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SYSTEMS, APPARATUS AND METHODS
FOR DELIVERY AND AUGMENTATION OF
BEHAVIOR MODIFICATION THERAPY AND
TEACHING

FIELD OF THE INVENTION

Systems, apparatus and methods provide for delivery and
augmentation of a user’s actions. More particularly, they
provide for the delivery and augmentation of behavior
modification therapy and teaching through an attentive com-
puting platform to enable interaction with therapeutic and or
teaching applications.

BACKGROUND OF THE INVENTION

Autism Spectrum Disorder (ASD) is characterized by
severe and pervasive impairment in several areas of devel-
opment: social interaction, communication and the presence
of stereotyped behavior, interests, and activities. Autism
Spectrum Disorders include Autistic Disorder, Asperger’s
Syndrome, Pervasive Development Disorder Not Otherwise
Specified (PDD-NOS), and Childhood Disintegative Disor-
der. An individual classified as autistic shows delays in the
development of social interaction, verbal and nonverbal
communication and stereotyped behaviors, interests, and
activities. Nonverbal communication represents two-thirds
of all communication and facilitates social interaction.
Examples of non-verbal behaviors in social interaction
include eye contact or gaze, facial expression, gestures, body
language and posturing. Asperger’s Syndrome differs from
other autism spectrum disorders by its relative preservation
of linguistic and cognitive development. It is much like
autism in that those affected may have difficulty picking up
on social cues, body language, and speech pitch and tone,
and they may have difficulty overall with social situations.
Other similarities include dislike of routine changes, fixation
or hyper focus on specific interests, talking a lot and about
only their own interests, and increased sensitivity of one or
more of the five senses. The Center for Disease Control and
Prevention estimates that an average of 1 in 88 children in
the U.S. has ASD.

Although there is no cure, autism is treatable and symp-
toms associated with autism often improve as children start
to acquire language and learn how to communicate their
needs. Early intensive treatment may allow for relatively
normal development in the child and reduce undesirable
behaviors. Applied early and intensively enough, studies
have shown that as many as 50% of autistic children
participating in such programs can be referred back to
normal schooling and education. Available treatments for
autism may include a combination of the following thera-
pies: applied behavior analysis (ABA), structured teaching,
speech and language therapy, social skills therapy, and
occupational therapy. Autism therapies attempt to lessen the
deficits and abnormal behaviors associated with autism and
other autism spectrum disorders (ASD), and to increase the
quality of life and functional independence of autistic indi-
viduals, especially children. Treatment is typically tailored
to the child’s needs. Training and support are also given to
families of those with ASD.

Applied Behavior Analysis (ABA) is a scientifically
proven evidence based approach to treating Autism and has
become widely accepted among health care professionals
and used in many schools and treatment clinics. ABA
encourages positive behaviors and discourages negative
behaviors in order to improve a variety of skills. The child’s
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2

progress is tracked and measured. The gold-standard treat-
ment for autism involves 30 to 40 hours per week of
one-on-one work with a trained therapist.

Despite these evidence based treatment solutions a num-
ber of serious problems remain. First, ABA is very expen-
sive. The recommended number of hours for intensive
behavioral intervention is 25-40 hours per week of one-on-
one therapy for two to three years. In some cases the costs
are fully or partially covered by insurance, schools or state
and federal programs, but in many cases it is not and requires
the caregivers to pay for therapy directly out of pocket.
Second very few people receive the recommended number
of hours, the vast majority receive much less if any. Third,
with the increase in diagnosis, availability of board certified
therapist in metropolitan areas is becoming difficult while in
rural areas it is severely lacking. Fourth, ABA therapists may
be poorly trained or untrained. While top therapists have
embraced naturalistic ABA therapy, flexible approaches to
building emotional engagement, and other child-appropriate
techniques, many ABA therapists are trained only in “dis-
crete trials.” Discrete trials, which involve repeated attempts
to get a child to respond appropriately, are appropriate in
limited circumstances—and certainly not for 40 hours a
week.

Additionally, other motion tracking platforms in the form
of commercially available accelerometer enabled or aug-
mented motion tracking gaming systems, such as the Kinect
system from Microsoft, have been used in a supervised
rehab setting by allowing patients to participate in enter-
tainment programs specific to the gaming platform.

