
ANIMO

Animo is a board game for children that 
balances fun and communication. It provides 
them with a confined space that makes it 
easier for them to reflect on and talk about 
feelings and difficult topics. 
It does that without giving them the feeling 
of being judged or being put on the spot. 
It allows them to express themselves in a 
playful way. 
For the parents it serves as a communication 
tool that lets them get to know their child 
better on an emotional level.



PROBLEM

Children have to overcome a lot of challenges while they’re 
growing up and develop their own personalities. Problems 
at school, making friends or even a lack of self-esteem. They 
need to learn how the world works and how to navigate so-
ciety. It can be tough to cope with all of this. On top of that, 
some kids have to deal with split parents. Being in the middle 
of the two parents is a tall order. Having a meaningful conver-
sation about their feelings and concerns can be hard as they 
often have a loyalty conflict. The desire to make it right for 
both parents puts a huge pressure on them.

Because they love both parents they are sometimes reluctant 
to talk about personal topics and feelings as they don’t want 
to make either parent sad. It is difficult for them to express 
their opinion if that meant they would have to take sides. 
They are afraid of being judged.



RELEVANCE

As of 2017, in Denmark nearly half of all mar-
riages fail, despite the country’s reputation as 
the happiest in the EU. Every fifth home with 
children has just one parent.

At Maglegårdsskolen which was a collabo-
rator for this project, 200 out of 700 children 
live with divorced parents. They take it as a 
serious topic and facilitate sessions for the 
affected children where they are given the 
opportunity to talk about their feelings. Un-
fortunately at home these children usually 
don’t talk much about what’s on their minds.



TARGET AUDIENCE

Animo was initially specifically designed for children of split 
families to provide specific value to this target audience. 
Over the various iterations of the project I open it up so that 
it works for all children. This in turn leads to a de-stigmatiza-
tion of the children of split families. Giving these children a 
platform to talk about difficult topics together allows them 
to blend better with the other kids.

In the current version mainly issues in regard to the family 
situation and issues at school/kindergarten are covered by 
Animo. Further card sets could specifically address topics 
such as a loss of a family member or a pet, an upcoming 
divorce or moving to another place.

As the covered topics are sensitive topics, Animo requires 
considerate use by the parents and care takers.



HOW IT WORKS

The players set up the game together by placing the tiles 
on the fields with the matching color on the board. This 
smoothens the game start as this allows them to get into game 
mode before the actual game starts. One child is chosen to 
start the game. They do so by placing the cloud token onto the 
placeholder.

Each player chooses an avatar token which they use to move 
along the fields on the board. When it’s their turn, the player 
«rolls» a digital dice. The player then moves its avatar to the 
next field that has the indicated color. The player draws a card 
with the matching color. While the players talk about positive 
or negative topics the board game records what they say so it 
can be played back later.
As the players complete the given tasks they collect cloud 
tokens. For the tasks from yellow and purple cards they receive 
one token, for the ones from orange and red cards they get 
two tokens.

Once a player reaches the goal, the game ends. The player 
pushes the goal button which starts the playback of what was 
recorded on the yellow fields. This allows the players to hear 
the positive things again and leave the game with a positive 
feeling. The player who collected the most tokens wins the 
game.



CARD TYPES

Delight (yellow): Talk about a positive topic. (e.g. 
What was the most beautiful moment today?)

Concern (orange): Talk about a negative topic. (e.g. 
When was the last time someone was mean to you?)

Thought (red): Draw a situation, people etc. (e.g. 
Draw a picture of you and your best friend.)

Action (purple): A fun activity that balances out the 
seriousness of the game. (e.g. Take a small object 
and balance it on your nose.)



REFLECTION

When the children have gone to bed the 
parents can get back to the board game and 
listen to the concerning things that were said 
during the game. To invoke this hidden play-
back function they perform a long press on 
the «goal» button.  
As they listen to the recordings they can go 
through the reflection cards which help them 
to guide their reflection process. On these 
cards there are simple prompts such as, «My 
children and I, we should do more of…» or 
«My children and I, we should do less of…».  
These prompts aim to help the parent to 
think about what they could do to make a 
positive change in their children’s lives. 

They can write down their thoughts in the 
Animo companion app which helps them to 
keep track of their children’s emotional state.



ITERATION

I saw the potential in a board game for separated parents and their chil-
dren to serve as a conversation platform. When they play the game with 
the child it allows everyone to express themselves through a game char-
acter and learn about each other’s needs and wishes. One of the psychol-
ogists who I collaborated with, Dr. Elisabeth Maaß, said «The inner needs 
of children at this age are mainly expressed through play.». This gave me 
confidence that I was going in the right direction with a board game. As 
a design criterion I defined the product to be a non-digital solution. From 
what I observed, this seemed to be a good choice as a physical board 
game affords invention of new rules and mini games with the existing 
game components. The children are limited only by their own imagination 
and creativity. In addition to that, holding something in their hands while 
they were thinking and playing had a calming effect on them.

The first version of the board game was divided into two sections, each be-
ing about one of their homes. Different types of fields would among other 
things prompt them to tell about something they wish or about something 
they like/dislike about their home and the corresponding parent.



DESIGNING THE  
USER EXPERIENCE

There are a couple of important questions that came up after 
running the first few test sessions:

• What kind of prompts and questions can open  
 up the right conversations?
• How can we allow the child to leave the game with a  
 positive thought even though they potentially talked  
 about negative topics?
• How do we make the child stay connected with the game?
• How can we keep the game engaging over time?
• How can we make the game a competition without  
 compromising its functionality as a communication tool?

Answers to the above questions had to be found by iterating on 
the game logic, the game contents and the components.



IMPACT

When I tested Animo with a whole school class I got an understand-
ing of the classroom dynamics. Some children mentioned that one 
of their class mates is mean to them. Playing the game with that 
child revealed that it was this child’s way of showing their discomfort 
about their feeling of not being accepted in the class. The teacher 
assistant was surprised about the issues that were uncoverd through 
playing the game.

Following our collaboration, the Maglegårdsskolen in Copenhagen 
asked me to produce the board game for them because they would 
like to add it to their toolset for the sessions they run every week. 

One of the split family respondents sent me the following beauti-
ful feedback: «I’d like to shortly add that my son was a bit tired and 
pensive on the days that followed playing your game and also that 
he has since then become even more confident in telling me and my 
Ex how he feels about things. And, that he’s assertiveness has been 
making us more aware and respectful of his needs. Thumbs up!»


