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ABSTRACT

Interactive public displays have been exploited and studied for
engaging interaction in several previous studies. In this context,
applications have been focused on supporting learning or entertain-
ment activities, specifically designed for people with special needs.
This includes, for example, those with Autism Spectrum Disorders
(ASD). In this paper, we present a comparison study aimed at un-
derstanding the difference in terms of usability, effectiveness, and
enjoyment perceived by users with ASD between two interaction
modalities usually supported by interactive displays: touch-based
and touchless gestural interaction. We present the outcomes of a
within-subject setup involving 8 ASD users (age 18-25 y.o., IQ 40-
60), based on the use of two similar user interfaces, differing only by
the interaction modality. We show that touch interaction provides
higher usability level and results in more effective actions, although
touchless interaction is more effective in terms of enjoyment and
engagement.
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1 INTRODUCTION

Autism Spectrum Disorder (ASD) is a neurological developmental
disorder that negatively affects the social and everyday living skills
of individuals diagnosed with it. Studies have illustrated the poten-
tials of computer-based learning interventions to teach social and
daily living skills to children and adolescents diagnosed with ASD
[3]. According to a recent review conducted by Khowaja et al. [29],
most studies that investigate the effectiveness of computer-based
interventions for individuals diagnosed with ASD use basic input
modalities such as mouse, keyboard, and touch screen interfaces.
However, the emergence of technologies such as virtual reality
(VR) and augmented reality (AR) has increased the interest towards
novel input modalities such as mid-air gestures and body move-
ment [41], or eye-gaze input [15]. Several studies have illustrated
the effectiveness of VR and AR interventions to teach social and
everyday living skills to children diagnosed with autism [1]. More-
over, many studies investigated alternative input modalities such as
gestures and body movements [18, 19]. However, how such novel
input modalities differ from more traditional ones is still not clear,
not only in the context of AR and VR, but also when interacting
with other visualization means (e.g. traditional LCD displays).

Interaction of persons with special abilities with large displays is
an interesting subject of study in human-computer interaction. For
instance, many digital installations in museums (often empowered
with interactivity) are based on such displays, and while usually
intended for children, they are generally aimed at learning activ-
ity [7, 31]. In practice, ASD users may profit of novel interaction
modalities in such contexts, since prior work proved how them
positively impact in improving learning skills [6]. Similar consid-
erations apply to the many interactive applications based on large
displays, adopted in learning environments. Therefore, it is worth
understanding which interaction modality is more useful in these
contexts. Understanding the impact of specific interaction modal-
ities on learning and enjoyment have been subject of study by
prior work [38]. However, other factors are crucial too, e.g. user
experience and usability.

In addition, there are two additional reasons that support the
goal of understanding interaction of persons with special abilities
with large displays: (i) different kinds of interaction may impose a
different distance of users from displays; (ii) the specific abilities of
special persons may modulate their peripersonal space. In particu-
lar, children with ASD are known to be reluctant to interact with
others at close distance, and their peripersonal space is significantly
enlarged as compared to children with typical development [10].
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While touch-based interaction requires the display to be at arm’s
reach, thus intersecting the peripersonal space, touchless interac-
tion can be established with a display that is outside such space.
The role of peripersonal space in body-environment interaction
in real, virtual, and augmented environments is an active topic of
study in cognitive sciences [39].

Based on this reasoning, in this work we focus on two of the
common input modalities used for supporting interactivity with
large displays: touch-based input - i.e. the most traditional one -,
and touchless mid-air gestural input. In particular, the main goal of
this study is to understand which are the differences between these
input modalities, from the particular point of view of ASD users.

To this end, we conducted a comparison study between two
interfaces specifically designed in order to differ only by the input
modality, but being equally designed in terms of content and ap-
pearance. In this study, we measured usability by means of standard
questionnaires, and analyzed different metrics in order to under-
stand the effectiveness of each input modality, as well as the level
of enjoyment. Our results suggest that touch-based input allows for
higher usability and more effective interaction, whereas touchless
input makes interactions more enjoying.

The rest of the paper is organized as follows: section 2 provides
an overview of the related work; section 3 describes the study
design, including the descriptions of the two interfaces, as well as
the study procedure; section 4 provides an overview of the results,
which are discussed in section 5; section 6 concludes the paper,
providing an outlook of the future work.

2 RELATED WORK

This work builds upon prior HCI work, within research areas such
as touchless gestural interfaces, pervasive displays, and assistive
technologies for ASD users. This section provides an overview of
related works that guided our research.

2.1 Interaction with Pervasive Displays

Pervasive displays offer a plethora of possibilities in terms of sup-
ported interactions. Some displays offer implicit interaction, such
as reacting to the user’s natural behavior when they approach
the display. This is the case of deployments where display is made
more noticeable by showing silhouettes or avatars that mimic users’
movements [27, 33, 40].

Apart from implicit interaction, many prior works investigated
explicit interaction, allowing for modalities beyond keys and but-
tons, such as touch [37], touchless mid-air gestures [20], feet-based
input [42], mobile devices [35], eye gaze [28], or multi-modal com-
binations of them [30]. Touch interfaces are currently the most
used in common public displays, and they represented a significant
improvement if compared to physical hardware (e.g. buttons and
keys), since they expand the entropy of interaction possibilities
[16]. However, a downside of touch interfaces is that they have to
be physically reachable, whereas public displays are often mounted
above user’s height for visibility, or placed behind shop windows.
Consequently, researchers have proposed alternative interfaces,
often referred as touchless interfaces, where interaction can take
place without physical contact between the user and any part of the
interactive system [17]. While such class of interaction modalities
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includes also mobile-based and eye gaze-based interaction, here we
focus on mid-air gestures.

