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1) Branch, Special education type,
class (age), teachers (employability
& specialneeds)

-Special education type: autism spectrum disorders
-Age: 15-20 years old
Teachers: Special needs teacher

3) Basic activity concepts and symbols
(employability & SNE)

Digital art is defined as a work or artistic practice that uses
digital technology as part of the creative process or exhibition
presentation. Digital art is often included under the umbrella
term "new media art". Digital art techniques are widely used
by mainstream media in advertisements and by filmmakers to
produce visual effects. Digital techniques have become an
indispensable tool in the creation of a work for both digital and
traditional artists.

2) Duration, tools (instruments) used,
security measures (if any), resources

Duration: 60 minutes
Tools: Computer, graphics tablet, tablet, IPhone.

4) Teaching-learning methods and

techniques

Digital art can be generated entirely by computers, or taken
from other sources, such as a scanned photograph or an
image drawn with the aid of vector graphics software, using a
mouse or graphics tablet. The availability and popularity of
photo editing and image manipulation software has resulted in
a huge and creative library of highly edited images that have
little or nothing to do with the original images. Using electronic
versions of brushes, filters and magnifications, these
"neographers" produce images not obtainable with
conventional photographic tools. Additionally, digital artists
may manipulate scans of drawings, paintings, collages or
lithographs, or use the above techniques in combination.
Numerous scientific researches and various clinical
experiences demonstrate a certain effectiveness of the use of
digital objects in the clinical treatment of autistic children and
teenagers.

5) Aims that may be obtained (Preliminary checking of the Taxonomy, the objectives, verbs and
domains that may be obtained in the taxonomy taken the target learners into consideration)

Within Bloom's Taxonomy, digital objects have the advantage of introducing a reassuring mediation in the relationship, both in the
educational and in the clinical type. This is why the various tools for facilitated communication, computers, tablets and smartphones
play a pacifying function. Digital objects have an increasingly important place in the growth and development of the learning abilities of
autistic children as well as in their treatment on a rigorously clinical level precisely where obstacles are encountered in the functioning

of speech and in the field of language.
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1) Methods of attracting the attention
(employability & SNE teachers will develop)

Digital Art has repeatedly demonstrated how subjects
diagnosed with autism in their childhood have found ways of
evolution, greater integration into the social bond and even
stable healing through technological and digital objects. In
most cases of autism with a benign prognosis, such progress
occurs primarily through the use of an object similar to the
propensities of the subject. Computers, tablets, iPhones, and
other digital objects allow them to increase their knowledge,
their skills and to weave a sketch of social relationship.

3) Transition to the explanation of basic
concepts and acts of the activity
(Prerequisite information)

The work, using Digital Art, could be planned individually or
collectively, based on the specific needs of the children.

In both cases, digital objects must necessarily constitute
pacifying objects which mitigate the terror of autistic children
by allowing very little persecutory human interactions, above
all, as they distract them from the risk of encountering
disturbing moments at the level of discourse. The human
being remains a milestone point of reference for many of
these subjects, provided that he in turn knows how to embody
the object. The teacher should, therefore, "make himself an
object", or rather stick to the positions indicated by the autistic
boy, trusting him and being guided by him. For this reason,
acting in collective work, as if it were a team, often proves to
be more effective than individual action.

2) Providing the motivation, notifying the
target group

Iphones and tablets have interesting potential, so all children
with autism should be exposed to these tools. This implies that
the digital object is not a simple pedagogical tool, for
temporary use, but that it becomes the permanent possession
of the autistic subject and that he himself can largely decide its
use. That the autistic is master of the object is a condition of
its psychodynamic use that includes and goes beyond its use
for educational purposes.

4) The teaching methods and techniques
to be applied are explained in detail.

A somewhat different experience occurs with creating
accessible digital art programs, as this generally involves
using a keyboard or digital tablet as points of contact with the
medium and a computer screen. The use of digital art with
autistic subjects not only underlines how the subjects in
question tend to respond through visual and/or spatial
intelligence, but also how, using a computer with a graphic
program, they receive greater gratifications than a pencil on
paper. The added value of digital art is the skill set it imparts.
Individuals with autism learn to perform and excel at tasks that
lay a foundation for further computer literacy in engineering
and technology fields more advanced than adults

5) Continuous observation of the learners by checking the Taxonomy, the objectives, verbs and

domains of the taxonomy.

Digital art with the consequent digital therapies perform their therapeutic function by correcting behaviors such as poor participation,
inattention, prevailing behaviors of refusal and disturbance, bad relationship with peers, but also absolute lack of critical spirit, defined
as dysfunctional. It is therefore for this reason that the treatment of digital therapies is based on changes in behavior or lifestyles and
on the application of cognitive-behavioral interventions through the digital implementation of guidelines and programs.

One of the fundamental characteristics of digital therapies is the ability to involve the patient in the treatment process: this involvement
is often obtained in a simpler and lighter way by encouraging the sharing of the goals achieved on social media. Another component
that makes digital therapies more captivating is the strong interaction between the digital tool and the user-patient.
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1) Obtained Quantification and

consideration

At the end of the activity the following variables are expected
to be positively favored:

- poor partecipation

-inattention

- prevailing behaviors of refusal and disturbance

- bad relationships with peers,

- an absolute lack of critical spirit

3) Gainings of the learners (in employability
field and special education field)

Digital Art brings with it numerous benefits because through
artistic expression the subject can recognize himself and find
a momentarily lost identity.

Furthermore, when sensations are translated into the artistic
object, a process of deeper self-understanding takes place.

Being able to depict images, feelings and emotions by
expressing them symbolically in a concrete visual form allows
in fact to observe them as something detached from oneself
and even in the images most full of suffering and anguish a
space of understanding and elaboration is created which can
help to weave relationships social and to combat anxiety,
stress and depressive states.

2) Results after the observation of the
learners by checking the Taxonomy, the
objectives, verbs and domains of the

taxonomy

A digital therapy consists of an active ingredient and one or
more excipients. In the field of digital therapies, the active
principle is the algorithm relating to the therapeutic element
responsible for the clinical effect (positive or negative).

Then, even in digital therapies, the purpose of the excipient is
to "give shape" to the active ingredient and facilitate its intake,
making it as bioavailable as possible. This goal can be
achieved thanks to a dense dynamic of interaction with the
patient to whom the service is offered just as if it were a game,
with the possibility of earning a reward, of having a reminder
that reminds him to "take up" the digital therapy and
complementary therapies.

4) Notes for success or betterment of
the activity with a vision of
employability & SNEamalgamation

Digital art and digital therapies enhance self-esteem, improve
self-image and relationships with others, promote well-being
and develop individual potential.

Furthermore, creativity in itself instills a state of joy which in
turn breaks down barriers to others, makes fear disappear and
makes one feel free and without inhibitions.

5) Recommendations for further works/studies for employability & SNE amalgamation

Digital Art is characterized as a non-verbal support approach, through the use of digital materials, based on the assumption that the
creative process corresponds to an improvement in the person's state of well-being, improving the quality of experience.

These digital mediators are used in laboratories that respect all the rules of the setting: space and time are well defined and
everything that happens within this space and time acquires a meaning that facilitates the patient's understanding.
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