to	  join	  in	  ac'vi'es	  
– Know	  how	  to	  request	  assistance	  
– Be	  able	  to	  ask	  for	  a	  break	  if	  needed	  
– Understand/accept	  winning	  and	  losing	  

Component	  Task	  Analysis	  
•  Break	  tasks	  into	  smaller	  sub-‐skills	  
•  Determine	  what	  smaller	  sub-‐skills	  the	  student	  
can	  and	  cannot	  do	  

•  Teach	  the	  needed	  sub-‐skills	  (this	  will	  move	  to	  
the	  Skills	  to	  Teach	  sec'on)	  

•  Chain	  the	  skills	  together	  to	  achieve	  the	  task	  

Component	  Task	  Analysis	  Example	  
•  The	  team	  would	  like	  Jeanne	  to	  be	  able	  to	  'e	  
her	  shoes	  independently.	  
–  Grab	  one	  lace	  in	  each	  hand.	  	  

Pull	  the	  shoe	  laces	  'ght	  with	  a	  ver'cal	  pull.	  	  
Cross	  the	  shoe	  laces.	  	  
Pull	  the	  front	  lace	  around	  the	  back	  of	  the	  other.	  	  
Put	  that	  lace	  through	  the	  hole.	  	  
Tighten	  the	  laces	  with	  a	  horizontal	  pull.	  	  
Make	  a	  bow.	  	  
Tighten	  the	  bow.	  

Reduce	  Task	  Demands	  

•  Provide	  adult	  or	  peer	  support	  
•  Develop	  visual	  supports	  like	  schedules,	  graphic	  
organizers,	  picture	  direc'ons	  

•  Shorten	  the	  assignment	  

•  Provide	  guided	  notes	  
•  Explore	  assis've	  technology	  supports	  

Lessen	  the	  requirements	  or	  provide	  further	  
supports	  to	  move	  towards	  task	  comple=on	  

Social:	  Strategies	  

•  Adapted	  games	  
•  Adapted	  spor'ng	  
equipment	  

•  Social	  rules	  
•  Turn-‐taking	  
supports	  

•  Thought	  bubbles	  

Rules for Memory 
Game 

Turn all cards facing 
down 

Turn 2 cards over 

If cards match, take 
and put them off to the 
side and take another 
turn until you do not 
find matching cards 

If you do not find a 
matching pair, put the 
cards back face down 
where you took them 
from 

Wait while your friend 
takes a turn 

The game is over 
when all cards are 
matched 

Social	  Supports	  

•  Peer	  buddies	  
•  Peer	  network	  
•  Circle	  of	  friends	  
•  Play	  dates	  
•  Integrated	  play	  groups	  
•  Structured	  social	  ac'vi'es	  

Restricted	  PaOerns	  of	  Behavior,	  
Interests,	  and	  Ac'vi'es	  

•  Mo'va'on	  to	  work	  
•  Reinforcement	  for	  appropriate	  behavior	  

•  Transi'on	  between	  ac'vi'es	  
•  Change	  of	  rou'ne	  

Communica'on:	  Supports	  

•  Scripts	  
•  Communica'on	  
boards/books	  

I need glue scissors crayons paper 



	  	  	  	  Communica'on:	  AAC	  Supports	  

7-‐Level	  Communicator	  

Chat	  PC	  
Tango	  

Dynavox	  V	  

Communica'on:	  Strategies	  

•  Limit	  sarcasm	  and	  
figura've	  language	  

•  Prac'ce	  pragma'c	  skills	  

•  Allow	  processing	  'me	  

•  Limit	  number	  of	  steps	  in	  
direc'ons	  

10 second rule 

	  Communica'on:	  Literal	  Accuracy	  

 We have art class on 
Tuesdays at 2:00. 

 I ride the bus each day to 
school. 

    “Great!  I have everyone’s 
eyes and ears!” 

	  We usually have art class 
at about 2:00. 

 I usually ride the bus on 
school days. 

 “Great!  Everyone is looking 
at the story!” 

www.abiq.org/events/2005/ 04/HandoutsTeacherAidesWorkshop.ppt  

Sensory:	  Strategies	  

•  “Windows”	  
•  Highligh'ng	  
•  Ear	  phones/ear	  
plugs	  

•  Carpet	  
•  Tennis	  balls	  
•  Cubicles	  	  

*Review Sensory Level for further ideas  

Cogni've	  Differences:	  	  Strategies	  

•  Alterna've	  assignments	  for	  splinter	  skills	  
•  Break	  large	  assignments	  into	  smaller	  parts	  

•  Provide	  work	  sta'ons	  that	  allow	  movement	  
and	  different	  levels	  of	  sensory	  input	  

•  Prime	  new	  topics	  

 Cogni've	  Differences:	  	  Supports	  

Julia	  is	  in	  the	  3rd	  grade	  and	  is	  having	  difficulty	  wri'ng	  a	  paragraph	  
about	  dolphins.	  	  She	  uses	  a	  word	  bank	  to	  help	  her	  generate	  ideas.	  

