CATaC 2014:
Culture, Technology, Communication

edited by

michele strano
herbert hrachovec
suely fragoso
charles ess

maja van der velden




CATaC 2014:
Culture, Technology, Communication

Proceedings of the Ninth International Conference on
Culture, Technology, Communication
Oslo, Norway, 18-20 June 2014

edited by

Michele Strano
Bridgewater College, Virginia, USA

Herbert Hrachovec
University of Vienna, Austria

Suely Fragoso
Federal University of Rio Grande do Sul, Brazil

Charles Ess
University of Oslo, Norway

Maja van der Velden
University of Oslo, Norway



9th International Conference in Culture, Technology, Communication: Celebration,
Transformation, New Directions
Oslo, Norway, 18-20 June 2014.

Organizing Committee

Charles Ess (University of Oslo, Norway), Co-chair

Maja van der Velden (University of Oslo, Norway), Co-chair

Herbert Hrachovec (University of Vienna, Austria), Program Committee

Leah Macfadyen (University of British Columbia, Canada),Program Committee
Michele Strano (Bridgewater College, Virginia, USA), Program Committee

Sponsors:

University of Oslo, Norway
Bridgewater College, USA

University of British Columbia, Canada
University of Vienna, Austria

Composition - Felipe Hackner and Felipe Yonekawa
Revision - Breno Maciel Souza Reis

Cover photo: Michael Dahan

ISBN: 978-82-999770-0-5

PUBLISHED 2014

Culture, Technology, and Communication
P. O. Box 180

0316 Oslo, Norway



International Program Review Committee

Jose Abdelnour-Nocera, University of West London, UK

Yeslam Al-Saggaf, School of Computing and Mathematics, Charles Sturt University,
Australia

Edorta Arana, University of the Basque Country, Basque Country
Beverly Bickel, University of Maryland, Baltimore County, USA
Bradley Bowers, Barry University, USA

Michael Dahan, Sapir College, Israel

Laurel Dyson, University of Technology, Sydney, Australia
Charles Ess, University of Oslo, Norway

Gordon Fletcher, The University of Salford, UK

Lelia Rosalind Green, Edith Cowan University, Australia

Ylva Hard Af Segerstad, University of Gothenburg, Sweden
Herbert Hrachovec, University of Vienna, Austria

Melanie Laliker, Bridgewater College, USA

Leah Macfadyen, The University of British Columbia, Canada
Makoto Nakada, University of Tsukuba, Japan

Miguel Angel Perez Alvarez, Universidad Nacional Auténoma de México, Mexico
Thomas Richter, University of Duisburg-Essen, Germany
Michele Strano, Bridgewater College, USA

Satomi Sugiyama, Franklin University Switzerland, Switzerland
Panayiota Tsatsou, University of Leicester, UK

Maja van der Velden, University of Oslo, Norway



TABLE OF CONTENTS

Preface
General
MOOOC:s in Higher Education: From Global to Local Perspectives 1
M.C. Deyrich
The Democratic Paradox: Citizen Oversight of Parliament and its 13
Unintended Consequences
M. Dahan
A Reflection on Designing Low-End Interactive Products for Rural 28

Users in Sub-Sahara Africa
C. Oyugi, S. Camara, J. A. Nocera

Cross-cultural Understandings and Designs of Social Robots as 41
Co-Agents of Good Lives

S. Sugiyama
Faculty Members and the Preservation of Digital Materials at Five 47

American Universities
D. E. VandeCreek, J. L. Schumacher

74
Design

An Interaction Approach for Norm-Critical Design Analysis of 55
Interface Design

S. Lundmark, F. Jonsson
In Pursuit of Cool and its Implications for the Design Process 66

M. Machniak
Rethinking Immersive Cultural Experience in Museums: 83
A Crosscultural Analysis of Visitors’ Behaviors Based on Roles

P. Schettino

Experimenting with Culture, Technology, Communication: Scaffolding 98
Imagery and Engagement with Industrial Heritage in the City

D. Stuedahl

Groupthink: ICT Design with Culture in Mind 116
G. Sutherlin

Re-Politicising Participatory Design: 133

What can we Learn from Fairphone?
M. van der Velden

Practice
Enrolling Mobiles at Kowanyama: 151
Upping the Ant in a Remote Aboriginal Community
F. Brady, L. E, Dyson
‘HUEHUEHUE’ ‘BR?BR?’ The Carnivalesque Griefing Behaviour of 167
Brazilian Online Gamers

S. Fragoso
Emerging Ethical onsiderations from the Perspectives of the Elderly 186
S. G. Joshi
Newspaper Coverage of Facebook across three
English-speaking Countries 204

M. M. Strano, W. Canter



VI

“Not the real Thing”: Young People’s Experiences of
Getting Civic and Political News through Social Media
M. Sveningsson

221



VII
PREFACE

Charles Ess

Maja van der Velden
University of Oslo
Co-chairs

In 1998, Fay Sudweeks (Murdoch University, Australia) and I (Charles)
organized the first conference devoted to questions of “Cultural Attitudes to-
wards Technology and Communication” (CaTaC), held in the Science Muse-
um, London, July 31-August 2. The conference was inspired by a kind of cul-
ture shock on my part, as I visited Oslo in 1997 for a conference on technology
and democracy. The Oslo visit was the first time I had been out of the States
since the “PC Revolution” of the early 1980s. Despite everything I had learned
from earlier travels and studies abroad about the naiveté of presuming that
everyone else in the world thinks, believes, feels, and behaves pretty much as
“we” do - I nonetheless went to Oslo assuming that my colleagues and others
in this part of the world would use the various communication technologies
and venues made possible by ICTs, and most especially the Internet, in ways
more or less identical to those familiar to me from my U.S.-based experiences
and research.

Of course, I was profoundly mistaken. It quickly became clear that my
Norwegian colleagues and people in this part of the world more generally were
not using CMC in exactly the same ways as “we” did in the States. Moreover,
the multiple experiences of different usages, responses, interests, etc. affiliated
with the new communication technologies powerfully brought home the now
obvious but still critical fact that “culture” (however problematic, still useful as
a heuristic concept) deeply interacts with our communication preferences and
thereby our designs, implementations, usages, and multiple responses to ICTs.

At the time, however, this insight and claim counted as something be-
tween the radical and the blasphemous, at least within the heavily U.S.-centric
research and research communities of the day. At the same time, it seemed
clear that the dominance of such U.S.-centric approaches and perspectives
thereby ran the risk of all ethnocentrisms — namely, of falling into various
forms of overt and/or covert forms of conceptual imperialism and coloniza-
tion of “the Other”. Both for the sake of scholarly commitments to our best
approximations of informed and truthful insight, and for the sake of building
up knowledge that might offset the risk of our scholarship inadvertently foster-
ing a kind of “computer-mediated colonization,” it seemed deeply important to
foster a more inclusive, cross-cultural and interdisciplinary approach to ICTs.
This is how our biennial conference series began.

CaTaC 2014 is the 9th such conference, some sixteen years later — an
aeon or two in Internet time. Very briefly: we (Maja and Charles) can point to
a number of contributions from the conference series - first of all, as hoped,
towards building what is now an almost mainstream recognition that of course
“culture” makes a difference, and that these differences must be respected as we
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continue to design, deploy, and take up ICTs across an increasing range of cul-
tural settings around the globe. To be sure, some of this growing recognition
is the all-but-inevitable result of the extraordinary explosion of the Internet —
from a communications technology that in 1998 was still dominated by North
American users (ca. 84% - the considerable majority of whom, moreover, were
white and male) to one that is now accessible in some form or another by more
than 3 billion people; and of these, the largest number live in Asia (45%) -
more than twice that of Europe (19%), while North American users now count
as ca. 10% (<http://www.internetworldstats.com/stats.htm>).

We also think it fair to claim that some of this growing awareness of the
central importance of culturally variable values, norms, practices, and com-
municative preferences may be counted as direct results of the scholarly suc-
cesses of the conferences - including a range of publications and recognition
from the Australian Research Council that the series stands in the top 20%
of academic conferences concerned with ICTs. More indirectly, but perhaps
more powerfully, CaTaC has also encouraged and fostered the work of a sig-
nificant number of younger scholars — scholars who often felt themselves to
be profoundly isolated and bereft of academic resources and collegial support
in their home departments, but who found a critical but warm and generous
community of like-minded souls at our biennial gatherings.

At the same time, as attention to “culture” has become more and more
mainstream, our once-defining foci on culture and communication vis-a-vis
ICTs is now much more broadly diffused — and many current and former CaT-
aC participants are finding fruitful and supportive homes in diverse sorts of
departments, disciplinary publications, and so on. Hence one of the goals of
CaTaC’14 was to take stock and critically reflect upon how we might now re-
vise and redefine the foci of our research and scholarship in these new contexts.
As well, reflecting the increasing recognition that culturally variable norms,
beliefs, practices, as well as communicative preferences inevitably shape the
design of ICTs and new communication venues from the outset — our confer-
ence call for participation highlighted attention to the design/production and
practices of information and communication technology.

The design/production theme asked how technical, cultural and commu-
nication affordances and constraints intersect in the production of technology,
messages and theory construction. The following tracks were suggested:

 Designs for Good Lives in a Mediated Age

o Trans-mediated and intelligent workplaces: Implications for work
analysis and interaction design

o Technology Design: Politics and ethics

o Legal and Ethical issues

o Research Design and Theory Development

The practice theme had the use of information and communication tech-
nologies in specific cultural contexts as its main focus. It suggested the follow-
ing tracks:

o Cultural Diversity and Global ICTs
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 Global and Local Cultures of Computing

o The construction of identity using online social media, gaming, and
blogging platforms

o Political activism through social media

o Privacy issues in media environments that encourage public identi-
ties.

o Analysis of Cultural Discourses about technology that shape under-
standing and use

CaTaC’14 attracted participants from 12 countries, whose contributions
are listed in the Table of Contents following the organization of the confer-
ence program. At the same time, you will find running through these diverse
contributions several “red threads” that have characterized CATaC interests
from the beginning - including attention to matters of democracy, gender, and
ethics — where the last entails the ethics of ICT design, implementation, and
uptake vis-a-vis risks of cultural imperialism. A further common thread is our
insistence on moving beyond “the user” to persons as ethical agents, subjects,
and embodied persons - i.e., not simply “brains on a stick” somehow discon-
nected from the larger weaves of their distinctive communities, traditions, his-
tories, and so on. These interests are apparent especially in our two keynote
addresses and a conference paper:

Judith Simon, Who can know what? Relating epistemology, ethics &
politics in big data practices

Andrew Feenberg, The Internet in Question

Michael Dahan, Mouli Bentman, The Democratic Paradox: Citizen
Oversight of Parliament and its Unintended Consequences.

Moreover: “culture” emerged in the 1998 conference as a highly prob-
lematic concept — and a considerable amount of subsequent conference pre-
sentations (at least through 2008) were devoted to critically re-evaluating what
we could mean, if anything, in operational or empirical specifics by “culture”
A good part of the response to this problematization of “culture” is to shift to
what can be characterized as micro-level approaches. Roughly, micro-level
approaches take “culture” as a very broad background to highly specific be-
haviors of a particular group that are then documented, observed, and/or ana-
lyzed. These approaches are represented here by:

Suely Fragoso, ‘Huehueheu’ ‘Br?Br?’: The Carnivalesque Griefing Be-
haviour of Brazilian Online Gamers

Fiona Brady, Laurel Evelyn Dyson, Enrolling Mobiles at Kowanyama:
Upping the Ant in a Remote Aboriginal Community

Suhas Govind Joshi, Emerging Ethical Considerations from the Per-
spectives of the Elderly [in Oslo]

Margaret Machniak, In Pursuit of Cool and its Implications for the De-
sign Process

Drew E. VandeCreek, Jaime Schumacher, Faculty Members and the
Preservation of Digital Materials at Five American Universities, and



Cecilia Oyugi, Souleymane Camara, José Abdelnour-Nocera, A Re-
flection on Designing Low-end Interactive Products for Rural Users in Sub-Sa-
hara Africa

Finally, more meso-level approaches take up “culture” as defined by ei-
ther language and/or membership in a given nation-state:

Marie-Christine Deyrich, MOOCs in Higher Education: From Global
to Local Perspectives

Michele M. Strano, William Canter, Newspaper Coverage of Facebook
across Three English-Speaking Countries

Malin Sveningsson, “Not Quite the Real Thing”: Young Swedes’ Experi-
ences of Getting Political Information through Social Media

Patrizia Schettino, Rethinking the Immersive Cultural Experience in
Museums. A Crosscultural Analysis of Visitors’ Behavior Based on Roles.

Maja van der Velden, Re-Politicising Participatory Design: What Can
We Learn from Fairphone.

Dagny Stuedahl, Sarah Lowe, Experimenting with Culture, Technolo-
gy, Communication: Scaffolding Engagement with Designing the Distributed
Museum

Fatima Jonsson, Sofia Lundmark, An Interaction Approach for
Norm-Critical Design Analysis of Interface Design

Gwyneth Sutherlin, Groupthink: ICT Design with Culture in Mind

Satomi Sugiyama et al (panel), Cross-Cultural Understandings and De-
signs of Social Robots as Co-Agents of Good Lives

We are confident that you will find in the Proceedings any number of
research approaches, findings, and critical reflections that will contribute —
perhaps at the most fundamental levels - to your own interests and work in
matters of culture, technology, and communication. If you find yourself in-
spired and intrigued - please consider participating in the next CaTaC confer-
ence in 2016. It is too early to offer details here, but we encourage you to sign
up for the CaTaC mailing list (catac@philo.at) through which CaTaC-related
information can be shared, including the next conference call for participa-
tion, etc. Also the CaTaC website (catacconference.org) is a good place to find
information about CaTaC conferences. On this site you will also find links to
past proceedings as well as a link that enables the download of the individual
papers of these 2014 Proceedings.

We wish to express our sincere thanks and appreciation to Herbert
Hrachovec and Michele Strano for organizing the paper review process and to
Suely Fragoso for undertaking the editorial and composition work required to
make this Open Access publication of the Proceedings possible.
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MOOCS IN HIGHER EDUCATION:
FROM GLOBAL TO LOCAL PERSPECTIVES

MARIE-CHRISTINE DEYRICH
Université de Bordeaux, LACES EA4140

Keywords: MOOCs, higher education, cultural discourse, contexts, legit-
imization

Abstract: This paper introduces a comparative study of responses that
emerge from the introduction and maturation processes of the MOOC phe-
nomenon. Issues related to the rise and implementation of MOOC tech-
nology are examined and contrasted: first in the European context, then
in the institutional framework of France and then in the French-speaking
literature. Set within the global landscape of technological innovation in
higher education, the analysis of the corpus under survey gives an over-
view of the contextualization of issues related to discursive legitimization.

1 Introduction

Among the challenges which affect higher education teaching and learning in
France, the issue of massification is estimated to become problematic. Imple-
menting online courses can therefore be seen as a fall-back option for universi-
ties despite the many obstacles this poses for learners. New models of learning
such as Massive Online Open Courses (MOOC:s) (Irvine & al., 2013) should be
considered. The possibility of massification of courses opened up by MOOCs
provides a good opportunity to rekindle the debate over the interaction be-
tween the potential of innovative new technology and its ongoing legitimation
process when emerging in a specific and cultural context. The focus here will
be on a selection of ‘small narratives’ (Lyotard, 1979) which illustrate some
aspects of the context-based variations of the MOOC digital entry.

1.1 Beyond ‘metanarratives’

Among the many definitions of MOOC:s that can be found online, the portal of
a pan-European initiative called OpenupEd proposes the following one:

“MOOC:s stand for Massive Open Online Courses. These courses can be
fully taken online. They are ‘open’ in the sense that they can be accessed by
anyone anywhere as long as you have an internet connection, and that they
are free of charge. And they are called ‘massive’ because generally they go for
large target groups.”

These courses which are rooted in the ideal of openness in education take
advantage of internal networks (Cisel & Bruillard, 2012; Gaebel, 2013; Hag-
gard, 2013). They put into practice Siemens’s connectivist theory (Siemens,
2005) which is reflected in the new format of online courses developed by
Dawes: ever since this innovation the number of MOOCs courses offered has
increased dramatically all over the world (Gaebel, 2014). Thus, when it comes
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to the impact of technological innovations and more specifically to the sudden
rise of MOOCs, comparisons may seem unnecessary because of the global
response to the phenomenon: considerable public attention (Briant, 2014),
“waves” made by MOOCs and open education in higher education (Kirschner,
2012; MacGregor, 2013). Our contention is that in the higher education field,
global implications of innovations should be assessed both in terms of harmo-
nization and hybridization to account for legitimation problems (Peters, 1995)
and that at the same time, specific attention should be paid to regional aspects,
contextual and cultural differences (more specifically here: Anglocentric vs the
rest of the world vs Europe vs French-speaking countries vs France).

1.2 Confronting change: a worldwide vision?

Are we entering a new digital era with the invasion of MOOC technology in
higher education (Daniel, 2012; MacGregor, 2013)? Are we witnessing a revo-
lution that could leave its mark on higher education (Cisel & Bruillard, 2012;
Aoki, 2013)? These vexed questions might provide deeper insight if treated
on a comparative level. In effect, the MOOC movement which first emerged
in the US was soon adopted by a large community around the globe albeit in
accordance with different approaches and implementation modalities (Gaeb-
el, 2013, 2014; Haggard, 2013). In this comparative strand, discourses will be
studied to reveal cultural attitudes towards technology and communication,
a necessary step when accounting for culturally-grounded specificities and
commonalities.

In the introduction of their White paper, Yuan and Powell (2013) ac-
knowledge that although their report places the phenomena of MOOCs in
the wider context of changes taking place at a time of globalisation, it was
written “from a UK higher education perspective”. Expectations of a culturally
specific approach are soon dismissed since the sentence ends with ‘but, it is
largely informed by the development in MOOCs from the USA and Cana-
da”. Accordingly, market-oriented analyses tend to be at the forefront: ‘differ-
ential pricing and pursuit of marketing activities’ ‘potential business models,
‘changes to funding’ and so on. The development of MOOC:s outside the ‘An-
glocentric hothouse’ (McGregor, 2013) is often perceived as a homogeneous
phenomenon which fuels “strong involvement with professional needs, wide
experimentation and enthusiastic engagement in all significant geographies”
(a British government review quoted by McGregor, op. cit.).

1.3 Progression in Europe

The rapid evolution in the distribution of MOOCs in Europe (from 276 Eu-
ropean MOOCS in September 2013 to 345 in October 2013, cf. figure 1) can
be ascribed to enthusiasm. It can also be explained by higher visibility and
improved information gathering (Gaebel, 2014).
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Figure 1. : European MOOCs - Source: EU Open Education Europe Portal

On the basis of a review of the literature assessing the state of MOOC
developments internationally and in the UK, Haggard (2013) asserts that “The
MOOC is maturing [...] after a phase of broad experiment”. The maturation
process should be gaining momentum progressively even though European
universities took a longer time to get involved. It can however be hypothesised
that the maturing process will present a common core of questions and issues
though this process, and will at the same time take on different forms in dif-
ferent contexts.

