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Project Description Audience & Settings
Audience: Youth and young
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We are investigating how to include learners

with autism in the design and evaluation of adults with autism
accessible makerspaces, technology-rich
learning experiences, and DIY assistive Discipline type: Informal
technologies. learning, accessibility, human-
Key Achievements centered computing
e Collected insights from stakeholders on _ _

strategies and tensions in increasing and Learning environment:

supporting belonging for disabled learners Community makerspaces, out-

e Established partnerships with community of-school time programs
makerspaces committed to accessibility

e Shared research outcomes publicly at NSF m
STEM Day UMBC

This material is based upon work supported by the National Science Foundation under grants 2415505 and 2415506. Any opinions, findings, and conclusions or
recommendations expressed in this material are those of the author(s) and do not necessarily reflect the views of the National Science Foundation.
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“They are very hands-on and - L
engaging for the kids.” '_I'he§e han_ds-on a_ct|V|t|es were AWESOM E! YVe learned about
circuits, painted with yeast, made paper circuit cards, learned how
to use the 3D drawing pens, and learned about the art installation

and UMBC'’s great 3D printing program.”

.

The youth is touching a 3D printed tactile campus map co-design with blind
The youth is interacting with a 3D printed tactile puzzle and ~ and low-vision students.

other 3D printed assistive technologies.
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“I liked seeing the 3D printer enneay
work.” UMBC W| O Krieger
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