The use of touchless gestural interfaces have been adopted in
many contexts, both in research projects and in industrial appli-
cations. They have been used in order to interact with 3D virtual
objects [4], access information provision systems [12, 40], create
and support playful interactions [33], and many others. In the con-
text of pervasive displays research, touchless gestural interfaces
offer many advantages. For instance, they allow limiting vandalism
by placing the display in unreachable places [40], keeping a high
hygiene level of the screen surface [24], and removing constraints
to the display size (as demonstrated by many applications involving
media facades [14]).

Walter et al. analyzed prior work in order to categorize the pos-
sible user representation in touchless gestural applications, high-
lighting three possible options: hand-shaped cursors, avatars, and
user’s silhouette [44]. Recently, other works focused on the use of
silhouettes or avatars [22, 33], since they proved to be very effec-
tive in solving some common issues of pervasive displays, namely
display blindness (i.e. users do not look at the display because of
their prejudice about the content [34]), interaction blindness (i.e.
the inability of the users to recognize the interactive capabilities
of a display [36]), and affordance blindness (i.e. the inability to
understand the interaction modality of the display [13]). Gentile et
al. showed also that the presence of an avatar makes two-handed
interactions more “natural”, reducing the cognitive workload while
interacting with public displays [21].

Given the large adoption of avatar- or silhouette-based interfaces
for providing touchless gestural interactivity, and the advantages
described above, in this work we based our design choices on this
paradigm in order to develop our prototype.

2.2 ASD Users and Pervasive Displays

Prior work demonstrated how pervasive displays might be useful
to support ASD users in many contexts. Matic et al. showed how
such displays may encourage positive behavior [32]. Tentori et
al. discussed the ability of displays to support learning activities,
and proposed ways to increase behavior awareness, trigger social
interactions, and promote teamwork [43].

Based on such findings, understanding the preferences between
touch or touchless interaction modalities is thus crucial. Jakobsen
et al. studied this difference in terms of effectiveness, showing
that mid-air gestures are not as effective as touch-based input,
since they are more error-prone and do not allow fine-grained
selections (e.g. when targets are small) [26]. However, that study
did not target the special abilities and preferences of ASD persons.
Moreover, effectiveness is not the only metric of interest: enjoyment,
engagement, ability to support learning or to facilitate attention
are just a few of the many other factors that may have an impact
on the choice between touch or touchless interfaces.

Several touch-based serious games for ASD-children have been
reviewed by Zakari at al. [47], showing how this interaction modal-
ity may help children in expressing their feelings and improve the
level of engagement with others. As for touchless gestural inter-
faces, Garzotto et al. discussed how this interaction modality can be
useful for improving attention skills [19], as well as for facilitating
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Figure 1: Layouts of the (a) touch and (b) touchless Uls.

learning activities by exploiting imitative capacity due to the use
of body movements [18].

All these findings suggest that both touch and touchless inter-
faces provide significant advantages for developing assistive tech-
nologies for ASD users. However, to the best of our knowledge,
no prior work compared these modalities with the specific goal of
understanding differences in terms of effectiveness, usability and
enjoyment, especially considering ASD users’ preferences. In this
paper, we aim at filling this gap by reporting on a comparison study
between touch and touchless interfaces.

3 STUDY DESIGN

As mentioned in the previous sections, the main goal of our study
was to evaluate the usability and effectiveness of interactive dis-
plays for a specific class of users, i.e. young ASD adults. In particular,
we were interested in understanding whether the use of mid-air ges-
tures is more or less appropriate if compared with more traditional
touch-based interfaces.

We conducted the tests in controlled conditions, during a time
span of three days. All participants performed two interaction ses-
sions, one per each interface (i.e. within-subject setup). The two
interaction sessions were separated by a couple of days at least, in
order to minimize any possible carry-on effect. Moreover, the order
of the experiments was counterbalanced.

3.1 Design Choices

In order to evaluate the perceived usability and effectivenes of touch
and touchless interaction modalities, we developed two similar
interfaces (see Figure 1). Both the interfaces show three interactive
tiles, each of which depicts a musical instrument. Two interactive
arrows allow the user to navigate among the available instruments.
When the user selects a tile, the corresponding instrument sound
is automatically played.

In the touch-based interface, the user can select a musical instru-
ment or an arrow just by tapping on them. This simple design is
derived from the observation of traditional touch-based interfaces.
Nowadays, many mobile-accessible websites and public display
applications include sliders similar to the one shown in Figure 1a.
Consequently, we built such interface with the aim of reproducing
a traditional touch-enabled interface. Along with the affordance of
alarge display [13], this choice allowed us to consider this interface
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as a sufficiently generic and standard baseline against which we
can test the second condition, i.e. the mid-air gestural interface.

The touchless interface exploits the presence of an interactive
avatar that appears whenever a user approaches the display, and
remains permanently present in the middle of the screen, continu-
ously replaying user’s movements. The user can select a musical
instrument or an arrow by driving the avatar’s hands on top of
the available tiles, with no activation gestures. This is particularly
useful for supporting immediate usability.

As already mentioned in section 2.1, the use of avatar-based
interfaces has many advantages, including the ability of commu-
nicating the supported touchless gestural interactivity [33], and
the reduction of the perceived cognitive workload, which should
contribute to make the interactions more natural [21]. While adding
the avatar to a gestural Ul is crucial to make it reasonably effective,
with touch-based interfaces the affordance of the display and the
users’ prior experiences can be considered sufficient to overcome
these limitations [13].