2 Localized narratives

2.1 Institutional narratives in a French setting

MOOC made its official entry on September 21st 2013 in the ‘Official Journal:
“cours en ligne ouvert a tous”, which are defined as “courses accessible to all,
provided by higher institutions, companies, organizations or individuals, and
which offer the possibility to assess one’s knowledge and lead to certification”.
Two acronyms are provided: CLOM (Cours en Ligne Ouvert et Massif) for the
French version, an acronym nobody actually uses, and MOOC, considered as
a foreign equivalent.

Governmental support was further illustrated in autumn 2013 by the
launch of FUN (France Université Numérique: France Digital University)' and
its official opening by the Ministry of Higher Education and Research. Two
points were brought forward: first, although initiatives had already been im-
plemented at individual universities, there was no national platform to pool
MOOC:s and secondly, the platform was aimed at allowing dissemination and
promotion of the teaching offered by French higher education establishments
in France and abroad.

The investment, which is part of France’s overall digital plan for higher
education, is considered as a means to ‘catch up’ on the online courses offer
since, as explained by the Minister for Higher Education and Research in her

1. http://www.france-universite-numerique.fr/
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opening speech, only 3% of French universities offer online courses compared
with 80% in the US. Joining the open digital band wagon, however, is but one
aspect mentioned in speeches and reports. Other political aspects cover in-
ternationalization and democratization issues, specifically the promotion and
development of French-language MOOC: to link ‘North’ and ‘South’ higher
education institutions. From the start of the 2014 academic year, the platform
has begun offering online courses, promoted by the ministry for jobseekers,
for those ‘already in work], as well as for students.

In summary, political involvement is at the heart of the French project
and social commitment is a major issue. According to these engaged institu-
tional discourses, France has reached a new milestone in the global techno-
logical race. However, bearing in mind the idea that the power of language
discourses arises from the institutional contexts in which they take place
(Bourdieu, 1982), the statement actually needs qualification when compared
with the Open University experience and the universities involved in the Fu-
ture learning platform in the UK for example.

The impact of the strong political involvement on the French academic
community has not been assessed yet, but reactions could be rather controver-
sial in a cultural background where the “high score on Power Distance and a
high score on Individualism is rather unique” (Hofstede & al., 1997). Academic
investment for the university sake is thus likely to bring about some reluctance:
“rethinking university” (Laurillard, 2013) involves individual and community
engagement, which means that problems related to tensions, ambiguities and
uncertainties deserve priority attention.

2.2 Localized narratives compared

A systematic review of the literature about MOOCs published in July 2013
pointed out that most research had investigated the learner perspective, with a
significant minor focus on the institutional threats and opportunities (Iyana-
gunawardena, & al. 2013). In order to explore the matter, a selection of sources
in English and in French is being analysed. For the latter contributions, the
focus of the ongoing analysis is an online corpus written in French: 132 con-
tributions between January 2013 and January 2014 gathered on the open wiki
by Michel Briant (2014): a variety of articles, news releases, texts from semi-
nars, reports, etc., leaving deliberately aside videos and links to conferences
and workshops since most of them are in English.

2.3 Responses to the MOOC challenge

This section provides a brief overview of some Francophone responses to the
MOOC phenomenon, generally observed to be a controversial issue: “a wel-
come or a threatening prospect” (Haggard 2013). The title of a seminar due to
take place on March 19th 2014 illustrates the point:

“Les MOOC au milieu du gué : opportunités et menaces dun modéle a
inventer/ MOOC in midstream: opportunities and threats related to a model
still to be devised”
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Here are some examples of characteristic responses observed in the con-
tributions list on the above mentioned site (Briant, 2014). The translation in
English is proposed after the French citations which appear in italic.

Five major recurring themes are listed here:

e Pros and cons are discussed in heated debates:

“Le jour de gloire des MOOC:s est arrivé/ The day of glory has arrived for
MOOCs” (about ‘Open Education Europa’, January 2014).

VS.

“MOOC ? Non, merci disent-ils.../MOOC? No thanks, they say”(about
an anti-MOOC collective, January 2014)

e The impact on higher education is debated:

“Le numérique va-t-il bouleverser lenseignement supérieur ? Is digital
technology going to upset higher education?” (TELECOM ParisTech: No-
vember 2013)

VS.

“Les Mooc, la ruine de luniversité ?/MOOC, the ruin of higher educa-
tion? ”, (ENS-Lyon : October 2013).

e Questions arise about the teaching profession:

“Les MOOC:s vont-ils renouveler le corps enseignant ¢/ Are MOOCs
going to renew the teaching profession ? ” (from a blog, December 2013).

e Other contributions are about the impact on the educational land-
scape:

“La percée des MOOCs dans lenseignement et en formation continue/
The breakthrough of MOOC:s in teaching and further education” (from an
educational journal, October 2013)

e Some contributions are from the learners’ perspective:

“Mooc : Apprendre n'importe ou, W'importe quand, tout ce quon
voudrait/Mooc : Learn anywhere, anytime, whatever you want” (newspaper
on line, December 2013).

This sample of analysis leads on to the idea that the maturing process is
still in the making within the French-speaking context. Other issues are now
being explored for an in-depth assessment of the academic professional posi-
tioning and involvement in the pedagogical evolution related to openness and
collaborative aspects.
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3 Perspectives and emerging debates in French higher education

Responses to innovations in digital technology can vary according to
contextual factors. The subject is discussed to determine whether practices and
opinions are actually impacted and if so how?

3.1 Awareness, expectations and practices in universities

Has the MOOC craze really changed university teaching and learning?
This does not seem to be the case in the French context. A recent survey, enti-
tled “Les usages pédagogiques du numérique/ Pedagogical uses of digital tech-
nology” (MESR, 2013), shows that MOOCs have had a very limited pedagogi-
cal impact on higher education, both for students and teachers. First, it shows
that the acronym is far from familiar for the majority of respondents. As shown
in figure 2, despite 25% of students having already heard about MOOC:s, only
5% declare knowing what it refers to. As for the teachers, they are more in-
formed (41%) but only 18% know what it is.

Notoriété des MOOCs

A I'ensemble des étudiants et des enseignants du supérieur

Q : Avez-vous déja entendu parler des MOOCs ?

S &

Oui, et vous savez NS QOui, et vous savez
précisément de quoi il s'agit préciseément de quoiil s'agit

Non

“opinionway  Les usages pédagogiques du numérique — Septembre 2013 [ = | 22

Figure 2: Have you already heard about MOOC? - Source: MESR 2013.

The survey also points out that MOOCs have not become established
practice yet: only 10% of students and 3% of teachers have registered on a
MOOC. Paradoxically, students and teachers alike mention potential benefits
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of open access platforms and consider that the implementation of platforms
dedicated to MOOC:s is an important challenge for universities, respectively
90% and 84%.

This technology is cited as a means to support the educational mission of
the state mainly for the transmission of knowledge: 80% of students and 82%
of teachers. The two groups share the same vision but planned use is different
and appears as a daunting prospect for teachers (cf. figure 3): 94% of the stu-
dents say they will use online platforms and almost 60% as a complement of
their traditional courses and while 77% of the teachers say they are ready to
use this type of platform, a majority of teachers (59%) accept planned use as
long as it involves a digital publication of their courses.

Usages projetés des cours en ligne

A lI'ensemble des étudiants et des enseignants du supérieur
— 1

Q : Si dans votre établissement était proposée la '

o . . ! - Q : Si dans votre établissement était proposee la @__
possibilité de suivre des cours en ligne via une possibilité de mettre en ligne vos cours via une
plateforme Internet dédiée, comment

e L plateforme, comment l'utiliseriez-vous ?
I'utiliseriez-vous ?

% Utiliserait T e

50% 59%
32%
= £
= 13% S
3% a 5% o
w) w
= =
Vous mettriez
Vous . . i - .
- - Vous assisteriez Vous 3“9"“9""‘?- I'ensemble devos  Vous metiriez Vous mettriez
l'utiliseriez vous assisteriez 3 ; . N
. aux cours et vous : COUrS magistraux uniquement  uniquement vos
exclusivement . . certains cours, et p filme
et vous les visionneriez VOUS en suivriez sous format filmé vos cours sous  cours sous format
P Agalement sur la PR ilmeé S
n’assisteriez plus &g Eteforme d'autres sur la et sous fPr|1lat format filme numerique
U COUrS P plateforme numerique
@ Nutiliseraient pas cette plateforme @ Nutiliseraient pas cette plateforme
1
“opinionway  Les usages pédagogiques du numérique — Septembre 2013 [ = | 29

Figure 3: Planned use - Source: MESR 2013.

3.2 Cultural settings

Because MOOC courses are open on a global scale to anyone who has access
to the Internet, cross-cultural relevance is difficult to achieve, as Nkuyubswat-
si (2014) points out. The author considers that addressing students in their
respective cultural settings presupposes adaptations and cultural translations
and advocates thus that some flexibility in the design should allow students
to adjust to their specific settings. We may however wonder whether tailor-
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ing MOOC:s for a diversity of settings does not have imperialistic undertones
and interests. Mathieu Cisel (2013), a doctoral student preparing a thesis on
MOOC:s, pinpoints the underlying commercial intention in a paper titled
“Vers une colonisation de nos systémes éducatifs?/A first step to the colonisation
of our educational systems?” Worries about the purposes of cultural domina-
tion are also expressed by Martin Granjean (2013), Swiss researcher in digital
humanities, in a paper entitled ‘Linquiétant impérialisme du MOOC/Under
the threat of MOOC imperialism”.

‘LAmeérique propose — LAsie suit — L'Europe s’interroge/ America puts
forward - Asia follows up - Europe ponders”: this title of a paper by Sophie
Touzé, research engineer in e-learning for higher education, seems to capture
the underlying attitudes in the current digital flow and the translations of this
‘progressive’ imperialism within consecutive cultural recontextualisations.
Moreover, exporting MOOC:s into the world market can be considered as syn-
onymous with loss in translation, not only cultural but also linguistic, the two
losses being tightly intertwined.

In French-speaking countries, the issue of languages has been much de-
bated:

e In terms of sovereignty, first, as exemplified in an interview by Jabba
(2013), where Frank Pacard, deputy director at the Ecole Polytech-
nique, says that there is concern that Cousera courses in English will
merely be translated into a French version and he adds that this could
be the case for all basic courses translated in a variety of languages.

e Then at a time when globalization is redistributing the cards in terms
of poles of global influence for Francophonia (the French language
community): Guillou (2012) considers that the challenge to promote
the French language is now going digital in order to foster intercultur-
al dialogue and solidarity as much as economic development. From
this perspective, the issue has thus become highly strategic: the mis-
sions fulfilled by the MOOCs comprise the transmission of knowledge
but, according to Granjean (op.cit.), the main specific task which they
serve is to take strategic advantage of the globalized higher education
ground, which is undergoing fundamental changes.

3.3 Pedagogical issues vs. market issues

MOOC:s are considered to provide a key opportunity to revisit questions about
the place allotted to the learner and the role of the teacher in current education
systems; the pedagogical model is therefore questioned:

The model is declared to be utterly transmissive:

“Freinet wouldn’t believe his eyes. Neither would Dewey. And Piaget
would be turning over in his grave. Who knows?” writes Olivier Toutain,
lecturer at the ESC group of Dijon Bourgogne, in his paper titled “De qui se
MOOC-t-on? Whom are we moocking fun of?”

Standardization in the implementation of the model is considered as a
major disincentive to diversity and creativity because, as Martin Grandjean
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(op.cit.) explains, when face to face with their computer screen, students will
simply get on with tasks set without the further thought and reflection tradi-
tionally required. The pitfall of such an environment is an increase in the stan-
dardisation of knowledge which is contrary to what is in demand by so many
companies in our socio-economic context.

Standardization can also be related to the damaging influence of gover-
nance by market forces and competition. According to Dominique Boullier
(2013), Professor of sociology at Sciences Po, Paris, MOOCs are market-driv-
en in the first place with venture capitalists interested in the brand offensive
(Stanford behind Cousera and Udacity and now other prestigious universities)
and thus, these courses tend to tackle a pedagogical problem with a very spe-
cific economical alternative based on a standardisation process. The author
recommends the opposite approach: that designing tomorrow’s education
should not be massive and formatted but distributed and collective. Paradoxi-
cally, standardisation seems to him all the more inevitable as universities from
the south and even most universities from the north will not have the means
or even the desire to enter the so-called global competition.

In this market-driven trend, MOOC:s are said to be contributing to the
shift towards students becoming consumers of higher education (Granjean,
op.cit.), testing before selecting and engaging in various courses, dropping out
whenever bored or dissatisfied with the ‘product’ This statement should be
qualified in the French context, however, where only a few students have en-
rolled up to now. Interviewed by Pauline Raud, for digiSchool média, Alain
Mille (2013), Professor at Lyon 1 University, project manager for MOOC,
points out that students are not the main protagonist in MOOC consumption
(about 10% in terms of registration); the 30-45 age group are those who have
most involvement in this form of learning. This confirms that MOOCS now
give access to knowledge which was formerly confined within institutions.

3.3 Epistemological and political implications

Educational technology always seems ripe with promise but can technology
in itself improve and enrich learning? Could the MOOC technology empower
higher education teachers to design more engaging and efficient courses? What
are the consequences of this digital trend for higher education institutions?

In a thought-provoking paper, Bernard Stiegler (2013), French philoso-
pher and head of the Institut National de 'Innovation, considers that the dig-
ital metamorphosis of knowledge and its teaching (a new episteme) can only
be achieved in close and explicit conjunction with a meaningful research and
innovation policy. The principle aim of such a policy would be to explore the
epistemological future of disciplines which should be equipped to cope since
digital technology changes knowledge dramatically. Therefore research and
digital studies should come first and serve as a basis to design and develop new
forms of teaching and learning.

For Bruno Latour (2014), scientific director, Sciences Po Medialab Paris,
some of the skills and functions of university are becoming completely obso-
lete and the consequence is a redesign of university. Indeed, the flood of data
and the production of knowledge no longer originate from a unique location.
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MOOC:s are inspiring but they should be considered within the evolving
digital landscape, which leads a reversal of the organization of learning (both
temporal and spatial). We therefore agree with Michel Gaillard (2014), French
researcher in physical sciences at the CNRS, when he says that the main digital
concern for higher education should be to provide undergraduates with some
kind of Ariane’s thread, in order for them to get the keys, for, without them
they will be lost in the abysses of the web, of knowledge gathered over centu-
ries. In the absence of a search mode in this labyrinth, we are running the risk
of a ‘lost generation.

Whether MOOC:s represent a passing trend or are here to stay, they have
the merit of generating new debates on the integration of digital technology:
we are thus under an obligation to think differently about education (Stiegler,
op. cit). This leads us to the remark that MOOC should be put back in its place,
i.e., that of a digital technology, a pathway among others to education. Atten-
tion should thus move from cutting edge ed-tech innovation to meaningful
ways to integrate research-bases technological design into culturally and lin-
guistically specific course content.

4 Conclusion

The effects of MOOCs on higher education are hard to measure and data about
the phenomenon are still inconclusive. Yet, the study has shown that, although
common threads can be found in the responses that emerge in the introduction
and maturation processes of the MOOC phenomenon, contextual and cultural
factors detected in discourses should be taken into consideration when ad-
dressing issues related to technological innovations. A major limitation to this
study lies in the fact that the majority of the corpus investigated for this study
can be considered as very committed speech and therefore biased. The sequel
of the investigation is expected to be more varied since it will include an anal-
ysis of research data from the academic world at large.
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Abstract: In this paper we explore what we term the ‘democratic para-
dox”. On the one hand citizen sousveillance, or oversight of parliamentary
activity, supported by ICTs as a dissemination mechanism, is generally
seen in a positive light within the research related to democratic theory. In-
deed, Pierre Rosanvallon (2008) sees this as one of the defining character-
istics of contemporary democracy. The authors take a contrarian approach
to the common theoretic wisdom and claim that while citizen oversight is
beneficial and positive in a narrow sense, in its wider context this over-
sight and transparency has a severely detrimental effect within the wider
context of contemporary democracy. The authors analyze the paradox via
the Social Guard website, devoted to the transparency and oversight of
the Israeli Knesset (parliament). The negative impact of the Social Guard
is further exacerbated and amplified (Agre 2002, Toyama, 2011) by dis-
semination of findings and reports over the Internet, social media and its
attendant mobile application.

1 Introduction

Since Ithiel De Sola Pool’s (1984) seminal work Technologies of Freedom, po-
litical and social scientists have stressed the potential of ICTs to contribute
to modern liberal democracy and to help cure its various ills (for example
Abramson, Arterton and Orren, 1988; Negroponte, 1995; Dertouzos, 1997;
Schwartz, 1996; Rheingold, 1993; Grossman, 1995; Kamarck and Nye, 1999).
Most of these potential contributions are focused on the centrality of infor-
mation for political life in liberal democracies and the contribution of ICTs to
political participation and mobilization. While it is beyond the scope of this
paper to deal in depth with the role of information in general and the role of
ICTs in particular within liberal democratic theory it is important to present
a baseline for reference and as background for our treatment of transparen-
cy and oversight. Bobbio notes that liberal democracy assumes that citizens,
“once they are entrusted with the right to choose who governs them”, and are
sufficiently well informed “will vote for the wisest, the most honest, the most
enlightened of their fellow citizens” (Bobbio, 1987, p.19). Jurgen Habermas
shows us how social forces gradually replaced a political system “in which
the autocratic ruler’s power was merely represented before the people with a
sphere in which state authority was publicly monitored through informed and
critical discourse by the people” (Habermas, 1989, p. xi). At the core of these
approaches lies the importance of unfettered access by citizens to information
related to politics and policy. The White Paper on Open Government (Great
Britain, 1993) for example makes this position quite clear:
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The Government believes that people should have the freedom to make
their own choices on the important matters which affect their lives. Informa-
tion is a condition of choice and provides a measure of quality. Even where
there is little effective alternative to a public service, information enables
citizens to demand the quality of service they are entitled to expect and puts
pressure on those running services to deliver high standards (Office of Public
Service and Science, 1993, p.7)

The phenomenon of watchdog or oversight groups has grown dramati-
cally over the last decade. The primary purpose of these groups is to provide
a high degree of transparency to the workings of government, and in partic-
ular, national parliaments. According to a 2011 report authored by Andrew
Mandelbaum for the National Institute for Democracy and the World Bank,
over 190 different groups are active in more than 80 parliaments worldwide.
These organizations are composed primarily of concerned citizens who believe
that allowing the average citizen “presence” within the walls of parliament will
serve to increase public awareness and return the reigns of power to the public.
The Internet, together with cable television, mobile apps and other ICTs serve
as the primary conduits of this access. Among the intended consequences of
this high degree of transparency - beyond that of informing the public - is to
increase political participation in its myriad forms and to expose the workings
of the political system to the public at large.

