Trial Guide General Guidelines
e Provide the individual with ample opportunity to explore the
vocabulary within the device
e Model the language on the device by using the device as you talk.
e Support for many pragmatic functions.
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Turn taking: “My Turn” while playing a game, eating a snack,
etc.

Getting Attention: “Look” while reading a book, showing
something in the room, etc.

Commenting: “Yummy”, “Bad”, “Cool”, etc. while eating,
during an activity, describing, etc.

Asking Questions: “What color” for a game piece or piece of
candy

Protesting: “No”, “Stop”, “Don’t”

Sharing Information: “My name is John”, My favorite food is
pizza”, etc.

Accepting: “Yes”, “Okay”, etc.

Rejecting: “no”, “no thank you”, “no way”, etc.

Teasing: “you’re silly” when playing a game, making silly
faces, etc.

Talking about the Past or Future: “I did...” “l will...”, etc.
Telling Stories: “Yesterday, | ...”, etc.

Expressing Feelings: “I’'m happy”, “I’'m sad”, etc.

Asserting Independence: “I do it” while playing a game,
putting shoe on, etc.

Answering Questions

Requesting: “| want...” for food, games, toys, etc.

e Choose activities that are fun and motivating
e Avoid frequent testing
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Examples: “where’s the pizza”, “where’s the cup”, “show me
the cup”

e Use a prompting hierarchy

Adapted from information from Avoiding Presumptions: The Pitfalls of “Presuming
Competence”-AT19-WEB1-LB presentation. Presented from Katie O’Neil, MS, CCC-SLP and
Rebecca McCarthy, MS, CCC-SLP from the Boston Children’s Hospital



