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IO2 - VR Resources / Video
Modeling
Children with high-functioning autism spectrum disorders
(ASD) typically exhibit a lack of social reciprocity skills. They

Basic video modeling is the most common and involves
recording someone besides the learner engaging in the
target behavior or skill. Video self-modeling is used to
record the learner displaying the target skill or behavior
and may involve editing to remove adult prompts.
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What is Video Modeling?

videotaped successfully demonstrating an
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Video modeling (VM) is a method of instruction that uses

explicit expected behavior and the learner

video recording and display equipment to provide a visual

Types of video modeling include basic video modeling,
video self-modeling, point-of-view video modeling, and
video prompting.
•

Basic video modeling: Explicit expected

through video.
•

Video

self-modeling:

The

learner

is

watches the video.
•

Point-of-view video modeling: An explicit

model of the targeted behavior or skill. The model is shown

expected behavior is videotaped from the

to the learner, who then has an opportunity to perform the

perspective of the learner (e.g., two hands

target behavior, either in the moment or at a later point in

tying shoelaces) and shown to the learner.
•

Video prompting: The explicit expected

time. Types of video modeling include basic video modeling,

behavior is broken down into discrete steps

video self-modeling, point-of-view video modeling, and video

and videotaped and shown to the learner.

prompting.
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Key of the steps
► Step A:
Identifying and
Defining a Behavior
for Teaching

► Step B:
Gathering the Correct
Equipment

► Step C:
Collecting Baseline
Data

► Step D:
Planning for the Video
Recording

When is Video Modeling used for the education of

There are a number of reasons why video modeling seems to

children with ASD?

be effective for students on the spectrum in particular.

Studies have shown that video modeling based teaching

•

is quite effective in teaching various skills to people with

an easier time attending to videos than real-life

ASD, who;

► Step E:
Recording the Video

situations.

(a) experience difficulty in understanding the language and
differentiating the auditory and

unrelated

stimuli, (b)

•

You can edit out and simplify situations in video to
avoid common distractions in real-life environments.

disfavor social interaction,

► Step F:
Determining the
Environment and
Time of Day for
Watching the Video.

Many individuals with ASD love screen time and have

(c) learn better through visual stimuli,

•

Videos can be rewound and repeated.

(d) cannot figure out precisely how to perform an action in

•

Videos more echo real-life more than pictures so they

the proper way or the expected result of an action, in that
video modeling provides visual hints for these people and

actually show how to do something–this is something
that we all use.

leads them to focus on only the desired stimulus/behavior
by requiring no face-to-face interaction and in a fun way.
How is Video Modeling used for the education of the
The evidence-based research suggests that video

► Step G:
Showing the Video

► Step H:
Collecting Data to
Monitor Progress

modeling can be effectively implemented with learners

children with ASD?

from early childhood through middle school. This practice

The implementation process for video modeling is similar for

may prove useful with high school age learners as well,

each type of video modeling strategy. The steps are outlined

though no studies were identified to support its use at this

below which describe how video modeling is implemented with

age level. Video modeling is implemented at home and
school settings. This may be useful anywhere there is
learner access to viewing equipment.

learners with ASD (Kathleen et al., 2016; LaCava, 2008; Maione
& Mirenda, 2006; Sigafoos et al., 2007). The key of the steps is
to individualize the viewing patterns for the learner.

Why is Video Modeling used for the education of the

► Step I.
Troubleshooting if the
Learner is Not Making
Progress

children with ASD?
Video modeling is so effective for children with autism as
they often benefit from visually cued instruction and show
strengths

► Step J.
Fading the Video and
Prompting

in processing visual rather than verbal

information. In addition, video modeling offers a way to
learn through social models without initial face-to face
interactions.
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The Piloting Process of UOM

UOM has distributed newsletter to Regional Directorate of Education of (a) Western Macedonia, (b) Central Macedonia
and of (c) Eastern Macedonia and Thrace.
Furthermore, through the openeclass platform (https:// openeclass.uom.gr/) that is being used for the asynchronous training
at the University of Macedonia the curriculum has been distributed to more than 200 students of the Major “Special
Education” of the undergraduate studies of the Department of Educational and Social Policy.
The piloting process has been implemented as an additional content within the framework of the course “Information
technology IV: Multimedia and distance learning” of the 6th Semester, Major “Special Education” of the Undergraduate
Studies of the Department of Educational and Social Policy.
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EYE ON IT
Today, the new technologies
change

our

perspectives

towards educational practices
and open completely different
doors to experience learning in
virtual platforms.