In order to achieve a greater degree of transparency vis-a-vis the public,
these oversight or sousveillance groups generally document, follow, and make
public parliamentary activities in order to contribute to a better representative
democracy and to restrain or limit the control of lobbies and interest groups of
the discourse and deliberation within parliamentary committees and plenums.
Within the basic operational values of these organizations one can generally
find the belief that the mere presence of citizen overseers within parliamenta-
ry meetings and the documentation of parliamentary activity has a beneficial
affect on elected officials and contributes to the democratization and transpar-
ency of these organizations. (Humphreys & Weinstein, 2012).

The growing strength of parliamentary watchdog and oversight groups
is part of a larger phenomenon - based on the widespread belief that the po-
litical echelon no longer adequately represents or is responsive to the public,
while the distance between them and the citizenry is greater than ever before
(this can be seen clearly in the social protests that took place in Israel, Europe
and the US over the past three years, and to a certain extent in the so called
Arab Spring). This sense of alienation from the “political” is reflected in the
decreasing trust on the part of the public towards political institutions in gen-
eral and parliaments in particular (Schmitter, Della Porta, and Warren, 2010).
To this one may add low voter turnout in many of the established democracies
(Inglehart, 1999). This sense of alienation and lack of participation on the part
of the public towards the “political” and the distrust of democratic political
institutions is a result of a number of factors among which one may note social,
political, economic and technological change.

At the base of this phenomenon lays increasing privatization and com-
mercialization of political and civil spaces (Schudson, 2007); the growing con-
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trol of interest groups and commercial interests of the public sphere (Haber-
mas, 1989); dearth of substance in political communication amplified by
populism (Blumler and Cavanaugh, 1999; McNair, 2007); personalization of
politics and the political process at the expense of substance (McNair, 2007);
globalization and the marginalization of the nation state; the collapse of polit-
ical parties (Schudson, 2007); the failure of ideologies to mobilize and unify
large groups of citizens (Azmanova, 2004).

In light of the evidence of the decreasing stature of democratic institu-
tions and the loss of public trust in them, it would seem to follow that the
active involvement and participation of citizens in political life and the ex-
pansion of circles of involvement is the natural solution to these problems,
necessary in order to re-establish public trust in political institutions. Much of
the current research focusing on the challenges and the crises of democracies
views the expansion of participation and the active involvement of the public
as the primary remedy for what ails democracies today. The democratic crisis
is seen not as a crisis of the democratic ideal but rather as a structural and
institutional crisis or deficit; structures and institutions need to adapt to the
socio-political realities of the 21% century — democracies need to be more at-
tentive to the publics that compose them (Canovan, 1999). In order to achieve
this, the “democratic paradox” - public support of the ideal of democracy con-
trasted by severe loss of trust in existing procedures and institutions — must be
overcome (Rosanvallon, 2008).

2 Citizen Oversight of Parliament

The growth and increasing popularity of sousveillance groups focused on the
day to day workings of parliaments around the world and their ability to im-
pact on the public discourse and to reach wide publics has been made pos-
sible primarily by the rapid expansion of ICTs and new media, particularly
social media (Bimber, 2000). The Internet plays a central role in enabling these
groups to mobilize activists, to raise funds and to disseminate their reports,
findings and critiques among the public with relatively few material resources.
In fact, activities such as these would have been practically impossible prior
to the proliferation and power of social media. ICTs provide activists with the
ability to collect information, disseminate information, dialogue, coordinate
action and lobby decision makers at a relatively low costs (Denning, 2001).
Civic activity as reflected in these networks is seen in the research on democ-
racy in the digital age as an excellent example of the power of citizens today.
The Internet allows citizens to communicate easily, representing a paradigm
of “many to many” communication as opposed to the older model of “one to
many” or the top down political broadcast. The Internet lowers the bar for
more wide spread participation while lowering the costs of mobilizing people
to action (Bailer, Bodenstein, and Heinrich, 2008). Projects such as these tend
to strengthen the utopian approach which views the Internet as a powerful
means that will change societies and regimes and contribute to a more open
and democratic society, more transparent with wider and more significant
participation (Tolbert and Mossberger, 2006).
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The case of citizen parliamentary watchdog groups (working within par-
liaments, following parliamentary activity and reporting these to the public
while exposing issues that might otherwise be hidden from public scrutiny as
well as workings of parliamentary activities and elected representatives) serve
as a fascinating study in attempting to better understand the role of the Inter-
net in citizen empowerment and the creation of a more open and democratic
political system.

In this paper we have chosen to focus on the Social Guard' of the Israeli
Knesset (parliament) as a test case that shows that in spite of the good will
and intentions of all those involved, and in spite of their relative success in
mobilizing citizens previously alienated from the political sphere in general
and the workings of the Israeli parliament in particular, these organizations
actually have a detrimental effect in the form of “unintended consequences”
and may very well serve to actively weaken institutional democracy. We posit
that citizen based watchdog or sousveillance organizations that monitor par-
liamentary activity are beneficial and contribute to the improvement of de-
mocracy only in a very narrow way while at the same time are detrimental and
harmful to democracy in a wider sense. These groups unintentionally feed the
growing gap between the internal sphere of democracy and the outer sphere of
democracy. Our review of the Social Guard and its use of ICTs is drawn from a
broad based analysis of the website — the entire website was read over a period
of three months, as well as its Facebook account (Twitter, though used by the
Social Guard, is not popular in Israel).

3 The Double Edged Sword of Transparency

As opposed to the prevalent argument in democratic theory vis-a-vis citizen
participation and wide spread public involvement in policy setting as a possi-
ble danger of populism (Taggart, 2002), the issues we seek to raise here do not
touch upon the tension between democracy and populism. The purpose of this
paper is not to show that an increase in public participation is a danger to the
quality of democracy, or that intense political activity by citizens is a sign of
dysfunction among political institutions reflecting a need for reform in order
for the polity to regain control. Rather, the purpose here is to show that mean-
ingful and substantial political activity mediated in a large part by technology
has the unintended consequence of weakening democratic foundations.

This is a disturbing claim in that it raises deep questions regarding the vi-
ability of creating a model of representative democracy along the lines of wid-
ening public sousveillance in an age of distrust, as suggested by the democratic
theorist Pierre Rosanvallon (2008) in his important work Counter-Democracy:
Politics in an Age of Distrust. Rosanvallon claims that democratic systems are
not in a process of change but have already changed. Rosanvallon does not see
in the growing distrust of the public in democratic institutions an expression
of apathy and disinterest but rather quite the opposite - a sign of growth and
maturation. What Rosanvallon calls greater “social attentiveness” by citizens.

1. See the Social Guard web site, http://hamishmar.org.il/about-us-2/
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Rosanvallon suggests that the classic model of democracy is by defini-
tion based in the distrust of the public and on the need to weaken political
leadership in order to prevent them from acquiring too much power. In his
book, Rosanvallon notes the rise of a different kind of democracy, one that
emphasizes the power of citizens to veto government decisions matched by the
ability of the public to judge its representatives. Accordingly, distrust serves to
empower the role of citizens requiring them to closely monitor government
activities and the processes of policy setting and decision making. According
to Rosanvallon, democratic society can no longer be based on the myth of the
sovereignty of the people and that democracy can only be based on the belief
of the public in its own abilities and possibilities for resistance and to have
their voices heard, even if only partially. Rosanvallon notes three mechanisms
whereby citizens can hold their rulers accountable between elections and in-
dependent of their results: oversight; prevention; and judgment. Each of these
may have effects for the quality of democracy, he argues, and while not novel,
they have all been expanding and diversifying precisely as the more tradition-
al forms of representation have declined in significance. Rosanvallon’s central
hypothesis is that “..the inability of electoral/representative politics to keep
its promises [has] led to the development of indirect forms of democracy” (p.
274). But resistance and oversight can not serve as a stable foundation for a re-
gime, because even if the road that contemporary democracy is taking echoes
Rosanvallon’s analysis, a democracy based on acute distrust is doomed to fail
miserably. Distrust can be a positive tool as long as it maintains a constructive
dimension - beyond this it serves as a significant danger to any democratic
mechanism and threatens not only its viability and ability to function but its
very ability to exist.

Thus, paradoxically, while the important and positive activities of citizen
oversight within the narrow framework of the parliament indeed serves to im-
prove its functioning, contributes to its efficiency, highlights failures, stands
against lobbyists and special interests, while providing the public with insight
to legislative procedure, at the same time it creates significant damage to the
wider framework of the democratic system. We explore this paradox in the
following sections.

In this paper we make five primary claims: 1. The activity of the Social
Guard in the Israeli Knesset does not contribute positively to the understand-
ing of the wider democratic framework among the public at large, but rather
weakens it while increasing distrust in the government and its institutions. 2.
The group’s activity does not empower democratic processes but rather in-
creases inequality among the different sectors of society. 3. The activity of the
Social Guard places an emphasis on the personal dimension of elected officials,
thus reinforcing existing attitudes of politics as personal, based on ego strug-
gles, power, interests and conflicts of prestige while weakening the essential,
philosophical and ideological aspects of politics and democracy. The princi-
ple of transparency is represented voyeuristically and emphasizes exposure of
the elected official — in many ways mirroring aspects of reality television, thus
minimizing the less visual — and perhaps more crucial - important aspects of
parliamentary work. 4. Furthermore, reports produced by the Social Guard
measure quantitative aspects of elected officials, forcing members of Knesset
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(MKs) to produce quantity over quality, with an emphasis on visibility that at
times has a negative impact on the workings of parliament as well as wider
democratic mechanisms. 5. The activities of the group enforces an apolitical
perception of parliament undermining the most essential principles of democ-
racy as a struggle over questions of identity and the common good.

Below, we will attempt to describe this paradox, wherein the goal is wor-
thy, effects are often positive, the expansion of the involvement and partici-
pation of ever larger publics is welcome, but at the same time, in the context
of the wider democratic sphere, the results are at times devastating to the fine
weave of democracy, further weakening and unraveling a polity already in cri-
sis. Is this part of a process in which democratic regimes will be forced to radi-
cally reinvent themselves or is this simply part of the process of change that we
should get used to? We return to these questions later.

4 The “Social Guard of the Knesset”

“Israeli citizens have discovered that regardless of political views, they all
share a grim reality:
a. Our government has systematically divested itself of many of its tradition-
al responsibilities, such as health care, education and welfare. Many services
have been privatized, and even those who support this policy find that it has
been carried out in harmful ways. Education is on a steady decline, a spec-
tacular public health care system is collapsing, welfare projects are severely
under-funded.
b. The cost of living is outrageous, with a handful of monopolies controlling
our market. It is generally agreed that there is a serious problem of central-
ized control by a few omnipotent players.
c. Our democratic system is being corroded by different groups and interests,
which use the Knesset as part of an overall campaign to curtail civic rights
such as freedom of speech, freedom of assembly and so forth.
d. The government is leading an ongoing campaign to curtail the powers of
the legislative and judiciary branches. It should be noted, that these are fairly
unaccountable, since elections are national, and there is no direct mecha-
nism which enables voters to keep in touch with their representatives™.

The “Social Guard of the Knesset” was established following the social protests
in Israel, as in other countries, during the summer of 2011. Public dissatis-
faction was translated into mass demonstrations, including the occupation of
public spaces by citizens in a number of Israeli cities. The protests eventually
faded, but a number of civil society organizations were established by citizens
refusing to allow the “spirit” of the protests to fade. These citizens felt that
the ideas expressed by the public should be translated into action. Among the
many groups that were formed, the Social Guard is one of the largest and more

2. From the English language version of the Social Guard Website (http://hamishmar.
org.il/16101-2/needed/) Retrieved 8 March, 2014. It is informative that this descrip-
tion only appears in the English language section of the site. We surmise that it is
intended for fundraising purposes.
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significant, receiving a great deal of public attention. Activities of the Social
Guard are primarily web and social media based. Any citizen can register via
the website or mobile app for a day of activity at the Knesset, the organiza-
tion facilitates access to the Knesset for those interested and participants are
required to summarize in writing their experiences as well as upload these
experiences to the group’s website. Over time the organizations’ methods have
become more sophisticated and its volunteers are provided with tools and sug-
gestions on how to act when visiting the Knesset. For example, how to follow
parliamentary meetings and committees as well as how to document these.
The website (https://hamishmar.org.il/) a Facebook group (https://www.face-
book.com/mishmarhevrati), Twitter account (@hamishmar) and a YouTube
channel (https://www.youtube.com/user/HamishmarHahevrati) serve as the
primary channels for dissemination of information, mobilization of the public
and of course, fundraising. The group does not stop at simply monitoring and
reporting of Knesset activity but also attempts to advance legislation - such as
shortening the summer recess of the Knesset.

In the summer of 2013, the Social Guard published a book (Hamishmar
Hahevrati, 2013)* highlighting its activities, bringing forth the evidence of its
volunteers’ experiences in the Knesset, in particular the parliamentary com-
mittees and the Knesset plenum. In spite of the fact that our initial reaction
as veteran political scientists to the oversight initiative was that it was wel-
come, positive and seemingly effective, the more we read the reports on the
group’s website, its Facebook page, and in the book itself, a sense of disturbing
discomfort began to creep in, raising significant and difficult questions as to
the contribution of this flood of information to the democratic discourse in
general, but more specifically, to the kind of democratic vision hidden behind
the activity. What follows is an attempt to answer these questions and those
raised above.

4.1 Weakening of political system and loss of trust

“I spent three hours in the Knesset Finance Committee this morning.
Everyone knows that this is a very important committee, a hard working
committee. What is decided there directly effects the pockets of everyone in
the country, and the pockets of special interests — whoever they may be. But
what I saw in the committee that morning was not work. It was three hours
of bullshit” Daniel Dor, Social Guard volunteer, Knesset Finance Com-
mittee, 7.5.13

“Every week, volunteers of the Social Guard witness how the Knesset is
being weakened, concerned with the executive branch’s stranglehold of the
parliament via the Ministers Legislation Committee. We will continue to

3. (In Hebrew) See here a direct link to the book http://www.scribd.com/
doc/194802184/%D7%A1%D7%A4%D7%A8-%D7%94%D7%A2%D7%93%
D7%95%D7%99%D7%95%D7%AA-%D7%9E%D7%95%D7%A9%D7%91-
%D7%90%D7%91%D7%99%D7%91-%D7%A7%D7%99%D7%A5-2013
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monitor its activity”. From the introduction to the annual “Social Index” of
the Social Guard, 26.3.14

Most of the oversight work in the Knesset and committees, indeed in any
parliament in the world, revolves around minute details, “grey” and boring
work done far from the public eye and the media. The volunteers of the Social
Guard come to monitor the workings of the Knesset. Going over the published
reports and posts on the website, one can often find positive evaluations of the
work done by some of the MKs. One can also find consternation expressed by
the volunteers of the guard, at their own partial understanding of the material
and their attempts to raise questions and not to act as rubber stamps. But while
poring over the published reports we found to our surprise that the highlight-
ed examples, those at the forefront of the web site and Facebook pages, and
in the yearly summary of activities, are those examples, which, for the most
part, represent the negative aspects of MKs parliamentary performance. The
lack of seriousness on the part of MKs, shoddy work, the political wheeling
and dealing. Headlines and titles given to posts are generally negative as well.
Only a very few of the positive examples are highlighted. More so, if there
is a common thread that can be tweezed out in these reports it is that there
are actually quite a few serious and hardworking MKs but the Knesset of to-
day is weak in relation to the past, and lacks the tools and support to stand
against the executive branch and commercial interests. Thus, perhaps without
intention, the Knesset which enjoys more oversight than any other state body
(certainly more than the other branches of government and particularly the
military and the security services), is significantly weakened and continues to
lose public trust. Within this vicious cycle, a result of this growing weakness
and loss of public trust, the Knesset is less capable of dealing with other bod-
ies whose water is certainly murkier than theirs. The public overseers, on the
one hand, gain a greater understanding of how the legislature works, under-
standing the complexity of the challenges it faces, contribute to the discourse
and deliberations and even raise questions, yet of all this important work the
picture that is portrayed before the wider circle, e.g. the public, is an extremely
negative one, drawn in dark colors, serving only to feed the despair, actively
contributing to public distrust in its representative body - for example, a joint
2013 poll* conducted by Haifa University and Ben Gurion University places
both the Knesset and MKs at the very bottom (23 out of 23 and 32 out of 32,
respectively) of a list of public institutions in terms of public trust, with similar
trends evident in most liberal democracies. Margetts (2011) suggests that in-
creased transparency may lead to reduced levels of trust, feeding the alienation
between the public and the political system, while casting suspicion on policy
making practices. This is supported by empirical data from Holland, where an
experiment into the impact of ICT-enabled transparency in Dutch local gov-
ernment showed that while more transparency increases citizens’ perceptions
of benevolence and honesty of government, it actually reduces their percep-
tions of competence, thereby lowering levels of trust in government agencies®.

4. Results of the poll may be found here (Hebrew): http://wordpress.haifa.

ac.il/?p=4440
5. The experiment is reported in S. G. Grimmelikhuijsen, “Transparency of public
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Grimmelikhuijsen (2010) refers to the negative aspects of his findings as the
dark side of transparency - a result of a demystification of both government
process and performance. These findings are echoed and expanded upon by
Bannister and Connolly (2011). By highlighting - via the web, Twitter, and
Facebook - the negative aspects of parliamentary activity, the Social Guard
would seem to contribute to the degradation of public trust, not the opposite.
In this sense, ICTs amplify (Agre 2002, Toyama, 2011) these negative trends.

4.2 Increased inequality in access to centers of power

“In summary, there are no great revelations, but there is a promise which
we must continue to follow. We, the Social Guard, we, the public, must make
sure that the promised hearing will be public and will touch upon, in a real
way, the most difficult issues”. Shani Goldberg, Social Guard volunteer,
Knesset Finance Committee.

“I had a great deal of difficulty following the debate in the joint commit-
tee [regarding the institution of a biometric database of Israeli citizens] as it
was very technical and legal. As a result, I wonder if even the MKs that par-
ticipated understood the debate. I doubt that the MKs will even bother to go
into the details in further debates in spite of the importance of the topic. The
biometric pilot phase will be instituted with very little discussion and almost
no oversight as a result of the shoddy work of MKs who did not even bother
to appear in committee, let alone the plenum”. Anat Eyal, Social Guard vol-
unteer, Knesset Joint Committee discussion of the biometric database.