There	  are	  more	  than	  45 	   	   	   	   	   	   	  land	  
different	  __________of	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	   	   	   	  water	  
dolphins.	  	  They	  can	  be	  found 	   	   	   	   	   	  coasts	  
on	  all	  _________.	  	  Dolphins	   	   	   	   	   	   	  quiet	  
are	  very	  ________animals	  and 	   	   	   	   	  species	  
can	  be	  easily	  _________.	  	  They 	   	   	   	   	  social	  
eat	  over	  22	  pounds	  of	  food	  daily.	   	   	   	   	  lost	  

	   	   	   	   	   	   	   	   	   	   	   	   	  trained	  
	   	   	   	   	   	   	   	   	   	   	   	   	  hungry	  

	  Cogni've	  Differences:	  	  Supports	  

Graphic	  Organizers	  
Digital	  Text	  

Talking	  Text	  

	  	  	  	  Cogni've	  Differences:	  	  Supports	  

Laser	  PC	  6	  
Link	  

The	  Writer	  
Modified	  Version	  created	  by	  Don	  
Johnston,	  Inc.	  



Cogni've	  Differences:	  	  Supports	  

	  SoVware	  to	  Assist	  Students	  in	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
Accessing	  the	  Regular	  Educa'on	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
Curriculum	   Read	  &	  Write	  Gold	  

Kurzweil	  
Solo	  

Motor	  Differences:	  	  Strategies	  

•  Fine	  Motor	  
– Raised	  line	  paper	  
– Pencil	  grips	  
– Slant	  board	  
– Adapted	  scissors	  
– Keyboards	  
– Wri'ng	  templates	  
– Keyguards	  

•  Gross	  Motor	  
– Wide	  aisles	  

– Classroom	  jobs	  
– Opportuni'es	  for	  
self-‐regula'on	  

– Rules/visual	  
supports	  for	  
ac'vi'es	  

Emo'onal	  Vulnerability:	  	  Overview	  
•  Individuals	  can	  be	  emo'onally	  fragile	  
•  Ability	  to	  cope	  can	  vary	  daily	  
•  Overload	  may	  cause	  anxiety,	  anger,	  and	  
frustra'on	  leading	  to	  rage	  or	  meltdowns	  

•  Depression	  may	  result	  from	  trying	  to	  “fit	  in”	  

•  Adjustment	  of	  task	  demands	  may	  be	  
necessary	  to	  avoid	  overload	  

Emo'onal	  Vulnerability:	  	  Strategies	  
•  Supports	  for	  emo'on	  iden'fica'on	  and	  coping	  
•  Encourage	  relaxa'on	  techniques	  
•  Provide	  visuals	  to	  show	  choices	  
•  U'lize	  cartooning	  and	  social	  stories	  
•  Use	  priming	  with	  schedule	  change	  

•  Minimize	  triggers	  while	  teaching	  new	  coping	  
skills	  

•  Spend	  some	  'me	  with	  the	  Ziggurat	  Form	  

•  What	  ques'ons	  come	  to	  mind?	  
•  How	  might	  you	  use	  this	  with	  a	  school	  team?	  

Group	  Task	  –	  Designing	  	  
an	  Interven'on	   Designing	  an	  Interven'on	  

•  Design	  an	  interven'on	  and	  write	  it	  in	  the	  
Ziggurat	  worksheet.	  

Designing	  an	  Interven'on	  

•  List	  the	  underlying	  characteris'cs	  
addressed.	  Choose	  from	  your	  selected	  
items.	  

Designing	  an	  Interven'on	  

•  Ask	  the	  ques'on	  of	  
exis'ng	  and	  new	  
interven'ons-‐	  What	  
underlying	  
characteris1cs	  are	  
addressed	  by	  this	  
interven1on?	  	  

•  If	  the	  answer	  is	  NONE,	  
choose	  another	  
interven'on!	  

Interven'on	  Ziggurat	  

Skills to Teach 

©  Ruth Aspy, Ph.D., Barry G. Grossman, Ph.D. 



