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Iesult in poorer learning outcomes.
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In “Grasping derivatives™, we explore how to design embodied interaction to support learning. In “Grounding
graph theory”®, we explore how to design the context of the interaction to support learning.
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Semantic avatars = digital avatars designed to highlight a specific
meaning, explored through bodily actions.
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Representation of: embodied cognition, embodied interaction, and avatar embodiment. The relation A B
means that A inform B, while A B means that A induces B. All arrows are conditional, and may not happen.
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For more examples and use cases, check out our paper:



