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This article shines a light on various engaging activities designed to help children with autism develop essential social skills. It emphasizes the effectiveness of strategies such as: Emotion Charades Board games Role-playing scenarios Technology-assisted applications These approaches not only promote interpersonal development but also nurture
communication, emotional recognition, and teamwork among participants. As parents, understanding these strategies can be a vital step in supporting your child's growth and fostering meaningful connections. Introduction In a world where social skills are essential for both personal and professional success, children with autism encounter distinct
challenges as they navigate social interactions. Thankfully, innovative approaches such as: community gardening role-playing scenarios engaging games like Emotion Charades present promising pathways for development. This article delves into a variety of effective strategies and tools crafted to enhance social skills in children with autism,
underscoring the vital role of community support, interactive learning, and tailored interventions. By exploring recent research and practical applications, it highlights how these methods not only nurture essential skills but also cultivate a sense of belonging and confidence among young learners. ASD Media is dedicated to enhancing the
implementation of ABA therapy by offering valuable insights and strategies that tackle challenges and improve outcomes. Their mission revolves around empowering parents and professionals to unlock the potential of youth with autism and ADHD. By providing a wealth of resources and support, ASD Media fosters a vibrant community where
individuals can share experiences and learn from one another. This cooperative environment is particularly crucial for developing interpersonal abilities through social skills activities for autism, which significantly impact the lives of children on the autism spectrum. Research indicates that early intervention, such as introducing augmentative and
alternative communication by 12 months, greatly enhances communication skills—essential for effective interpersonal development. Through their initiatives, ASD Media not only champions effective ABA therapy practices but also underscores the transformative power of community support in nurturing social skills activities for autism development.
Moreover, ASD Media acknowledges the necessity of practical advice for parents, exemplified in the case study titled 'A Beginner's Guide to Autism Potty Training Success,' which offers strategies for navigating developmental milestones. The apricoott team notes that 'ABA therapy can be a fulfilling profession for individuals who appreciate engaging
with youth and creating a positive influence on their lives,' highlighting the professional commitment to this field. As we look toward 2025, the evolving trends in ABA therapy for autism emphasize the need for comprehensive support systems. ASD Media remains devoted to showcasing successful community projects that promote social skills
activities for autism, ensuring families have access to the resources they need. Emotion Charades: A Fun Game to Enhance Emotional Recognition Emotion Charades is a delightful game that invites children to express various emotions through acting, while their friends guess what they are portraying. This interactive experience not only makes
learning fun but also significantly boosts emotional recognition skills. By using visual cues and expressive body language, children learn to identify and articulate their feelings, a crucial step in nurturing empathy and social awareness. Recent research, including a study by Huang in 2023 with four participants aged 4 to 5, underscores the
effectiveness of games like Emotion Charades in enhancing emotional intelligence among children with autism. The findings reveal that such activities can lead to remarkable improvements in emotional recognition abilities. Experts in youth psychology emphasize the importance of games in developing empathy, as they encourage children to step into
others' shoes and understand diverse emotional experiences. The application of Emotion Charades in autism treatment has shown promising results, with many therapists reporting enhanced emotional skills in their clients. Specific case studies focusing on social skills activities for autism, particularly the use of charades for emotional recognition in
children, demonstrate that this approach not only aids in skill development but also fosters a sense of community and teamwork among participants. The structured nature of the game allows for continuous practice, reinforcing positive educational outcomes. Data indicates that engaging in charades can lead to significant advancements in emotional
recognition among youth, making it a valuable tool in therapeutic settings. This careful selection process ensures that the review is grounded in relevant and high-quality studies, bolstering the credibility of the conclusions regarding the effectiveness of serious games in developing interpersonal skills. Board Games: Encouraging Interaction and Turn-
Taking Skills Board games can serve as excellent social skills activities for autism, fostering interaction among children. Games like 'Candy Land' and 'Connect Four' not only require players to wait for their turn, but also encourage meaningful conversations, enhancing interpersonal skills. Recent research highlights the importance of these activities
in helping children grasp the nuances of interactive play, promoting collaboration and patience. In fact, a study examining behaviors in both collaborative and competitive settings reveals that board games can significantly support the development of interpersonal skills. Additionally, statistics show that challenges in Executive Functioning—skills like
planning, organization, and attention—can be addressed through these engaging activities. Teachers have noted that collaborative board games create a nurturing environment, particularly in preschool settings, where learning to take turns is crucial for social growth. The Selcuklu Cognitive Education Program has demonstrated impressive
improvements in children’s cognitive and interpersonal skills, underscoring the effectiveness of structured play in therapeutic contexts. As Bengu Turkoglu stated, "In conclusion, EBGTP, which was given to 40 fourth graders in primary school, was found to have a considerably positive impact on the interpersonal development of youngsters." As
young individuals navigate the rules and dynamics of board games, they cultivate essential skills that enhance their overall interpersonal competence. This makes social skills activities for autism vital for fostering relationship-building in autism therapy. Consider incorporating board games into your child's routine to support their social development
and create joyful moments together. Role-Playing Scenarios: Practicing Real-Life Social Interactions Role-playing scenarios are essential social skills activities for autism that help children with autism navigate various interactions, such as greeting peers or ordering food at a restaurant. Participating in social skills activities for autism enables young
individuals to practice appropriate reactions and behaviors, fostering confidence and enhancing their interpersonal skills. Research indicates that recording these role-plays enables children to visually review their interactions, significantly boosting self-awareness and understanding of social exchanges. Moreover, integrating sensory-based activities
into role-playing heightens engagement, making the learning experience even more impactful. A blended approach that combines both online and in-person role-playing formats caters to individual comfort levels and preferences, offering distinct benefits and challenges. For instance, online formats may provide a more relaxed environment for some
children, while face-to-face sessions can enhance real-world interaction skills. This flexibility can lead to a more holistic development experience in social skills activities for autism training. As Ruben Kesherim wisely observes, "By integrating role-playing into interpersonal skills training, parents can assist their offspring in developing the
communication and interaction abilities essential to succeed in various situations." Through practicing these scenarios, young individuals become adept at handling everyday interpersonal situations, paving the way for richer interactions and deeper relationships. Social Stories: Guiding Children Through Social Situations Tailored narratives serve as a
powerful tool to illustrate interpersonal situations and the expected behaviors within them. These stories can address a variety of scenarios, such as making friends or resolving conflicts. By engaging with these narratives, young individuals gain valuable insights into handling interpersonal exchanges more effectively. This method is especially
beneficial for children with autism, as it simplifies complex cues into manageable segments through social skills activities for autism. Recent research underscores the significant impact of narrative techniques on communication abilities in children with autism. For instance, a study released in 2023 revealed that 75% of teachers observed enhanced
interactions among students after incorporating narratives into their classrooms. Additionally, the Picture Exchange Communication System (PECS) complements these narrative stories, further enhancing communication by allowing individuals to express their needs more clearly. Experts highlight the transformative power of narratives in teaching
interpersonal skills. Dr. Carol Gray, the creator of Social Stories, emphasizes their effectiveness, stating, "The beauty of Social Stories lies in their ability to assist young individuals in understanding and adapting their behavior and emotions in different interpersonal situations." This approach not only aids in grasping societal norms but also empowers
youngsters to navigate interpersonal situations with greater confidence. As we look ahead to 2025, the use of narrative techniques continues to evolve, with practitioners increasingly recognizing their role in autism therapy. Successful case studies illustrate that young individuals who participate in social skills activities for autism, such as engaging
with social stories, demonstrate marked improvements in their ability to interpret social cues and respond appropriately, ultimately fostering their social skills development. This information remains relevant, as the article was originally published on March 1, 2018. We encourage parents and caregivers to explore these resources and share their
experiences, as together we can support our children’s growth and understanding. Hula Hoop Boundaries: Teaching Personal Space Awareness The Hula Hoop Boundaries activity serves as a valuable resource for educating young individuals about the importance of personal space. In this engaging exercise, each participant stands inside their own
hula hoop, which visually represents their personal space. As they navigate their surroundings, they learn to respect the boundaries of others, fostering an understanding of interpersonal dynamics and the significance of comfort levels in interactions. This activity not only enhances awareness of personal boundaries but also encourages youngsters to
be mindful of their surroundings, nurturing respectful and empathetic interactions with peers. Recent studies highlight the essential role of personal boundaries in developing interpersonal skills. Youth who grasp these concepts are often better equipped to manage their interactions. For instance, a study involving 32 participants contributes to the
broader understanding of interpersonal dynamics in youth with developmental differences, underscoring the importance of personal space awareness. As psychologist Scott Bellini observes, "However, if the young person is monitoring his own behavior, he can assess it," emphasizing the significance of self-awareness in interpersonal interactions. By
incorporating social skills activities for autism into therapy programs, caregivers and professionals can significantly enhance interpersonal abilities and overall interactions for youth with autism. Additionally, the case study titled 'Future Directions for Research on Personal Space in ASD' calls for further exploration of personal space regulation,
reinforcing the need for effective interventions like the Hula Hoop Boundaries activity. This approach not only supports the development of vital skills but also fosters a nurturing environment for all young individuals. Community Gardening: Fostering Teamwork and Social Interaction Community gardening serves as a nurturing space where young
people can come together to plant and care for a garden, fostering their interpersonal skills in a meaningful way. This enriching activity encourages collaboration, as young individuals learn to communicate effectively and work together towards shared goals. Through the act of gardening, they discover the importance of sharing responsibilities,
celebrating collective successes, and learning valuable lessons from one another, all within a supportive environment. Recent research highlights the positive impact of community gardening on children's social connections. Participants report stronger community bonds and greater levels of civic involvement compared to their non-gardening peers.
