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1. Introduction

Individuals with Autism Spectrum Disorders (ASD) have deficits in the recognition of facial expressions when compared with typically developing population (Begger et al., 2006 & Deruelle et al., 2004).
Computer training and multi-technology have been shown to be successful in teaching emotional skills to children with autism (Golan & Baron-Cohen, 2006; Silver & Oakes, 2001; Tanaka et al., 2010). We can
find numerous educational technological resources that aim to teach facial recognition to people with ASD, but few present empirical validation of results. The majority of these techniques are non-standardized
material, with no reference to research work (Ryan & Charragain, 2010).

2. Objective

To present computer games with scientific research validation in facial emotional recognition and emotions teaching for people with ASD.

3. Method

The research took place between February and August of 2011. We recall to EBSCO, Google and Google Scholar, parents of children with ASD’s forums, autism and special education organizations websites.
Computer games found were characterized according to source, target-population, empirical studies, game-task and a critical reflection is offered.

4. Results

Valid Games (n=6) Source Target-Population Empirical Studies Game Task Critical Reflection
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5. Conclusions

Several technological resources were found, but few present validated results. The variability of game tasks, type of characters and game interface is vast, maybe due to the diversity of the target population
itself. Computer games are precious tools in the emotions and facial recognition teaching for children with ASD. Golan and collaborators (2009) believe that these children need to be intrinsically motivated to
ensure that they pay attention to social-emotional stimuli that are of little interest for them. Computers offers a consistent, stable and free of social pressure environment, that is very pleasing to children with
ASD (Moore, McGrath, & Thorpe, 2000), being this an area to be consider for future developing.
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