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TIPS Project: Innovating Education for Autism Spectrum Disorder (ASD) 

with Digital Tools 

 

The Teaching Interaction Procedure (TIP) has long been recognized as a systematic and effective approach 

for teaching social skills to individuals diagnosed with Autism Spectrum Disorder (ASD). Originating in 

1974, it has undergone rigorous empirical evaluation, consistently demonstrating its efficacy in enhancing 

targeted social skills among participants with ASD. Building on this foundation, the TIPS project emerges 

as a pioneering initiative aimed at leveraging innovative digital tools to enhance further the life skills of 

children with autism and their families. With a focus on early intervention and skill development, TIPS 

endeavours to empower both adult educational trainers and parents of children with ASD. 

At the core of the TIPS project are two distinct digital tools: a digital game and interactive comics, both 

designed to align with the evidence-based TIP procedure. The digital game, resembling a classic turn-based 

board game akin to "Snakes and ladders," offers a dynamic platform for social skill development. Through 

interactive questions and decision-making scenarios, players navigate simulated social situations, receiving 

immediate feedback on their choices. Importantly, the game provides a safe space for players to explore 

and learn from both positive and negative outcomes, mirroring real-life experiences within a secure 

environment. 

Complementing the digital game, interactive comics serve as invaluable resources for parents implementing 

the TIP procedure with their children. Similar to social stories, these comics present scenarios relevant to 

the curriculum's identified social skills. By integrating elements of gamification and storytelling, TIPS aims 

to foster intrinsic motivation in both individuals with ASD and their caregivers, facilitating engaging and 

meaningful learning experiences. Furthermore, a user-centred design approach underpins the development 

of these digital resources, ensuring accessibility across various devices and platforms while enhancing 

usability and overall user experience. 

As the TIPS project approaches its conclusion, it heralds a significant milestone in autism education and 

intervention. Through multiplier events across partner countries, the project seeks to disseminate its 

findings and resources widely, promoting awareness and adoption within the ASD community. With the 

presentation of the digital game, interactive comics, and the project's online platform at the forefront, these 

events serve as catalysts for continued innovation and collaboration in the field. By harnessing the power 

of technology and evidence-based strategies, TIPS not only enriches the lives of individuals with ASD but 

also empowers educators and parents to cultivate essential life skills in their children, fostering a brighter 

future for all. 

 