For instance, Soga et al. (2017) found that gardeners had mean community cohesion scores 1.57 points higher than those who do not garden. Furthermore, case studies like 'Community Gardens and Neighborhood Cohesion' illustrate successful gardening projects that not only foster collaboration but also strengthen neighborhood ties, showcasing
the profound effects these initiatives have on communal capital. Educators have observed that these collaborative experiences are vital in nurturing essential interpersonal abilities. As such, community gardening emerges as a significant resource for social skills activities for autism therapy today. By participating in social skills activities for autism,
young people not only cultivate gardens but also grow their connections with one another and their communities. If you're a parent or educator, consider exploring local community gardening opportunities that can enrich the lives of the children you support. Improv Stories: Boosting Creativity and Conversational Skills Improv stories offer a
wonderful opportunity for young ones to craft spontaneous narratives based on prompts, nurturing their creativity while also enhancing their conversational skills in a supportive environment. This engaging activity not only promotes self-expression but also fosters active listening and adaptability—essential elements of effective communication.
Recent research reveals that participation in improv significantly boosts socialization, with 76% of participants noting improved interactions. Moreover, over half of the participants expressed greater appreciation for others when they felt confident in their scene partner, highlighting the importance of trust in the connections formed through social
skills activities for autism, suggesting that improv can serve as a valuable tool for socialization and community building. Research indicates that children involved in improvisation activities develop the ability to think quickly and respond effectively, mirroring real-life conversational scenarios. As young individuals engage in these creative stories, they
develop confidence and a sense of belonging, both of which are essential for improving their overall social skills, particularly through social skills activities for autism. Creswell notes that the study aligns with the key characteristics of qualitative research, taking place in a natural setting, which further attests to the effectiveness of these activities.
Additionally, the dual role of the teacher educator as both an improviser and a teacher underscores the significance of skilled facilitation in achieving positive learning outcomes. As parents, consider exploring these enriching activities for your children, fostering their growth and connection with others. Decision-Making Games: Enhancing Critical
Thinking in Social Settings Decision-making games provide young individuals with relatable scenarios that encourage them to choose among various options, such as 'What would you do if...?' These engaging activities are designed to foster critical thinking and help children understand how their choices affect their interactions with others. By
participating in these games, kids not only build confidence in navigating interpersonal situations but also develop the skills necessary for making wise decisions. Recent research indicates that involvement in decision-making games significantly enhances emotion regulation, which is essential for developing interpersonal skills. Case studies further
highlight the effectiveness of these games in educational settings, showcasing their potential to inspire young minds and facilitate practical knowledge application. However, it's crucial to acknowledge that while video games can enhance learning by making it enjoyable, excessive gaming may lead to negative behaviors, including addiction and
attention issues. Incorporating decision-making scenarios into social skills activities for autism can create a vibrant learning atmosphere that promotes critical thinking and interpersonal competence, ultimately leading to more successful interactions in daily life. To maximize the benefits of these games, a collaborative approach involving educators,
parents, and policymakers can ensure they are implemented effectively to support youth development. Together, we can nurture a generation equipped with the skills to thrive in their relationships and communities. Social Skills Apps: Utilizing Technology for Interactive Learning Social skills activities for autism serve as vibrant platforms that
empower young individuals to practice and enhance their social abilities through interactive learning. These applications often include games, quizzes, and scenarios that replicate real-life interactions, allowing children to engage in a fun and supportive environment. By harnessing the power of technology, young learners can progress at their own
pace and receive timely feedback, significantly enriching their learning experience. Notable applications like 'Proloquo2Go' and 'Choiceworks' are specifically designed to bolster communication and interpersonal skills, making them invaluable resources in the developmental journey of children. Recent research, including the BITs-SST studies
involving 138 participants and interventions lasting from 8 to 12 weeks, indicates that social skills activities for autism, such as these technology-assisted programs, have shown promising results in enhancing interpersonal abilities among children with autism. A meta-analysis revealed considerable variability in effect sizes across different studies,
with a heterogeneity statistic of 59.14 (p < 0.01), underscoring the potential of tailored technological solutions in fostering the development of interpersonal skills. Furthermore, as highlighted by Luis C. Soles-Nuiez, 'the use of a video game significantly enhanced interpersonal abilities,' providing credible support for the effectiveness of interactive
applications. Additionally, the Individualized Social Stories Intervention case study presents another effective strategy for improving interpersonal skills, offering a broader perspective on interventions available alongside these applications. The SRS-2's internal consistency, ranging from 0.94 to 0.96, reinforces the reliability of assessments related to
social skills development, adding depth to the conversation on measuring outcomes. This comprehensive overview lays the groundwork for more effective practices in autism treatment, inviting parents to explore these resources for their children’s growth. Conclusion Innovative strategies for enhancing social skills in children with autism offer a
compassionate approach to addressing their unique challenges. Consider community gardening, which fosters teamwork and social interaction, or engaging games like Emotion Charades that help develop emotional recognition. Each method plays a significant role in skill-building. Role-playing scenarios and social stories empower children by
simulating real-life interactions and simplifying complex social cues, respectively. Activities like Hula Hoop Boundaries teach personal space awareness, creating a supportive learning environment. The integration of technology through social skills apps represents a modern and effective avenue for interactive learning. These applications not only
provide children with a safe space to practice but also offer immediate feedback, enhancing their developmental journey. Across various studies, evidence consistently underscores the importance of community support and tailored interventions in fostering social competence and confidence among young learners. Ultimately, the collective impact of
these diverse strategies highlights the critical role of creativity, collaboration, and contextual learning in social skills development for children with autism. By embracing these innovative approaches, caregivers and educators can create a nurturing environment that empowers children to thrive socially. This paves the way for meaningful interactions
and a sense of belonging in their communities. The ongoing commitment to exploring and implementing these methods will continue to foster growth and connection for children on the autism spectrum. Frequently Asked Questions What is the mission of ASD Media? ASD Media is dedicated to enhancing the implementation of ABA therapy by
empowering parents and professionals to unlock the potential of youth with autism and ADHD through valuable insights, strategies, and community support. How does ASD Media support social skills development for children with autism? ASD Media fosters a community where individuals can share experiences and learn from one another,
particularly focusing on social skills activities that significantly impact the lives of children on the autism spectrum. What role does early intervention play in communication skills development? Research indicates that early intervention, such as introducing augmentative and alternative communication by 12 months, greatly enhances communication
skills, which are essential for effective interpersonal development. What resources does ASD Media provide for parents? ASD Media offers practical advice for parents, including case studies like 'A Beginner's Guide to Autism Potty Training Success,' which provides strategies for navigating developmental milestones. What is the significance of
Emotion Charades in autism therapy? Emotion Charades is a game that helps children express and recognize emotions through acting, significantly boosting emotional recognition skills and nurturing empathy and social awareness. What evidence supports the effectiveness of games like Emotion Charades? Recent research, including a study by
Huang in 2023, shows that games like Emotion Charades can lead to remarkable improvements in emotional recognition abilities among children with autism. How do board games contribute to social skills development in children with autism? Board games foster interaction and require players to wait for their turn, encouraging meaningful
conversations and enhancing interpersonal skills, which are vital for social growth. What have studies shown about the impact of board games on children's cognitive and interpersonal skills? Studies indicate that board games can significantly support the development of interpersonal skills and address challenges in Executive Functioning, promoting
collaboration and patience among children. How can parents incorporate these activities into their child's routine? Parents are encouraged to consider incorporating board games and interactive games like Emotion Charades into their child's routine to support social development and create joyful moments together. This article shines a light on
various engaging activities designed to help children with autism develop essential social skills. It emphasizes the effectiveness of strategies such as: Emotion Charades Board games Role-playing scenarios Technology-assisted applications These approaches not only promote interpersonal development but also nurture communication, emotional
recognition, and teamwork among participants. As parents, understanding these strategies can be a vital step in supporting your child's growth and fostering meaningful connections. Introduction In a world where social skills are essential for both personal and professional success, children with autism encounter distinct challenges as they navigate
social interactions. Thankfully, innovative approaches such as: community gardening role-playing scenarios engaging games like Emotion Charades present promising pathways for development. This article delves into a variety of effective strategies and tools crafted to enhance social skills in children with autism, underscoring the vital role of
community support, interactive learning, and tailored interventions. By exploring recent research and practical applications, it highlights how these methods not only nurture essential skills but also cultivate a sense of belonging and confidence among young learners. ASD Media is dedicated to enhancing the implementation of ABA therapy by
