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Abstract 
Autism Spectrum Disorder (ASD) is often characterized 
by a deficit in social skills, including the ability to 
interview successfully for jobs, a key hurdle to be 
overcome for independent living. One way that 
individuals with ASD can learn and retain valuable life 
skills is through the use of video modeling. In this 
paper, we describe the design of VidCoach, a mobile 
application built to support both peer modeling and 
self-modeling for individuals with ASD. VidCoach can 
aid adolescents in work transition programs with 
learning and retaining job interview skills, and we 
present a scenario that highlights how a use might 
interact with VidCoach in this particular context.  
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Introduction and Background 
According to Social Learning Theory, the acquisition of 
new skills through observational learning and modeling 
can account for natural acquisitions in behavior [1]. For 
individuals with ASD, research has shown that this 
theory, applied through video modeling, can assist in 
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learning and retaining positive behaviors. Advantages 
in video modeling include the ability to give positive 
feedback and present concepts and instruction in 
engaging ways [2]. Video modeling is effective, at least 
in part, because requiring someone to look at a small 
spatial area and listen to necessary language forces 
them to direct their focus to relevant stimuli [1]. 
However, to date, video modeling has mostly been 
limited to classroom applications.  

Video modeling typically involves watching recorded 
videos of others modeling positive behavior. Video 
modeling can be split up into two types, peer modeling 
and self-modeling. Peer modeling focuses on imitation 
from models similar to one’s self (in physical 
characteristics, age, group, ethnicity, etc.). Self-
modeling allows people to see themselves successfully 
completing a task. Self-modeling offers opportunities 
for self-evaluation and visual progression of personal 
growth. Current methods of video modeling typically 
involve caregivers presenting workshops and displaying 
the videos through television sets. These workshops 
are removed in both time and place from the actual 
activity being modeled. 

The ubiquitous nature of mobile technologies provides 
an opportunity to make video modeling more connected 
to the activities users are trying to accomplish. Thus, in 
this work, we designed and developed a mobile iOS 
application, VidCoach, which allows individuals to watch 
peer model videos as well as record their own videos 
for self-evaluation and improvement.  
 
Designing VidCoach 
We used an iterative process for designing and 
developing VidCoach. We first conducted observations 
as part of a three-year collaborative action research 

project [3] with six school districts in the Southern 
California area and two agencies from Orange County, 
California. This program includes a series of workshops 
aimed at teaching students and staff in a work 
transition program to use mobile off the shelf devices 
to improve student independent living skills. Each year 
61 students (approximately 3/4 with ASD) ranging in 
age from 12 to 22 participated in the program 
alongside staff members from across the districts and 
agencies [4]. The students involved in the program had 
varying disabilities, including ASD.  

We then conducted semi-structured interviews with 
eight professionals and caregivers of individuals with 
ASD who specialize in supporting students with ASD in 
overcoming their barriers to employment. The 
interviews were conducted in person at their workplace 
and lasted approximately one hour each. The 
interviewers took notes and audio recordings of the 
interviews. During these interviews, we asked if they 
were familiar or had previously used video modeling as 
a tool in their work. We also gathered their suggestions 
and recommendations for using video modeling as an 
assistive tool for individuals with ASD. 

Our empirical work highlighted some of the biggest 
challenges to using and creating technologies to 
support ASD, such as the high amount of variation in 
abilities that must be supported. In particular, 
interviewees stressed the need for a portable way to 
conduct video modeling sessions, noting that current 
methods were far removed from daily practices as the 
literature also indicated. Thus, we were particularly 
focused in this work on the creation of a robust, low-
cost, mobile solution. Likewise, they noted the 
importance of variation in representations of particular 

Figure 1: A user interacting with 
VidCoach by self-recording.  

Figure 2: Menu structure for 
VidCoach.  



 

skills to prevent students from merely memorizing a 
script, an issue we observed repeatedly during the 
workshops. This finding implies that mobile tools must 
balance variation and extensive content with issues 
around available resources on a mobile device. 