The Internet and ICTs, as noted in the beginning of this paper, are seen
in a rather utopian light as affording tools to the public that serve to fill the
deficits of traditional media, allowing a wide range of citizens, from different
backgrounds and socio-economic status to take part in political life, to be in-
volved and contribute to policy setting, decision making and legislation. The
challenge of the Social Guard in this instance is no different than the chal-
lenges facing other civil society organizations seeking to act in the political
and public arena and to serve as a voice for the public(s) seeking to take part
in political life, not abandoning this sphere to the hands of lobbyists serving
special or commercial interests, or even stronger, more well funded and more
powerful interest groups (Bartels, 2009). Yet any democracy that stresses the
involvement of civil society, based on the ever growing system of civil over-
sight of political institutions, only widens the gap between “strong” citizens
and the weaker sectors of a society (Coleman and Blumler, 2009, p. 136). In the
past, mass parties, by definition, served to represent a multitude of interests —
ideologies, interests, classes, ethnic and religious groups. Yet with the waning
influence and importance of political parties — tending today more towards
single issue politics or narrow and sectoral interests — these already weak and
disenfranchised publics are made more so (Dalton and Wattenberg, 2002).

decision-making: towards trust in local government?”, Policy & Internet, vol. 2, no. 1,
2010, http://www.psocommons.org/policyandinternet/vol2/iss1/art2
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Civil society organizations that support democracy and democratic values
yet express deep seated distrust towards the activities of political institutions
only serve to further weaken them. Thus, according to Dalton, the problem is
not distrust in democracy, but rather in its modus operandi. Unfortunately, the
distrust in political institutions expressed and amplified by oversight groups
serves to impact negatively on deep democratic values such as representation
and equality. Lacking equal representation and any real ability to take part
in political life the gap between those that are involved and those that aren’t
simply widens (Berry, 1999). Furthermore, as long as ICTs continue to serve
a particular sector of society, no matter how wide it appears to be, the remedy
is not to be found there. Even today, significant sectors of society are severely
under-represented on the Internet.

Civil society, in spite of its pretense of representing the public actually
only serves a small subsection of any society. If in the past, party research dealt
with the difficulties of political parties to advance political agendas or adapt
them to the needs of their publics following elections, the rise of civil society
organizations as a serious mediator of interests makes matters even worse in
that these groups are far from representative and are not even a shadow of
mass parties. Civil society organizations are almost by definition single issue
organizations - i.e. they tend to represent very narrow and well defined inter-
ests — as opposed to mass parties which function primarily as aggregators of a
multitude of interests.

Part of the problem is of course a more complex political and social real-
ity, requiring high levels of specialization, thus increasing the involvement of
highly specialized interest groups in the legislation process and parliamentary
deliberation (Mancini, 1999). This necessity creates an additional, even more
severe problem - the further distancing of the public from the process of de-
cision making or even impacting on the public’s ability of understanding and
following the process.

Parliamentary oversight organizations are active in parliament for all cit-
izens - in this role they are seen as trusted and authentic representatives of
the public at large. As such, the public tends to imbue a high degree of trust in
these organizations, and attach a great deal of importance to their activities in
parliament — even if the analyses provided by them and their world views are
significantly different from those of the public.

4.3 Citizen oversight emphasizes the personal dimension of elected
officials at the expense of the ideological dimension

“I am positive that there are lots of aspects that I did not understand
here. Motivations, political deals, personal whims, power struggles, procras-
tination tactics, and lots of emotion. But I did understand one thing. This is
how things are done in the Knesset. Games and mistakes, strategies and poli-
tics. This is important to remember and to internalize”. Bat Sheva Hartman,
Social Guard Volunteer, 18.7.13.
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One of the significant aspects of the media in general and ICTs in par-
ticular in what Blumler and Cavanaugh (1999) have termed the “third age of
political communication” is the personalization and visualization of politics
and the political discourse (Bennet, 2013). While this may have some value in
terms of accountability — awareness of the camera, the presence of citizen over-
seers and the recognition that politics can no longer be conducted completely
in the dark, away from the prying eyes of the media and the public - this
same emphasis on personalization contributes to shallow political discourse,
making it more personal and person oriented as opposed to “idea” oriented,
thus creating a discourse focused on personal interests or the personality of
an elected official. Of course, oversight groups have nothing to do with ini-
tiating this phenomenon - political advertising can take credit for the rise of
the image in political communication (McNair, 2007). The process elevates
the personal dimension, focusing on personal attributes of public officials or
candidates. In an age where ideology plays an almost non-existent role, the
personality and image of the politician is a central factor in public trust and in
mobilizing public support. Thus, image management has become the end all
of political communication (McNair, 2007). With the technological advances
of recent years, it is easier for an individual politician to reach out to the public
directly without mediation over the Internet and social media - indeed entire
campaigns are built on this ability. This “new visibility” (Thompson, 2005) as
noted by Thompson, is a double edged sword - just as this visibility can lead to
a meteoric rise in power, so can it end a political career just as quickly on the
basis of one scandal or slip of tongue. Instead of basing the decision making
and policy setting process on discussion and deliberation and well based po-
sitions it is based on exposing political actors, shaming them or raising them
to fame (see for example Sarah Palin and George Bush). Within this reality of
new visibility, oversight organizations make use of the same tools to expose,
shame and embarrass, or praise politicians (Dete, 2013). In the Israeli context
there is a tendency to attack politicians who vote against their own, known,
preferences due to coalition discipline (in which individual ruling coalition
members of parliament are forced to vote in line with party discipline wheth-
er or not they agree with a specific policy). This serves as another example
of imposing a type of oversight regardless of the specific rules of parliament.
This is clearly expressed by Boaz Rakutz, General Manager of the Social Guard
who published a brief post on this following the passage of the controversial
Governance Bill in the Knesset Constitutional Committee in March, 2014: “In
the present Knesset the ability of MKs to vote independently has been severely
restricted. The Knesset Independence Index, recently published by the Social
Guard shows that the independence of MKs has been substantially reduced as
a result of coalition discipline and the work of the Minister’s Committee on
Legislation”. Another example may be found in comments by Social Guard vol-
unteer Esti Segal: “The claim that MKs are not responsible for election prom-
ises due to coalition discipline pulls the rug out from under the democratic
ideal”

The question of the degree of independence of MKs vis-a-vis coalition
discipline is of course an important and legitimate question. But presenting
the issue in the framework of the personal responsibility of MKs while at the
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same time portraying MKs who adhere to the rules of coalition discipline is
cynical and reflects a lack of understanding of the political rules of the game.
This feeds the negative view of MKs among the general public who are not
necessarily aware of these nuances.

The testimony of volunteers presented by the Social Guard reflect an em-
phasis of the personal dimension and the behavior of MKs and how they voted.
The titles attached to the posts also single out Ministers and MKs in a negative
light. On the one hand, as noted above, this visibility and exposure can be an im-
portant and effective tool, impacting the way an MK behaves, challenging them
or enforcing democratic norms. On the other hand, as a result of various insti-
tutional pressures, the way a parliament works, and the removal of actions from
context matched by an emphasis on the personal, we are presented with a prob-
lematic political reality which further feeds greater distrust of the system at large.

4.4 Quantity vs. Quality

Quantitative indices have become a tool of ever increasing importance used
by oversight groups in the framework of personal emphasis and exposure. Not
only are the quality of deliberations and discussions described and recorded,
but much of the activity of the parliament in general and MKs in particular
are described in quantitative terms, published yearly in quantitative indices.
How many voted, how many were present, how many support social agen-
das, how many abstained, etc., are converted into quantitative grades given to
MKs. These are of course reflected and amplified in the traditional media via
headlines along the lines of “MKs who spent the least time at parliament”, or
spent the most time abroad, or missed the most number of sessions. These in
turn impact on public opinion regarding specific MKs and on the system as
a whole. The quantitative dimension, much like the personal dimension dis-
cussed above has certain value. Yet this approach primarily emphasizes the
more technical aspects of parliamentary work, ignoring the more fundamental
and essential aspects. Quantitative indices contribute to the shallowness and
superficiality of political discourse; ignore the broader and more substantive
contexts, regime structure in Israeli society and institutional constraints, such
as election method. The subordination of democratic principle to quantitative
indices translated into grades strengthens the perception of political institu-
tions as service providers and citizens as clients. This can have a perverse effect
on conceptions and understanding of democracy and citizenship, reducing
them to mere quantitative values lacking depth and meaning.

4.5 Perception of oversight activity as apolitical

“It is not surprising that this is the way the summary of a deliberation
of 30 minutes looks because ‘that is the scheduled amount of time’, in spite
of the fact that not all speakers managed to fully present. In my eyes, a topic
that touches on the day to day hardships of people [stuck in immigrant ab-
sorption centers for 10 years] deserves more than 30 minutes of deliberation
in the Knesset, with a more serious approach matched with possible solu-
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tions on the part of MKs”. Gal Keisar, Social Guard Volunteer, 24.12.13,
The Knesset Committee on Immigration and Absorption.

Politics in a democratic society is based on the struggle between opin-
ions and ideas, it is based on the notion of which communal public good is
more worthy of support and advancement. Politics, by definition, is a struggle
over the division of finite public resources. Along the lines of these struggles
elections take place every few years in an attempt to decide which options to
support, which policies to advance and which policies to reject. These strug-
gles are not limited to elections — these struggles over social and political issues
continue on a daily basis during the process of legislation and policy. In spite
of the fact that the Social Guard has a clear world view representing social val-
ues stressing the responsibility of the state to provide welfare services, health
services and education, a safety net for all of the states’ citizens, it claims to
maintain an “apolitical” stance. The activity of the Social Guard as expressed
in its website, its activities and publications is portrayed as apolitical. A sort of
heroic struggle of citizens against a regime apathetic to the woes of the pub-
lic, a regime isolated from the people. The Social Guard, drawing on popular
support, in contrast to the popularly elected Knesset, sees itself as the true and
authentic vox populi, more representative of the will of the people. The website
stresses that the Social Guard has no idea as to the political stances of its vol-
unteers, which in any case is seen by them as irrelevant. What drives the Social
Guard, by its own testimony, is simply concern for Israeli democracy and the
advancement of social concerns unrelated to political questions of left or right.
The attempt by the Social Guard to distance itself from politics, to portray the
activity and the organization as apolitical can only lead to further distortion
of the concept of what is political, both within the organization and among
the many citizens who support its activities and identify with its goals. By dis-
tancing itself from the political the organization discredits politics much in the
same that it is harmful to the democratic concept.

5 Conclusion

A sound democracy requires working, responsive, and vibrant institutions,
active citizens, public engagement, transparency of public activities and ac-
countability. There is no question regarding these fundamental values. We
are well aware of their importance in creating better political institutions and
fostering more open systems of decision making and policy setting, allowing
as many people as possible to take part in political life and to attempt to in-
fluence society. In spite of this and quite surprisingly, one can see, following
the logic of the arguments presented here, how the dynamic of organizations,
social networks and political institutions have a life of their own that does not
necessarily lead to a desirable end game if the there is no inclusive thinking
regarding the meanings and implications of political activity. Further research,
preferably comparative, is needed in order to better understand the scope and
implications of the paradox across countries. The lack of a deep and inclu-
sive approach to political action, amplified by the mass media and ICTs (Agre,
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2002) can have unintended and often disastrous consequences. To this we can
only add by way of conclusion and warning: caveat actor.
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Abstract: One of the most widely used interactive products by non-west-
ern users in developing countries is the mobile phone. Further, the mo-
bile phone market in western countries is rapidly getting saturated (IDC,
2013). It is therefore likely that the market for the next billion mobile
phones is among low-end users in the emerging economies. However, to
design effective mobile phones or low-end portable technology for these
radically different users, research indicates that first, ethnography and
ethical participatory design methods need to be used in the design phase
and second, in the usability testing phase, current usability evaluation
methods need to be adapted and possibly develop new ones that are more
appropriate. Through our research in the adaptation and design of interac-
tive technology for Kenyan farmers we illustrate how these suggestions can
be put in practice. Sites like the Kenyan one we refer to have now become
places of local and global negotiations, where the key insights are not so
much focused on local needs but on new ways in which modernity unfolds.

1 Introduction

For a period of three years from 2006, the Sociotechnical Centre for Interna-
tionalisation and User Experience (SCIUX) at The University of West London
carried out research that considers how to design and evaluate the usability of
interactive products for users in a developing country’s context. Our research
suggests that mobile phone users in developing countries can broadly be cat-
egorised into two (i) the high-end-users, whose mobile phone needs are very
similar to those of western users and (ii) the low-end-users, who are a radically
‘different’ type of user with ‘different/unique’ mobile phone needs. These users
are set apart not only by their low literacy levels, cultural factors and different
context of technology use but also by their environment that is characterised
by poor telecommunication infrastructure. Consequently, they have a unique
user needs and require unique interactive products. Our research further sug-
gests that to design useful interactive products for these low-end-users de-
signers need to use participatory design and ethnographic methods. This user
involvement needs to be incorporated even in the evaluation of the interactive
products usability. SCIUX previously published research (see Abdelnour-Noc-
eraetal,. 2011) suggests that either new Usability Evaluation Methods (UEMs)
are developed or current ones be adapted to suit low-end-users from emerging
economies.
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1.1 Low-End Mobile phones and Consumer Devices in ‘Developing’
Countries

The mobile phone has successfully penetrated the emerging economies (ITU,
2014). This success was initially achieved by Nokia, who introduced their own
low cost model, specifically made for the developing and emerging economies.
The features of the Nokia 1100 model included “anti-slip sides to provide a
better grip as well as reduce the risk of dust and rain damage,” a “display. . . and
keypad layout [that] makes the phone intuitive and easy-to-use,” a flashlight,
and a “long lasting battery [that] gives users a talk time of up to 2 hrs to 4 hrs
30 mins and a standby time of up to 400 hours,” This Nokia 1100 model was
so successful that it sold 200 million units sold, earning a world record as the
best-selling consumer electronic device ever (Murph, 2007).

The Nokia 1100 model has since been discontinued and it seems like
the next wave of mobile phones for developing and emerging countries is that
of ‘feature-rich’ mobile phones. These would be mobile phones that have fea-
tures that are specific to the users in the emerging markets. Further, these ‘fea-
ture-rich’ mobile phones would need to be targeted at low-end users whose
mobile phone market remains unsaturated.

A good example is the feature for electronic payments developed for
phone like the Nokia 1100, M-Pesa (Donovan, 2012). This solution shows how
this population incorporates these devices into their ways of living. How to de-
sign and develop features phones or low end mobile technology, which would
be often offline, poses important challenges.

There is another strand of our research at SCIUX that has also explored
the use of offline open source handheld devices in English teachers in prima-
ry schools in Nepal (Shrestha et al., 2011). In doing this, we have looked for
a solution that might be sustainable, scalable and work while identifying the
implication of introducing a new technology in such a resources-constrained
environment.

In the light of clear innovation potential in markets with resource con-
strained environments and platforms, the category of ‘developing’ country is
no longer fair and useful as a way of framing design scenarios and possibili-
ties,. In these new contexts like the Kenyan one, we find new sites of local and
global negotiations, where the key insights are not so much focused on local
needs but on new ways in which modernity unfolds (DePaula, 2013).

2 A Business Case

With the saturation of the western mobile market (IDC, 2013); it is plausible
to state that the niche market for the next billion mobile phones will be among
the low-end-users in developing countries. Consequently, businesses interest-
ed in harnessing the mobile phone market will have to radically alter their
design and evaluation methods in order to meet the needs of the next billion
mobile users, who happen to be in the developing world.

Other industries have responded to this business niche robustly. The ar-
gument for this response is strikingly captured in the concept of the ‘Fortune at
the bottom of the pyramid’ by Prahalad (2006). He contends that “the world's
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most exciting, fastest-growing new market is where you least expect it: at the
bottom of the pyramid. Collectively, the world's billions of poor people have
immense untapped buying power. They represent an enormous opportunity
for companies who learn how to serve them. Not only can it be done, it is being
done-very profitably. What's more, companies aren't just making money: by
serving these markets, they're helping millions of the world's poorest people
escape poverty’.

Since M-Pesa’s introduction in March 2007 in Kenya, the program has
successfully enrolled 15.2 million users, transferred more than 1.4 trillion dol-
lars in electronic funds, and contributed significantly to poverty alleviation
and financial inclusion efforts in rural Kenya (Buku and Meredith, 2013).

3 Research Background; VeSeL

The reflections reported in this paper are as a result of research that was carried
out within the context of VeSeL (Village e-Science for Life) a project which was
part of the Bridging the Global Digital Divide network sponsored by the En-
gineering and Physical Sciences Research Council (EPSRC) in the UK. VeSeL
constituted five UK universities and one Kenyan University. The VeSeL team
consisted of persons with technical expertise in power engineering, networks,
Internet technology, user interface design, educational technology and agri-
cultural methods. University of West London (UWL) was part of the VeSeL
UK team because of its particular expertise in participatory and User Interface
Design. This research project ran for a period of three years from Septem-
ber 2006. The aim of the VeSeL project was to enable the rural communities
in Sub-Saharan Africa to use digital technology to improve their agricultural
practices, with particular emphasis upon educational barriers. Therefore, in
November 2006, a group of the VeSeL UK team, made a visit to Kenya to iden-
tify potential farming communities to work with. In collaboration with VeSeL
Kenya, two local farming communities were identified. These two farming
communities in Kenyan are central to this reflection. Our experience outlined
in the following sections highlights important lessons that we learnt in the
course of designing and adapting interactive products, some of which were
mobile, for these rural users in Kenya.

4 Ethnographic methods

Kambu and Kiangwachi, the two Kenyan farming communities selected to
work with VeSeL were very culturally removed for the VeSeL design team.
We therefore needed to not only understand these farmers, but also their way
of life, their needs and wants, their immediate environment and any previous
experience of technology use. A total of 10 days was spent with each of the
farming communities with the aim of getting to know them more closely. The
main reason for designers to take time to interact with users within the context
of cross- cultural design and usability is captured clearly by Donner et al (2008;
pg 40) who states:
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“Perhaps the most critical factor (when westerners design technology for
non- westerners) is to spend time with potential users in those circumstances
in which the innovation might take hold. Spend time early, spend time fre-
quently, and spend a lot of time ... time spent with users ‘in the field’ is more
valuable than just about anything else ... the communities we hope to im-
pact are so different from those we were raised in that our first instincts are
of little help; to turn our ‘subjects’ into collaborators or empowered potential
users, it’s imperative that we establish rapport”.

During the ten day period with each of the farming communities, both
exploratory participation observation and exploratory participant Interviews
methods were used. The following section will discuss how these two methods
were implemented which will be followed by a reflection of what went well and
what could be done better in the future.

4.1 Exploratory Participant Observation

DeWalt and DeWalt (2002) define exploratory participant observation as the
process that enables researchers to learn about activities of the people under
study in the natural setting through observation and participating in those
activities. In other words, it is the process of learning through exposure to or
involvement in the day-to-day or routine activities in the researcher setting
(Schensul et al, 1999). According to Wolcott (1998), participant observation is
founded on first-hand experience in naturally occurring events. The research-
er’s intention is to capture important aspects of what is being observed in a
concrete manner (Hammersley and Atkinson, 1995).