offering valuable insights and strategies that tackle challenges and improve outcomes. Their mission revolves around empowering parents and professionals to unlock the potential of youth with autism and ADHD. By providing a wealth of resources and support, ASD Media fosters a vibrant community where individuals can share experiences and
learn from one another. This cooperative environment is particularly crucial for developing interpersonal abilities through social skills activities for autism, which significantly impact the lives of children on the autism spectrum. Research indicates that early intervention, such as introducing augmentative and alternative communication by 12 months,
greatly enhances communication skills—essential for effective interpersonal development. Through their initiatives, ASD Media not only champions effective ABA therapy practices but also underscores the transformative power of community support in nurturing social skills activities for autism development. Moreover, ASD Media acknowledges the
necessity of practical advice for parents, exemplified in the case study titled 'A Beginner's Guide to Autism Potty Training Success,' which offers strategies for navigating developmental milestones. The apricoott team notes that 'ABA therapy can be a fulfilling profession for individuals who appreciate engaging with youth and creating a positive
influence on their lives,' highlighting the professional commitment to this field. As we look toward 2025, the evolving trends in ABA therapy for autism emphasize the need for comprehensive support systems. ASD Media remains devoted to showcasing successful community projects that promote social skills activities for autism, ensuring families
have access to the resources they need. Emotion Charades: A Fun Game to Enhance Emotional Recognition Emotion Charades is a delightful game that invites children to express various emotions through acting, while their friends guess what they are portraying. This interactive experience not only makes learning fun but also significantly boosts
emotional recognition skills. By using visual cues and expressive body language, children learn to identify and articulate their feelings, a crucial step in nurturing empathy and social awareness. Recent research, including a study by Huang in 2023 with four participants aged 4 to 5, underscores the effectiveness of games like Emotion Charades in
enhancing emotional intelligence among children with autism. The findings reveal that such activities can lead to remarkable improvements in emotional recognition abilities. Experts in youth psychology emphasize the importance of games in developing empathy, as they encourage children to step into others' shoes and understand diverse emotional
experiences. The application of Emotion Charades in autism treatment has shown promising results, with many therapists reporting enhanced emotional skills in their clients. Specific case studies focusing on social skills activities for autism, particularly the use of charades for emotional recognition in children, demonstrate that this approach not only
aids in skill development but also fosters a sense of community and teamwork among participants. The structured nature of the game allows for continuous practice, reinforcing positive educational outcomes. Data indicates that engaging in charades can lead to significant advancements in emotional recognition among youth, making it a valuable tool
in therapeutic settings. This careful selection process ensures that the review is grounded in relevant and high-quality studies, bolstering the credibility of the conclusions regarding the effectiveness of serious games in developing interpersonal skills. Board Games: Encouraging Interaction and Turn-Taking Skills Board games can serve as excellent
social skills activities for autism, fostering interaction among children. Games like 'Candy Land' and 'Connect Four' not only require players to wait for their turn, but also encourage meaningful conversations, enhancing interpersonal skills. Recent research highlights the importance of these activities in helping children grasp the nuances of
interactive play, promoting collaboration and patience. In fact, a study examining behaviors in both collaborative and competitive settings reveals that board games can significantly support the development of interpersonal skills. Additionally, statistics show that challenges in Executive Functioning—skills like planning, organization, and attention—
can be addressed through these engaging activities. Teachers have noted that collaborative board games create a nurturing environment, particularly in preschool settings, where learning to take turns is crucial for social growth. The Selcuklu Cognitive Education Program has demonstrated impressive improvements in children’s cognitive and
interpersonal skills, underscoring the effectiveness of structured play in therapeutic contexts. As Bengi Tirkoglu stated, "In conclusion, EBGTP, which was given to 40 fourth graders in primary school, was found to have a considerably positive impact on the interpersonal development of youngsters." As young individuals navigate the rules and
dynamics of board games, they cultivate essential skills that enhance their overall interpersonal competence. This makes social skills activities for autism vital for fostering relationship-building in autism therapy. Consider incorporating board games into your child's routine to support their social development and create joyful moments together. Role-
Playing Scenarios: Practicing Real-Life Social Interactions Role-playing scenarios are essential social skills activities for autism that help children with autism navigate various interactions, such as greeting peers or ordering food at a restaurant. Participating in social skills activities for autism enables young individuals to practice appropriate
reactions and behaviors, fostering confidence and enhancing their interpersonal skills. Research indicates that recording these role-plays enables children to visually review their interactions, significantly boosting self-awareness and understanding of social exchanges. Moreover, integrating sensory-based activities into role-playing heightens
engagement, making the learning experience even more impactful. A blended approach that combines both online and in-person role-playing formats caters to individual comfort levels and preferences, offering distinct benefits and challenges. For instance, online formats may provide a more relaxed environment for some children, while face-to-face
sessions can enhance real-world interaction skills. This flexibility can lead to a more holistic development experience in social skills activities for autism training. As Ruben Kesherim wisely observes, "By integrating role-playing into interpersonal skills training, parents can assist their offspring in developing the communication and interaction abilities
essential to succeed in various situations." Through practicing these scenarios, young individuals become adept at handling everyday interpersonal situations, paving the way for richer interactions and deeper relationships. Social Stories: Guiding Children Through Social Situations Tailored narratives serve as a powerful tool to illustrate interpersonal
situations and the expected behaviors within them. These stories can address a variety of scenarios, such as making friends or resolving conflicts. By engaging with these narratives, young individuals gain valuable insights into handling interpersonal exchanges more effectively. This method is especially beneficial for children with autism, as it
simplifies complex cues into manageable segments through social skills activities for autism. Recent research underscores the significant impact of narrative techniques on communication abilities in children with autism. For instance, a study released in 2023 revealed that 75% of teachers observed enhanced interactions among students after
incorporating narratives into their classrooms. Additionally, the Picture Exchange Communication System (PECS) complements these narrative stories, further enhancing communication by allowing individuals to express their needs more clearly. Experts highlight the transformative power of narratives in teaching interpersonal skills. Dr. Carol Gray,
the creator of Social Stories, emphasizes their effectiveness, stating, "The beauty of Social Stories lies in their ability to assist young individuals in understanding and adapting their behavior and emotions in different interpersonal situations." This approach not only aids in grasping societal norms but also empowers youngsters to navigate
interpersonal situations with greater confidence. As we look ahead to 2025, the use of narrative techniques continues to evolve, with practitioners increasingly recognizing their role in autism therapy. Successful case studies illustrate that young individuals who participate in social skills activities for autism, such as engaging with social stories,
demonstrate marked improvements in their ability to interpret social cues and respond appropriately, ultimately fostering their social skills development. This information remains relevant, as the article was originally published on March 1, 2018. We encourage parents and caregivers to explore these resources and share their experiences, as
together we can support our children’s growth and understanding. Hula Hoop Boundaries: Teaching Personal Space Awareness The Hula Hoop Boundaries activity serves as a valuable resource for educating young individuals about the importance of personal space. In this engaging exercise, each participant stands inside their own hula hoop, which
visually represents their personal space. As they navigate their surroundings, they learn to respect the boundaries of others, fostering an understanding of interpersonal dynamics and the significance of comfort levels in interactions. This activity not only enhances awareness of personal boundaries but also encourages youngsters to be mindful of
their surroundings, nurturing respectful and empathetic interactions with peers. Recent studies highlight the essential role of personal boundaries in developing interpersonal skills. Youth who grasp these concepts are often better equipped to manage their interactions. For instance, a study involving 32 participants contributes to the broader
understanding of interpersonal dynamics in youth with developmental differences, underscoring the importance of personal space awareness. As psychologist Scott Bellini observes, "However, if the young person is monitoring his own behavior, he can assess it," emphasizing the significance of self-awareness in interpersonal interactions. By
incorporating social skills activities for autism into therapy programs, caregivers and professionals can significantly enhance interpersonal abilities and overall interactions for youth with autism. Additionally, the case study titled 'Future Directions for Research on Personal Space in ASD' calls for further exploration of personal space regulation,
reinforcing the need for effective interventions like the Hula Hoop Boundaries activity. This approach not only supports the development of vital skills but also fosters a nurturing environment for all young individuals. Community Gardening: Fostering Teamwork and Social Interaction Community gardening serves as a nurturing space where young
people can come together to plant and care for a garden, fostering their interpersonal skills in a meaningful way. This enriching activity encourages collaboration, as young individuals learn to communicate effectively and work together towards shared goals. Through the act of gardening, they discover the importance of sharing responsibilities,
celebrating collective successes, and learning valuable lessons from one another, all within a supportive environment. Recent research highlights the positive impact of community gardening on children's social connections. Participants report stronger community bonds and greater levels of civic involvement compared to their non-gardening peers.
