» The student’s response mode
(touching, pointing, eye gaze)

Further considerations:

« Level of abstraction of
symbol being created.

How closely does the symbol
bear a resemblance to what it
represents?

« Tactile saliency of the symbol. How easy is it to identify the
symbol using only touch?

« Ease of replication. Are the materials used in making the symbol readily
available and inexpensive or are they one-of-a-kind and difficult to find?

 Durability. Will the symbol survive frequent handling?

Tips for Introducing Tangible Symbols

When beginning the process of introducing tangible symbols to a student for the
first time, it is helpful to start by finding out what the student really likes, such as
favorite songs, interactive games or preferred toys. A student is more likely to learn
to identify a symbol representing a favorite game than one that represents a non-
preferred activity.

Once a preference has been determined, pair a specific object with that game or
song. For example, if the student likes the song “Shake Your Sillies Out” encourage
him to hold and shake a small shaker while listening to the song. Make sure the
object is available each time the student hears the song. Once the relationship has
been established, place the object on a choice board and present it to the student
before he hears the song. Have him place the object in a “finished box” when the
song has ended.

After the student has developed an understanding of the relationship between

the object and the song, make a tangible symbol that represents the song. In this
example with the song “Shake Your Sillies Out” a tangible symbol could be created

by attaching a small shaker to a card. Give the student time to explore the tangible
symbol with the unattached object before playing the song. After this association has



been established, present the tangible symbol on the choice board before playing the
song.

An important step in creating an association between a tangible symbol and a song

or activity is to engage the student in that activity as soon as he touches or looks at
the symbol. By doing this the student will learn that touching a specific symbol means
gaining access to a favorite activity. When more symbols are introduced the student
will learn that symbols represent a variety of activities, etc. He will eventually learn
that touching symbols is an effective way to communicate choices and make requests.

For more resources, visit www.Perkins.org.

Our on-demand webcasts are presented by experts in the field of visual
impairment and deafblindness. View our directory at:
www.Perkins.org/webcasts.
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