3.2 Apparatus

Both the interfaces have been implemented using HTML5 and
JavaScript, and run on a full-screen browser (Google Chrome), dis-
played on a 65-inches touchscreen! placed at eye-height. In order
to support touchless interaction, gestural data have been gathered
from nd May a Microsoft Kinect sensor placed below the screen,
using a C#/.NET application for communicating with the JavaScript
UI (similarly to architecture described in [23]).

The setup included also a camera, which was placed next to the
Kinect during touchless interaction sessions, and behind the user
during touch interaction sessions. The camera was used to record
both video and audio. We also recorded screen captures during all
the interaction sessions.

3.3 Participants

Our study involved a total of 8 participants (7 males, 1 female), aged
between 18-25 y.o. (M = 19.73, SD = 2.37). All participants were
students of STUEN Redovre, a school for young adults diagnosed
with mental disorders. All the students were diagnosed with autistic
spectrum disorders, and the school informed us that participants’
IQ ranged between 40 and 602.

All the users had prior experience with technology. In particu-
lar, all of them had experiences with controller-based interaction
in VR via head-mounted displays (HMDs), as well as with touch-
and mouse/keyboard-based interaction with large displays, since
the apparatus we used was already installed in their classroom.
However, none of the participants declared to have prior experi-
ences with mid-air gestural interaction. Since the application we
tested was about musical instruments, we also collected informa-
tion about prior experiences with them. Six users declared to have
had prior experiences, but we did not notice any relation between
such experience and the users’ opinion on the whole application
tested.

Tliyama ProLite TH6564MIS-B2AG: http://tinyurl.com/perdis19 (last retrieved: May
2nd, 2019).

2The school was not allowed to provide us with IQ of each participants, but only a
range within which each of the participants’ IQ was included. IQ has been measured
by expert psychologists, by means of standard tests [45].
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It is worth mentioning that all the participants have been in-
volved voluntarily, and all of them declared their intentions by
signing an informed consent form before the beginning of each
session. They were all adult, able to care of themselves and take
the decisions such as to participate to this study.

3.4 Procedure

The test was conducted inside a classroom, using a wall-mounted
display. During the test, only a user was invited to stay in that
room, in the presence of two researchers and one teacher. At the
beginning of the test, the user was welcomed and invited to fill out
the aforementioned consent form. If required, a researcher and/or
the teacher could help the user in understanding the content of the
form, also replying to questions. The researcher and the teacher
were instructed to not provide information about the interaction
modalities, avoiding sentences that mention the use of body, hands,
arms, gestures or touch.

The user was also informed about the need to record a video of
the following interaction sessions. The interaction session consisted
in two stages, namely training stage and main stage.

The training stage was inspired by the experimental design de-
scribed in [38]. During this stage, the user was firstly asked to
interact with the interface. In this case, she had to figure out how to
properly interact by herself, with no instructions provided by the
researchers. If the user was unable to understand how to interact
with the display, a researcher was allowed to give her a suggestion
every 30 seconds, from a list in increasing explicitness order (this
situation is depicted in Figure 2).

The instructions list for the touch interface was:

Step forward This suggestion was provided in case the user
tried to interact from a distance with the touch interface;
Try to touch the screen This suggestion was provided in case

the user did not understand that she had to touch the screen;
Mimic This suggestion consisted in the researcher showing
how to interact properly.

The instructions list for the touchless interface was:

Figure 2: Study setup: a user interacts using mid-air gestures
during the training stage, receiving instructions from an ex-
perimenter.
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Step back This suggestion was provided in case the user tried
to interact by touch with the touchless interface, since being
too close to the display did not allow the avatar to be visible;

Try to move your arms and hands This suggestion was pro-
vided in case the user did not understand that she had to use
her body, when interacting with the touchless interface;

Mimic This suggestion consisted in the researcher showing
how to interact properly.

In case none of the previous instructions allowed the user to
understand how to interact, the researcher could have asked the
teacher for some additional help in order to explain the user how
to interact properly. Anyway, we never needed to use this extreme
solution in our tests.

After the training stage was complete, the user was asked to
perform the following tasks:

T1 Select the instrument in the middle
T2 Select the right arrow, twice

T3 Select the left arrow

T4 Select the left instrument

T5 Continue as long as you want

T6 Select your favourite instrument

After completing all the aforementioned tasks, the user was
asked to fill in a final questionnaire, for usability assessment and to
collect some demographic information.

3.5 Data Collection and Analysis Method

During the study, we collected data from different sources: demo-
graphic and usability from the questionnaire, notes and observa-
tions by the experimenters during the main stage of each interaction
session, and timings coded looking at the videos (i.e. offline).

3.5.1 Questionnaire. The questionnaire was divided in four sec-
tions: the first three sections contained questions for the user, while
the questions in the last section were intended for the teacher.

The first section was aimed at collecting demographic informa-
tion such as age, gender, and possible previous experience with
musical instruments.

The second section included two questions focused on users’
preferences, asking how much they like music, and how much
they enjoyed the application used during the interaction session.
Answers to these questions were provided by means of 5-points
Likert scales associated with emoticons, i.e. using the so-called
smile-o-meter [25].

The third section represented a simplified version of the Sys-
tem Usability Scale (SUS) [9]. In particular, we selected 7 of the
10 questions, excluding questions number 2 (“I found the system
unnecessarily complex”), 5 (“I found the various functions in this
system were well integrated”), and 6 (“I thought there was too much
inconsistency in this system”). The rationale behind this choice is
that such questions appeared too convoluted for the specific class of
users being tested. For this questionnaire section, the answers were
provided using 5-points Likert scales associated with emoticon, i.e.
again with the smile-o-meter approach.