For instance, Soga et al. (2017) found that gardeners had mean community cohesion scores 1.57 points higher than those who do not garden. Furthermore, case studies like 'Community Gardens and Neighborhood Cohesion' illustrate successful gardening projects that not only foster collaboration but also strengthen neighborhood ties, showcasing
the profound effects these initiatives have on communal capital. Educators have observed that these collaborative experiences are vital in nurturing essential interpersonal abilities. As such, community gardening emerges as a significant resource for social skills activities for autism therapy today. By participating in social skills activities for autism,
young people not only cultivate gardens but also grow their connections with one another and their communities. If you're a parent or educator, consider exploring local community gardening opportunities that can enrich the lives of the children you support. Improv Stories: Boosting Creativity and Conversational Skills Improv stories offer a
wonderful opportunity for young ones to craft spontaneous narratives based on prompts, nurturing their creativity while also enhancing their conversational skills in a supportive environment. This engaging activity not only promotes self-expression but also fosters active listening and adaptability—essential elements of effective communication.
Recent research reveals that participation in improv significantly boosts socialization, with 76% of participants noting improved interactions. Moreover, over half of the participants expressed greater appreciation for others when they felt confident in their scene partner, highlighting the importance of trust in the connections formed through social
skills activities for autism, suggesting that improv can serve as a valuable tool for socialization and community building. Research indicates that children involved in improvisation activities develop the ability to think quickly and respond effectively, mirroring real-life conversational scenarios. As young individuals engage in these creative stories, they
develop confidence and a sense of belonging, both of which are essential for improving their overall social skills, particularly through social skills activities for autism. Creswell notes that the study aligns with the key characteristics of qualitative research, taking place in a natural setting, which further attests to the effectiveness of these activities.
Additionally, the dual role of the teacher educator as both an improviser and a teacher underscores the significance of skilled facilitation in achieving positive learning outcomes. As parents, consider exploring these enriching activities for your children, fostering their growth and connection with others. Decision-Making Games: Enhancing Critical
Thinking in Social Settings Decision-making games provide young individuals with relatable scenarios that encourage them to choose among various options, such as 'What would you do if...?' These engaging activities are designed to foster critical thinking and help children understand how their choices affect their interactions with others. By
participating in these games, kids not only build confidence in navigating interpersonal situations but also develop the skills necessary for making wise decisions. Recent research indicates that involvement in decision-making games significantly enhances emotion regulation, which is essential for developing interpersonal skills. Case studies further
highlight the effectiveness of these games in educational settings, showcasing their potential to inspire young minds and facilitate practical knowledge application. However, it's crucial to acknowledge that while video games can enhance learning by making it enjoyable, excessive gaming may lead to negative behaviors, including addiction and
attention issues. Incorporating decision-making scenarios into social skills activities for autism can create a vibrant learning atmosphere that promotes critical thinking and interpersonal competence, ultimately leading to more successful interactions in daily life. To maximize the benefits of these games, a collaborative approach involving educators,
parents, and policymakers can ensure they are implemented effectively to support youth development. Together, we can nurture a generation equipped with the skills to thrive in their relationships and communities. Social Skills Apps: Utilizing Technology for Interactive Learning Social skills activities for autism serve as vibrant platforms that
empower young individuals to practice and enhance their social abilities through interactive learning. These applications often include games, quizzes, and scenarios that replicate real-life interactions, allowing children to engage in a fun and supportive environment. By harnessing the power of technology, young learners can progress at their own
pace and receive timely feedback, significantly enriching their learning experience. Notable applications like 'Proloquo2Go' and 'Choiceworks' are specifically designed to bolster communication and interpersonal skills, making them invaluable resources in the developmental journey of children. Recent research, including the BITs-SST studies
involving 138 participants and interventions lasting from 8 to 12 weeks, indicates that social skills activities for autism, such as these technology-assisted programs, have shown promising results in enhancing interpersonal abilities among children with autism. A meta-analysis revealed considerable variability in effect sizes across different studies,
with a heterogeneity statistic of 59.14 (p < 0.01), underscoring the potential of tailored technological solutions in fostering the development of interpersonal skills. Furthermore, as highlighted by Luis C. Soles-Nunez, 'the use of a video game significantly enhanced interpersonal abilities,' providing credible support for the effectiveness of interactive
applications. Additionally, the Individualized Social Stories Intervention case study presents another effective strategy for improving interpersonal skills, offering a broader perspective on interventions available alongside these applications. The SRS-2's internal consistency, ranging from 0.94 to 0.96, reinforces the reliability of assessments related to
social skills development, adding depth to the conversation on measuring outcomes. This comprehensive overview lays the groundwork for more effective practices in autism treatment, inviting parents to explore these resources for their children’s growth. Conclusion Innovative strategies for enhancing social skills in children with autism offer a
compassionate approach to addressing their unique challenges. Consider community gardening, which fosters teamwork and social interaction, or engaging games like Emotion Charades that help develop emotional recognition. Each method plays a significant role in skill-building. Role-playing scenarios and social stories empower children by
simulating real-life interactions and simplifying complex social cues, respectively. Activities like Hula Hoop Boundaries teach personal space awareness, creating a supportive learning environment. The integration of technology through social skills apps represents a modern and effective avenue for interactive learning. These applications not only
provide children with a safe space to practice but also offer immediate feedback, enhancing their developmental journey. Across various studies, evidence consistently underscores the importance of community support and tailored interventions in fostering social competence and confidence among young learners. Ultimately, the collective impact of
these diverse strategies highlights the critical role of creativity, collaboration, and contextual learning in social skills development for children with autism. By embracing these innovative approaches, caregivers and educators can create a nurturing environment that empowers children to thrive socially. This paves the way for meaningful interactions
and a sense of belonging in their communities. The ongoing commitment to exploring and implementing these methods will continue to foster growth and connection for children on the autism spectrum. Frequently Asked Questions What is the mission of ASD Media? ASD Media is dedicated to enhancing the implementation of ABA therapy by
empowering parents and professionals to unlock the potential of youth with autism and ADHD through valuable insights, strategies, and community support. How does ASD Media support social skills development for children with autism? ASD Media fosters a community where individuals can share experiences and learn from one another,
particularly focusing on social skills activities that significantly impact the lives of children on the autism spectrum. What role does early intervention play in communication skills development? Research indicates that early intervention, such as introducing augmentative and alternative communication by 12 months, greatly enhances communication
skills, which are essential for effective interpersonal development. What resources does ASD Media provide for parents? ASD Media offers practical advice for parents, including case studies like 'A Beginner's Guide to Autism Potty Training Success,' which provides strategies for navigating developmental milestones. What is the significance of
Emotion Charades in autism therapy? Emotion Charades is a game that helps children express and recognize emotions through acting, significantly boosting emotional recognition skills and nurturing empathy and social awareness. What evidence supports the effectiveness of games like Emotion Charades? Recent research, including a study by
Huang in 2023, shows that games like Emotion Charades can lead to remarkable improvements in emotional recognition abilities among children with autism. How do board games contribute to social skills development in children with autism? Board games foster interaction and require players to wait for their turn, encouraging meaningful
conversations and enhancing interpersonal skills, which are vital for social growth. What have studies shown about the impact of board games on children's cognitive and interpersonal skills? Studies indicate that board games can significantly support the development of interpersonal skills and address challenges in Executive Functioning, promoting
collaboration and patience among children. How can parents incorporate these activities into their child's routine? Parents are encouraged to consider incorporating board games and interactive games like Emotion Charades into their child's routine to support social development and create joyful moments together. As a library, NLM provides access
to scientific literature. Inclusion in an NLM database does not imply endorsement of, or agreement with, the contents by NLM or the National Institutes of Health. Learn more: PMC Disclaimer | PMC Copyright Notice Social skills training (SST) for autism spectrum disorder (ASD) has traditionally focused on face-to-face (F2F-SST) interventions.