Various attempts have been made to integrate interactive
technologies into a useful tool for aiding in these efforts. For
example, the Lakeside Center for Autism has utilized vari-
ous touch screen technologies to support participation and
learning. The University of Minnesota’s Institute of Child
Development has recently used the Microsoft Kinect motion
detection system to monitor students, to look for signs of
unusual behavior that might suggest potential ASD. Yet
other vision based activity recognition and monitoring sys-
tems have been proposed for guided virtual rehabilitation.
See, e.g. Dariush et al. US published patent application US
2011/0054870, hereby incorporated by reference. The sys-
tem follows the sequence of providing instructions for
guided movement, capture of the subject’s movement, track-
ing the movements on an Avatar, calculation of biomechani-
cal quantities, and providing feedback to the patient.

Despite these prior efforts and suggestions, no compre-
hensive or fully effective system has been proposed previ-
ously. The systems, apparatus and methods of the present
inventions seek to remedy some or all of the shortcomings
of the prior systems.

BRIEF SUMMARY OF THE INVENTION

The inventions provide for a system, apparatus and meth-
ods for providing a lesson to a user of the system. The lesson
may be a behavioral lesson or a teaching lesson, such as
where knowledge or skill is being imparted to the user. In
one aspect, the inventions include a sensor apparatus, the
sensor apparatus generating an output indicative of a user’s
actions. Memory is provided for storing an individual user
profile including at least a plan and a display. A processor
and associated storage comprising a computing platform to
generate user feedback such as by the following steps. First,
selecting an application lesson based at least in part on the
individual user profile, the application lesson adapted to
elicit a desired user response. Second, generating an appli-
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cation lesson display for presentation to the user to elicit the
selected user response. Third, displaying the application
lesson to the user. Fourth, comparing the user response via
the output from the user tracking apparatus with the desired
user response. Fifth, perform feedback analysis to determine
the effect of the lesson. Sixth, generating a second display
for presentation to the User to elicit the selected user
behavior.

In one application, this system, apparatus and method is
adapted for the delivery and augmentation of behavior
modification therapy through an attentive computing plat-
form that detects a user’s physical actions, gestures, body
orientation, eye-gaze direction, facial expressions, level of
engagement, both verbal and non-verbal responses, physi-
ological measurements such as heart rate and respiration rate
for the purpose of enabling interaction with therapeutic
applications and or teaching applications. Behavior modifi-
cation therapy is used to teach individuals with develop-
mental disabilities, behaviors, skills and educational lessons
they demonstrate deficiencies in. An incorporated software
platform provides access to specially designed, therapeutic
applications geared toward teaching and developing neces-
sary behaviors and skills. Behaviors and skills taught
include, but are not limited to: receptive language, expres-
sive language (mands, tacts, intraverbals, etc.), echoics,
nonverbal communication skills (joint attention, eye-con-
tact, facial expression, body language) social skills, motor
imitation, self-help skills, etc.

A standard developmental assessment and or treatment
plan identifies deficiencies in behaviors, skills and education
as compared to typically developed individuals. Once the
behaviors, skills and educational lessons that need to be
taught are identified, those behaviors are dissected into
smaller lessons and incorporated into a therapy application,
allowing for easier learning and tracking of progress. The
user is allowed multiple opportunities to practice such skills
through the system-delivered therapy applications and
games.

Based on a preference assessment and the individual’s
likes, the software platform can deliver a plurality of games,
visual and audio media, visual and verbal praise and pre-
ferred activities on the platform to be used as positive
reinforcement to motivate continuation of the therapeutic
lesson and upon completion of a therapeutic lesson.

In conjunction with the software, the system uses a sensor
suite preferably including, but not limited to, motion track-
ing sensors, active infrared sensors, facial feature recogni-
tion, eye tracking, voice recognition and wearable body
sensors to register a user’s response and provide pertinent
feedback and instruction.