The fourth and last section of the questionnaire was a full SUS,
but without emoticons since this section was intended for the
teacher, who was asked to answer by putting in user’s shoes. This
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allowed us to collect a secondary usability score provided by an
expert who can correctly understand the meaning of ASD users’
reactions, signs, and behavior. This approach has been inspired by
the procedure described in [11].

Results from the third and fourth sections were then used for
computing two SUS scores. For the fourth section (i.e. standard
SUS), we used the procedure described in [9], whereas the same
procedure was slightly adapted for the third section, due to the
lower number of questions. Both the SUS scores ranged from 0
(lowest usability) to 100 (highest usability).

3.5.2  Other data. Along with questionnaire data, we also collected
the number of instructions provided during the training stage. More-
over, the analysis of videos allowed us to collect the following
information:

e time required to complete the training stage of each interac-
tion session;

o duration of each task during the main stage of each interac-
tion session;

e any other relevant behavior not noted during the tests.

3.6 Limitations

We are aware of some limitation about our study. The low number of
participants make significance of results difficult to assess. For this
reason, we decided to use multiple metrics, triangulating them in
order to enforce the results. We are also aware about the variegated
nature of autistic spectrum disorders, and how this difference makes
difficult to generalize any result to any other ASD user. However,
we are convinced that our findings may be used along with prior
and future work in order to draw design guidelines for interactive
applications for ASD users.

4 RESULTS

All the users successfully accomplished the tasks they were assigned.
In the following, we described the main results noted after analyzing
the data, according the the methods described in section 3.5.

4.1 Usability Assessment

In order to evaluate usability, we analyzed the answers from the SUS
questions included in the questionnaire. The average SUS score
computed based on users’ answers was 80.36 (SD = 12.81) for
touch condition, which resulted higher than the touchless condition
(M = 76.02, SD = 17.58). Looking at the answers provided by
the teacher, results are in line with users’ preferences. Indeed, the
average SUS score for touch interaction is 91.25 (SD = 13.36),
whereas it resulted 86.07 for the touchless condition (SD = 6.59).
Despite the differences, it is worth noting that all the reported
average SUS scores can be associated with an acceptable usability
level according to [5].

An additional measurement that confirms the higher usability of
the touch-based interface is the number of instructions provided by
the experimenter in order to help the user in understanding how to
properly interact. We computed an average number of instructions
0f 0.63 (SD = 0.74) for the touch condition, against 1.43 instructions
required for the touchless interface (SD = 0.98).
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It is worth noting that the difference in usability may be a di-
rect consequence of the learning curve required from the touchless
interface. This is not necessarily a problem, since users seemed
to be able to deal with the initial learning stage, and often to au-
tonomously overcome the initial difficulties. For instance, a user (ID:
ER) decided to interact while thinking aloud, using sentences such
as “I can touch myself”, “Do I have legs? No I don’t”, or “Let me try to
press that”. Similar situations were observed with other users (IDs:
JO-R, MI). This suggests the ability of identifying themselves in the
avatar, as well as to control it. Moreover, the need to discover the
interaction modality seemed to serve as a way to make the whole
application more enjoyable. It is thus no surprise that touchless Ul,
although less usable, resulted in a higher level of enjoyment (as
will be reported in section 4.3).

4.2 Timings and Effectiveness

We were also interested in understanding the capabilities of these in-
terfaces to communicate the type of supported interactivity (touch
vs. touchless). The average number of instructions already men-
tioned in the previous section indicates that the touch interface
is more able to communicate the interactivity. To better support
this observation, we also analyzed the average time required for
the training stage, and compared the two conditions. On average,
the touch interface required a training stage of about 65.71 sec-
onds (SD = 30.64), whereas this average duration increases for the
touchless conditions (M = 73.43, SD = 15.52). This is in line with
the number of given instructions we recorded, suggesting that the
touch-based interface is more able to communicate the interactivity
if compared with the touchless one.

We also wanted to understand which of the two interfaces can
be considered most effective in assisting users for selecting tiles
and accessing information. To this end, we analyzed the timings
collected during the main stage of each interaction session. In par-
ticular, we considered the time required for performing tasks T1-T4
(so excluding those where users were allowed to interact ad libitum,
as long as they wanted). We measured an average time of 33.86
seconds (SD = 19.20) for the touch condition, and a higher average
time for the touchless UI (M = 40.86, SD = 11.45). This result is in
line with the previous observations about effectiveness, suggesting
that better performances in terms of interactions can be achieved
by adopting touch-based solutions.

4.3 Enjoyment and Engagement

In order to evaluate the differences between the two interfaces in
terms of their capabilities of fostering enjoyment, we analyzed the
answers to the question “How much did you enjoy the application?”.
Moreover, we looked at the average duration of task T5, since
this appeared a decent estimation of how engaging was the tested
interaction modality (the more the user interacted, the more the
interface appeared interesting, or engaging, or enjoying).

Our analysis showed that the perceived level of enjoyment (based
on the questionnaire answers) was 4.38/5 on average for touch-
based interface (SD = 0.74), whereas for the touchless gestural
it was higher (M = 4.86/5, SD = 0.38). This is confirmed by the
duration of task T5, which was higher in the touchless condition
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(M = 95.00, SD = 53.54) than in the touch-based Ul (M = 84.14,
SD = 68.15).

5 DISCUSSION

Results showed a preference towards touch input in terms of effec-
tiveness. This is in line with prior work by Jakobsen et al., where
touch input has been proved to allow for fine grained interactions,
while mid-air gestures are more error prone [26]. However, there
could be other reasons for this higher effectiveness. Indeed, all
the users had prior experiences with touch interfaces (e.g. smart-
phones or tablets screens), so it is likely that users have much higher
familiarity with touch input, especially if compared to touchless
interaction. This might also affect the ease of accomplishing as-
signed tasks, in turn reducing the task duration. This means that
the effectiveness of touchless interaction might be improved by
practising with touchless gestural interfaces.