In both Kambu and Kiangwachi, the aim was to spend time with the
users particularly observing them take part in their daily activities. Where
possible, we joined in their activities in their homes, market places and public
gatherings/meetings. These very diverse opportunities of observation and in-
teraction with the participants in their natural settings were intended to pro-
vide a rich selection of topics for discussion as well as giving the researchers an
insight into the farmers’ day-to-day lives. It was also clear that interacting with
the participants in the comfort of their environment afforded the researchers
a chance to observe non-verbal expressions of feelings, intricate details such
as who interacts with who and aspects such as what amounts of time are spent
on what type of activities (Marshall and Rossman, 1995). By virtue of being ‘on
site’ and getting more familiarised with the community, the users ‘reacted’ less
while being observed which in turn enabled the researchers to develop ques-
tions that were culturally sound (Bernard, 1994).

4.2 Exploratory Participant Interviews

These are similar to exploratory participant observations but with the advan-
tage of being able to capture in the users own words what they see, believe and
report doing with respect to a specific topic (Schensul et al, 1999). Explorato-
ry interviews take various forms such as casual conversations, life history in-



32 C. OYUGIL S. CAMARA, ]. ABDELNOUR-NOCERA

terviews, key informant interviews and semi-structured interviews (Wolcott,
1998).

During our stay in Kambu and Kiangwachi, we mainly used the key-in-
formant interviewing format. Persons of standing within the communities
were selected and asked to tell their personal story in a process referred to
as ‘the power of scientific imagination to bring us in touch with the lives of
strangers’ (Geertz, 1973). However, before each key informant interview ses-
sion, the researcher explained their background, the purpose and nature of
study as well as why these informants were of interest to the study and how
each one of them came to be selected. The researchers also assured the partic-
ipants that the data collected was anonymous and that they should feel free to
interrupt and ask for clarifications where needed (Lofland and Lofland 1995).

By spending time with the potential users in their environment, we were
able to gain knowledge about the users, understand the users ‘real’ needs and
also learn the context of use of technology which in turn was used as a guide of
the development of the intended technology. Further, by involving the users in
the design process the users were consequently empowered to become valued
stakeholders.

4.3 Our Reflection on Ethnographically Inspired Research

It was very important to have been introduced to the farming communities
by the local VeSeL partner (University of Nairobi). This local partner was well
known to the farmers from previous interactions. As a result, this made the
two farming communities comfortable with the VeSeL designing team a lot
quicker.

Speaking the local language was important too. Although there is the
language Kiswahili (national language in Kenya) that majority of the farmers
could use, there were still concepts and ideas that were best described in their
own native language. One of the researchers could speak the native language of
one of the farming communities and this proved was very helpful.

The time spent with the users in their surroundings should be as much as
is possible. However, sometimes it is not always possible to do so due to lim-
itation of resources. The following are various strategies that could be used in
future to ensure that the short time spent is valuable. We suggest the following;

e Before gaining entry into the field, draft a list of research questions
that only focus on the important activities. However, Millen (2000)
suggests that community informants input is very vital at this stage;
therefore, on gaining entry the research questions would need to be
redefined with the help of the community informants.

e Have a short list of broad topics for discussion and a more detailed list
of specific ‘bottleneck and benefits’ (Bauersfeld and Halgren, 1996) to
major the discussions on.

e Increase the speed of the different activities being carried out, substi-
tute faster activities for slow ones, multi-task and timetable specific
activities (Robinson and Godbey, 1997). This saves valuable time in
the field.
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e Apart from observing from a distance, get more involved in the day-
to-day activities of the participants. Of course, the participants need to
feel comfortable with this involvement.

e Seek to have as much conversation (with probing where necessary)
with the participants as possible. This could be recorded (with the par-
ticipants’ permission) or written out later after the interaction. These
conversations may be casual, life history interviews, key informant
interviews and semi-structured interviews (Wolcott, 1998). Key infor-
mant interviews are most productive since valuable/relevant informa-
tion can be obtained within a relatively short period of time.

5 Participatory Design (PD)

The approach initially emerged in Scandinavia where they considered a para-
digm shift to design in workplaces — democratically involving end users in the
processes of design (Floyd et al., 1989). Over the years, however, PD approach
has taken many directions and orientations mainly due to the notion that a
successful design needs to involve all stakeholders and not only the end users.

In ICT design for development context, for example, Dearden and Rizvi
(2008) believe that there is a tendency, as participatory methods have been
adopted by the mainstream to highlight issues of technique at the expense of
concerns with relationships. This is particularly the case for the examination
of the role of practitioners, and of power relationships within the participatory
design..

Bergvall-Kéareborn and Stahlbrost (2008) critically take a look at the
practice thus far to observe the degree of motivation and types of participa-
tion being claimed to draw attention to an ethical stance in the practice. Ana-
lysing 15 articles published in the 2006 PD Conference (PDC06), they found
that only three out of the 15 had an ethical/democracy perspective in practice.
As for the type of participation, they found that despite all studies claiming
direct end-user participation, “(i)n eight cases this includes actual end-users
and in two cases it includes potential end-users since the actual users of the
system developed are still unknown. None of the studies include lead-users,
user-representatives, or early adopters” (Bergvall- Kareborn and Stahlbrost,
2008). Clearly, PD should aim towards frameworks that include the voices of
end users, but also those of all other stakeholders.

In the VeSeL project, we sought to define these boundaries both at
end-users and stakeholders level by studying their contexts separately. We
then learnt from the context and culture of each group to iteratively define
our working relationship and facilitate individual participation. This approach
is also favored by Bidwell and Hardy (2009), who also found that in situating
participation, especially in rural settings, methodologies should be less intru-
sive in practice, power structures need to be observed and time should be in-
vested appropriately.

Once the contexts of both stakeholders and that of the end-users had
been explored, the research sought to identify relevant participatory IS design
theories and practices to help explain the context of VeSeL. In doing so, the
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research also explored gaps that could be filled to augment and contribute to
knowledge in PD. Our techniques and approaches used in the VeSeL project as
described earlier, were key in ensuring participation.

Furthermore, the research progressed by adapting and iteratively apply-
ing relevant insights from one stage to another. e.g. Only after the interviews
we sought to identify potential research kit, venues and research champions
instead of precipitously imposing a model.

5.1 Practical Issues in the PD approach:

Given the possible difficulties of interacting with end-users of a different
culture and context, it is advisable to be flexible in your timeframe for field
research activities. This allows researchers to extend or move on to another
activity if the conditions were not right for participants in a planned activity.

Make room for familiarisation and piloting: a level of familiarity is re-
quired for piloting activities (with volunteer participants). This allows room
for improvement prior to sampling and running the actual activities. It is
considered ethical to ensure participants are treated well and fairly. Activities
should be used/introduced only if the situation is favourable. For instance in
VeSeL, field researchers were not to introduce or evaluate a mobile phone or
digital camera without prior interaction with a user to elucidate his/her per-
ceptions, social senses and sensibilities, educational level and willingness to
participate in the research.

Primarily discuss approaches and methods with local experts: discussion
and initial cultural customisation serve to validate the activities in order to
maximise their usefulness and success vis-a-vis the participants. In VeSeL, the
local partner (University of Nairobi) had more familiarity with the culture of
the targeted communities. Field researchers were to be introduced by them
and after initial contacts with community leaders.

6 Usability testing

During our interactions with the farmers in their environments, we made ob-
servations that indicated that we may experience difficulties when carrying out
usability evaluations. Specifically, we observed that power distance played an
important role in relationships within the community. Further, we noted that
face loss (see section 6.2), users previous experience with technology, gender
and tribal affiliation were all important issues we could not easily overlook.

6.1 Power Distance

Power Distance (PD) is defined as “the extent to which the less powerful mem-
bers of institutions (basic elements of society like the family, school, and the
community) and organizations within a country expect and accept that power
is distributed unequally” (Hofstede, 1991, p. 28). In other words, it is the extent
to which a society prefers that power in relationships, institutions, and organ-
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isations is distributed unequally. Consequently, superiors consider themselves
different from their subordinates and vice versa.
According to Samovar et al., (1998) people in high PD cultures,

...believe power and authority are a fact of life. Both consciously and un-
consciously, these cultures teach their members that people are not equal in
this world and that everybody has a rightful place, which is clearly marked
by countless vertical arrangements. Social hierarchy is prevalent and institu-
tionalises inequality (p. 71).

People from high PD cultures therefore accept the difference in power as
part of the society. In fact they believe that it is natural and beneficial for some
members of a group or society to exert considerable control over their sub-
ordinates. Therefore respect and formal deference for high status people e.g.
bosses, parents and elders are valued. To maximise the existing respect-differ-
ence distance, formal interaction are preferred by members of high PD cultures
(Gudykunst, 2003). The subordinates expect to be told what to do and they do
not question their superiors’ orders. This means that the low status person is
not expected to engage in or is even prohibited from free and voluntary inter-
actions. Further, one does not openly disagree with, or say ‘no’ to the boss. It
is also likely that the subordinates will feel uncomfortable if their contribution
is asked for. They might perceive this as a lack of ability and knowledge on the
part of the superior asking for their involvement.

During the usability evaluation exercises, it was noted that the Kenyan
farmers who are from a high power distance culture preferred to interact very
formally and answers to questions asked during the evaluation were either
‘yes, ‘no’ or simply silence. It was also noted that when the farmers interacted
amongst themselves, there seemed to be no inhibition as there was when inter-
acting with the usability evaluators.

6.2 Face Loss

‘Face’ is a term used metaphorically for our public self-image, the way we want
others to treat and see us (Griffin, 2003). In other words, face refers to the
“socially situated identities people claim or attribute to others” (Tracy, 1990,
p-210). Therefore, when a person feels embarrassed during a particular inter-
action, this is the effect of losing face while the feeling of pride, or validation or
respect is the effect of sustaining face (Cupach and Metts, 1994). The effect of
face in usability evaluations among low-end-users is exemplified by these us-
ers being reluctant to offer critical comments about an interface despite being
unable to successfully execute tasks on the interface whose usability is being
tested. This is because they perceive that their critical comments will cause the
evaluator to lose face (Yeo, 2001; Winschiers, 2001; Sacher, 1998; Chetty, 2005
and Herman, 1996).

We found that the farmers from both communities were reluctant to
make critical comments when carrying out the usability evaluation exercises.
During casual conversations later, these users indicated why they felt unable
to make critical comments-because criticising the evaluators work in front of
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them would cause the evaluator to lose face. We informed the users that the
purpose of the usability evaluation was to understand what worked and did
not work well on the interface but also to obtain design suggestions from them.
They were also informed that their criticism did not offend us and in fact was
very useful to the design of the artefact. However, despite this, we did not suc-
ceed in obtaining any critical comments from these users about the artefact.

6.3 Previous experience with technology

The past use of an interactive product affects the degree to which a user finds
the task easy or difficult to complete. This is because previous interaction with
the product allows the user to remember the various steps that are involved
which in turn makes task execution easier. Familiarity with a comparable
product does influence the extent to which the user finds the product usable.
The reason for this is that the user is able to make generalisations across the
two products which enables the user to make correct predictions. For example,
when a user interacts with a new mobile phone that is similar to one that he or
she has used before, the interaction with the new mobile phone becomes easier
because of the similarity (maybe in the arrangement of the icons and menus)
between the two mobile phones. On the other hand, if there is no uniformity
between the two similar products, then the previous use of technology experi-
ence is of little or no help because it may actually act as an impediment if the
user decides to draw from it (Jordan, 1998; Shneiderman and Plaisant, 2004;
Mayhew, 1999; Thomas and Bevan, 1996). As a result of this, it was expect-
ed that during usability evaluation exercised, users who had a higher level of
previous technology experience would have higher quality user feedback than
those with lower levels of previous technology experience.

6.4 Gender and Tribal Affiliation

We observed that both men and women tended to have different roles with-
in the community, thus working on different activities on a day to day basis.
They also did not freely mix in public. Although this attribute is more apparent
among the older generations it is not non- existent among the younger genera-
tions. Therefore during usability testing, same-gender pairing up seemed to be
most sensible to employ. Tribal affiliations were noted to be strong. Although
each of the two farming communities had a specific ethnic tribe, Winschiers
and Fendler (2007) suggest that tribal affiliations are crucial when executing
user testing among these type of users. Thus if there is teamwork or particular-
ly pairing up of users, those users ought to be from the same tribal grouping
for high quality user feedback.

6.5 Our reflections of Usability Evaluations

Due to the cultural differences discussed above, usability experts will need to
consider adapting the UEM they use in order to obtain reliable user feedback
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when carrying out usability evaluation exercises among low-end users. The fol-
lowing are some of suggestions on how to carry out these UEMs adaptations;

e When carrying out usability evaluations whose objective is to under-
stand the context of the users’ actions, if the UEM(s) chosen involves
a high user/evaluator communication interaction, then that method
should be adapted so that the user/evaluator interactions communica-
tion is reduced or removed.

e As much as possible, try and employ UEMs that have a level of team-
work aspect in them. If the chosen usability method lacks collabora-
tive aspects in them, then an adaptation of that UEM towards being
collaborative is highly recommended. However, it is suggested in that
collaboration, the users need to be of the same level of technology ex-
perience, be of the same tribal grouping and same gender.

o The users’ level of previous technology use does affect the quality of
user feedback. Therefore, the higher the level of previous technology
experience, the higher the quality of user feedback and vice versa.

o Itislikely that simultaneous user verbalisation and task execution may
affect the quality of user feedback, make effort to separate these two
aspects in the usability evaluation process.

e Seek to significantly reduce or remove the likelihood of the usability
evaluation exercises having an ‘examination’ feel to them. This may be
by replacing tasks with real life scenarios, serving drinks beforehand,
seeking to know the users before the exercise etc. The evaluator should
only implement that which they feel is appropriate in each given sit-
uation.

One of the difficulties that we faced was trying to obtain design sugges-
tions from the farmers during the usability evaluation process. We noted that
they were not willing to give critical comments about the interface, even when
they were encouraged to do so. Consequently, there needs to be further inves-
tigation on how to obtain design suggestions from low-end-users.

7 Final Reflections

Using ethnographic methods affords the researcher more time with target us-
ers in their natural environment, making it easier to elicit the user require-
ments which are a reflection of the ‘real’ user needs. It also allows the iterative
evaluation of the prototype from an early stage by the users in their natural
context, carrying out tasks that are relevant and useful to them and at a time
that is most convenience for them. The product designer is able to find out if
the intended interactive product is appropriate to the local needs and condi-
tions and whether it has a positive impact on the users’ daily lives. It would
also be possible to assess if the intended interactive product suits the way the
target users propose to use it and whether it is easily affordable and accessible
for them. The product designer would further be able to assess what the locally
relevant content and applications for the target users would be and more im-
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portantly how to integrate the intended interactive product use into the target
users’ daily routine. It will also be possible to assess if the target users will be
able to sustain economically and in other ways the intended interactive prod-
uct once it is implemented.

By adapting UEMs when evaluating interactive products among low-end
users, this not only respects them culturally but also makes the usability eval-
uation process an effective and pleasant one too. Further, the usability evalu-
ation results obtained are also reliable and can be compared across different
cultures without any bias.

This paper has presented a reflection of research we carried out in Kenya
among rural farmers. The aim of that research was to develop interactive prod-
ucts that the farmers would use to improve their farming practices. By reflect-
ing on our research practice, we were able in this paper, to share what went well
during our time of the research and point out what could be done differently in
the future. For low-end mobile and consumer device development companies
considering the emerging market, these insights are valuable because they in-
form the design and development for the next one billion users.
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Abstract: Although the idea of social robots has been a part of our every-
day life, it has been largely in the realm of science fictions and media re-
ports about robot engineer’s laboratories, or adopted in particular settings
such as the therapy for autistic children and the elderly care. This creates
an impression that social robots are rather removed from our immediate
everyday experiences. However, those robotic technologies are increasingly
incorporated into our surroundings as relational partners (e.g., robot pets
such as Tamagotchi, Aibo, Zoomet, etc.), or useful assistants (e.g., Rum-
ba). Furthermore, some researchers argue that ever smarter mobile ICTs
can be considered as a form of social robots, suggesting the greater rele-
vance of social robots or robotic functions for everyday human experiences
and emotions (e.g., Sugiyama & Vincent, 2013; Fortunati, 2013; Barile ¢
Sugiyama, 2014).

This panel explores the broader idea of social robots in our current and
future everyday life. According to Breazeal, Takanishi, and Kobayashi
(2008), the main goal of social robots design is to be able to engage in
interpersonal interactions in a natural manner so that people can “achieve
social-emotional goals in diverse applications such as education, health,
quality of life, entertainment, communication, and collaboration” (p.
1349). How do people perceive/experience some of the social robots and
robotic functions that are designed such goals in mind? Are those robots
and quasi-robotic mobile ICTs facilitating “good lives”?

The first panelist, Satomi Sugiyama, will discuss the broader notion of
social robots as well as some examples of social robots in the context of
Japanese culture. The second panelist, Christine Linke, will consider the
human-social robot interaction focusing on intimacy. The third panelist,
Isabelle Hupont, will present her research on emotions and human-ma-
chine interaction with a particular attention to the methodological ap-
proach. The fourth panelist, Nello Barile, will present the idea of the auto-
mation of taste facilitated by ever-smarter ICTs and algorithm by taking
an example of music applications “Shazam” and “Spotify.” The last panel-
ist, Davide Fornari, will offer his perspective on the design aspect of social
robots. Using these presentations as a starting point, this panel seeks to
stimulate further ideas and raise questions regarding how social robots
can play a role of co-agent for good lives across cultures.
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1 Presenters

1.1 Satomi Sugiyama (Franklin University Switzerland)
Robots as a cultural object in Japan: From cartoons, ICTs, to human-
oids

One of the cultural contexts that have been gaining much attention regarding
the robot development and its social applications is Japan. Many interesting
cases of animaloid, humanoid, and geminoid are under development in the
research laboratories in Japan, some of which make an occasional appearance
to the public (e.g., as a sales assistant Minami-chan at the Takashimaya depart-
ment store in Osaka; Palro at an elementary school in Saitama prefecture).
Robot cartoon characters such as tetsuwan atomu (astro boy) and doraemon
have a familiar presence to the mind of Japanese public, serving as common
cultural references. Furthermore, the vocaloid, hatsune miku, offers an inter-
esting example of an artificially created human presence without the material
body. This presentation considers some of these prominent examples of robots
in the contemporary Japanese society, exploring the role culture plays in the
development of robots as well as the attitudes toward robots and robotic ob-
jects in everyday life.