The feedback and instructional cues will be referred to as
prompting. Prompts are specific cues to the individual user
intended to elicit a particular correct response. Prompts
serve to strengthen the association between a particular
instruction, event, or circumstance and the desired response
and are intended to ensure a correct response. The type and
level of prompting needed, is determined by user need and
preference as some individuals will respond more positively
to a particular type of prompting. Software algorithms can
track which prompting method is more effective for the user
by measuring and tracking, but not limited to: reaction rate,
response time, heart rate variability, engagement levels,
emotional status, and time to skill acquisition. Using the
same measuring and tracking algorithms as above the sys-
tem also adaptively adjust to the learning rate of the user and
either decrease or increase prompting to the user as the user
improves or begins new lessons too quickly. The system
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tracks progress being made and will adaptively remove and
fade the prompts until the user has mastered the criteria
provided and no prompting is required. This is presented to
the user through a computer system or gaming platform and
a display device.

The sensor suite and software algorithms will also track
the uses attentive status and engagement levels by measur-
ing and tracking, but not limited to: body orientation, eye
gaze direction, vocal responses, response time, and heart rate
variability. If the system detects a loss in attention or
engagement it may provide any combination of vocal
prompts, visual prompts and intermittent introduction of the
positive reinforcement to regain the user’s attention thereby
redirecting and providing continuation of the therapeutic
lesson.

The system can track progress on multiple behaviors and
skills as they are mastered and subsequently chain these
together into more complex behaviors and skills, which are
then practiced in a therapy application targeting the more
complicated behavior or skill. Behavior chains are effective
procedures for teaching children with autism a variety of
multi-step skills, including self-help activities, vocational
skills, and communication. The system will also reintroduce
mastered skills and lessons to ensure retention and mainte-
nance of that skill or lesson.

The system optionally can identify individual users based
on physical attributes via facial and voice recognition even
when multiple users are using the system simultaneously.
Depending on the therapy or teaching module, self-repre-
sentation of the user on the display device may take the form
of but not limited to a mirror image of themselves, a more
abstract representation such as an outline or shadow or an
avatar representation of that is controlled by each individual.

During social therapy lessons the system can prompt and
teach subtle nonverbal cues of human interaction and skills
for effective verbal and nonverbal communication. To facili-
tate the teaching of social behaviors and skills, it may
accommodate multiple users concurrently, either locally or
remotely in any combination, allowing for therapist and
caregivers to he active participants in some of the therapy
applications regardless of location. Remote therapy func-
tionality can be used within an active therapy lesson or
separately as a remote face to face consultation between
individuals. These multi-user scenarios can occur via a
user-controlled avatar or live video of the individual. This
remote participation will also allow for a social network of
approved participants to participate in therapy sessions when
remote participation facilitates therapy goals. This social
networking component will also allow for information
exchange and sharing of therapeutic techniques, creating a
virtual community of users targeting specific behavioral
goals. This community can have interactions and informa-
tion exchanges such as: caregiver-to-caregiver or caregiver-
to-therapist or therapist-to-developmental delayed indi-
vidual. This virtual community will allow for dissemination
of information as well as interaction with individuals outside
the core care group, further educating caregivers and thera-
pists about treatment and providing the developmentally
delayed individual more opportunities to safely interact both
socially and therapeutically with others.

The platform allows integration of real world objects that
can he identified by the sensor suite; further augmenting and
promoting generalization of skills learned within the system
and expanding them to real world usage. An exemplar of this
would be once a receptive language lesson of object iden-
tification is mastered on the software platform the system
would request the user find that object in the physical world
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and hold it to be identified by the sensor suite. Another
exemplar would be the inclusion of PECS (Picture Exchange
Communication System) which uses pictures instead of
words to help children communicate. The PECS picture
cards or other type of flash cards would be identified by the
sensor suite held up. The system would also be able to
identify visual schedules which are a set of pictures that
communicates a series of activities or the steps of a specific
activity. Visual schedules are meant to help children under-
stand and manage the daily events in their lives. The system
could both display the schedule as well as identify when an
element of the schedule is held by the child and either
initiate a specific action or lesson by the system or identify
an action as completed.

