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Interaction Design of Somatosensory Games for Autistic Children
Based on the Flow Theory
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ABSTRACT: The paper aims to explore interactive design methods that can improve the user experience of somatosen-
sory games for autistic children, and enhance the user experience of autistic children in rehabilitation training using
somatosensory games. Based on flow theory, the design strategy of somatosensory games for children with autism is sum-
marized through user research. The analytic hierarchy process (AHP) and technique for order preference by similarity to
ideal solution (TOPSIS) are applied to the design of somatosensory games, and the four design strategies, timely feed-
back, pleasant interface performance, effective operation interaction and clear target task, establish the quantitative eval-
uation model of somatosensory game immersion design, and evaluate the designed scheme, select the best scheme and
design deeply. A set of interactive design strategies and evaluation methods for autistic children's somatosensory games
are summarized and applied to the design of somatosensory games for autistic children, thus creating a scientific and ef-
fective immersive game experience, improving the effect of game intervention in rehabilitation training of autistic chil-
dren, and providing a reference for the design of similar products.

KEY WORDS: autistic children; flow theory; analytic hierarchy process; technique for order preference by similarity to
ideal solution; interactive design
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Fig.3 Analytic hierarchy model of autism somatosensory game design
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