Recently, Behavioral Intervention Technologies (BITs-SST) have been utilized to target social skills deficits using computer-based programs, avatars, and therapeutic robots. The present meta-analysis reviews recent evidence and compares the efficacy of 14 F2F-SST and four identified BITs-SST intervention trials for youth with ASD. These
preliminary analyses did not indicate significant differences between F2F-SST and BITs-SST, with effect sizes consistently in the medium to high range (g =0.81 and g = 0.93, respectively). These findings provide initial support for the continued investigation of BITs for providing SST to youth with ASD. Keywords: Autism spectrum disorder, Social
skills training, Face-to-face, Behavior intervention technologies, Meta-analysis Social skills training (SST) is one of the most common interventions to help address social deficits in individuals with autism spectrum disorder (Interactive Autism Network Research Findings 2011). Traditional SST teaches children with ASD to interact with their peers by
providing face-to-face, in vivo instruction on conversation, friendship, and problem-solving skills. Programs aiming to improve social skills rely primarily on child-facilitator interaction and the need for trained facilitators is one of the primary barriers to treatment (Gordon-Lipkin et al. 2016). Novel methods of SST delivery include the use of Behavioral
Intervention Technologies (BITs), technology-based interventions aimed at producing positive behavioral and psychological changes (Mohr et al. 2013) as either an adjunct to or a replacement for face-to-face interventions. Limited information is available regarding how these programs perform compared to traditional face-to-face social skills training
(F2F-SST). The goal of the present research is to use meta-analytic methods to compare preliminary evidence for BITs social skills training (BITs-SST) to F2F-SST. F2F-SST groups provide a structured environment to learn and practice social skills with peers (e.g., Laugeson et al. 2009). Previous meta-analyses and systematic reviews found that
traditional F2F-SST can be effective in improving social competence and friendship quality and decreasing loneliness (Bellini et al. 2007; Gates et al. 2017; Matson et al. 2007; Reichow et al. 2012; Spain and Blainey 2015; White et al. 2007). While research suggests that F2F-SST improves social deficits in children with ASD with effect sizes in the
medium range (ES = 0.47-0.51; Gates et al. 2017; Reichow et al. 2012), some systematic reviews have critiqued the empirical support of SST for individuals with ASD due to the absence of large-scale group studies (Cappadocia and Weiss 2011; Matson et al. 2007; Rao et al. 2008). There are a number of barriers to accessing F2F-SST for families with
children and adolescents with ASD. F2F treatments require a clinician, transportation, and time-intensive training. Difficulties in accessibility are exacerbated by a national shortage of providers for ASD services, a problem which disproportionately impacts minorities and individuals of lower socioeconomic status (Gordon-Lipkin et al. 2016; Liptak et
al. 2008; Magana et al. 2013; Thomas et al. 2007). Technology can potentially alleviate financial stress by increasing access to treatment at more convenient times and for a lower cost (Horlin et al. 2014). Technology may help mitigate barriers to accessing comprehensive ASD services as an alternative or adjunct treatment for families who are
uninsured or under-insured (Young et al. 2009). Remote access to treatment may also provide a practical solution for parents with financial difficulties or those who cannot afford to miss work to attend treatment sessions. Finally, technology for delivering treatments has become increasingly important during the COVID-19 pandemic, as social
distancing requirements have restricted the opportunity for in-person therapeutic interactions. In recent years, BITs have been used to teach social skills to children and adolescents with ASD (Hopkins et al. 2011; Rice et al. 2015; Thomeer et al. 2015; Wieckowski and White 2017; Yun et al. 2017). Social skills training delivered by BITs relies
primarily on child-technology interactions (e.g., engaging with a smartphone application game, reading material, pointing and clicking on interactive features) to teach desired social behaviors, and typically employ at least some human support to monitor participants (Wieckowski and White 2017). Research suggests that BITs-SST decreases social
deficits in children with ASD, with effect sizes in the trivial to the large range (ES = 0.29-1.0; Hopkins et al. 2011; Rice, Wall, Fogel, & Shic, 2015; Thomeer et al. 2015; Yun et al. 2017). Some possible advantages of BITs-SST include the reduction of anxiety caused by social interactions, the ability to have minimal distractions, the opportunity to utilize
multiple virtual contexts to practice a variety of socials skills, and the ability to reduce instructor fatigue (Strickland 1996; Parsons and Mitchell 2002; Wieckowski and White 2017). While there have been concerns that gains may not be generalized to in-person social settings (Latash 1998) or may promote social avoidance (Wieckowski and White
2017), two comprehensive reviews reported that the interactive nature of BITs provides flexible and realistic role-play scenarios, allows participants to practice social skills in a safe setting, and supports generalizability (Parsons and Mitchell 2002; Wieckowski and White 2017). There are also barriers to developing and delivering BITs for SST. The
cost of developing BITs-SST may be expensive due to the programming costs or require various levels of human support, thus increasing the cost (Schueller et al. 2017; Wieckowski and White 2017). Although BITs-SST have the potential to deliver wide-scale interventions (Diehl et al. 2012; Ploog et al. 2013; Reed et al. 2011; Wieckowski and White
2017), research to date has largely been comprised of pilot studies and few large-scale, randomized controlled trials (RCTs). Many of these studies have also contained methodological weaknesses, such as small sample sizes, and lack of standardized assessment measure and follow-up measurement (Ploog et al. 2013; Reed et al. 2011). Thus, cross-
trial comparisons and the generalizability of the outcomes are limited, and BITs-SST demand additional research. To our knowledge, no systematic comparison of F2F-SST and BITs-SST using meta-analytic methods has yet been published. The aim of this study is to conduct a meta-analysis comparing RCTs of F2F-SST and BITs-SST interventions for
children and adolescents with ASD to compare their efficacy. Studies were selected using an electronic database search conducted in July of 2020. An “all text” comprehensive electronic database search was conducted from APA PsycINFO and MEDLINE databases using the following search terms: social* AND (skills or training or intervention) AND
(child* OR presch* OR pre-sch* OR toddler* OR youth OR teen* OR adolescen*) AND (autis* OR ASD OR asperger* OR PDD*) AND (RCT OR random* control* trial) AND (SSRS or Social Social Skills Rating System or SSIS or Social Skills Improvement System or SRS or SRS-2 or Social Responsiveness Scale). A second search in “all text” was
conducted of the Cochrane and EMBASE databases using the same search terms listed above. Neither search was not restricted to a certain date range in an effort to result in the most comprehensive body of literature to analyze; the search of PsycINFO and MEDLINE produced studies from 2013 to 2020 and the search in the Cochrane and EMBASE
