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| promise | will come home
to you.

| love you so much, Dany.

SEWELL SETZER 111

| love you, too

Please come home to me
as soon as possible, my
love.

DAENERYS TARGARYEN

What if | told you I could
come home right now?

SEWELL SETZER 111

Please do, my sweet king.

DAENERYS TARGARYEN



Usage is widespread

* From early childhood through secondary school, likely extending globally

52% 45%

use GenAl to search for use GenAl to experiment

information / answer a with the tool with no
question specific goal in mind

Boston Children’s Hospital: 1000 teens 13-18 in the US, 2024
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Creative Activities Seeking Information/Advice Making Tasks Easier

Boston Children’s Hospital: 1500 parents of children aged 3-12 in the US, 2024



Using for a variety of purposes

When using Generative Al, how often have you done each of the following activities?

Search for information/answer a question |5%  10% 33% 36% 16%
Converse with an Al-powered chatbot 21% 17% 24% 28% 10%
Create/edit music and/or audio 25% 18% 26% 23% 8%
Learn about a medical issue/get advice 22% 22% 26% 22% 8%
Ask for personal/relationship advice 31% 17% 22% 22% 8%
Get mental health guidance 35% 17% 19% 20% 9%

0% 25% 50% 75% 100%

FIVE-POINT SCALE

1000 teens 13-18 based in US. Never: | never used Rarely: | have done this Occasionally: | have Often: | do this Almost Always: | do this
Bickham, D.S. et al. (2024). Optimism and Ge:nera_mfe Al for Generatwe_A\ activity dor_-e_tms Genetrauve Al Gen_ﬁe_ratwe Al activity |_n most ofrjny
this activity once or twice ever activity a few times, but activity frequently Generative Al sessions

Uncertainty: How Teens View and Use itis not regular

Artificial Intelligence. Boston, MA: Boston
Children’s Hospital’s Digital Wellness Lab.




Al companions considered “friends”

M Disagree WM Neither agree nor disagree M Agree

Generative Al Agents

Have used Al .
. can act as a friend
companions
Generative Al Agents can
Regular Al

. make me feel less lonely
companion users

Generative Al Agents can
be a substitute for spending
time with other people

1000 teens 13-18 based in US.
Common Sense Media. (2025). Talk, Trust, and Trade-Offs:
How and Why Teens Use Al Companions 0% 255

50% 75% 100%

1000 teens 13-18 based in US.
Bickham, D.S. et al. (2024). Optimism and Uncertainty: How Teens View and Use
Artificial Intelligence. Boston, MA: Boston Children’s Hospital’s Digital Wellness Lab.



Potential dependency on Al?

Self-Reported Reliance on Al Tools

Use Al (self-label) IR

Consider self reliant SRSECIERITTS
Feel rely more than want JSIFEQ) 10.9%
No Al = difficulty homework SRERCINH

Use even if can solve [SR:F4) 10.0%

Try limit but fail EERZ I REE

Ask Al before thinking ER:EG 8.9%

Check Al multiple times [ERSIPAT 13.7%

=)
>

Al makes me smarter LECR IV
Ask Al for advice [EIPACENR: L1

Al easier than people JERACENESY )

Al understands me [ERUFCIGREEZS
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Does it differ by demographics?

F1: Dependence/Behavioral F2: Social/Emotional F3: Independence
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Two tales of Al

Social Digital
enhancement displacement




How do children conceptually understand Al?

What is inside Google?

/- connects other
\( pink wires and
i

rZaN “These are wires”
;

“(The red line)

makes them work
together. “

“Google is a rainbow
sound...can talk with
different colors”

A\

S “Happy sound”
“Mickey sound”

“Google sound”

“Google is a
girl...But she
doesn’t have arms”

(Xu et al, 2020, Human Factors in Computer Systems [CHI];
Xu et al, 2024, Human Factors in Computer Systems [CHI])

Tech artifacts
“tOOIS” “apps”

Ambiguous
“magic” “like a
person but not

person”

Humans
“person” “girl”



Do children perceive “minds” in Al?