Virtual Reality (VR) is one of
these technologies as a major
step forward in education. The
technology provides a great

VIRTUAL REALITY RESOURCES
Elements of Innovation
Virtual Reality is one of the most prominent digital
tools which is used for various purposes in different
study areas. As for education, benefiting from
newly emerged innovations always happens lately
compared to different sectors. Yet, priority must be
given to educational practices first and foremost,
because piloting the effectiveness of innovations and
benefiting from strong motivating and engaging factors of
these tools will facilitate the learning processes.

diversity of applications giving
the opportunity to the learners to
experience

a

virtual

environment where they can
learn anything that is difficult in
the real world.

In the virtual reality world, you
can

have

a

sports

coach

showing you how to hold a

Hereby Virtual Reality resources should be tested or used in order to
strengthen the experiential learning of students. In virtual reality applications,
visual objects are used in 3 dimensions. Therefore; in the education programs,
which virtual reality applications used, attracts attention and increases the motivation
about the educational programs. The studies shows us that; virtual reality-based
educational practices, which help to embody the abstract concepts, increased attention span during the
training of the students. In this context, it is also clear that your virtual reality will contribute to the
development of students’ imagination and creativity. The resources which we will develop will be unique
examples of teaching assistive technologies in this particular and enable prospective teachers and other
interested third parties to effectively use the assistive technologies for maximum benefit of students with
ASD.

tennis racket and how to hit the
tennis ball with that racket. You
can hit so many balls flying
towards you in one virtual reality
experience.

Or you can paint authentic 3D
paintings in a virtual reality
setting while you walk around or
even in your painting.

The Use of Virtual Reality in Higher Education
Deep Learning comes into prominence when we consider the higher education and the capacities and
motivations of the learners who attend these institutions. Since learning is defined as “the process whereby
the knowledge is created through the transformation of experience”, some occupation-oriented experiences
are hard to have. Besides, students need to practice as many as they can gain insight and repeat their
applications to excel.
Virtual Reality sparks everyone’s interest as a perfect solution to meet these needs and of course if it can be
integrated into the teaching programmes properly and implemented effectively.
The objective of this project is also to apply VR supported teaching materials during the delivery of the courses.

There are numerous learning
possibilities in the virtual reality
applications and in this report;
we will discuss the use of virtual
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On-Line Meetings
At the third on-line meeting partners decided to continue online meetings and organise the multiplier events in accordance with
the situation of the Covid 19 Pandemic.

The fourth meeting was held on-line by the coordination of
Scuola di Robotica. All partners participated the meeting which
was held September 18, 2020.

The fifth meeting was held on-line by the coordination of
UOM. All partners participated the meeting which was held
December 18, 2020.

The sixth meeting was held on-line by the coordination
of SAN. All partners participated the meeting which was
held January 22, 2021.

The seventh meeting was held on-line by the coordination
of NARA. All partners participated the meeting which was
held March 1, 2021.

The eighth meeting was held on-line by
the coordination of Düzce University. All
partners participated the meeting which
was held June 15, 2021.
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Technology Solutions for Learning of Children with ASD Conference
"Technology Solutions for Learning of Children with Autism Spectrum Disorders Conference" was held by DU on June
02, 2021 in Duzce/ Turkey
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Ablewithtechtools Videos
Ablewithtechtools Video 1 is about Autism Spectrum Disorder.

Video link: https://www.youtube.com/watch?v=l2-dNpZqDno

Ablewithtechtools Video 2 is about Assistive Technologies.

Video link: https://www.youtube.com/watch?v=YlK3DPanFw0

facebook.com/ablewithtechtools
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