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Abstract 

The visual teaching resources utilized to support children with Autism Spectrum Disorder (ASD) from 

the perspective of the ASD instructors were investigated in this study by using the qualitative research 

approach. Besides, realizing the development of a teaching aid for children with ASD by implementing 

the VARK Model of learning styles based on four main types of learners: visual, auditory, 

reading/writing, and kinesthetic. In addition, the construction of this game board is based on the idea 

that ASD children can express emotions based on Plutchik's wheel theory, which highlights emotions 

that help ASD children visualize the spectrum of emotions and how they relate to each other. Besides, 

this innovation can be linked to the development and behavioural interventions for ASD in shaping 

learning that affects cognitive and affective aspects. 

Keywords 

Autism Spectrum Disorder, VARK Model, Plutchik's Wheel Theory, Learning Cognitive and Affective 

Aspects. 

Product Description 

This game is a medium that was innovated as a teaching aid for autistic children and is a platform to 

measure their emotions through the Plutchik wheel of emotions. This game is also built based on the 

research needs of autistic children in receiving learning through the VARK (visual, auditory, 

reading/writing, and kinesthetic) model. 

The results of this game can affect the 

cognitive and affective aspects of children 

with autism. Learning-based games for 

autistic children are significantly reduced in 

the design of teaching aids for the 

development of special education 

curriculum. The lack of specific games for 

autistic children causes teachers to buy 

existing tools and process them according to 

the learning needs of autistic children. This 

game was also created because autistic 

children lack exposure and experience using 

board games as a medium to explore 

knowledge. 
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Novelty and Uniqueness 

This product is a learning innovation for autistic children and can be marketed to all educational 

platforms. The primary target users are teachers (teachers, educators, Special Education Schools, 

counsellors, therapists, and parents dealing with children with ASD). Commercial value is for 

educational centres (government and private), hospitals/therapy centres, Autism Rehabilitation Centers 

and organizations with special needs. This product is an interactive medium that follows the 

requirements of autism learning tools by following the conditions based on design elements and 

principles. 

Benefit to Mankind 

This innovation is a game known as an "Emotion-expressing board game", which is built as a game 

based on education. This game also implements a picture method through recognition of the type of 

Alphabet and Numbers and simultaneously as a game that can measure the level of expression of the 

emotions of children with autism. The game also forms an innovative and always searching mind for 

new ways to solve problems and express the feelings of autistic children in improving responsiveness, 

observation, quick thinking training and emotional intelligence. The game board is also a medium for 

autistic children to learn how to get along with others, talk to them and give attention to their level of 

intelligence and analytical computing capacity. 

Potential Commercialization   

This product can be marketed in all educational centres in Malaysia. In addition, other modern countries 

are also looking at innovation to help the autism group. Therefore, this product also has the opportunity 

to be expanded to other countries because this innovation is in line with the development of the 

Industrial Revolution 4.0 in forming a large-scale industrial economy in developing and helping the 

education sector to be more sustainable. 
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Acknowledgement 

‘Dua juta kanak-kanak berusia 5 hingga 18 tahun di Malaysia mengalami masalah kesihatan mental 

seperti kecacatan perlembangan, gangguan emosi dan tingkah laku berdasarkan Laporan Kesihatan 

Mental Kanak-Kanak Remaja Negara Malaysia bagi tahun 2014. Data kajian yang dibentangkan pada 

Kongres Persatuan Psikiatri Kanak-Kanak & Remaja dan Profesion Bersekutu Asia (ASCAPAP) 2015 

itu turut mendedahkan seramai 100,000 kanak-kanak daripada jumlah berkenaan memerlukan rawatan 

klinikal daripada pakar’ – Harian Metro, 15 April 2018 -  

This press statement is strong proof that our country now needs designers who are aware of the learning 

of autistic children. The innovation of this product is a necessary tool for them to explore knowledge 

like other normal children. This is also in line with the requirements of the Sustainable Development 

Goals (Sustainable Development Goals), which are directed towards quality education by guaranteeing 

comprehensive education and equity and promoting lifelong learning opportunities for all. Therefore, 

products can be marketed based on the needs and demands in the particular education sector and can 

positively impact society. 
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