1.2 Christine Linke (Independent Scholar in Communications and
Media)Relating with technology: Intimacy, reciprocity and intersub-
jectivity in human-social robot interaction

This presentation examines the aspect of relating in human-social robot in-
teraction. The analysis is driven by the idea that the way humans engage so-
cially with technology is one of the important aspects for understanding the
arrival of social robots to people’s daily lives. The presentation first reviews the
research on intimate communication with ICTs in order to develop an analyt-
ic framework that illuminates human-social robots interaction. It then raises
some essential questions regarding the social processes that occur when hu-
mans interact with different forms of technology. For instance, how are mean-
ingful phenomena such as reciprocity and intimacy created, and what does
this mean for existing ideas of sociability and humanity? What are the condi-
tions of relating with social robots? Which impact do social norms and rituals
have on human-social robot interactions? How far can certain subjectivity or
even intersubjectivity be created in human-social robot interaction? The pre-
sentation closes with the discussion of if and how the concept of a relationship
can be applied for human-social robot interaction.

1.3 Isabelle Hupont (Instituto Tecnolégico de Aragon, Spain)
Emotracking and affective crowdsourcing: Understanding the eye of
the crowd

The emotional aspects of Human-Machine Interaction have garnered an in-
creasing amount of attention in the last decade from an evaluation/user ex-
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perience perspective. Affective feedback is typically acquired from users right
after the interaction through questionnaires in supervised small- scale labora-
tory tests, and later analyzed by means of traditional statistical methods. While
well manageable, such testing campaigns are expensive, time-consuming and
results may not be enough intuitive to understand and generalize to larger
audiences. This presentation focuses on introducing novel tools and method-
ologies to tackle these problems. On the one hand, Emotracker®, a state-of-
the-art automatic tool that combines eye tracking and facial emotional recog-
nition technologies to build advanced and intuitive visualizations of human
affect, will be presented. On the other hand, the novel concept of affective
crowdsourcing will be introduced, as it constitutes a promising approach for
quickly collecting emotional data from users with wide demographic scope
and reasonable costs. Particularly, the challenges of gathering massive subjec-
tive perceptions from humans with different cultures, languages, knowledge
background, etc. and good practices for carrying out affective crowdsourcing
campaigns will be discussed.

1.4 Nello Barile (IULM University of Milan)
The automation of taste: A consideration of social robots and mo-
bile ICTs through an analysis of Shazam and Spotify

This presentation describes the implications of the deepest penetration of the
mobile ICTs in the everyday life through the miniaturization of technologies
as well as the cogent effect of software and new applications controlled by al-
gorithms. As the smart phones and wearable gadgets continue to evolve and
come closer to the human body, and also, transform from “a hard and utilitar-
ian conception to a softer ideal based on the emotional value of new devices”
as a process of ontobranding, this is an important and timely question to exam-
ine. In particular, I will considers how the mobile ICTs such as a smart phone
has a power to shape, and furthermore, “automate” our emotions and taste
by exploring the example of widely-adopted music applications: Shazam and
Spotify. Ultimately, I will argue that the automation of taste, facilitated by the
smart phone and its applications and algorithms, leads to the human carrying
some traces of robots.

1.5 Davide Fornari (SUPSI, Switzerland)
Open sourcing robotics: innovation vs. standardization

Several years ago Bill Gates described the period of innovation of technologies
connected with robotic as something similar to what happened in the evolu-
tion of personal computers over the 1980s. His forecast was that a consistent
growth in the field of social robotic for home use could only be the result of the
definition of standards. Not only social robotic has not yet reached a stage of
standardization, but the remit of interest for robotic has expanded to industrial
and interaction design. The diffusion of open source hardware such as Ardu-
ino and the network of Fablabs have made possible the development of social
robots in form of interactive, self moving devices. The innovation in this field is
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then intended to become a distributed activity within the community of users
who work on shared hardware bases that allow for customization of devices.

2 Biography of panelists

2.1 Nello Barile

Nello Barile teaches Media studies and Sociology of cultural processes at [IULM
University of Milan where also coordinated for 6 years a Master programme in
Creativity Management. He holds a PhD in communication sciences, resources
management, and formative processes at University of Rome “La Sapienza” He
has published numerous books in Italy such as Brand New World: Il consumo
delle marche come forma di rappresentazione del mondo (Milano 2009). He
also published articles and short essays in France, Germany, Brazil, and USA,
such as “From the Posthuman Consumer to the Ontobranding Dimension:
Geolocalization, Augmented Reality and Emotional Ontology as a Radical Re-
definition of What Is Real” in intervalla: vol 1: Social Robots and Emotion:
Transcending the Boundary Between Humans and ICTs, ed. Satomi Sugiyama
& Jane Vincent, and “A Knot to Untie: A Social History of Ties Between Fetish-
ism, Communication and Power” in Habits of Being (vol. 2), ed. C. Giorcelli &
P. Rabinowitz, Minneapolis: University of Minnesota Press 2012. He is also the
editor of The New Television Ecosystem (Peter Lang 2012) with A. Abruzzese,
J. Gebhardt, J. Vincent and L. Fortunati.

2.2 Davide Fornari

Davide Fornari holds a PhD in Design sciences from University Iuav of Venice
and is a tenured teacher researcher at the Laboratory of visual culture of SUPSI
University of applied sciences and arts of Southern Switzerland, in Lugano,
where he teaches History of graphic design and coordinates the Master of ad-
vanced studies in Interaction Design.

He edited the Italian translation of Heinrich Wolftlin's Prolegomena to a
Psychology of Architecture (Milan 2011) and the collection of essays Estetiche
del camouflage. In 2012 he authored the essay Il volto come interfaccia (“Face
as Interface”) with a grant from Swiss National Science Foundation. He is a
member of the permanent observatory of ADI (industrial design association)
and of the editorial board of the magazine “Progetto grafico” He is a member
of the program Studio Roma at the Swiss Institute in Rome for the academic
year 2014-2015.

2.3 Isabelle Hupont Torres

Dr. Isabelle Hupont Torres obtained a M.Sc. in Telecommunications Engineer-
ing in 2006 and a Ph.D. in Computer Science Engineering in 2010 from the
University of Zaragoza (Spain). During the last 8 years, she has been a devoted
researcher in the fields of Affective Computing, Human- Machine Interaction
and User Experience, focusing on bridging the gap between machines and hu-
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man emotions. Since 2007 she works as a full-time researcher at the Aragon In-
stitute of Technology (ITA), where she leads the Multimodal Human-Machine
Interaction research line and the User Experience lab. She has a deep expertise
in the use of novel tools for automatically measuring UX, such as eye trackers,
body trackers and facial emotions recognizers. Isabelle is also an Assistant Pro-
fessor at San Jorge University of Zaragoza since 2011, where she teaches Com-
puter Graphics, Computer Vision and Human-Computer Interaction.

2.4 Christine Linke

Christine Linke, Dr. phil, is an independent communications and media
scholar based in Berlin, Germany. She has received a doctoral degree from the
University of Erfurt, Germany. Her research focuses on media and technolo-
gy in everyday life and in social relationships. She is working on theoretical
questions regarding ritual interaction and the delimitation of communication
processes. She has been involved in empirical projects on gender and media at
the Free University of Berlin. During her position as a Guest Professor at the
Berlin University of Arts she has been teaching and researching in the area of
Sociology of Communication.

2.5 Satomi Sugiyama

Satomi Sugiyama (Ph.D. Rutgers University) is associate professor of Communi-
cation and Media Studies at Franklin University Switzerland. Her research inter-
ests include communication technology (particularly mobile technology), cul-
ture, and fashion processes. She has been conducting research on the way young
people perceive and use the mobile device in various cultural contexts. Her work
has appeared in several edited books as well as academic journals including New
Media and Society. Sugiyama received MacArthur and National Endowment for
the Humanities fellowships at Colgate University while completing her Ph.D.
at Rutgers University. In 2010, she has received the international exploratory
workshop grant from the Swiss National Science Foundation in order to initiate
a collaborative work exploring the notion of social robots and ICTs. The work-
shop outcome has been published in intervalla: platform for intellectual exchange
(http://www.fc.edu/intervalla). The workshop also led to the COST workshop
on social robotics, spearheaded by Leopoldina Fortunati (University of Udine)
in 2013. In this endeavor, she has been exploring the idea of the mobile/smart
phone as a “quasi-social robot.” She is currently co-editing a special issue “Social
Robots: Form, Content, Critique” for the International Journal of Social Robot-
ics (Springer) with Michaela Pfadenhauer and Charles Ess.
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Abstract: A study of fifty-four professors at five American universities
found that a majority had little understanding of principles informing the
ongoing preservation of digital materials and chose to manage and store
work-related data by relying on the use of their own storage devices and
cloud accounts. It also found that a majority of them had experienced
the loss of at least one work-related digital object that they considered to
be important in the course of their professional career. The data suggest a
strong correlation between faculty members’ digital-object loss and their
data management practices. University professors producing digital ob-
jects should be aware of the fact that these materials are extremely sus-
ceptible to loss. They should also know that the implementation of better
data management practices and the development of programmatic digital
curation efforts on university campuses can help to mitigate university
professors’ loss of important work-related digital materials.

1 Introduction

In the past twenty years many college and university faculty members have
made digital materials integral parts of their work. A professor’s collection of
work-related digital objects often includes important, unique research data or
other products of the creative process. In the past ten years many information
professionals have come to warn that digital objects are very prone to loss. They
have emphasized how incompatibility with newer versions of the software that
created them, the incompatibility of the media on which they are stored with
newer hardware, and storage media’s inherent vulnerability to degradation, es-
pecially when neglected or abused, can render digital materials unusable. This
paper shows how such potential risks produced a loss of digital materials in a
university setting. A survey of fifty- four university professors employed at five
American universities of moderate size revealed that these scholars produced
digital materials in a wide variety of formats; that most sought to manage and
preserve their work-related digital objects themselves through the use of an ad
hoc collection of non-networked computers, portable storage devices and/or
cloud accounts; and that a majority had suffered the loss of at least one digital
object that they considered to be important to their work. These findings show
university faculty members who remain unaware of their digital objects’ high
susceptibility to loss that their materials are in fact at great risk, and encourage
them to seek new ways to preserve them for future use. Information profes-
sionals have, in concert with a growing awareness of the fragility of digital
materials, developed a number of valuable descriptions of best practices in the
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preservation of digital objects. These range from recommendations for effec-
tive personal data management to guidelines informing the measures, often
described as digital curation, needed to manage and provide continuing access
to digital objects in an institution-wide, programmatic fashion. To date, the
latter recommendations have largely found implementation among librarians
and archivists seeking to secure materials directly entrusted to their care. Thus
while college and university professors, especially those producing a large vol-
ume of digital materials or making highly complex, unique digital objects, can
benefit from improved personal data management practices, they can also pro-
mote the implementation and extension of digital curation measures at their
institution.

2 Literature Review

The literature exploring the problems and potential solutions associated with
the preservation of digital materials has largely framed the risk of digital ob-
ject loss in hypothetical terms, emphasizing that such materials created in past
years are often not readable by today’s hardware or software. In addition, it re-
minds us that storage media is subject to failure, particularly in cases of neglect
or damage, in which digital materials can lose their integrity. (Pogue, 2009). In
exploring how this risk affects scholars and institutions of higher education,
researchers have produced studies of faculty members’ attitudes toward and
practices in managing and storing work-related data, but seldom provided em-
pirical studies of actual data loss in this population. In 2008 one investigator
in the field called for more work to be devoted to “quantifying the extent of
digital information loss or compromise, or, at the very least, to document more
examples to supplement the few specific studies currently available” (Harvey,
2008, p. 2). Six years later, library professionals and university scholars can still
benefit from this type of data.

Several works provide a clear picture of university professors’ current
understanding of digital preservation issues and data management practices.
A 2013 study of faculty members at American universities and colleges con-
ducted by Ithaka (the organization behind JSTOR and Portico) found that 80%
of respondents in the Sciences, and nearly 80% in the Humanities and Social
Sciences, preserved research data themselves, using commercially or freely
available software or services. (Housewright, Schonfeld, &Wulfson, 2013 p.
63). The University of North Carolina’s 2012 report Research Data Steward-
ship at UNC: Recommendations for Scholarly Practice and Leadership found
that “While some (faculty members) save data in repositories or centralized
servers, others relied on external hard drives or CDs for backup. Beyond the
research project period, some faculty admitted that few, if any steps were taken
to preserve their data long-term.” (School of Information and Library Science
at University of North Carolina [SILS UNC], 2012 p.10). A 2011 publication
concluded that academic archaeologists and art historians surveyed “generally
did not understand preservation issues surrounding their images....The pres-
ervation practices associated with their images were generally done on an ad
hoc basis” (Beaudoin, 2011, p. 493).
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Work providing information about the actual rate of loss of scholarly digi-
tal materials in a university setting, while quite scarce, suggests that loss is quite
common. In 2006 the Digital Preservation Coalition (UK) presented Mind the
Gap: Assessing Digital Preservation Needs in the UK, a report based on a sur-
vey of “a wide range of organisations in different sectors,” including education,
libraries, archives, museums, local and central government bodies, scientific
research institutions, and also from organizations in the pharmaceutical, finan-
cial, manufacturing and engineering, media, energy and chemical, and publish-
ing industries. (Waller & Sharpe, 2006, p. 11). In it, researchers reported that
only 29% of respondents to a 2005 survey reported that they had “not lost ac-
cess to some digital information as a result of it being impossible or too expen-
sive to recover. Even when referring to their most important type of data, this
proportion only rose to 43%.” (Waller & Sharpe, p. 18). In a 2013 study, a team
of Canadian scientists working at universities and research institutes examined
the availability of data sets ranging from two to over twenty years old, finding
that amidst prevailing data management practices “the odds of a data set being
extant fell by 17% per year,” and concluding that “the availability of research
data declines rapidly with article age” (Vines et al., 2013, p. 19).

3 Research Methodology

In 2012 and 2013 a team of researchers supported by a grant from the Institute
of Museum and Library Services (USA), explored university faculty members’
creation and management of digital materials at five American universities.
Potential participants included grant applicants and recipients (as provided
by each institution’s Office of Sponsored Projects) and scholars whose publi-
cations resided in an institutional repository. Of the 119 candidates contacted
via an email message requesting a 30 minute, in-person interview, fifty-four
professors provided researchers with data. Those interviewed for the study in-
cluded faculty members representing a wide range of disciplines, including
specialists in the humanities, the physical sciences, the biological sciences, the
social sciences, engineering and education. During the individual interviews,
participants were asked to describe their professional activities and the nature
of the digital information they created in the course of their work. They were
then asked to describe how they managed and stored their data, and to de-
scribe any loss of work-related materials they had experienced.

4 Findings

Study participants provided the following data. In response to a request for an
account of which of their digital materials they would most want to recover in
the event of an apparent loss, participants named resources pertaining to four
major functions of university life. Participants were asked to name any and all
types of digital materials that they would most want to recover, not a single
type of materials. Forty-two participants (75%) identified scholarly materials
(30 named research data, and 12 scholarship in a broader sense) as deserv-
ing long-term preservation. Twenty-three (41%) designated teaching materi-
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als; ten (17.8%) selected administrative and/or organizational materials; and
five (8.9%) named electronic communications. When asked which specific file
types they would most want to recover in the event of loss, thirty-two partic-
ipants (57%) stated that they would want to recover .doc files; twenty-three
(41%) declared that they would want to recover .pdf files; fifteen (26.7%) indi-
cated that they would want to recover .jpg files; thirteen (23%) reported that
they would want to recover .xls files; and twelve (21.4%) declared that they
would want to recover .ppt files. Other file types mentioned by at least four
participating faculty members included .wav (7), .tiff (8) .gif (7), .html (5),
mp4 (5), mp3 (6). Fifteen participants (26.7%) stated that they would want to
recover materials (“other”) not represented in the twenty-eight file types men-
tioned in the project interview.

Faculty members’ responses to inquiries about how they managed and
stored such highly- valued, work- related digital materials found that most
relied on some combination of individual, non-networked devices and ser-
vices. Again, participants were asked to name any and all digital object storage
and preservation methods that they used, not a single method. Thirty-seven
(66%) relied on the hard drives of their office computer; twenty-two (39%)
used an external hard drive; twenty-one (37.5%) used a hard drive as a built-
in component of a personal computer; eighteen (32%) used cloud-based ser-
vices; sixteen (28.5%) used a Flash/USB drive; ten (17.8%) used their email
account(s); six (10.7%) used means or devices not mentioned in the project
interview’s list of storage options; and three (5.4%) relied on optical discs like
CDs or DVDs. Relatively few faculty members interviewed took advantage of
opportunities to back up their materials in more secure environments. Twenty
(35.7%) employed institutional network capacity made available for the stor-
age of work-related materials, and one (1.8%) participant made use of a disci-
pline-specific external repository.

In many cases participating faculty members experienced the loss of
work-related digital materials. Thirty-one (55.3%) of participants indicated
that they were aware that they had lost work-related digital objects and been
unable to replace them with backup files in the course of their professional
career. Thirty-five (62.5%) participants reported, upon researchers’ inquiries
about other materials that might be unavailable for use due to software ob-
solescence or incompatibility, although no recent attempt had been made to
open them, that they believed they had been affected by such previously unre-
alized data loss. Those participants eschewing the use of university-furnished
network storage were particularly susceptible to data loss. Of the thirty-one
reporting knowledge of a past data loss, twenty-three (74%) were among those
relying entirely on free-standing devices, optical discs and external services,
usually in some combination. Of the thirty-five individuals reporting a previ-
ously-unrealized data loss, nineteen (54.2%) made it clear that they were rely-
ing only on non-networked devices for their data storage.

Given the wide array of devices and accounts that participating facul-
ty members used to store their work-related digital objects, these individu-
als’ personal data management practices became particularly important to the
survival of their digital materials. Of the fifty-six participants asked about their
management of work-related data, ten (17.8%) mentioned the importance
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of keeping copies of materials on multiple, synchronized devices (including
university network and/or cloud storage) at different geographical locations,
a fundamental principle emphasized in widely-accepted standards and sum-
maries of best-practices for the preservation of digital data. (National Digital
Stewardship Alliance [NDSA], n.d.). Two (3.6%) of the participating faculty
members reported that they actually backed up materials by synchronizing a
set of storage devices on a regular, frequent basis (one mentioned daily back-
ups, the other weekly). Each of these participants remarked, in a response to
researchers’ standard request for any additional comments, that the process
required them to spend considerable amounts of time on the management and
preservation of their digital objects. These challenges proved to be too great for
one of the remaining eight professors attempting to maintain a set of synchro-
nized, geographically dispersed storage devices. During the interview process
s/he remarked, upon reflection, that due to the amount of time required and
complexity of the task, s/he had not in fact maintained a complete set of his
materials on any one device, much less several.