On the other hand, enjoyment is another crucial factor when
designing for ASD users, especially considering that most appli-
cations are meant for learning activities. Indeed, enjoyment has
been proved to foster higher engagement [46], and consequently
improve learning capabilities [2]. Prior studies showed that using
body movements for interacting may increase enjoyment [8], and
this may explain why the touchless interface has been found to
elicit higher levels of enjoyment. This would mean that supporting
touchless mid-air gestures is more appropriate when learning and
engagement have a higher priority, as compared to effectiveness
and fine-grained selections. However, it is fair noticing that the
ability of touchless interaction to foster higher enjoyment levels
may be due to a novelty effect, simply because participants were
less familiar with this kind of interaction.

6 CONCLUSION AND FUTURE WORK

We presented the results of a comparison study aimed at under-
standing the differences between touch and touchless interaction
with an interactive display from an ASD user’s point of view, in
terms of usability, effectiveness and enjoyment. Our analysis sug-
gests that touch-based input allows for more effective and usable
interactions. However, using mid-air gestures seems to increase the
level of enjoyment due to the higher engagement of this type of
interaction.

All in all, we are convinced that touchless gestural interfaces
are more suitable for all those contexts where enjoyment (and thus
engagement) are crucial, e.g. scenarios where learning is the main
actual goal.

Future work may consider longitudinal studies in order to ac-
count for possible novelty effects. Moreover, we are planning to
extend our study with a higher number of participants, in order to
improve the significance of our results.

REFERENCES

[1] Ali Adjorlu, Emil Rosenlund Heeg, Luca Mangano, and Stefania Serafin. 2017.
Daily Living Skills Training in Virtual Reality to Help Children with Autism
Spectrum Disorder in a Real Shopping Scenario. In 2017 IEEE International Sym-
posium on Mixed and Augmented Reality (ISMAR-Adjunct). 294-302. https:
//doi.org/10.1109/ISMAR- Adjunct.2017.93

Mary Ainley and John Ainley. 2011. Student engagement with science in early
adolescence: The contribution of enjoyment to students’ continuing interest in
learning about science. Contemporary Educational Psychology 36, 1 (2011), 4 - 12.

&

Gentile, et al.

https://doi.org/10.1016/j.cedpsych.2010.08.001 Students’ Emotions and Academic
Engagement.

[3] American Psychiatric Association et al. 2013. Diagnostic and statistical manual of
mental disorders (DSM-5®). American Psychiatric Pub.

[4] Rachel Bailey, Kevin Wise, and Paul Bolls. 2009. How Avatar Customizability
Affects Children’s Arousal and Subjective Presence During Junk FoodaASSpon-
sored Online Video Games. CyberPsychology & Behavior 12, 3 (jun 2009), 277-283.
https://doi.org/10.1089/cpb.2008.0292

[5] Aaron Bangor, Philip Kortum, and James Miller. 2009. Determining What Indi-
vidual SUS Scores Mean: Adding an Adjective Rating Scale. 7. Usability Studies 4,
3 (May 2009), 114-123. http://dl.acm.org/citation.cfm?id=2835587.2835589

[6] Laura Bartoli, Franca Garzotto, Mirko Gelsomini, Luigi Oliveto, and Matteo

Valoriani. 2014. Designing and Evaluating Touchless Playful Interaction for ASD

Children. In Proceedings of the 2014 Conference on Interaction Design and Children

(IDC *14). ACM, New York, NY, USA, 17-26. https://doi.org/10.1145/2593968.

2593976

A. Battocchi, F. Pianesi, D. Tomasini, M. Zancanaro, G. Esposito, P. Venuti, A.

Ben Sasson, E. Gal, and P. L. Weiss. 2009. Collaborative Puzzle Game: A Tabletop

Interactive Game for Fostering Collaboration in Children with Autism Spectrum

Disorders (ASD). In Proceedings of the ACM International Conference on Interactive

Tabletops and Surfaces (ITS '09). ACM, New York, NY, USA, 197-204. https:

//doi.org/10.1145/1731903.1731940

[8] Nadia Bianchi-Berthouze. 2013. Understanding the Role of Body Movement in
Player Engagement. Human-Computer Interaction 28, 1 (2013), 40-75. https:
//doi.org/10.1080/07370024.2012.688468

[9] John Brooke. 1996. SUS: A ’quick and dirty’ usability scale. In Usability Evaluation

in Industry, P. W. Jordan, B. Weerdmeester, A. Thomas, and L. L. Mclelland (Eds.).

Taylor and Francis, London.

Michela Candini, Virginia Giuberti, Alessandra Manattini, Serenella Grittani,

Giuseppe di Pellegrino, and Francesca Frassinetti. 2017. Personal space regulation

in childhood autism: Effects of social interaction and person’s perspective. Autism

Research 10, 1 (2017), 144-154. https://doi.org/10.1002/aur.1637

Franceli L. Cibrian, Oscar Pena, Vianey Vazquez, Carlos Cardenas, and Monica

Tentori. 2016. Designing a deformable musical surface for children with autism.

