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Evaluating whether a child's welfare
is at risk is a complex procedure.
Many different aspects must be
considered to ensure that it is as
comprehensive, fair, and equitable
as possible. Therefore, qualified
and resilient youth welfare officers
are of utmost importance for this
critical task. Unfortunately, youth
welfare offices are often
overloaded due to their high
workload and lack of staff [1]. As a
result, they can only meet the case-
specific challenges to a limited
extent. Our project, AId4children,
aims to address this problem by
investigating how AI and VR
could be integrated into the
process through a training
application to support youth
welfare staff.
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Environments in Youth 
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As of the current state of the
project, a first prototype is being
constructed that is to serve as a
demonstrator for interested parties.
In this regard, questions were
raised as to the acceptability of the
application. In a preliminary
scoping review, we aim to list and
review relevant literature which
addresses the requirements of
acceptance for similar projects.
One big point of discussion within
the team has also been the reality
gap. If the cases seem to be too far
removed from reality, acceptance
might suffer. This and other points
which might affect acceptance,
such as the overall acceptance of
AI, will be examined in the project's
further course.

We are developing a VR training
tool via the Unity Engine, aimed at
the Quest family of VR headsets by
Meta. In this application, users can
examine a youth welfare case
simulation of an apartment. This
case is a synthetically constructed
case inspired by real, anonymized
youth welfare cases. Currently,
work on a first prototype has
begun, which will be used as a
showcase to gauge the rate of
acceptance by youth welfare
workers. This showcase and
feedback by the appropriate
personnel will be used to develop
the criteria by which we can gauge
acceptance of an application such
as this. This additional feedback
will be used to further improve our
model.
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Jugendamtes bei Kindeswohlgefährdung nach
§§ 8a, 42 SGB VIII. In: ZKJ – Zeitschrift für
Kindschaftsrecht und Jugendhilfe 2020, Heft 8,
S. 295-301, Dezember 2020.
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Child-Welfare-Matrix [2]: A 
concise overview of the 
consequences of lacking 
parenting ability and a 
neglect of care for needs 
in children. It delineates 
several different aspects 
of child neglect which 
youth welfare workers 
should pay close attention 
to, and as such provides a 
base for our training 
environment.
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