5 Discussion

The data presented in this study show that participating university faculty
members identified several distinct types of digital materials, consisting of
objects existing in a large number of different formats, as resources that they
would most want to recover in the event of their apparent loss. Participants’
responses support the conclusions of previous work (Beaudoin) finding that a
large majority of university professors possessed very little understanding of
basic concepts and practices (i.e., the need to store copies of materials on mul-
tiple devices at different geographical locations) necessary to provide greater
probability that their digital objects will remain available and usable in the
future. Participants’ responses also bolster the findings of the Ithaka and North
Carolina reports showing that most faculty members at institutions of higher
education store and manage data that they have identified as important using
an ad hoc system of non-networked devices including personal computers,
portable hard drives, and flash drives.

Library and Information Science standards and best practice recommen-
dations for the most basic, effective digital preservation measures direct indi-
viduals and groups seeking to manage and preserve digital objects to a) store
them on networked devices, and b) maintain additional, up-to-date versions of
all materials on devices located in a different geographic location.(NDSA, n.d.)
The use of network storage typically provides a dramatically higher probabil-
ity of successful preservation of digital objects because in the vast majority of
cases the data residing there become the responsibility of information technol-
ogy professionals charged with maintaining equipment in effective operating
condition and securing stored materials. The contents of such professionally
managed university networks are typically backed up on additional devices,
like tape drives or other forms of high-capacity external storage, on a regular,
automatic schedule. This study’s results suggested that network storage was
an effective way to begin to mitigate the risk of digital data loss. Nevertheless,
most did not make use of this readily-available capacity.
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The storage of digital materials on servers or devices in different geo-
graphical locations helps to reduce the risk associated with events that may
destroy or otherwise render unavailable all copies located within a specific
building, as in the case of a fire or burglary. (NDSA, n.d.) In order to be most
effective, the geographical separation of different copies of the same digital ob-
ject should be quite significant, so as to maintain safe copies in the event that
a tornado, hurricane, earthquake or flood might inflict large-scale damage an
entire town, city, or region.

Finally, the study’s empirical data showing that in this context a majority
of participating university faculty members experienced the loss of work-relat-
ed digital objects addresses a request, made eight years ago, for work “quanti-
tying the extent of digital information loss or compromise, or, at the very least,
to document more examples to supplement the few specific studies currently
available” (Harvey) It also supports the findings of the Mind the Gap and Ca-
nadian scientists’ (Vines, et al) studies finding that actual data loss has taken
place among university researchers.

6 Conclusion

Information professionals warning creators and users of digital materials of
their high risk of loss have largely relied on an argument explaining how a va-
riety of acknowledged risk factors can, and likely will, lead to loss. This study’s
findings, by contrast, show that a majority of its participants have recently suf-
fered the loss of digital objects that they considered to be important. Although
these findings may initially be discouraging in that they document the on-
going loss of digital materials in a university setting, they are hopeful in that
they suggest that these losses are very likely not due to mysterious, unknown
causes. Rather they can be correlated with a set of readily comprehensible dy-
namics and practices.

The study showed that participating faculty members produced digi-
tal objects in a large number of formats and file types. Like their many peers
described in the literature discussing faculty members’ data creation, stor-
age and use, a majority of study participants sought to manage and preserve
their digital objects by relying on an array of non-networked devices and ser-
vice-provider accounts, rather than their institution’s network. In doing so a
great majority showed no knowledge of, and thus failed to implement, basic
principles of personal data management, such as the need to maintain separate
copies of materials on discrete devices, synchronized regularly and stored at
different geographical locations. University faculty members can address these
risk-enhancing practices by making use of their institution’s network and im-
plementing the above-mentioned personal data management practices. In the
long run, universities’ implementation of more comprehensive, programmatic
digital curation measures can dramatically increase the probability that select-
ed digital objects will remain available for future use.

Comprehensive curation activities include the development of policies
and workflows, as well as the technical capacity, to provide for the assessment
of a given set of digital objects at risk of loss; the evaluation of digital objects in
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order to determine which of them are important enough to require long-term
preservation; the evaluation of selected digital objects to determine if their
preservation requires their conversion into another format; the conversion of
objects to new formats as needed; the provision of metadata informing future
users of a digital object’s properties (i.e., its creator, its date of creation, the
subject(s) to which it pertains, etc.); the storage of digital objects in formats al-
lowing them to be migrated to (i.e., opened, used and stored in) future software
applications; the storage of these objects on a number of different devices locat-
ed at such a distance from one another so as to preclude the risk of loss from
disastrous events; the continual monitoring of stored digital objects, in order
to detect the degradation of individual files; the comparison of multiple copies
of the same digital object, stored in different locations, in order to determine if
any has become compromised; and the overwriting of a compromised file with
the contents of another, intact copy of the same. In some cases digital preser-
vation activities also include the emulation or replication of functionality pro-
vided by obsolete software applications or operating systems. (NDSA) (Fyfte,
Ludwig & Warner, 2005, p. 6) (van der Hoeven, Lohman & Verdegem, 2007)

The literature encouraging the adoption of such digital curation activities
in an institution- wide, programmatic manner emphasizes that information
professionals and scholars should not assume that their institution must im-
plement all of the above practices at once or remain in a state of pronounced
vulnerability to digital object loss. Rather, it encourages digital curation plan-
ners to put progressively more effective practices into place over time, pro-
viding increasingly secure levels of preservation for digital materials. Scholars
seeking to benefit from programatic digital curation measures are advised to
contact their university library and ask what activities, if any, are being taken
to mitigate the risk of digital-object loss at their institution. If they find that
programs (beyond the simple use of network storage) are already in place, they
will likely be able to benefit from them. If there are no programs underway,
scholars can hasten their creation and implementation by contacting depart-
ment chairs, deans, and provosts, encouraging them to address the issue of
digital curation as soon as possible.
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Abstract: In this paper we argue for the need of a methodological
framework for analysing the design of websites from a norm-critical
perspective. Identifying some issues and challenges in previous stud-
ies on norms and values in interface design we suggest an approach
for analysing norms in websites and user interfaces based on so-
ciological and cultural perspectives on design. Approaching norms
in interface design we understand design in terms of resources for
interaction, involving four aspects of interaction: cultural represen-
tations, technology, interactivity, and context.

1 Introduction and aim

The first generation of Internet researchers perceived the Internet as a space
separated from the prejudices and norms of the “real” world (Meyrowitz, 1985;
Rheingold, 1993). This utopian idea was called into question by the next gen-
eration of Internet researchers (Wakeford, 1996; Kendall, 2002) claiming that
no one only inhabits the Internet (Kendall, 2002). The norms and prejudices of
the offline world continue to exist online (Kolko, 2000). Studies on norms and
values in computer systems have also been highlighted in the field of Human
Computer Interaction (HCI) (Friedman et al., 2006; Bardzell, 2012).

In this paper we propose an approach for norm-critical design analysis
of interface design such as websites. Norm-critical perspectives are well-estab-
lished frameworks within research areas such as education (Martinsson & Re-
imers, 2008) gender and queer pedagogy (Bromseth & Darj, 2010) feminism
(see for example Butler, 1990; Bromseth & Darj, 2010; Powell, 2012) intersec-
tionality (de los Reyes, Mulinari & Molina, 2007). Critical studies on norms
have not been explored to the same extent in HCI, even though efforts have
been made (Bardzell, 2010; et al., 2011; Friedman et al., 2006). Norm-criti-
cal perspectives in HCI can be described as a broad framework of ideas and
perspectives that study and question ideas of normality and social norms in
information systems, related to work in, for example, critical design (Dunne &
Raby, 2001; 2013; Blythe et al., 2008; Bardzell et al., 2011; Bardzell & Bardzell,
2013), feminist HCI (Bardzell, 2010) and value sensitive design (Friedman et
al., 2006).

In this study, norms are, on the one hand viewed as a concept describing
intersubjective, shared and implied rules and expectations of behaviour in so-
cial communities or in society at large (Foucault, 2002; Butler, 2004) and from
a ethnomethodological perspective, understood as a resource participants can
invoke in the accomplishment and organization of situated actions and activi-
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ties (Heritage, 1987; Suchman, 2007). Social norms also imply an understand-
ing of how actions are supposed to be performed and how you are supposed
to behave towards and in relation to others. From an ethnomethodological
perspective, norms are not seen as predetermined but rather as resources in-
voked in interaction and made relevant at particular points with particular
interactional implications. Norms might also be ways of understanding how
actors organize activities and the social structures of achieved actions (Garfin-
kel, 1967; Suchman, 1987; 2007).

The purpose of this study is to shed light on a significant but still under-
developed research area in the multidisciplinary field of HCI: critical stud-
ies of norms in/of interaction design. Due to this shortcoming we suggest an
approach that aims to make visible the invisible, the “unspoken spoken” (see
for example Foucault, 2002) i.e., the implicit social rules, expectations and re-
lationships in/of the design of interactive systems. Our approach is based on
previous studies of norms and norm-critical perspectives in societal domains
as well as important influences from the HCI community such as embodied
interaction, value sensitive design and critical design. We begin by presenting
our perspective on design before describing some current ideas on critical de-
sign and norm-critical design relevant to our purpose. Then we discuss some
methodological challenges and issues and propose a critical approach for the
analysis of social norms in interface design and interactive content. Our un-
derstanding of design rests on a sociological account, viewing design primarily
as creating resources for actions and interaction (Dourish, 2001; Suchman,
1987). From this perspective interaction with computers should always be un-
derstood as being socially and contextually situated.

2 Critical and norm-critical analysis

Critical perspectives and theory are often used to shed light on hidden ideo-
logical, semiotic and symbolic structures in socio-cultural contexts (Dunne &
Raby, 2001). A subfield developed from critical perspectives concerns the criti-
cal study of norms. Norm critique is both an analytical tool and a method with
which agencies can make their own prerequisites to change power structures
(Tema Likabehandling, 2012). The analytical purpose of norm critique is to
understand how power relations and structures function and hinder equality
and inclusiveness at all levels of society, such as interactions between people
and distribution of resources and access to key societal functions such as work,
education and health care (Tema Likabehandling, 2012). Norm-critical studies
focus on social norms, power relationships and inequality of sexuality, gender,
class, race, ethnicity or religion. Several norms can be at work at the same
time. This is understood as intersectionality (de los Reyes, Mulinari & Molina,
2007). Norm-critical perspectives question, challenge, transform and create
new norms and standards, but also shed light on how groups may benefit from
reproducing norms (Kumashiro, 2002; Martinsson & Reimers, 2008). To visu-
alize norms also means to question these and make the privileges visible, as well
as examine one’s own position (Bromseth & Darj, 2010). Beginning by asking
‘who benefits from this social order?’ it is possible to discover how norms are
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reflected in different activities, actions and situations (see also Martinsson &
Reimers, 2008; Dolk, 2013). Having a norm-critical perspective means to ex-
plore and visualize norms that affect our actions, values and beliefs.

3 Critical design

Critical design is an area of research that has been used in HCI as a way to make
users and designers reflect on their own practices and to ask which norms and
values are reproduced in the design (Bardzell & Bardzell, 2013). The concept
of critical design was developed in the field of interior and interaction design,
defined as a possible way to get consumers to take a more critical stance to-
wards their everyday life and consumption of artifacts, aiming for a practice
of reflecting on the beliefs, values, ideologies, norms and behavioral patterns
incorporated in design and artifacts (Dunne & Ruby, 2001). Criticality in de-
sign can be traced to critical design traditions such as post critical architecture,
anti-design, conceptual design and contemporary critical design. Criticality is
rooted in a design tradition of questioning the ideas, exposing structures and
creating a space for discussion of power, inequality, capitalism, industry and
technology that underpins conceptions of design. It is however hard in many
contemporary design domains to locate the terms of criticality, as the basis
in capital, industry, and technology no longer hold in the same way, or to the
same degree. Post-critical proponents explore notions such as performativity,
procedures, and pragmatics rather than concepts of resistance, disjuncture and
negotiations (Maze & Redstrom, 2009).

According to Maze and Redstrom (2009) critical design can be under-
stood as certain practices or “approaches that might deliberately mix up tra-
ditional measures of value - playing one against the other to criticality in and
through practices”. From this perspective the notion of criticality is formulated
as “within” the actual design work, as a method to make designers reflect on
their own practices (Maze & Redstrom, 2009). Instead of limiting the notions
of criticality to “a kind of theoretical development that happens through, and
from within, design practices and not by means of external descriptions or
analyses of its practices and products” (Maze & Redstrom, 2009), we argue
that a critical notion on design should be understood as a practice that must
be analysed from both “within” and “outside” design practices, through exter-
nal descriptions and analysis of the design, as designing and decoding are flip
sides of the same coin (Pauwels, 2012). Criticality focuses also on questioning
and exposing structures of inequality and practices of obscuring power (Tema
Likabehandling 2012), opening up a space for discussion, reflection and rev-
elation. There are numerous examples of critical design concepts. In Sweden,
an interesting example of a critical design concept is Ehrnberger’s work on
redesigning a mixer by using stereotypically masculine symbols and a drill de-
signed in stereotypically feminine features such as soft lines and in white and
pink (Ehrnberger et al., 2013).
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4 Norm-critical design and perspectives

Norm-critical design can be understood as a sub-field of critical design where
the specific focus is on the relationship between design and social norms and
how to support existing practices of norm-critical analysis in the design do-
main. Previous work by Lundmark and Normark (2012) have, for example,
shown how social norms can be embedded in interaction design and how dif-
ferent user roles and identities are made relevant within the design processes of
the specific design project of an online youth counselling site, UMO.se (Lund-
mark et al., 2011; Lundmark & Normark, 2012). The study follows a group
of designers designing an animation about what happens in the body when
falling in love. The designers of this project actively worked with a norm-criti-
cal approach in their design work, and by following their work some concrete
examples of design challenges involving normative and value sensitive con-
siderations were identified, as well as examples of how norms and values can
be manifested not only in textual or pictorial content, but also in the design at
large. This previous work acts as a point of departure for a discussion on how
interaction design consisting of technology, interaction, images, sounds and
text together may construct meaning, norms and values in design. The study
referred to here also argues that there is a need to further comprehend issues
related to how digital design embeds norms and to examine how the relation-
ship between norms and design can be critically examined. Another study
along this line performed as part of a bachelor thesis (Faber & Alexandersson,
2013; Faber et al., 2014) suggests a method on how to apply a critical perspec-
tive on the design process of a video production project. The method, enabling
practical implementation of critical design in a design process, is based on
the perspectives of defamiliarization, evaluation and provocation drawn from
previous research on critical design and led to a changed process of design and
other questions being presented and invoked during the process.

5 An approach for norm-critical design analysis

In the following chapters we outline a preliminary approach for performing
norm-critical analysis on interactive design with a specific focus on websites.
To approach websites from a norm-critical perspective, decoding the cultural
information that resides both in form (design) and content is important (Pau-
wels, 2012). Norms are embedded in the technological artefact and the inter-
face as well as in its symbols, texts and images. As such, our notion of interac-
tions in websites is to be understood from four different perspectives; cultural
representations, technology, interactivity and context of use. These perspectives
are interrelated in analyzing social norms in society and culture and how these
are embedded and reflected in technology, interface design and content.

5.2 Cultural representations

Websites are unique expressions of contemporary culture and as such they
constitute a huge repository of potential data about contemporary ways of
doing and thinking within large groups of ethnic and national boundaries
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(Pauwels, 2012). This notion of websites involves a broader sociological and
anthropological view on society, analysing human behaviour and material cul-
ture that includes intercultural and intracultural differences and expressions of
norms and values, expectations (Pauwels, 2012) in an understanding of what
social norms are embedded in the design and what norms are absent. In this
study cultural expressions refer to visual, textual and auditory representations.
Exploring cultural representations on websites involves, for example, a discus-
sion of the presence or absence and portrayal of a social group (Williams et al.,
2009). Critical questions are; Who/what is represented visually and textually
and who/what is left out? What possibilities for identification are there? Visual
representations mainly deal with questions of how people make sense of and
use information that contains meaning (Blackwell, 2013). In HCI, visual rep-
resentations are the principles by which markings on a surface are made and
interpreted (Blackwell, 2013). This means that theories on visual representa-
tions, for example, texts, typography, maps, node and link diagrams, drawings,
pictures, signs and symbols and visual metaphors focus on making meaning
rather than norms (Blackwell, 2013). Just like messages, norms can be decoded
(Hall) symbolically through images, texts and audio sounds, through possibil-
ities of interaction and limitations set up and designed into the system. Studies
on race representations in computer games (Leonard, 2003; 2006) have shown
how computer games draw on racial stereotypes in their characters, such as
Asians being represented as martial artists, Cuban drug dealers as violent rap-
pers, Arabs as terrorists and Latinos portrayed as criminals (Leonard, 2006).
“Such stereotypes do not merely reflect ignorance or the flattening of charac-
ters through stock racial ideas but dominant ideas of race, thereby contribut-
ing to our common sense ideas about race, acting as a compass for both daily
and institutional relations” (Leonard, 2006). Of course visual representations
come in many different forms and shapes; graphical representations (charts),
non-graphical representations (images), numerical representations (tables).
However for our norm-critical purpose, an analysis of images, pictures and
sounds are relevant to understanding the way in which norms are represented.
In media studies, analysis of ideological discourses by content analysis is com-
mon method we consider relevant for a norm-critical study of websites. Con-
tent analysis is also useful for analysing norms in interface design of websites
including the structure and organization of menus, tabs, options, chat forums,
communication channels and so on.

5.3 Interactivity

Unlike graphic design, interaction design includes design of a system’s behav-
ior and flow and focuses on the product’s aesthetic qualities in combination
with user experience.