All progress data is tracked, sent and stored into a
centralized database, accessible via a portal to the caregiver
and therapist to review as well as for data analysis and
continued customization of lessons. Because of the system’s
ability to record different response characteristics the system
will also allow for more precise measurement of a user’s
behavior and skills automating the progress tracking of such
behaviors by a therapist or caregiver. The system will also
allow for video recording of behaviors for a therapist to
perform a functional behavioral analysis. Video of the user
is cached on system memory so if the antecedent to a
specific behavior needs to be reviewed to understand what
caused such behavior, a therapist or caregiver can request
that the system tracks that behavior or skill and have video
prior to the behavior to review for further analysis.

The system will also provide lessons and appropriate
intervention techniques for therapist and caregiver training
that coincide with the lessons that the developmentally
delayed individual is learning. The lessons and training will
allow the therapist and caregiver to learn and practice
techniques to enhance their child’s social-communication
skills and learning. If the lessons or skills being taught to the
child are social in nature the system will guide the caregiver
or therapist with appropriate intervention techniques.
Behaviors and skills the system could guide the teaching of
include but are not limited to: social engagement, turn-
taking, language, imitation and play skills.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is a schematic and functional block diagram of the
system and apparatus, for performing the methods herein.

FIG. 2 is an exemplary image display and contextual
setting of a single-user scenario.

FIG. 3 is an exemplary image display and contextual
setting of a local multi-user scenario.

FIG. 4 is an exemplary image display and contextual
setting of a remote multi-user scenatio.

DETAILED DESCRIPTION OF THE
INVENTION

FIG. 1 provides a block schematic and functional over-
view of key components of the system. The system consists
of several key components. It will be appreciated by those
skilled in the art that the functionalities identified here may
be achieve by any form of computer hardware and software,
and that the placement of a particular element in the Figure
is not limiting in terms of implementation. Interconnection
of the various functionalities and components may be by any
form of communication system or network 90.

A user 10 interacts with the system and apparatus
described herein. The system includes a sensor platform 20.
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Preferably, the components of the sensor system include
both visual sensing and audio sensing. Various types of
visual sensing may be utilized. For example, a high resolu-
tion camera 22, such as a full color Red Green Blue (RGB)
camera, may be used. Optionally, a motion capture camera
24, such as a still frame camera or freeze frame camera may
be used. For certain applications, a precise motion sensing
device 26 may be used. Sound sensing is optionally utilized,
such as via a microphone, more preferably a microphone
array 28, preferably adapted for voice recognition. Any form
of additional sensors may be utilized consistent with the
goals and objectives of this invention, such as wearable
sensors 30, e.g., motion detection sensors, gyroscope sen-
sors, balance sensors, etc. Various additional sensors 32 may
be employed. Various sensor systems, such as motion track-
ing systems, may include motion tracking hardware, motion
tracking software, a camera system, a microphone array and
additional sensors. Systems known to those skilled in the art
include the Kinect system from Microsoft, the PrimeSense
platform, or a system of one or more cameras coupled with
motion tracking software. The motion tracking apparatus
may either be with or without a depth sensor. The depth
sensor preferably consists of an array of cameras and struc-
tured light that is able to image and assess the environment
and discreet objects within three-dimensional space within
its field of view. Objects within that field of view can be
assigned a depth and size that can be forwarded to software
algorithms for the purposes of enabling automatic identifi-
cation based upon pre-existing algorithms. In addition to
measuring depth, the depth sensor is also equipped with a
video camera and microphone array to enable video record-
ing and voice/sound recognition.

A display 40 interfaces with the user 10, A standard
display in the form of a computer monitor, television,
projector or virtual reality head mounted display can be used
to view the output from the clinical software platform and
the depth sensors. Optionally, a display showing three
dimensional (3D) images may be utilized to provide a more
realistic appearance, such as of the avatar. Touch screen
capability may be included. The display 40 preferably
includes audio output capabilities. System computer 42
serves to coordinate and process the various functions
described herein. The user 10 interfaces with the overall
system in a closed loop manner via the sensor platform 20
as input of user 10 information, which is processed as
described herein, and an output is provided back to the user
10 via the display 40. The display 40 may display a graphical
user interface to permit user interaction with the system. For
certain applications, particularly for autism related applica-
tions, it may be preferable to have a system that does not
require the user 10 to interact with the display or other input
device, but rather, operate in a natural way such as would be
the case when interacting between two humans. Towards
that end, users 10 may interact with the system using either
voice navigation and/or motion gestures which can be
tracked with the depth sensor, or other analysis software
designed to determine the user’s desire.