In Proceedings of the 2016 ACM International Joint Conference on Pervasive and

Ubiquitous Computing Adjunct - UbiComp '16. ACM Press, New York, New York,

USA, 977-982. https://doi.org/10.1145/2968219.2968262

Sarah Clinch, Jason Alexander, and Sven Gehring. 2016. A Survey of Pervasive

Displays for Information Presentation. IEEE Pervasive Computing 15, 3 (jul 2016),

14-22. https://doi.org/10.1109/MPRV.2016.55

[13] Jorgos Coenen, Sandy Claes, and Andrew Vande Moere. 2017. The concurrent

use of touch and mid-air gestures or floor mat interaction on a public display.

In Proceedings of the 6th ACM International Symposium on Pervasive Displays -

PerDis ’17. ACM Press, New York, New York, USA, 1-9. https://doi.org/10.1145/

3078810.3078819

Peter Dalsgaard and Kim Halskov. 2010. Designing urban media fagades: cases

and challenges. In Proceedings of the 28th international conference on Human

factors in computing systems - CHI ’10. ACM Press, New York, New York, USA,

2277. https://doi.org/10.1145/1753326.1753670

[15] O.Damm, K. Malchus, P. Jaecks, S. Krach, F. Paulus, M. Naber, A. Jansen, I. Kamp-

Becker, W. Einhaeuser-Treyer, P. Stenneken, and B. Wrede. 2013. Different gaze

behavior in human-robot interaction in Asperger’s syndrome: An eye-tracking

study. In 2013 IEEE RO-MAN. 368-369. https://doi.org/10.1109/ROMAN.2013.

6628501

Nigel Davies, Sarah Clinch, and Florian Alt. 2014. Pervasive Displays: Understand-

ing the Future of Digital Signage (1st ed.). Morgan & Claypool Publishers.

René de la Barré, Paul Chojecki, Ulrich Leiner, Lothar Miihlbach, and Detlef

Ruschin. 2009. Touchless Interaction-Novel Chances and Challenges. In Human-

Computer Interaction. Novel Interaction Methods and Techniques, Julie A. Jacko

(Ed.). Springer Berlin Heidelberg, Berlin, Heidelberg, 161-169.

Franca Garzotto, Mirko Gelsomini, Luigi Oliveto, and Matteo Valoriani. 2014.

Motion-based Touchless Interaction for ASD Children: A Case Study. In Proceed-

ings of the 2014 International Working Conference on Advanced Visual Interfaces

(AVI ’14). ACM, New York, NY, USA, 117-120. https://doi.org/10.1145/2598153.

2598197

[19] Franca Garzotto, Matteo Valoriani, and Laura Bartoli. 2014. Touchless Motion-

Based Interaction for Therapy of Autistic Children. Springer Berlin Heidelberg,

Berlin, Heidelberg, 471-494. https://doi.org/10.1007/978-3-642-54816-1_23

Vito Gentile, Mohamed Khamis, Salvatore Sorce, and Florian Alt. 2017. They are

looking at me! Understanding how Audience Presence Impacts on Public Display

Users. In Proceedings of The 6th ACM International Symposium on Pervasive

Displays (PerDis °17). ACM, Article 11, 7 pages. https://doi.org/10.1145/3078810.

3078822

Vito Gentile, Salvatore Sorce, Alessio Malizia, Fabrizio Milazzo, and Antonio

Gentile. 2017. Investigating how user avatar in touchless interfaces affects

perceived cognitive load and two-handed interactions. In Proceedings of The 6th

ACM International Symposium on Pervasive Displays. ACM. https://doi.org/10.

1145/3078810.3078831

[7

[10

[11

[12

[14

[16

(17

(18

[20

[21


https://doi.org/10.1109/ISMAR-Adjunct.2017.93
https://doi.org/10.1109/ISMAR-Adjunct.2017.93
https://doi.org/10.1016/j.cedpsych.2010.08.001
https://doi.org/10.1089/cpb.2008.0292
http://dl.acm.org/citation.cfm?id=2835587.2835589
https://doi.org/10.1145/2593968.2593976
https://doi.org/10.1145/2593968.2593976
https://doi.org/10.1145/1731903.1731940
https://doi.org/10.1145/1731903.1731940
https://doi.org/10.1080/07370024.2012.688468
https://doi.org/10.1080/07370024.2012.688468
https://doi.org/10.1002/aur.1637
https://doi.org/10.1145/2968219.2968262
https://doi.org/10.1109/MPRV.2016.55
https://doi.org/10.1145/3078810.3078819
https://doi.org/10.1145/3078810.3078819
https://doi.org/10.1145/1753326.1753670
https://doi.org/10.1109/ROMAN.2013.6628501
https://doi.org/10.1109/ROMAN.2013.6628501
https://doi.org/10.1145/2598153.2598197
https://doi.org/10.1145/2598153.2598197
https://doi.org/10.1007/978-3-642-54816-1_23
https://doi.org/10.1145/3078810.3078822
https://doi.org/10.1145/3078810.3078822
https://doi.org/10.1145/3078810.3078831
https://doi.org/10.1145/3078810.3078831

Touch or Touchless? Evaluating Usability of Interactive Displays for ASD Persons

[22]

[23]

[24]

[25

[26

[27]

[28]

[29

[30

[31]

[32]

[33]

[34]

Vito Gentile, Salvatore Sorce, Alessio Malizia, Dario Pirrello, and Antonio Gen-
tile. 2016. Touchless Interfaces For Public Displays: Can We Deliver Interface
Designers From Introducing Artificial Push Button Gestures?. In Proceedings of
the International Working Conference on Advanced Visual Interfaces. ACM, 40-43.
https://doi.org/10.1145/2909132.2909282

Vito Gentile, Salvatore Sorce, Giuseppe Russo, Dario Pirrone, and Antonio Gentile.
2016. A Multimodal Fruition Model for Graphical Contents in Ancient Books.
In Proceedings of the 17th International Conference on Computer Systems and
Technologies 2016 (CompSysTech ’16). ACM, New York, NY, USA, 65-72. https:
//doi.org/10.1145/2983468.2983477