“The	  teacher	  who	  does	  not	  
understand	  that	  it	  is	  necessary	  to	  
teach	  au's'c	  children	  seemingly	  
obvious	  things	  will	  feel	  impa'ent	  

and	  irritated.”	  
Hans	  Asperger	  

Retrieved	  Wikipedia,	  1/5/10	  

How	  to	  Know	  What	  Skills	  to	  Teach	  

Review	  each	  area	  of	  the	  UCC	  as	  fields	  to	  address:	  
•  Social	  
•  Repe''ve	  Behaviors	  and	  Preoccupa'ons	  
•  Communica'on	  

•  Sensory	  
•  Cogni've	  
•  Motor	  

•  Emo'onal	  Vulnerability	  

Keep	  in	  Mind…	  

•  Core	  content	  standards	  
•  Life	  skills	  
•  Voca'onal	  educa'on	  
•  Social	  competence	  

•  Communica'on	  

 Skills	  to	  Teach	  
• 	  	  	  Ques'ons	  to	  ask:	  
− What	  is	  it	  about	  the	  situa'on	  that	  
comes	  naturally	  to	  everyone	  else	  but	  is	  
missing	  for	  this	  person?	  

− What	  pre-‐requisite	  skills	  might	  be	  
lacking	  to	  complete	  the	  task	  at	  hand?	  

− What	  is	  it	  that	  has	  not	  occurred	  to	  me	  
to	  teach?	  

	  	  	  	  	  	  	  	  	  	  The	  Hidden	  Curriculum	  

Locker	  room	  rules	  
•  If	  there	  are	  people	  taking	  

showers	  or	  changing	  their	  
clothes,	  do	  not	  stare	  at	  them	  or	  
make	  comments	  about	  their	  
bodies	  

•  It	  is	  not	  appropriate	  to	  touch	  
others	  in	  the	  restroom	  or	  
shower	  

•  Change	  into	  your	  P.E.	  clothes	  in	  
the	  locker	  room,	  not	  the	  
hallway	  

Skills	  Employers	  Want:	  Communica=on	  

•  Oral	  communica'on	  
•  Listening	  
•  Offers	  assistance	  
•  Asks	  for	  assistance	  
•  Convinces	  others	  
•  Asks	  ques'ons	  

Skills	  Employers	  Want:	  Adaptability	  

•  Problem	  solving	  
•  Crea've	  thinking	  
•  Crea've	  responses	  
to	  setbacks	  and	  
obstacles	  

•  Takes	  cri'cism	  
construc'vely	  

•  Works	  without	  
direct	  supervision	  

Skills	  Employers	  Want:	  
Developmental	  

•  Self-‐esteem	  
•  Mo'va'on/goal	  
sevng	  

•  Confidence	  
•  A	  sense	  of	  wan'ng	  to	  
develop	  one’s	  career	  

•  Pride	  in	  
accomplishments	  

•  Effort	  

•  Wan'ng	  to	  make	  a	  
contribu'on	  

•  Posi've	  avtude	  
•  Dependability	  
•  Follows	  rules/avoids	  
breaking	  rules	  

•  AOendance	  
•  Persistent	  

Skills	  Employers	  Want:	  
Developmental	  

•  AOen'on	  to	  quality	  
•  Organiza'on	  
•  Prepares	  for	  upcoming	  
tasks	  

•  Priori'zes	  
•  Assesses	  self	  
accurately	  

•  Self-‐control	  

•  Integrity	  
•  Honesty	  
•  Takes	  responsibility	  for	  
own	  ac'ons	  

•  Aware	  of	  surroundings	  
•  Humble	  
•  Compassionate	  
•  Apprecia've	  



Skills	  Employers	  Want:	  	  
Group	  Effec=veness	  

•  Interpersonal	  skills	  
•  Teamwork	  
•  Nego'a'on/nego'a'ng	  disagreements	  
•  Handling	  social	  conflicts	  
•  Coopera'on	  
•  Leadership	  
•  Maintains	  opera'ons	  beyond	  immediate	  tasks	  
•  Organizes	  the	  work	  group	  
•  Understand	  and	  uses	  customer	  sa'sfac'on	  skills	  

Sevng	  the	  Stage	  for	  Skills	  to	  Teach	  

“	  	  When	  the	  sensory	  system	  is	  calm,	  
reinforcement	  is	  available,	  the	  

environment	  is	  made	  predictable	  
through	  structure	  and	  visual	  supports,	  

and	  task	  demands	  are	  carefully	  designed,	  
skills	  can	  be	  effec'vely	  taught	  and	  

learned.”	  

The Ziggurat Model, Aspy and Grossman, 2007 

•  Spend	  some	  'me	  with	  the	  Ziggurat	  Form	  

•  What	  ques'ons	  come	  to	  mind?	  
•  How	  might	  you	  use	  this	  with	  a	  school	  team?	  

Group	  Task	  –	  Designing	  	  
an	  Interven'on	  

Designing	  an	  Interven'on	  

•  Design	  an	  interven'on	  and	  write	  it	  in	  the	  
Ziggurat	  worksheet.	  

Designing	  an	  Interven'on	  

•  List	  the	  underlying	  characteris'cs	  
addressed.	  Choose	  from	  your	  selected	  
items.	  