The output of the various sensors 20 is analyzed for
response characteristics, such as at decision block 44. Any
form response characteristic 46 may be discerned. These
include, but are not limited to: body orientation, eye gaze
direction, facial expression, such as smiling, physical action,
such as jumping, touching and or holding, verbal response,
non-verbal response (such as pointing) and vocal response.
While optionally based on the various responses identified
previously, an attention monitoring module 48 is identified
as a status or state of the user 10.
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An individual user profile 50 is provided and stored in
memory. The individual user profile 50 may be input via a
user of the system who is providing the lesson, therapy or
instruction, or may be generated by the system based upon
information obtained from databases or other observations
via the sensor platform 20. A developmental assessment
profile 52 identifies the status of a particular user of the
system, identifying capabilities, strengths and weakness,
problematic behaviors, important skills lacking, and prefer-
ences. A treatment plan 54 is defined. Progress data 56 is
stored on an individual user basis. An appropriate target skill
is selected 58 and the application is started. Optionally, the
target skill or task may be subdivided into smaller tasks.

A platform 60 provides analysis of the sensed data. A
feedback module 62 collectively analyzes the various input
data to determine the output to provide to the user, based on
the various factors and methods described herein. An appli-
cation 64, such as a teaching application or behavioral
therapy application studio, provides for various modes of
interaction with the user 10. A teaching module, also
referred to as a prompt or prompting module, selects the
mode or modes of interaction. For example, the teaching or
prompting may include one or more of the following:
modeling, gestural, positional, visual and verbal. Prompting
is a planned teaching strategy. In one aspect, the system
identities specific cues to the individual that elicits a par-
ticular correct response. A reinforcement module 66 selects
and presents a positive reinforcement. Modes of reinforce-
ment vary based on the user and application. Examples
include gesture games, or forms of visual content, such as
characters, avatars, or the like. Optionally, a target skills
database, such as a teachable information or skills database
or target behaviors and skills database is provided. As skills
are learned, more skills may be joined or chained together
into more complex behavior.

A personalization module 80 is preferably included, so as
to personalize or tailor the application, teaching or therapy
to the user 10. The user need 82 may be an identified area
to be taught or a behavioral lesson selected based on user
need. Optionally, a preference selection based on the user 84
may be employed. Prompting or teaching may be based on
the user’s learning rate 86.

FIG. 2 is an exemplary image display and contextual
setting of a single-user scenario. The user 110 is located
within the field of the sensor unit 120, and receives infor-
mation on the display 140. A user image 112 may he
displayed on the display 140. The image may be a realistic
dynamic photographic image, typically a mirror image.
Optionally, the image may be displayed within a mirror type
frame. Alternately, the image may be abstract, such as an
outline or silhouette. Alternately, the image may be an
avatar, either chosen by the user or by the system. Option-
ally, the display may depict objects with which the user 110
may appear to interact. Additional images 114, such as of a
teacher or therapist, may be displayed. Structures 116 in the
physical world may be detected and displayed on the display
140.

FIGS. 3 and 4 show multi-user scenarios. The system has
common components to FIG. 2, and are similarly numbered.
The images of a first user 110 and a second user 110" may be
displayed on the display 140. In the case of FIG. 3, both
users are within the field of a single sensor 120. In the case
of FIG. 4, the users are separated, typically at locations
remote from one another, and are within fields of different
sensors, a first sensor 120 and a second sensor 120'. The
forms of images may be as described in connection with
FIG. 2, above.
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All publications and patents cited in this specification are
herein incorporated by reference as if each individual pub-
lication or patent application were specifically and individu-
ally indicated to he incorporated by reference. Although the
foregoing invention has been described in some detail by
way of illustration and example for purposes of clarity and
understanding, it may be readily apparent to those of ordi-
nary skill in the art in light of the teachings of this invention
that certain changes and modifications may be made thereto
without departing from the spirit or scope of the following
claims.