Charles P. Gerba, Adam L. Wuollet, Peter Raisanen, and Gerardo U. Lopez. 2016.
Bacterial contamination of computer touch screens. American Journal of Infection
Control 44, 3 (mar 2016), 358-360. https://doi.org/10.1016/J.AJIC.2015.10.013
Lynne Hall, Colette Hume, and Sarah Tazzyman. 2016. Five Degrees of Happiness:
Effective Smiley Face Likert Scales for Evaluating with Children. In Proceedings
of the 15th International Conference on Interaction Design and Children - IDC’16.
311-321. https://doi.org/10.1145/2930674.2930719

Mikkel R. Jakobsen, Yvonne Jansen, Sebastian Boring, and Kasper Hornbaek. 2015.
Should I Stay or Should I Go? Selecting Between Touch and Mid-Air Gestures
for Large-Display Interaction. In Human-Computer Interaction — INTERACT 2015,
Julio Abascal, Simone Barbosa, Mirko Fetter, Tom Gross, Philippe Palanque, and
Marco Winckler (Eds.). Springer International Publishing, Cham, 455-473.
Mohamed Khamis, Christian Becker, Andreas Bulling, and Florian Alt. 2018.
Which One is Me?: Identifying Oneself on Public Displays. In Proceedings of the
2018 CHI Conference on Human Factors in Computing Systems (CHI '18). ACM, New
York, NY, USA, Article 287, 12 pages. https://doi.org/10.1145/3173574.3173861
Mohamed Khamis, Alexander Klimczak, Martin Reiss, Florian Alt, and Andreas
Bulling. 2017. EyeScout: Active Eye Tracking for Position and Movement In-
dependent Gaze Interaction with Large Public Displays. In Proceedings of the
30th Annual ACM Symposium on User Interface Software & Technology (UIST ’17).
ACM, New York, NY, USA, 155-166. https://doi.org/10.1145/3126594.3126630
Kamran Khowaja, Siti Salwah Salim, Adeleh Asemi, Sumbul Ghulamani, and
Asadullah Shah. 2019. A systematic review of modalities in computer-based
interventions (CBIs) for language comprehension and decoding skills of children
with autism spectrum disorder (ASD). Universal Access in the Information Society
(02 2019). https://doi.org/10.1007/s10209-019-00646- 1

Ville Mikel4, Mohamed Khamis, Lukas Mecke, Jobin James, Markku Turunen,
and Florian Alt. 2018. Pocket Transfers: Interaction Techniques for Transferring
Content from Situated Displays to Mobile Devices. (2018), 13. https://doi.org/10.
1145/3173574.3173709

Emanuela Marchetti and Andrea Valente. 2016. What a Tangible Digital In-
stallation for Museums Can Offer to Autistic Children and Their Teachers. In-
ternational Journal of Game-Based Learning (IJGBL) 6, 2 (2016), 29-45. https:
//doi.org/10.4018/IJGBL.2016040103

Aleksandar Matic, Gillian R. Hayes, Monica Tentori, Maryam Abdullah, and
Sabrina Schuck. 2014. Collective Use of a Situated Display to Encourage Positive
Behaviors in Children with Behavioral Challenges. In Proceedings of the 2014 ACM
International Joint Conference on Pervasive and Ubiquitous Computing (UbiComp
'14). ACM, New York, NY, USA, 885-895. https://doi.org/10.1145/2632048.2632070
Jorg Miiller, Robert Walter, Gilles Bailly, Michael Nischt, and Florian Alt. 2012.
Looking glass: a field study on noticing interactivity of a shop window. In
Proceedings of the 2012 ACM annual conference on Human Factors in Com-
puting Systems - CHI ’12. ACM Press, New York, New York, USA, 297-306.
https://doi.org/10.1145/2207676.2207718

Jorg Miiller, Dennis Wilmsmann, Juliane Exeler, Markus Buzeck, Albrecht
Schmidt, Tim Jay, and Antonio Kriiger. 2009. Display Blindness: The Effect
of Expectations on Attention towards Digital Signage. In Pervasive Computing,

[35

[36

[37

[38

[39

[40

(41

[42

[43

[44

[46

[47

]

PerDis 19, June 12-14, 2019, Palermo, Italy

Hideyuki Tokuda, Michael Beigl, Adrian Friday, A. J. Bernheim Brush, and Yoshito
Tobe (Eds.). Springer Berlin Heidelberg, Berlin, Heidelberg, 1-8.

Pai Chet Ng, James She, Kang Eun Jeon, and Matthias Baldauf. 2017. When Smart
Devices Interact With Pervasive Screens: A Survey. ACM Trans. Multimedia
Comput. Commun. Appl. 13, 4, Article 55 (Aug. 2017), 23 pages.