databases produced studies from 2016 to 2020. A third and final ancillary search conducted on Google Scholar resulted in 3 more studies added. Details can be found in Appendix Table 3. Search terms and databases EMBASE and Cochrane social* AND (skills or training or intervention) AND (child* OR presch* OR pre-sch* OR toddler* OR youth OR
teen* OR adolescen*) AND (autis* OR ASD OR asperger* OR PDD*) AND (RCT OR random* control* trial) AND (SSRS or Social Social Skills Rating System or SSIS or Social Skills Improvement System or SRS or SRS-2 or Social Responsiveness Scale) PsycINFO and Medline social* AND (skills or training or intervention) AND (child* OR presch* OR
pre-sch* OR toddler* OR youth OR teen* OR adolescen*) AND (autis* OR ASD OR asperger* OR PDD*) AND (RCT OR random* control* trial) AND (SSRS or Social Social Skills Rating System or SSIS or Social Skills Improvement System or SRS or SRS-2 or Social Responsiveness Scale) Due to the study aims, the search was restricted to include only
child and adolescent participants; the final study pool included participants aged 3 to 19 years old. These searches yielded an initial pool of 783 articles (77 from the Cochrane/EMBASE search, 703 from the PsycINFO and MEDLINE search, and three from ancillary searches; Fig. 1). A total of 172 duplicate studies were removed between the three
searches. Next, the title and abstract of each article were examined and 516 studies were removed based on the inclusion and exclusion criteria of the present study (see below). This resulted in a pool of 92 studies screened for potential inclusion. Of these, 19 were not RCTs, 18 were not SSTs, 10 did not include the target outcome measures, 10 more
were duplicates, seven were not full-length articles (e.g., posters), three were focused on adults, two were not focused on a population with ASD, one provided insufficient data, and one did not include a waitlist control or treatment-as-usual group as comparison (e.g., compared two interventions). The final review included 18 relevant RCTs: 14 F2F
and 4 BITs studies. One study included more than one independent group; thus, the final analysis included 19 different observed comparisons published between 2009 and 2020. PRISMA Flow Diagram of Data Acquisition Studies were considered for inclusion in this meta-analysis based on the following criteria: (1) participant age (between 3 and

19 years old), (2) formal diagnosis of ASD, (3) social skills training intervention, (4) one of the four following social skills measures as a primary outcome measure (either the Social Responsiveness Scale (SRS), Social Responsiveness Scale-Second Edition (SRS-2), Social Skills Rating System (SSRS), or Social Skills Improvement System (SSIS)), and (5)
study was an RCT. Studies including participants between the ages of three and 19 who had a DSM-IV or DSM-5 diagnosis of ASD or a related diagnosis (e.g., high-functioning ASD, Asperger’s syndrome, pervasive developmental disorder [PDD], and pervasive developmental disorder-not otherwise specified [PDD-NOS]) by a licensed professional were
included in the analysis. This study includes individuals on the autism spectrum, including both high- and low-functioning ASD. Studies that included ASD and comorbid diagnoses (e.g., intellectual disability [ID]) were included if the target of the intervention was related to the treatment of social skills in children with ASD. Studies were excluded if the
target of the intervention was a disorder other than ASD (e.g., a study on Fragile X or ID that included some participants with comorbid ASD) or was not related to the development of social skills (e.g., anxiety, depression). The present meta-analysis focuses on psychosocial skills training, and thus, studies were required to include an intervention
intended to improve the social skills of participants based on the SRS, SRS-2, SSRS, or the SSIS as a primary outcome measure of social skills. Studies were only included if they used parent-report forms of the measures. While some studies included self- and collateral-reports (i.e., parent and teacher), the use of collateral reports was less consistent
in the literature than parent reports. Therefore, any studies that only utilized self- or teacher-report results were excluded. Studies in which the main treatment approach was medical (e.g., medication) were also excluded in an effort to isolate the effects of social skills training (SST) on the social skills of individuals with ASD. Studies were included if
participants were taking medication that was not altered directly before or during the intervention and was not part of the intervention. Only RCTs were included; case studies, literature reviews, and qualitative studies were excluded from the analysis. An article was considered a F2F-SST study when the intervention was implemented in-person (often
in group settings) without the use of electronic interventions. An article was considered a BITs-SST study when the intervention was implemented through interactive technological means (e.g., computer-based, tablets, applications). Passive use of technology such as viewing video clips to supplement SST was not considered BITs-SST because of the
lack of interactive technology use. The 18 studies included in this meta-analysis were evaluated using the Revised Cochrane Risk-of-Bias Tool for Randomized Trials (Sterne et al. 2019) method for determining study quality. The studies were evaluated to determine if they meet risk-of-bias standards in five domains: (1) the randomization process, (2)
deviations from the intended interventions (effect of assignment to intervention), (3) missing outcome data, (4) measurement of the outcome, and (5) selection of the reported result. These domains were rated individually and studies were categorized as Low, Some, or High Risk-of-Bias. No studies fell into the High Risk-of-Bias category. Two blinded,
independent raters evaluated the methodological quality of each article (ES and KB). Raters determined the level of risk of bias for each article and assigned a score of 0 (low), 1 (some), or 2 (high). Interrater reliability was analyzed in Statistical Package for the Social Sciences (SPSS) version 23.0 (IBM Corporation 2015), and a kappa coefficient was
derived from the independent ratings. A pretest-posttest-control group design (PPC; Morris 2008) was conducted using Comprehensive Meta-Analysis Version 3.3.07 (Borenstein et al. 2014). The PPC design evaluates the pretest and posttest assessment value across groups of participants who received SST or participated in a control condition. This
allows for researchers to evaluate the overall change in comparison to a non-treatment group. For the overall effect, a version of the standardized mean difference of group differences in the change between pre- and post-assessments was calculated using a corrected inverse-variance weighted effect size (Hedges’ g; Hedges and Olkin 1985). Effects
were standardized by the change score standard deviation. Where possible, pre/posttest means, standard deviations, and sample sizes were included for each group. These were gathered from direct report in the study results. Standard deviations were derived from confidence intervals where they were not available in the article (Choque Olsson et al.
