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Abstract

I currently study how interactive technology might
support young children in preschool and kindergarten
with inclusive play, or play between children with and
without disabilities. By increasing opportunities for
inclusion in early childhood, children can benefit in a
number of ways; for example, they can develop their
social and emotional skills and learn empathy and
acceptance for children with special needs. Based on
formative qualitative work with children with and

Paste the appropriate copyright/license statement here. ACM now
supports three different publication options:
e ACM copyright: ACM holds the copyright on the work. This is the
historical approach.
e License: The author(s) retain copyright, but ACM receives an
exclusive publication license.
e Open Access: The author(s) wish to pay for the work to be open
access. The additional fee must be paid to ACM.
This text field is large enough to hold the appropriate release statement
assuming it is single-spaced in Verdana 7 point font. Please do not
change the size of this text box.

Each submission will be assigned a unique DOI string to be included here.

without disabilities, I developed my own interactive
tablet-based application that aims to support children
with inclusive play. I then used this application as the
basis for a laboratory study. Now, I am iterating on the
design and will deploy the technology in an inclusive
early childhood classroom. This intervention will allow
me to study the design and the experiences and
interactions it engenders in situ. Overall, I am
interested in equality, equity, and participation in the
early childhood classroom and take a disability studies
perspective to my research. As such, I believe the
Imagining Intersectional Futures: Feminist Approaches
to CSCW workshop will be an excellent venue (1) to
discuss my work and have it critiqued, and (2) to learn
how to better approach this (and my other) research
moving forward using intersectional feminism.
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Introduction

Inclusion is an approach, commonly known within
education, in which individuals with and without
disabilities participate in the same setting. Inclusive



programs for children operate based on the theory that
engaging children with and without disabilities together
is not only socially just but will also positively affect all
children [5]. Children with disabilities benefit from
inclusive programs because they are not being
implicitly told they are different, wrong, abnormal, or
that they do not deserve to have the same experiences
as other children. Typically developing children in
inclusive programs shift their expectations and
assumptions about their peers with disabilities in a
positive direction [5]. These types of beneficial
outcomes “ripple through the community of the
setting,” helping families of children to build inclusive
relationships as well [2, p. 30].

High quality inclusive programs specifically enable
young children to engage in meaningful play together,
as active, pleasurable, and intrinsically motivated
experiences and a medium for learning [2]. Inclusive
play, or play between children with and without
disabilities, benefits all children by providing learning
opportunities that help children to develop empathy
and acceptance, challenge stereotypes, build
meaningful friendships, and practice important social
and play skills [2,5].

As technology becomes a greater part of the early
childhood educational landscape as a tool to provide
equal opportunities and access, enabling children with
different abilities to participate in activities and
experiences [3,4], I have begun to investigate its role
in facilitating and overcoming barriers to inclusive play
in particular. Beyond issues of accessibility toward
matters of equitable, meaningful participation, the goal
of my dissertation work is to utilize an integrative
approach to understand how technology can be

designed to support young children with diverse
abilities with inclusive play.

Based on formative qualitative work with children with
and without disabilities, I developed my own interactive
tablet-based application that aims to support children
with inclusive play. I then used this application as the
basis for a laboratory study. Next, I plan to iterate on
the design and deploy the technology in an inclusive
early childhood classroom as a design intervention. This
will allow me to study the design and the experiences
and interactions it engenders in situ. While I have
looked at my research using a disability study lens, I
am interested in better and more holistically
approaching my work using an intersectional feminist
perspective to (theoretically and methodologically)
consider the participation of all children with diverse
needs and forms of identity in the classroom.

Completed & Current Work

While there has been more CSCW and HCI research
into play among solely typically developing children and
into play among only children with disabilities, there
has been less focus on play among children with mixed
abilities [6]. In my current work, I have focused
specifically on inclusive play among neurotypical and
neurodiverse children, around age four to eight.
Children who are neurodiverse include those with
diverse cognitive, developmental, learning, social,
emotional, and/or behavioral abilities [1].

In my research, I have been exploring what makes
designing for play among neurotypical and
neurodiverse children distinct from designing for play
among children of only one group. I ask: using
technology, how can we balance play interactions



among children with drastically differing needs? How
can we encourage children to communicate through
and beyond technology to help build their relationships
outside of this one particular type of play? How can
interactive technologies encourage children to be more
empathetic and accepting? Finally, what can interactive
technologies do to lower barriers for adults, like
teachers and parents, to set up, monitor, and follow up
on inclusive play with their children?

I have conducted two main investigations thus far in
relation to this work. First, I engaged in formative
qualitative research to understand the current state of
inclusive play. I examined the wants and needs of
children, parents, and teachers who impact inclusive
play by (1) doing 70 hours of design ethnography in an
inclusive kindergarten classroom as a teacher’s
assistant; (2) running three design workshops with
children with diverse needs; and (3) surveying and
interviewing teachers and parents. I then described
how designers might use this understanding to create
technology in this space [6].

Using this formative work, I then iteratively designed
and developed my own interactive, cooperative
photography-based tablet application to examine how
technology can support play interactions between
children with different needs. I used this application,
called Incloodle, as the basis for a mixed-methods
short-term laboratory study to empirically evaluate the
ability of particular interactive design features to
directly facilitate inclusive play [7].

Now, I am currently working on the next stage of this
research, which involves two main parts. First, I am in
the process of iterating on the design of Incloodle, most

importantly such that it is more adjustable to the needs
of children with diverse abilities. The second part
involves a two-month design intervention to study
longer-term use of Incloodle in an inclusive early
childhood classroom. Ultimately, by designing and
studying technology as a mediational means for
collective participation, engagement, play, and learning
among children with diverse abilities and needs in a
classroom context, I hope to make a theoretical
contribution of what it means to design for inclusive
play that expands beyond typical paradigms of
designing technology for children with disabilities.

Expectations & Desires for Workshop

I would appreciate the opportunity to participate in the
Imagining Intersectional Futures: Feminist Approaches
to CSCW workshop because of its relevance to my
current research from an angle into which I have not
delved as extensively as I would like. While I have
participated in workshops about children with
disabilities and about play, and I have learned about
and utilized critical disability studies in my work,
examining my research through an intersectional
feminist lens will allow me to learn about how to more
holistically consider equity, participation, and the
connections between different forms of identity that
children and families have, beyond solely disability
status. Through this workshop, I hope to make
connections with other researchers and designers
whose work can inspire and teach me too. I also
believe I can share the knowledge I have gained from
my particular research approaches and my personal
experiences in the field with diverse children and in
designing and developing my technology with other
workshop attendees.
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