Timo Ojala, Vassilis Kostakos, Hannu Kukka, Tommi Heikkinen, Tomas Linden,
Marko Jurmu, Simo Hosio, Fabio Kruger, and Daniele Zanni. 2012. Multipurpose
Interactive Public Displays in the Wild: Three Years Later. Computer 45, 5 (May
2012), 42-49. https://doi.org/10.1109/MC.2012.115

Peter Peltonen, Esko Kurvinen, Antti Salovaara, Giulio Jacucci, Tommi Ilmonen,
John Evans, Antti Oulasvirta, and Petri Saarikko. 2008. It’s Mine, Don’T Touch!:
Interactions at a Large Multi-touch Display in a City Centre. In Proceedings of
the SIGCHI Conference on Human Factors in Computing Systems (CHI "08). ACM,
New York, NY, USA, 1285-1294. https://doi.org/10.1145/1357054.1357255

Elisa Rubegni, Vito Gentile, Alessio Malizia, Salvatore Sorce, and Niko Kargas.
2019. Child-Display Interaction: Exploring Avatar-based Touchless Gestural
Interfaces. In Proceedings of The 8th ACM International Symposium on Pervasive
Displays (PerDis '19). ACM. https://doi.org/10.1145/3321335.3324942

Andrea Serino, Jean-Paul Noel, Robin Mange, Elisa Canzoneri, Elisa Pellencin,
Javier Bello Ruiz, Fosco Bernasconi, Olaf Blanke, and Bruno Herbelin. 2018.
Peripersonal Space: An Index of Multisensory BodyAASEnvironment Interactions
in Real, Virtual, and Mixed Realities. Frontiers in ICT 4 (2018), 31. https://doi.
org/10.3389/fict.2017.00031

Salvatore Sorce, Vito Gentile, Cristina Enea, Antonio Gentile, Alessio Malizia, and
Fabrizio Milazzo. 2017. A Touchless Gestural System for Extended Information
Access Within a Campus. In Proceedings of the 2017 ACM Annual Conference on
SIGUCCS. ACM, 37-43. https://doi.org/10.1145/3123458.3123459

Salvatore Sorce, Vito Gentile, Debora Oliveto, Rossella Barraco, Alessio Malizia,
and Antonio Gentile. 2018. Exploring Usability and Accessibility of Avatar-
based Touchless Gestural Interfaces for Autistic People. In Proceedings of The
7th ACM International Symposium on Pervasive Displays (PerDis °18). ACM, 2.
https://doi.org/10.1145/3205873.3210705

Fabius Steinberger, Marcus Foth, and Florian Alt. 2014. Vote With Your Feet:
Local Community Polling on Urban Screens. In Proceedings of The International
Symposium on Pervasive Displays (PerDis '14). ACM, New York, NY, USA, Article
44, 6 pages. https://doi.org/10.1145/2611009.2611015

Monica Tentori, Lizbeth Escobedo, Carlos Hernandez, Aleksandar Matic, and
Gillian R. Hayes. 2016. Pervasive Displays in Classrooms of Children with Severe
Autism. IEEE Pervasive Computing 15, 3 (jul 2016), 48-57. https://doi.org/10.
1109/MPRV.2016.49

Robert Walter, Gilles Bailly, Nina Valkanova, and Jérg Miiller. 2014. Cuenesics:
Using Mid-air Gestures to Select Items on Interactive Public Displays. In Pro-
ceedings of the 16th International Conference on Human-computer Interaction with
Mobile Devices & Services (MobileHCI ’14). ACM, New York, NY, USA, 299-308.
https://doi.org/10.1145/2628363.2628368

David Wechsler. 1955. Manual for the Wechsler adult intelligence scale. Psycho-
logical Corporation.

Lesley Xie, Alissa N. Antle, and Nima Motamedi. 2008. Are Tangibles More Fun?:
Comparing Children’s Enjoyment and Engagement Using Physical, Graphical
and Tangible User Interfaces. In Proceedings of the 2Nd International Conference on
Tangible and Embedded Interaction (TEI *08). ACM, New York, NY, USA, 191-198.
https://doi.org/10.1145/1347390.1347433

Hanan Makki Zakari, Minhua Ma, and David Simmons. 2014. A Review of
Serious Games for Children with Autism Spectrum Disorders (ASD). In Serious
Games Development and Applications, Minhua Ma, Manuel Fradinho Oliveira,
and Jannicke Baalsrud Hauge (Eds.). Springer International Publishing, Cham,
93-106.


https://doi.org/10.1145/2909132.2909282
https://doi.org/10.1145/2983468.2983477
https://doi.org/10.1145/2983468.2983477
https://doi.org/10.1016/J.AJIC.2015.10.013
https://doi.org/10.1145/2930674.2930719
https://doi.org/10.1145/3173574.3173861
https://doi.org/10.1145/3126594.3126630
https://doi.org/10.1007/s10209-019-00646-1
https://doi.org/10.1145/3173574.3173709
https://doi.org/10.1145/3173574.3173709
https://doi.org/10.4018/IJGBL.2016040103
https://doi.org/10.4018/IJGBL.2016040103
https://doi.org/10.1145/2632048.2632070
https://doi.org/10.1145/2207676.2207718
https://doi.org/10.1109/MC.2012.115
https://doi.org/10.1145/1357054.1357255
https://doi.org/10.1145/3321335.3324942
https://doi.org/10.3389/fict.2017.00031
https://doi.org/10.3389/fict.2017.00031
https://doi.org/10.1145/3123458.3123459
https://doi.org/10.1145/3205873.3210705
https://doi.org/10.1145/2611009.2611015
https://doi.org/10.1109/MPRV.2016.49
https://doi.org/10.1109/MPRV.2016.49
https://doi.org/10.1145/2628363.2628368
https://doi.org/10.1145/1347390.1347433

	Abstract
	1 Introduction
	2 Related Work
	2.1 Interaction with Pervasive Displays
	2.2 ASD Users and Pervasive Displays

	3 Study Design
	3.1 Design Choices
	3.2 Apparatus
	3.3 Participants
	3.4 Procedure
	3.5 Data Collection and Analysis Method
	3.6 Limitations

	4 Results
	4.1 Usability Assessment
	4.2 Timings and Effectiveness
	4.3 Enjoyment and Engagement

	5 Discussion
	6 Conclusion and Future Work
	References