2017). Where different subgroups were present, pooled data were provided (Dekker et al. 2019). In studies where there were two observed groups that were evaluated with independent, matched control groups (i.e., Hopkins et al. 2011), the observed groups were analyzed independently rather than pooled based on statistical recommendations
(Borenstein et al. 2009) and designs used in previous meta-analyses (Cuijpers et al. 2009; Andersson and Cuijpers 2009). Two studies (Matthews et al. 2018; Vernon et al. 2018) included more than one of the selected measures for social skills (i.e., SRS and SSIS). For these studies, the grand mean was utilized in order to derive a single overall effect
for each sample. Mean effect sizes were calculated using the statistical software, accounting for the test-retest performance of each measure. One article (Yun et al. 2017) did not include information for the posttest standard deviation, thus necessitating the use of change statistics (F-value) and sample size. Additionally, another article (Matthews et
al. 2018) did not include posttest mean or standard deviation for the control group; therefore, the mean change and standard deviation difference in each group was used. In addition to means, standard deviations, and sample size, pre- and post-SRS test correlations were used in order to account for change due to measurement reliability (Hunter and
Schmidt 2004). These values were derived from information regarding test-retest performance resulting in values of 0.74, 0.88, 0.87, and 0.84 for the SRS, SRS-2, SSRS, and SSIS, respectively (SRS, McConachie et al. 2015; SRS-2, Constantino and Gruber 2012; SSRS, Gresham and Elliot 1990; SSIS, Gresham et al. 2010). Several types of outcome
measures exist which specifically detect changes in social functioning as a result of treatment. Two of the most widely used (Bolte et al. 2008; Epp 2008; White et al. 2007, 2015) measures for assessing social skills are the Social Responsiveness Scale (SRS; Constantino and Gruber 2005; updated to the SRS-2) and Social Skills Rating System (Gresham
and Elliot 1990; updated to the Social Skills Improvement System; Gresham & Elliott, 2008). While such questionnaires can be criticized because they are not direct observational metrics, the SRS, SRS-2, SSRS, and SSIS are well-validated, commonly used, measure overlapping constructs, and produce overall scores that allow for statistical
interpretation (McConachie et al. 2015; Reichow et al. 2012). The SRS, SRS-2, SSRS, and SSIS were used in the present meta-analysis as they are comparable outcome measures which are most commonly used to measure changes in social functioning with this population (Bolte et al. 2008; Constantino and Gruber 2005, 2012; Epp 2008; Gresham and
Elliot 1990, 2008; White et al. 2007; White et al. 2015). These outcome measures share a similar, parent-report questionnaire format. Using all four measures enabled researchers to expand this search as restricting the search to only one (either the SRS or the SSRS) was very limiting, yielding very few articles. The SRS-2 (Constantino and Gruber
2012) is an updated version of the SRS (Constantino and Gruber 2005). The SRS-2 has the same 65-item parent- and teacher-report measures for preschool and school age children, and has added parent-, friend-, relative-, spouse-, and self-report forms for the adult form (Constantino and Gruber 2012). The SRS-2 is an internally consistent (.94 to .96
across three age groups) measure that evaluates social skills based on five subscales: Social Awareness, Social Cognition, Social Communication, Social Motivation, and Restricted Interests and Repetitive Behavior (Constantino and Gruber 2012). These five subscales are combined to create an overall measure of social behavior deficits. While strong
consistency exists across items, internal consistency is not reported for specific subscales, posing a limitation in interpreting subscales. Test-retest reliability for the SRS-2 was not collected; for the SRS, this ranged from .88 to .95 with test-retest intervals between three and six months (Constantino and Gruber 2012). The SRS is a 65-item parent-
and/or teacher-report measure which obtains a ranking of ASD symptom severity (Constantino and Gruber 2005). As mentioned above, test-retest reliability ranges from .88 to .95. The SRS measures five social skills (social awareness, social information processing, capacity for reciprocal social responses, social anxiety/avoidance, and characteristic
autistic preoccupations/traits) and combines these categories to form a comprehensive score of the severity of social deficits in children (Constantino and Gruber 2005). Researchers included only composite scores from the parent-report SRS results in the analyses. The SSRS is a student-, parent-, or teacher-report reliable measure (0.87; Gresham



and Elliot 1990). The number of items on the SSRS varies between 34- and 57-items based on the informant and their age. The SSRS gathers behavior ratings from parents, teacher, and student (for third grade students and above) on cooperation assertion, responsibility, empathy, and self-control (Gresham and Elliot 1990). The SSRS has been
updated and replaced with the Social Skills Improvement System (SSIS; Gresham and Elliot 2008). The SSIS is a revision of the SSRS which includes updated norms and four additional subscales (communication, engagement, bullying, and autism spectrum) with high reliability (0.84). The SSIS produces an overall composite social skills score as well
as subscale scores. While not used in the present study, the subscale scores’ test-retest coefficients range between the .70s and .80s. In order to account for the varying reliability, researchers applied respective pre-post correlations. For both the SSRS and SSIS, researchers utilized only the parent-report composite scores from the studies. Fourteen
of the identified studies utilized F2F-SST to teach social skills to youth with ASD (Choque Olsson et al. 2017; Dekker et al. 2019; Freitag et al. 2016; Jonsson et al. 2019; Laugeson et al. 2009; Lopata et al. 2010; Marshall et al. 2016; Matthews et al. 2018; Rabin et al. 2018; Schohl et al. 2014; Shum et al. 2019; Thomeer et al. 2019; Vernon et al. 2018;
White et al. 2013). Specifically, Dekker et al. (2019) conducted an RCT of a manualized treatment that utilizes behavioral principles and social learning theory to teach social skills. They observed that children’s SSRS scores significantly improved on the cooperation subscale. Frietag et al. (2016) examined the effects of Social Skills Training Autism-
Frankfurt (SOSTA-FRA), which is a manualized, structured, cognitive-behavioral, group-based social skills training program for youth with high-functioning ASD. They found that both immediately after treatment and at 3 months of follow-up, there was a significant reduction in SRS scores compared to treatment as usual (Freitag et al. 2016).
Laugeson et al. (2009) determined that Program for the Education and Enrichment of Relational Skills (PEERS; Laugeson and Frankel 2006), which is a manualized treatment that includes both separate and concurrent social skills groups for youth with ASD and their parents, demonstrated significant social improvement. Similarly, Matthews et al.
(2018) utilized the PEERS curriculum to compare traditional PEERS to a peer-mediated PEERS curriculum (i.e., each participant with ASD has a typically developing peer mentor). Both groups experienced significant gains in social skills, and those in the peer-mediated group improved more that was maintained at a 4-month follow-up. Additionally,
Rabin et al. (2018) examined a Hebrew version of PEERS and determined that there was a significant improvement in social skills, which was maintained 16 weeks post-treatment. Schohl et al. (2014) also found that PEERS significantly improved social skills in youth with higher-functioning ASD. A study conducted by Shum et al. (2019) in Hong Kong
determined that a Chinese translation and adaptation of PEERS resulted in significant gains in social skills for adolescents with ASD. Thomeer and colleagues (2019) evaluated a comprehensive 5-week-long social skills group intervention called summerMAX. SummerMAX significantly improved social skills in children with ASD from pre- to post-
treatment. Vernon et al. (2018) examined the effects of Social Tools And Rules for Teens (START), a manualized curriculum that includes free play, a learned social topic and practice, and a structured social activity. They found that there were significant post-treatment Group x Time differences between START and waitlist control. Lopata et al.