What is claimed:

1. A system for providing a lesson to a user with an autism
spectrum disorder to teach communication skills or behav-
iors, comprising:

a sensor apparatus, the sensor apparatus generating an
output indicative of a user’s actions, the sensor appa-
ratus including a visual sensor having a field of view
directed toward the user and comprising a depth sensor
operative to image and assess discreet objects, picture
cards, or structures within a three-dimensional space
with which the user appears to interact within the field
of view, the sensor apparatus operative to assign a
depth and size to the object, picture card, or structure,
the sensor apparatus further including a motion track-
ing sensor, facial feature recognition, eye tracking, and
voice recognition,

memory for storing an individual user profile including at
least a developmental assessment profile, a treatment
plan, and progress data,

an image display, and

a processor and associated storage comprising a comput-
ing platform in communication with the sensor appa-
ratus, the memory, and the image display, the comput-
ing platform including:

(i) a personalization module in communication with the
individual user profile and operative to identify a
communication skill or behavioral lesson based on
user need,

(ii) a feedback module, and

(ii1) a prompting module in communication with the
feedback module and the personalization module,
and operative to select modes of interaction includ-
ing modeling, gestural, positional, visual, and verbal
modes of interaction;

the computing platform operative to generate user feed-
back and reinforcement of a communication behavior
or skill by:

(a) selecting an application lesson based at least in part
on (1) the developmental assessment profile and (2)
application of the personalization module to custom-
ize the lesson based at least in part on a user’s
preference stored in the individual user profile, the
application lesson adapted to elicit a desired user
response to teach verbal and non-verbal communi-
cation skills or behaviors,

(b) generating a display of an application lesson for
presentation to the user to elicit the desired user
response, the application lesson including picture
cards having pictures thereon for communication,

(c) displaying the application lesson to the user on the
image display, including requesting the user to find
one of the picture cards having a picture thereon for
communication, and to hold the picture card to be
identified;
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(d) receiving from the sensor apparatus a user response,
the user response including holding the picture card
for imaging by the sensor apparatus,

(e) analyzing at the feedback module the user response
to identify the picture on the picture card and to
discern response characteristics of the user, includ-
ing the user’s eye gaze direction, facial expression,
body orientation, verbal response, and response time,

(Dcomparing the user response with the desired user
response, including identifying the picture on the
picture card held by the user,

¢) performing feedback analysis to determine the
effect of the lesson, including determining the user’s
attentive status and initiating a specific action or
lesson in response to identification of the picture on
the picture card held by the user,

(h) generating a prompt to regain the user’s attention,

(1) generating a second display on the image display for
presentation to the user to elicit the desired user
response; and

(j) tracking which prompting method is more effective
for the user by measuring and tracking reaction rate,
response time, engagement level, emotional state
and time to skill acquisition.

2. The system for providing a lesson to a user of the
system of claim 1 wherein the lesson is a behavioral lesson
or a teaching lesson.

3. The system for providing a lesson to a user of the
system of claim 1 wherein the individual user profile further
includes a teaching plan.

4. The system for providing a lesson to a user of the
system of claim 1 wherein the sensor apparatus includes
sound sensing including a microphone or microphone array
adapted for voice recognition.

5. The system for providing a lesson to a user of the
system of claim 1 wherein the personalization module
utilizes the user’s learning rate in part to generate the lesson.

6. The system for providing a lesson to a user of the
system of claim 1 further including an attention monitoring
module.

7. The system for providing a lesson to a user of the
system of claim 1 further including a social networking
module.

8. The system for providing a lesson to a user of the
system of claim 1 further including a reinforcement module
operative to select and present a positive mode of reinforce-
ment including a gesture game, visual content, audio con-
tent, verbal praise, and a preferred activity.

9. The system for providing a lesson to a user of the
system of claim 1 further including a response characteris-
tics module.

10. The system for providing a lesson to a user of the
system of claim 1, wherein the depth sensor comprises an
array of cameras.

11. The system for providing a lesson to a user of the
system of claim 10, wherein the depth sensor further com-
prises structured light.

