
The legacy of Kermit the Frog & 
Triumph the Insult Dog 

Who & what are the sidekicks of the 
future?  What is their role? 



Background 

Throughout history, we’ve had the player, the joker, the jester, 
the sidekick, the muppet and the puppet.  Sometimes, they are 
characters who manages to poke or push us.  Hiding behind 
silliness, naiveté, earnestness, or humor, they use their non-
threatening facade to get us to question our motivations, laugh 
at ourselves, question our assumptions, or have dif!cult 
conversations.  Their actions, and our reactions, make us seem 
more human and more approachable.  Sometimes they are 
perceived as dangerous, understanding humanity too well and 
manipulating those around them for their own intents and 
purposes. 
 



Resources 

Sidekicks: 

 

 

 

 

Keepon: A playful robot for Research, Therapy, and Entertainment.  
Hideki Kozima; Marek P. Michalowski; Cocoro Nakagawa.  Springer 
2008.   
 
Goldstein, Knowlton L, and Linda H. Costigan. The World According to 
Sesame Street. New York, NY: Sony Wonder, 2006.  
 
 
 
 
 
 



http://www.youtube.com/watch?v=O-253uBJap8 
http://www.youtube.com/watch?v=JnhcZGOvDfM 

http://www.youtube.com/watch?v=UQJvSzkVfRg 

 

 
 

 

 



Resources 

Play therapy using puppets: 

 

 

The Ef!cacy of Play Therapy With Children: A Meta-Analytic Review of 
Treatment Outcomes. Bratton, Sue C.; Ray, Dee; Rhine, Tammy; Jones, 
Leslie.  Professional Psychology: Research and Practice, Vol 36(4), Aug 
2005, 376-390. 
 
Directed Improvisation with Animated Puppets.  Barbara Hayes-Roth; 
Erik Sincoff; Lee Brownston; Ruth Huard; Brian Lent. Chai Mosaic of 
Creativity, 1995. 



Where is the critical eye looking? 

“…play is the child’s natural medium of self-
expression.  It is an opportunity which is given to 
the child to “play out” his feelings and problems 
just as, in certain types of adult therapy, an 
individual “talks out” his dif!culties.” 

 

-Virginia Axline, Play Therapy 



But what about play and sidekicks for adults?  
Do we really always want to “talk out” our 
challenges with other adults?  

 

If sidekicks exist in the future and they aren’t 
human, but still retain their most endearing 
qualities, what role would or could they play? 



What  
ifs… 



Exploring characters 



Exploring characters 



Culture: adulthood 

Genre: conversations 
between adults and 
make-believe characters 
(usually relegated to the 
world of childhood) 

An attempt at culture & genre 



Goal & Approach 

•  Explore sidekicks of the future using participatory 
design processes. (Consider the digital/robotic 
sidekick) 

•  Create a video montage of adults building, playing, 
and conversing with sidekicks—or make sidekicks 
that interact in different ways, have different 
personalities 

•  Spark critical conversation about play (and key 
sidekick qualities) in the adult world 

 