(2010) also found that group social skills training resulted in statistically significant improvement in social skills for children with high-functioning ASD. Results from Marshall et al. (2016) suggested that individualized Social Stories are effective for improving social skills in youth with ASD. Choque Olsson et al. (2017) postulate that there are
significant treatment effects for structured, manualized “KONTAKT"” social skills group training for adolescents with ASD based on parent ratings both immediately following treatment and at 3-month follow-up; however, there were no significant group differences in child or teacher ratings. Jonsson and colleagues (2017) also used KONTAKT to
improve communication skills, social awareness and navigation, and self-confidence. They reported a large effect size between pre- and post-treatment that continued through a 3-month follow-up. Lastly, White and colleagues determined that MASSI (White et al. 2009), a manual-based modular treatment that is delivered in individual therapy, group
therapy, parent education, and coaching, significantly improves social skills in youth with ASD. F2F-SST studies included manualized treatment delivered in group settings and an individualized Social Stories intervention. All studies had significant treatment gains from pre- to post-treatment. Of the three manualized treatments that conducted follow-
up measures post-treatment, results were maintained at 3- to 4-month post-treatment. Four studies utilizing BITs-SST were identified (Hopkins et al. 2011; Rice et al. 2015; Thomeer et al. 2015; Yun et al. 2017). Hopkins et al. (2011) conducted a study of Facesay, a computer program which utilizes human-like avatars and interactive games to teach
facial processing, recognition, eye gaze, and joint attention. This intervention occurred entirely online and facilitators only served in a behavior monitoring capacity, such as giving praise or rewards to children who appropriately used their mouse or touch screen or who remained seated during the intervention (Hopkins et al. 2011). Children with both
low- and high-functioning ASD who received BITs-SST had a significant positive change in their parent-reported social skills (Hopkins et al. 2011). Thomeer et al. (2015) found that a computerized program, Mind Reader, which uses facial video and vocal stimuli to teach simple and complex emotions, yielded a significant improvement in the social
skills of children with high-functioning ASD from pre- to post-treatment. Social skills instruction and practice occurred online and were reinforced through in vivo practice with a staff clinician twice during each of the five treatment intervals (Thomeer et al. 2015). Rice and colleagues (2015) used the same computer program and found that, after
controlling for pretest scores, there was a significant difference in reported social skills such that those in the experimental group showed significantly more improvement post-intervention than the control group. Yun et al.” (2017) studied the Robotic Intervention System (i.e., iRobiQ and CARO) which utilizes an interactive robot to teach facial
emotion recognition and eye contact, with a human facilitator present but serving only to ensure the intervention was being performed correctly. However, no statistically significant improvement in social skills was found (Yun et al. 2017). Of the four studies, three reported statistically significant improvement in social skills and none included follow-
up measures. Of the 18 studies (Table 1; 1266 participants) included in the analysis, 17 studies were entered as individual studies (F2F-SST = 14 studies, BITs-SST = 3 studies) and one study that provided independent samples (i.e., different control groups matched to condition) was entered independently. Specifically for BITs-SST, one study (Hopkins
et al. 2011) provided two samples, high- and low-functioning ASD, with independent matched control groups. Where studies had multiple outcome measures, a grand mean effect size was derived in order to get an overall effect. Based on these criteria, the final analysis included 19 observations. The F2F-SST included a total of 1128 participants. Most
F2F-SST studies utilized manualized protocols (e.g., KONTAKT, Skillstreaming, START, SOSTRA, PEERS, Social Stories). The interventions ranged in length from 2 weeks to one school year. The four BITs-SST studies included a total of 138 total participants. Treatment was provided in various formats, including utilization of computer-based software
programs (e.g., CARO, FaceSay, iRobiQ, and Mind Reader), computer-based avatars, and a therapeutic robot. These interventions ranged in length from 8 to 12 weeks. Selected studies for social skills training for youth with ASD # Authors (date) Age range % male RCT conditions n Components Follow-up Primary outcome measures Cochrane Risk-of-
Bias rating (low/some/high) F2F studies 1 Choque Olsson et al. (2017) 8-17 70.03% KONTAKT versus TAU 296 12 weekly 60- (children) or 90-min-long (adolescents) sessions implemented by “regular clinical staff” 3 months SRS Some 2 Dekker et al. (2019) 9-13 84.43% SST versus SST with PTI versus TAU 122 15 weekly 90-min-long sessions
implemented by 2 psychologists 6 months VAB; SSRS Some 3 Freitag et al. (2016) 8-19 92.82% SOSTA-FRA versus TAU 209 12 weekly 90-min-long sessions implemented by 2 CBT-trained therapists 3 months SRS Some 4 Jonsson et al. (2018) 8-17 70.00% KONTAKT versus TAU 50 24 weekly 60- (children) or 90-min-long (adolescents) sessions
implemented by 2 or three therapists 3 months SRS-2 Some 5 Laugeson et al. (2009) 13-17 84.85% PEERS versus WLC 33 12 weekly 90-min-long group sessions for teens and parents separately (held at the same time) implemented by clinicians - SSRS; QPQ; TASSK; FQS Some 6 Lopata et al. (2010) 7-12 94.4% Treatment versus WLC 36 5 daily 70-
min-long treatment cycles, for 5 weeks, and 5 weekly 90-min-long parent training sessions implemented by trained graduate and undergraduate students Within 5 days ASC; SRS; BASC-2-PRS; DANVA2 Low/some 7 Marshall et al. (2016) 5-15 74% Treatment versus WLC 50 Stories were read to child by teacher 3 times each week for 2 weeks (total of
6 readings) 6 weeks SDQ; SRS-2 Some 8 Matthews et al. (2018) 13-17 82.22% PEERS versus peer-mediated PEERS versus WLC 34 14 weekly sessions implemented by 2 Bachelor’s- or Master’s-level clinicians ~ 4-5 months (end of school year) SRS-2; SSIS; QSQ-P; TASSK; SIAS Some 9 Rabin et al. (2018) 12-17 95.12% PEERS in Hebrew versus WLC
41 12 weekly 90-min-long manualized sessions of PEERS translated and adapted into Hebrew 16 weeks CASS; TASSK; QSQ; LSDQ; EQ; SRS-2; SSIS Some 10 Schohl et al. (2014) 11-16 81.03% PEERS versus WLC 58 14 weekly 90-min-long manualized group sessions of PEERS - VAB-II; TASSK; QSQ; FQS; SIAS; SRS; SSRS Some 11 Shum et al. (2019)
11-15 79.16% PEERS (Hong Kong Chinese Version) versus WLC 72 14 weekly 90-min-long manualized group sessions of PEERS translated and adapted to Hong Kong Chinese led by certified providers 14 weeks TASSK; QPQ; SRS-2; ABAS-II; ASBS Some 12 Thomeer et al. (2019) 7-12 84.21% summerMAX versus WLC 57 Comprehensive CBT-based
psychosocial treatment implemented by a community agency; 5 70-min treatment cycles daily 5 days per week for 5 weeks 3 months CASL; ASC; SRS-2; BASC-2-PRS Some 13 Vernon et al. (2018) 12-17 69.30% START versus WLC 40 20 weekly 90-min sessions implemented by “college-aged social facilitators” - SSIS; SRS-2; SMCS; Some 14 White et
al. (2013) 12-17 76.67% MASSI versus WLC 30 13 60-70-min-long individual sessions and 7 75-min-long group meetings implemented by clinicians 5 days SRS; CASI-Anx; PARS; CGI-I; DD-CGAS Some BITs studies 15 Hopkins et al. (2011) 6-15 89.79% FaceSay for HFASD versus FaceSay for LFASD versus control (used a different computer program
for the same amount of time) 49 6 bi-weekly 30-min-long sessions implemented at school and supervised by the researchers; computer-based software which uses avatars to teach social skills 2 weeks KBIT; CARS; BFRT; SSRS; SSO Low 16 Rice et al. (2015) 5-11 90.32% FaceSay versus reading skills program (SuccessMaker) 31 10 weekly 25-min-
long sessions implemented via computer-based software (overseen by teachers in the school’s computer lab) - NEPSY-II; SRS-2 Low 17 Thomeer et al. (2015) 7-12 88.37% Mind reading versus WLC 43 2 90-min-long sessions per week for 12 weeks (24 total sessions) implemented via technology (in a college’s computer lab) 5 weeks CAM-C; ERDS;
SRS; BASC-2 PRS Some 18 Yun et al. (2017) 4-7 100% iRobiQ and CARO versus control group 15 8 weekly 40-min-long sessions implemented by a therapeutic robot (TG) or a human (CG) - ADOS; EWHA-VABS; SCQ; SRS; K-CBCL Some Based on Cochrane Risk-of-Bias methodological quality rating guidelines, almost all articles (15) were categorized
as Some Risk-of-Bias (Choque Olsson et al. 2017; Dekker et al. 2019; Freitag et al. 2016; Jonsson et al., 2018; Laugeson et al. 2009; Marshall et al. 2016; Matthews et al. 2018; Rabin et al. 2018; Schohl et al. 2014; Shum et al. 2019; Thomeer et al. 2015, 2019; Vernon et al. 2018; White et al. 2013; Yun et al. 2017). Only two articles (Hopkins et al.
2011; Rice et al. 2015) were categorized as Low Risk-of-Bias. One article (Lopata et al. 2010) received a rating of Low Risk-of-Bias from one rater and Some Risk-of-Bias from the other rater. None meets criteria for High Risk-of-Bias, so all articles were able to be included in the analysis. Therefore, the scores ranged from 0 to 1, with an average rating
of 0.84. Interrater rater reliability indicated acceptable agreement (kappa = 0.77). Generally, data synthesis was similar across the studies, using pre/posttest means and standard deviations for the control and treatment groups. A forest plot of studies, including the grand mean effect sizes, is presented in Fig. 2. Forest plot for BITs and F2F
subgroups. BITs, Behavioral Intervention Technologies; F2F, face-to-face; HFA, high-functioning autism observed group; LFA, low-functioning autism observed group; SRS, Social Responsiveness Scale; SSRS, Social Skills Rating Scale; SSIS, Social Skills Improvement System; g, Hedges’ g; p, p value for individual study and overall effect; diamond,
overall effect sizeThe overall model indicated significant heterogeneity (32 (19) =59.14, p