12. The system for providing a lesson to a user of the
system of claim 1, wherein the sensor apparatus includes a
motion tracking apparatus, the motion tracking apparatus
including the depth sensor, and the motion tracking appa-
ratus is operative to track motion gestures of the user.

13. The system of claim 1, wherein the computing plat-
form is further operative to generate user feedback and
reinforcement of a behavior or skill by tracking progress
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made by the user and adaptively removing and fading
prompts until the user has mastered a skill or behavior and
no prompting is required.

14. The system of claim 1, wherein:

the sensor apparatus further includes a wearable body
sensor;

step (e) further comprises analyzing at the feedback
module heart rate variability of the user; and

step (j) further comprises measuring and tracking heart
rate variability.

15. The system of claim 1, wherein the computing plat-
form further includes a database of target behaviors and
skills including receptive language, expressive language,
echoics, nonverbal communication, and motor imitation.

16. The system of claim 1, wherein the computing plat-
form is further operative to generate user feedback and
reinforcement of a behavior or skill by:

(k) adaptively adjusting to a learning rate of the user by
decreasing or increasing prompting to the user as the
user improves or begins a new lesson too quickly.

17. A system for providing a lesson to a user with an
autism spectrum disorder to teach communication skills or
behaviors, comprising:

a sensor apparatus, the sensor apparatus generating an
output indicative of a user’s actions, the sensor appa-
ratus including a visual sensor having a field of view
directed toward the user and comprising a depth sensor
operative to image and assess discreet objects, picture
cards, or structures within a three-dimensional space
with which the user appears to interact within the field
of view, the sensor apparatus operative to assign a
depth and size to the object, picture card, or structure,

memory for storing an individual user profile including at
least a developmental assessment profile, a treatment
plan, and progress data;

an image display; and

a processor and associated storage comprising a comput-
ing platform in communication with the sensor appa-
ratus, the memory, and the image display, the comput-
ing platform including:

(i) a personalization module in communication with the
individual user profile and operative to identify a
communication skill or behavioral lesson based on
user need,

(ii) a feedback module, and

(ii1) a database of target communication behaviors and
skills including receptive language, expressive lan-
guage, echoics, nonverbal communication, and
motor imitation;

the computing platform operative to generate user feed-
back and reinforcement of a communication behavior
or skill by:

(a) selecting an application lesson based at least in part
on (1) the developmental assessment profile and (2)
application of the personalization module to custom-
ize the lesson based at least in part on a user’s
preference stored in the individual user profile, the
application lesson adapted to elicit a desired user
response to teach verbal and non-verbal communi-
cation skills or behaviors selected from the database
of target communication behaviors and skills,

(b) generating a display of an application lesson for
presentation to the user to elicit the desired user
response, the application lesson including a visual
schedule comprising a set of pictures that commu-
nicate a series of activities or steps of an activity,
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(¢) displaying the application lesson to the user on the
image display, including requesting the user to per-
form an activity or step from the visual schedule,

(d) receiving from the sensor apparatus a user response,
the user response including holding a picture element
identifying the activity or step of the visual schedule
for imaging by the sensor apparatus,

(e) comparing the user response via the output from the
sensor apparatus with the desired user response,
including identifying the activity or step on the
picture element of the visual schedule held by the
user,

(D) performing feedback analysis to determine the effect
of the lesson, including initiating a specific action or

lesson in response to identification of the activity or 5

step on the picture element of the visual schedule
held by the user,

(2) generating a second display on the image display
for presentation to the user to elicit the desired user
response;

12

(h) tracking progress in multiple behaviors and skills as
mastered by the user;

(i) chaining mastered behaviors and skills together into
a more complex behavior or skill from the series of
activities or steps of an activity of the visual sched-
ule; and

(j) displaying the more complex behavior or skill to the
user, including requesting the user to perform a
further activity or step from the visual schedule.

18. The system of claim 17, further including a reinforce-

ment module operative to select and present a positive mode
of reinforcement including a gesture game, visual content,
audio content, verbal praise, and a preferred activity.

19. The system of claim 17, further including:

(j) reintroducing a mastered skill, behavior, or lesson to
the user.
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