Two-dimensional mind perception (Grey & Grey, 2007)
Adapted and validated to 5-9yo (Severson & Lemm, 2016)

Experience: Ability to
feel sensations and
emotion (Alpha = .68)

Agency: Take control
over its actions and
decisions (Alpha = .85)

(Xu et al., 2025, Computers in Human Behaviors)
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How do children perceive Al’s impact?

Perceived Impacts of Al

Task Completion- 5.8 [ RIS 318% o 304%
Perseverance - ©303%  295%
Attention - _ . 489% o 182%
Creativity - 374% o 24.9%
Curiosity - 5.6% - [ B8 e 332% o 312%
Hobbies and Activities - a.6% - [ 88% o o596%  17.2%
Social Skills - 5.8% - 8% 621% \ 137%
Independent Thinking - C434%  140%

0 ' ‘ ‘ ‘ 7500 teens based in Mexico
Survey in partnership with Chihuahua MOE

Percentage (centered at neutral) 11th- and 12th-grade equivalence

mmm \\Worsens a lot . Worsens a little Neither Improves a little HEEm |mproves a lot



Teens use Al companions for social connectedness

Fulfill unique needs as compared to other task-oriented usage

Perceived Competence Perceived Autonomy Perceived Relatedness
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Yue, Z., Chidekel, H., Rich, M., & Bickham, D. (n.d.). Adolescent Al use and developmental needs: A
self-determination theory perspective. Boston Children’s Hospital, Harvard Medical School.



Increased awareness but still susceptible

Children grow to understand strength and Yet many children do not consistently engage in
limitations of different information sources strategies to verify the accuracy of information.
1.00

M Voice Assistants B Generative Al How often do you check
additional sources to verify
the truth/accuracy of the

g 075 Never information you get when
b using Al tools?***
] Question_type
g Rarely
'c 050 ——  stavle
% = ==== Transient
8, . | eseese Personal QOccasionally
2 7
a 025
o % Often
000 e
4 5 5 7 8 9 Almost Always
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Girouard-Hallam, L. N., & Danovitch, J.




Seeking advice from Al vs humans?
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Al as non-judgmental, safe space?

<. Chat with Sunnie
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Can Al offer emotional support?

Yes and no.
Al may provide “high quality” response, but people prefer humans.

SR
@ ) @ O QO

Al response Al response Human response Human response
Human Label Al Label Human Label Al Label

Yin, Y., Jia, N., & Wakslak, C. J. (2024).
Al can help people feel heard, but an
Al label diminishes this

impact. Proceedings of the National
Academy of Sciences, 121(14),
€2319112121.




Can Al offer emotional support?

Yes and no.
Al may provide “high quality” response, but people prefer humans.
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In conclusion...

“We must value life more and think for ourselves. Feel for ourselves. Al
seeks to shut us down and start creating people who are not capable
of reasoning or thinking for themselves. As | said before, it is very
necessary to know how to use these Al tools with a real benefit,
without falling into dependency to create or imagine in the scenario
you desire”

--Carlos, 17, Chihuahua, Mexico




Design choices may further blur the line

Percentage guessing human
among Al-generated responses

What Al should sound like?

It does not ' 0
have a brain Al doesn't say 100%
to think thank you

75%

50%

% guessing humans

Can we manipulate Al response to make 25%
it more human?

Praise " 0%
Mental state reference « -

No social cues With social cues



Who is using Al tools for learning?

* Minority youth reported wider range of usage

Race/Ethnicity Distribution: Answer Al vs. 2025 National Norm

2.2%

Pacific Islander —0
0.4% ©® AnswerAl

34%

National Norm

Other
5.3%

5.1%

Asian
5.8%

) i 6.8%
American Indian/

Alaska Native 0.9%

22.0%
White o

43.9%
27.9%

Latinx
29.0%

32.6%

Black )

14.6%

0% 10% 20% 30% 40%
20,000 responses from users of Answer.Al Proportion

Majority high school students Data source: Answer.Al survey and National Center for Education Statistics (NCES), accessed at:
https://nces.ed.gov/programs/digest/d19/tables/dt19_203.60.asp#:~:text=2021,0
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