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Abstrak
Abstract

Autism is a lifelong developmental disability that affects how people perceive

the world and interact with others. Most of these children have difficulty with




fine motor skills which typically struggle with handwriting and fine activities
in their routine life such as buttons, zips, laces and cutlery. Because fine
motor activities encompass so many routine functions, a fine motor delay can
have a measurable negative impact on a person's ability to handle daily
practical tasks. This project proposed a simple fine motor exercise aid plus
game (exergame) for autistic children who discover from fine motor
difficulties. The proposed exergame will blinking randomly and user need to
bend their finger accordingly. It will notify to the user, whether they bend the
right finger or not. The system is realized using Arduino, which is
programmed to control all the operated circuit. It is shows that this project
successfully combines the use of the small muscles in the hands, in
accordance with what the children’s eyes see and very helpful in

strengthening the finger muscles of autistic children.
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Objektif Projek
Project Objectives

1. To design and develope an exercise tools for finger bend with

different strength.

2. To combine electrical elements into this exersice tool with LED light
and sound system to attract and gain attention from the autistic

children.

3. To develope a source code using arduino that can control the overall

function of exersice finger that can attract the autism children.

Skop Projek
Project scope

1. This project is focusing the autism children age between 7 — 12 years




old that have fine motor skills development problem.

2. The emphasis is only given on movement of right hand fingers.
3. The main controller is using arduino mega to control the overall

system.

I[P No In progress

Dapatan This exergame can operate depends on the programmed that has been setup.

Finding Led model will blinking with 3 mode cycles; sequence , random and display.

(500 words max) | It is show that this exergame can attract children with autism to use this
product as their exercise therapy.
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Use more suitable surface for hand exercise use suitable component
designed box
3. Use more suitable sound that can accept by autistic children
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