Designing	  an	  Interven'on	  

•  Ask	  the	  ques'on	  of	  
exis'ng	  and	  new	  
interven'ons-‐	  What	  
underlying	  
characteris1cs	  are	  
addressed	  by	  this	  
interven1on?	  	  

•  If	  the	  answer	  is	  NONE,	  
choose	  another	  
interven'on!	  

Intervenes	  at	  ALL	  Three	  Points	  

4 This will show you how to 
implement them across 
the school day 

Organiza'onal	  Matrix:	  Building	  
Supports	  for	  Individuals	  with	  ASD	  

Access to Core Curriculum 

Strategies Embedded  
Throughout the School Day 

Effective Inclusion Practices:  
How, When, Why? 

Strategies Targeting the  
Core Deficits of ASD  



CAPS	   Modified	  CAPS	   CAPS-‐TR	  

What	  does	  CAPS	  do?	  
•  Provides	  a	  venue	  for	  individualized	  team	  planning	  combining	  effec've	  

and	  diverse	  strategies	  as	  needed	  

•  Provides	  consistency	  of	  programming	  across	  'me,	  personnel	  and	  
environments	  

•  Bridges	  IEP	  with	  core	  curriculum	  to	  effec'vely	  use	  daily	  teachable	  
moments	  

•  Facilitates	  targeted	  professional	  development	  and	  awareness	  ac'vi'es	  

•  Facilitates	  transi'on	  at	  the	  end	  of	  school	  year	  

•  Provides	  structured	  flexibility	  across	  methodologies	  

Who	  is	  Involved	  in	  CAPS?	  
Suggested	  Team	  Members	  

•  Parent/Guardian	  
•  General	  Educa'on	  
Teacher	  

•  Special	  Educa'on	  
Teacher	  

•  Para-‐professional	  
•  Speech	  Language	  
Pathologist	  

•  Occupa'onal	  Therapist	  
•  School	  Psychologist	  

•  School	  Based	  
Administrator	  

•  Regional	  Educa'onal	  
Support	  Personnel	  

•  Transi'on	  Specialist	  
•  Case	  Manager	  (BVR,	  
MRDD)	  

•  Career	  Tech	  
Coordinator	  

Framework	  NOT	  Paperwork!	  
CAPS

Data	  Collec'on	  

•  Needed	  to	  measure	  progress	  
•  Necessary	  to	  make	  decisions	  

•  Decide:	  	  what,	  where,	  how,	  and	  how	  oVen	  to	  
record;	  who	  will	  track	  data;	  how	  to	  share	  data;	  
how	  the	  data	  will	  be	  used	  to	  make	  decisions	  



Generaliza'on	  
Individuals	  with	  ASD	  may	  only	  use	  a	  skill	  in	  the	  

environment	  where	  they	  learned	  it	  or	  only	  
with	  the	  one	  person	  who	  taught	  it	  to	  them.	  

• 	  	  	  Decide	  where	  else	  the	  skill	  may	  be	  used	  
• 	  	  	  Figure	  out	  who	  else	  can	  teach/reinforce	  the	  skill	  
• 	  	  	  Think	  about	  including	  different	  materials,	  peers	  and	  
	  	  	  	  	  family/home	  

Ginny	  
•  About	  Ginny	  

–  Age	  8	  
–  Grade	  2	  
–  Very	  few	  social	  interac'ons	  
–  Tested	  in	  the	  “below	  average”	  

range	  
–  Uses	  PECS,	  limited	  

generaliza'on	  with	  staff,	  none	  
with	  peers	  

•  About	  her	  past	  program	  

–  Full	  day	  resource	  in	  K	  and	  1st	  
grade	  

–  Inclusion	  was	  only	  “specials”	  

Ginny’s	  CAPS	  

Ginny	  -‐	  CAPS	   Ginny	  -‐	  CAPS	   Strategies	  Embedded	  	  

Ginny	  -‐	  CAPS	  

Ac'on	  Steps	   References	  for	  Employment	  

•  Alsopp,	  2002	  
•  Carnevale,	  Gainer,	  &	  

Meltzer,	  1990	  
•  Elksnin	  &	  Elksnin,	  2005	  
•  Elrod,	  1987	  
•  Evenson,	  1999	  
•  Goleman,	  1998	  

•  Greenan,	  1983	  
•  Montague,	  1988	  
•  Packer	  &	  Bernard,	  2003	  
•  Rosenbaum,	  2001	  
•  US	  Department	  of	  Labor,	  

1992	  



THANKS	  FOR	  LEARNING	  WITH	  

	  Please	  visit	  our	  website	  for	  resources	  on	  	  
ASD,	  AT	  and	  low	  incidence	  disabili'es:	  

hOp://www.ocali.org	  	  