The importance of self-modeling, in which people watch 
themselves successfully performing the desired actions 
or behaviors, emerged as another key consideration. 
Although the research literature describes the efficacy 
of self-modeling [5], in practice, staff members and 
teachers struggle to implement these ideas. Challenges 
include everything from finding a domain problem that 
is amenable to self-modeling to understanding how to 
record and edit the videos themselves. We chose 
interviewing as a domain problem in part because of 
the challenges students we observed have with this skill 
but also because it is particularly appropriate for self-
modeling with the videos largely being “head shots” 
with clearly defined communication exchanges. These 
videos can easily be recorded in snippets using the 
forward-facing camera on a mobile device, such as an 
iPod or smartphone, with prompting to indicate when a 
new snippet should be recorded and what it should 
include.  

Finally, the importance of tracking progress and 
adjusting the technology in light of progress was 
discussed frequently by interviewees and mentioned 
repeatedly in the literature [6]. These findings indicate 
that any mobile system for video modeling should have 
the ability to log and analyze progress as well as to 
adjust the amount of prompting and other supports 
provided by the application depending on skill level.  

Our prototype application, VidCoach, supports peer 

modeling by allows users to watch videos of job 
interviews, which involve video snippets of interviewers 
asking questions and an interviewee responding to 
those questions. After an interviewer asks a question, a 
prompt pops up, telling the user to complete a task. 
Following this prompt, the interviewee answers the 
question. Afterward, a second type of prompt appears, 
asking the user to answer either a true/false or 
multiple-choice question to reflect on the task they just 
watched. As users improve their capabilities, these 
prompts can be turned off. 

Once a user feels comfortable enough to practice a job 
interview video, they are able to do so with their front-
facing camera. Instead of the interviewee video 
snippets, VidCoach prompts the user to record snippets 
of their own responses to the interviewer’s questions. 
They are able to re-record their responses as part of 
their practice until they feel satisfied with their work.  

After a user has completed recording his or her 
responses for one of the job interview videos, they are 
able to watch their entire interview in sequence, or can 
select an individual response to review. Users are able 
to see themselves responding successfully to the 
interview questions and can monitor their own 
progress.  

Conclusion and Future Work 
VidCoach extends the benefits of video modeling to aid 
individuals in the learning and retention of valuable life 
skills to a mobile space in which the video modeling 
practices are tightly tied to the actual activities. In our 
future work, we will conduct a study to examine the 
feasibility of use of VidCoach in support of individuals in 
work transition programs preparing for job interviews. 
Likewise, we will measure efficacy in terms of how 

Figure 3: An video snippet of a peer 
model – in this case, an 
interviewee.  



 

many missteps students make in realistic job interviews 
before and after using our tool over an extended period 
of time. Finally, we will check for generalization of the 
skills by comparing performance in job interviews to 
the script used in the model videos and prompts 
embedded within VidCoach. 

VidCoach currently supports interview skills, but its 
extensible architecture allows for the inclusion of a 
variety of other videos, particularly those involving 
social skills and communication. Thus, in the future, we 
hope to include a wider variety of videos and possibly 
develop a mechanism by which end users can upload 
new videos to be shared with the network of VidCoach 
users.  

Finally, it is clear from our empirical work that 
additional support for monitoring progress, particularly 
at a distance would be helpful. Thus, we plan to 
develop features for parents, teachers, and other 
people who act in support of the students with ASD. For 
example, we would like to implement graphs 
demonstrating automatically detected social missteps 
or more simply use. Likewise, the ability for caregivers 
to view and comment on videos at a distance can 
support greater independence in use without sacrificing 
guidance. Finally, allowing peers to view and comment 
on each other’s videos could replicate at a distance the 
commonly used practice in schools of using social skills 
groups to critique and improve upon individual 
performance.  
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Figure 4: An example of a prompt 
that helps users reflect on the task 
they just watched. 


