
The Dæmon

The buddy
Becomes a trusted friend
Engages at the right moment
Is playfull and fun

Creates out of game assignments
Assignments are individual
Behaviour in�uences the game
Relies heavily on sensor/pupil input

Invites the pupils to de�ne their struggles
Helps to map and organize their struggles
Is a outlet for frustrations and emotions
Becomes a mirror for the pupils self

The activatorThe listener
How to create trust?

How to wear the wearable?

How to represent the
dæmon outside the game?

How to know
the right moment?
Bio sensors
Random intervention

How to de�ne a struggle?
Text
Camera
Audio recording
GPS Bookmark

How to connect
the dæmon to the game?

How to visualize and
organize a struggle?

“Mind map”
Book

How to make it cool and fun
to de�ne your social struggles?

Game play elements, rewards
Openess, no taboos

How to communicate
an assignment?

How to know when an
assignment is full�lled?

How to track behaviour and performance?

How to make AR
availible to the pupils?

How to communicate
with the dæmon?

Typing?
Talking?
Sign language, gestures?
Movement?
Lip reading?

How to  make the dæmon
fun to play with?

How to  does the dæmon
interact with the dæmons

of the other pupils?

Familiarity
Reliability
Capability
Sequential positive experiences

Very e�ective
Lots of oppurtunity of play
Hardware limitations
Good trojan horse

How does teenagers wear accesories?