To be able to understand and critically approach digital artefacts, an
analysis of interactions as well as limitations of interactions made available
by the system is therefore needed. Critical questions to ask are: What kind of
interactive and communication space does the site allow for? What actions
and interactions can and cannot be performed? The analysis of interactions
from a norm-critical perspective is based on the understanding of interaction
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as comprised by a broad range of agents and actors, including both people and
artifacts. Thus, a critical analysis of interactivity includes, for example, how
users interact with the interface and content and how the technology com-
municates back to the users through feedback and actions connected to the
users actions as well as how the users reflect on and communicate with the
interface. As a part of this norm-critical approach for analysis is the question
of whether it is possible to identify practices of resistance, counter strategies
and performances. Embedded points of view and implied audiences (Pauwels,
2012) are studied as part of interaction within the relevant target groups, but
also by trying to find what is lacking, what is made invisible in interaction etc.
Social norms, for example in HCI imply understandings of how actions are
supposed to be performed and how users are supposed to behave towards and
in relation to others. These norms are present and can be made visible through
the study and analysis of interaction. Also the interactions that the system al-
lows for imply certain norms, such as being able to click on the mouse, make
choices, menus, navigation, feedback and the possibility to interact with the
system, with other users and within the system. One example of how norms
can be implied within a web-service through the users’ interaction with the
systems is the “Like”-function that is used on several social medias (such as
Facebook, YouTube etc.) to provide feedback about other users” contributions.
The Like-function is used to appreciate (or not appreciate) other users’ ac-
tions within the social media but it is also part of the construction of people’s
view of social media and embeds a value; that social actions should be graded,
reviewed and commented. The normative aspect of the Like-function occurs
in its use and interaction: the way that it is applied to approve of certain ex-
pressions while not of others (see Lundmark & Normark, 2011). Even though
there seldom exists a “Dislike”-function, the lack of “Like” feedback from peers
is also an experience of feedback. The impact of the way that functions make
sense to the users and create meaning can show values and norms within the
interface. The way that the interface design presents itself to the user largely af-
fects the way the user interprets the meaning of the activities happening there.
The implicit meaning embedded in the interface design is invisible in the sense
that we do not think about how it structures our actions and interpretations of
the online world (see also Bowker & Star, 2000). Also the “culture of profiling”
(Bromseth & Sundén, 2011) in social media illustrates a normative sense of
interaction. Thus, profiling in social medias often consists of “point-and-click
menus” and “ready-made” identity options” (ibid) that the user can choose
from. This creation of normative actions in social media, are not often ques-
tioned in the design of these applications. Also the various options allowed
within functions (or lack of options) are relevant to an analysis from a nor-
mative approach. Also, on the website Ravelry (www.ravelry.com), a large cro-
chet and knit community, members can chose between several functions when
giving feedback on a members’ post; such as educational, interesting, funny,
agree, disagree, love. Although these feedback options also imply a grading
and reviewing system similar to the Like-function, these options express vari-
ous alternatives for providing feedback where users have the option to be more
varied than if using the vague Like, such as for example give an instructive
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pedagogical kind of feedback “educational” as well as a friendly and intimate
response “love”.

5.3 Technology

In addition to these perspectives we propose a technical investigation of norms
similar to (Friedman et al., 2006) adopting the position that technologies in
general, and information and computer technologies in particular, provide
“value suitabilities that follow from properties of the technology”. Technical
investigations focus on how existing technological properties and underly-
ing mechanisms support or hinder human values and norms (Friedman et
al., 2006). Freidman and his colleagues exemplify this through the illustration
of a video-based collaborative work system, in which some systems provide
blurred views of office settings while others provide clear images. These two
designs illustrate a value trade oft between the values of privacy and awareness.
How can these ideas be understood in a norm-critical approach to technology?
In a thought experiment, imagine an automatic photo filter option for diver-
sity that replaces individuals of the dominant gender with the unrepresented
gender or minority gender, or individuals of the dominant racial group with
an equal number of people of color, heterosexual representations with homo-
sexual and transsexual representations or representations of functional ability
with functional disabilities, and so on when it is needed. A website for a chil-
dren’s daycare center, could for example use the filter option to add men and
replace some of the women from the staff. The purpose with the filter option
is to add diversity to unequal representations of groups, social institutions,
private sectors and organizations. This technology may also open up for re-
flections regarding the social norms that we are unaware of by adding diversity
to homogenous representations. Photo manipulation is a technology used for
normative purposes, for replacing “beauty defects” and manipulating people’s
bodies, faces and nature in accordance with a given cultural norm of beauty.
This technology can be used for various purposes but implicit in this technolo-
gy is the manipulation of an object, be it a photo, image or picture. It is used for
manipulation of bodies, faces, and skin-colors and the social norms of beauty.

5.4 Context of use

An analysis of norms in user interfaces cannot be limited to graphical and tex-
tual representations, functionalities, organization of data and technology but
focuses on the context in which these are used and manifested in our everyday
lives (see also Dourish, 2001). In this study ‘context’ refers to the technical and
social context in which the technology is used, as interactive technologies are
intrinsically intertwined with the fabric of all relationships between people,
institutions and practices. Technical context can be understood in terms of
the tasks that the system is being used for, for example ordering a service,
shopping, education or entertainment (puzzle and task solving) systems, mu-
sic services and so on. A focus on context is not limited to what users do but
also includes who they are and where and when they use the system. A focus
on the context and culture matters fundamentally in interpreting normative
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expressions (Lundmark & Normark, 2012) Interactive systems in general are
manifested in our environment and incorporated into our everyday activities.
The specific designs or user interfaces are various and the general implementa-
tion of interactive systems is more significant than the specific system (Dour-
ish, 2001). The social context is the social setting in which the website is used.
For example, the technical context of use of a website or web-based service
could be the use of web-based services such as information seeking, dialogue,
guidance, navigation, functions, buttons, games included in the service, how
images and text are related within the services etc. The social context of use
could be related to the people that use the service for information seeking or
guidance and the people who have been involved in the design of the service.
It also involves the context in which the website is used, for example, at home,
school, work or in other settings, as well as on which platforms the website is
used, and for what purposes.

6 Concluding discussion and future work

The study of norms in HCI is a limited area of research and therefore lacks a
theoretical and methodological framework. In this paper we have presented an
outline for a norm-critical design analysis based on a foundation of research
and studies related to critical design, norm-critical perspectives and previous
work on norm-critical design. The approach is not a theory as it does not aim
to explain why or how social norms work in design but is a methodological
toolkit to approach the study of social norms within interactive systems. The
approach takes several perspectives on interactions; as cultural representations,
interactivity, technology, context of use. Each of these can be studied separate-
ly as well as in relation to each other. Our focus in this study is the design of
websites, but the approach is not limited to websites. It can be generalized to
other kinds of interactive media systems, platforms and products as well. The
approach presented here should be understood as a starting point for both the
development of theoretical and methodological tools for norm-critical design
analysis and for further discussions on issues related to norms and normative
values inherent in design, interactive content and structures. The brief outline
of the norm-critical approach for analysis has raised several questions that we
discuss in this paper but these questions need to be developed and further
elaborated upon. Our work in developing this approach for analysis is based
on studies made on norm-critical perspectives in design for services mainly
concerned with health communication and counselling services directed to
youth in Sweden. In future work we will continue to develop this approach and
the analysis outlined and posted for further discussion by testing our ideas in

an empirical study of the design of interactive systems.
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Abstract: Marketers have long understood the value of cool as a predica-
tor of consumer behavior. Recently, researchers within the field of Design
of information systems have taken an interest in the concept and how it
can be used in the design process in order to design more engaging tech-
nologies. Yet there is little research and design with teenagers. This paper
describes how using cool as a design guideline in a participatory design ap-
proach affected the process and the outcome. The novelty in this approach
was that cool was frontloaded throughout the project with the objective
of designing a health-oriented social networking site with and for teen-
agers. The study demonstrates how cool contributes so that teenagers and
teenage patients can participate on their own terms in a design process,
resulting in mutual learning and a more engaging process and end result.

1 Introduction

Chat.no is seriously uncool, because you can see that old people got to-
gether and tried to make something hip. (Boy, 15)

Over the past six decades, designers have given more and more attention to the
future users of their solutions (Sanders & Stappers, 2008). It is well established
that when designing interactive products, we need to understand the potential
users as well as the context of potential use. It seems therefore rather paradoxi-
cal that there is an absence of design research done with teenagers, as reported
by Fitton et al. (2012). Especially in cases of designing online health services,
where children and adolescents are being presented as especially amenable due
to their proficiency in using the internet (Banos, Cebolla, Oliver, Castellano, &
Botella, 2012), teenagers’ opinions are missing. Ethical challenges of doing re-
search with young patients have resulted in an underrepresentation of teenage
patients in the design of health care technologies; instead letting their proxies
represent them (Lang, Martin, Sharples, Crowe, & Murphy, 2012). But while
the ethical guidelines and restrictions have been implemented to protect vul-
nerable populations, they hinder the inclusion of adolescents and that in itself
is unethical (ibid).

This paper reports on a study where the objective was to design a
health-oriented social networking site for teenage patients in Norway (Mach-
niak, 2013). The study was part of a larger design project called KULU (“KULU
- Kul teknologi for unge med langvarige helseutfordringer;” 2014) aimed at un-
derstanding how young patients use online resources and designing technolo-
gies together with them in order to support them in their autonomy. Presenting
a case study of Upopolis, a social network for young patients in Canada, van
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der Velden and El Emam (2013) discuss the benefits, challenges, and risks of
introducing and using patient-centered social media. The study demonstrates
how despite the benefits of meeting others with the same condition and the op-
portunity to share about their disease, only a small number of teenage patients
are using the offer. Van der Velden and El Emam (2013) report that Upopolis
was designed with age appropriateness in mind, thus targeting young patients
aged 5-19. Obviously, what is age appropriate for a 5 year old is not as appro-
priate and engaging for a 15 year old. What is age appropriate for teenagers?

When trying to design a health-oriented social networking site for young
people with chronic health challenges I therefore needed to understand them
and their worlds. How could I not end up with another design that was trying
to be hip, obviously designed by grownups who do not understand teenagers?
Luckily for me teenagers have their own phenomena, a concept that belongs
solely to this population, namely the concept of cool (Fitton et al., 2012). Fol-
lowing this argument, cool may be used as an indicator for what is age appro-
priate for this population.

I would like to present my empirical work with focus on how the decision
to use cool as a design guideline affected the research and design process. In
the following section, I will introduce the concept of cool and the main debates
surrounding this concept. Following this I will describe the implementation
of the study and how cool was frontloaded through methods and techniques.
The paper concludes with a discussion on how the concept of cool as presented
in the literature can relate to design and how design can contribute to better
understanding of the concept.

2 The concept of cool

There is no one definition of cool.
There is no one definition of beauty
Art
Obscenity (Liu, 2004, p. 177)

The concept of cool as a social construct, is one of the most popular ideals of the
new millennium transcending the boarders dividing Westerns and non-West-
ern contexts (Rahman, 2013). Pountain and Robins (2000) argue that cool is
not a passing fad but rather a universal phenomenon influencing the insti-
tutions, media, and economy. Despite its huge influence and the companies’
resources going into cool hunting, and all of the involved fields and scholars
(Runyan, Noh, & Mosier, 2013), there is no unambiguous definition of the
‘cool’ concept. The word itself presents us with paradoxical properties as being
used as noun, verb, and an adjective (Culén & Gasparini, 2012).

Thompson (1973) describes how both languages in Europe and in trop-
ical Africa have cool as both a reference to temperature, and more metaphori-
cally to include composure and control especially under stress. Moore (2004)
presents how the word appeared as an expression for a specific behavior in
books as early as 1869, when Laurie utters his disappointment with not re-
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ceiving an invitation in “Little Women”. Pountain and Robins (2000) go as far
back as the Italian Renaissance and the notion of sprezzatura which was an at-
titude of aristocratic disdain and the cultivation of appearance of effortlessness
in accomplishing difficult actions (p. 53). Both Moore (2004) and Thompson
(1973) argue that the metaphor is natural and cross-cultural, as certain emo-
tions such as anger, passion, etc. are historically hot and connected to insta-
bility, while Thompson links cool to African tribes where being cool meant
wearing ‘a mask’ of coolness not only in times of stress but also of pleasure. The
belief there was that the cooler a person was, the more ancestral s/he became.
Baraka (1963) provided the most used description of the emergence of cool
as a defense mechanism against the white oppression in America in his book
“Blues People: Negro music in White America” .

The term cool in its original context meant a specific reaction to the
world, a specific relationship to one’s environment. It defined an attitude that
actually existed. To be cool was, in its most accessible meaning, to be calm,
even unimpressed by what horror the world might daily propose. As a term
used by Negroes, the horror, etc., might be simply the deadeningly predict-
able mind of white America. (...) It is perhaps the flexibility of the Negro
that has let him survive; his ability to “be cool” - to be calm, unimpressed,
detached, perhaps to make failure as secret a phenomenon as possible. In
a word that is basically irrational, the most legitimate relationship to it is
nonparticipation. (Baraka, 1963, p. 213)

While Afro-Americans, described thoroughly by Baraka used cool as a
defense mechanism against the white oppression, during the 1950s, cool be-
came a rebellion against the older generations among the young people in
mainstream Western society. At that point, the concept began its diffusion into
mass culture and consequently became ever-changing (Rahman, 2013) and
slippery (Gerber & Geiman, 2012).

Moore (2004) makes an interesting comparison between the slang terms
cool and swell where he argues that even though swell lasted in its role from
about 1920 till 1965, and somewhere between 1950 and 1960 ‘cool’ took over
its place, and the two terms represent the same core referents or values fol-
lowed by the young people. These values distinguish them from the not-so-
young anymore. However, we must not misinterpret Moore’s comparison.
While arguing that both swell and cool could be understood in terms of youth’s
distancing themselves from the values of previous generations and obtaining
a measure of rebelliousness, Moore stresses that cool indeed took over swell,
but implied a quality of knowingness. The knowingness according to Moore
regards conventional values as phony and hypocritical, and that central for this
knowingness for cool are qualities of detachment, emotional calm, and con-
trol, qualities, he argues, that swell did not evoke. “Whichever way you spell it,
it’s as well to remember that the word cool is not merely another way of saying
‘good’ It comes with baggage — an alternative set of values which are often
profoundly in conflict with official values.” (Pountain & Robins, 2000, p. 32)
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2.1 Cool: trait or product?

It’s a sort of
“I know it when I see it”
type of thing. You can argue
‘til the cows come home
that this was or wasn’t cool,
but it’s all pretty subjective. (Liu, 2004, p. 177)

Cool is valued by the majority of the population. Nevertheless, it is especial-
ly valued among, and some scholars claim that it originates from (Fitton et
al., 2012; Horton, Read, Fitton, Little, & Toth, 2012; Nancarrow, Nancarrow,
& Page, 2002; O’Donnell & Wardlow, 2000; Rahman, 2013; J. C. Read et al.,
2013) teenagers (Runyan et al., 2013). Even though there is some debate as to
whether trends stem from cool or the other way around, there is no denying
that there is a connection between what teenagers think is cool and uncool and
what trends are dominant at a specific point in time. However, there is much
agreement on the claim that cool is a subjective concept, approachable only
through opinions of groups and individuals. An even greater debate has had
scholars and marketers wrinkling their foreheads, namely whether cool is an
attribute, or characteristic of a product or a person? This debate is especially
relevant in context of designing new technologies. If cool can only be a trait of a
person, this necessarily implies that in order to design for cool we must identi-
ty cool people and then design in accordance with their preferences something
that they can use. On the other hand, if cool is a quality of a product, we might
be able to design cool things with people who are not necessarily cool and still
manage to design a cool product.

The debate leaning towards defining cool as a quality of a person, or even
a trait (Pountain & Robins, 2000) is dominated by the literature in economics
and marketing describing the work done by the so called “coolhunters”. The
literature within this field reviewed in this paper agrees upon assigning cool to
individuals, claiming that cool products become cool only when cool people use
them (Southgate, 2003). In an early paper, Rahman et al. (2009) support Belk’s
position in claiming that cool is a performance dependent on the audience’s
validation. Thus cool is more related to people’s behavior than products. Sup-
porting this stand, Pountain and Robins (2000) exemplify this by the following
statement: “If Cool is not inherent in objects but in people, then what is seen as
Cool will change from place to place, from time to time and from generation
to generation” (ibid., p. 21). While being intuitively valid, this argument does
not explain why vintage objects have gained so much popularity during the
last decade. While not taking an explicit stand in the debate in his later works,
Rahman moves more in the direction of assigning cool to products, describing
them as means of manifestations of one’s identity and uniqueness, especially
among teenagers (Rahman, 2013). The literature within the field of interaction
and product design claim cool to be product-centered while remaining socially
ascribed (J. C. Read et al., 2013).

Through their study, Read et al. (2011) derived “Essential Categories of
Cool”. The six categories are: rebellious, anti-social, retro (as being clearly from
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another era; an outdated cell phone is not retro — a vintage bag is), authentic
(as must-have items and brands), rich/big money (costly items that might rep-
resent the individual as being rich), and innovative (here meaning something
that surprises people with its unusualness). From these categories, Read et al.
derived a hierarchy of cool (Figure 1) consisting of what people strive after. On
the top of the pyramid there is ‘being cool’. This can be obtained through the
middle part of the pyramid: ‘doing cool things, and the bottom part of the pyr-
amid: ‘having cool stuff’ Read et al. (2011) argue that people strive after being
cool, even though this is hardest to achieve. Thus our design space stretches
across ‘doing cool things’ and ‘having cool stuff’.

Being Cool

Doing Cool Things

Having Cool Stuff

Figure 1. The Hierarchy of Cool (Read et al., 2011, p. 1569)

Sundar et al. (2014) supports Read et al. (2011) and the view of cool as so-
cially constructed but a possible and positive attribute of a product and stresses
that cool is an evolving idea which is in a state of constant change causing the
perception of cool to be temporarily unstable. While basing the elements of cool
on the same qualities as Read et al. (2011), Sundar claims that “Coolness is an
unplanned byproduct of a single-minded quest of excellence in product design”
(2014, p. 172). Hence Sundar (2014) takes similar stand as Soutgate (2003) in
supporting Rushkoft’s call for making our own trends as opposed to mass-pro-
ducing trends found by the coolhunters before they’ve had a chance to mature.

One of the central works involving ‘cool’ within the design field is Holtz-
blatt’s “What Makes Things Cool?” (2011). In this paper, Holtzblatt presents
joy as the absolute center of cool. Joy, according to Holtzblatt, contributes to
the understanding of why the experience of cool is so compelling. Joy does not
however come from a specific feature, or aesthetics, but emerges when prod-
ucts satisfy a number of key motivations: accomplishment, connection, identity,
and sensation. Tools that help users with fulfilling these motivations, e.g., tools
that allow teenagers to see what others of their age are doing and help them in
their quest for identity or tools that facilitate the joy of being able to keep in
touch with others, may evoke the “I can’t go back” experience in technologies.

Assigning cool to people and limiting the coolness of objects to whether
they are being used by cool people removes the subjectivity of experiencing
coolness of a product. An argument supporting the cool as a trait part of the
debate would be the recent opposition against the pressure of consumerism.

Although different peer groups have different perceptions of what it means
to be cool, and what behavior characterizes a cool individual, the underlying
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values of cool connected to their developmental stage such as connecting with
peers, the search for independence and the ongoing search for identity which is
the key task of the adolescent and uniqueness, are the same. Found in the pit-
fall of the narcissism paradox of conforming to a unique group, teenagers still
strive toward the same goals implying that the values of cool are shared across
cultural and geographical boarders. Although O’'Donnell and Wordlow (2000)
build their theory on the origin of cool on rather challenged literature within
the field of psychology; their argumentation supports Moore’s analysis of cool as
a slang term embracing certain values which detach teenagers from their elders.
Further, Moore (2004) states that cool as a knowingness of what’s up to date
does not necessary imply up to date in fashion but rather in technology. The
term cool is widely applied in contexts related to software use and development.

Cool is indeed hard to measure. Because cool is a subjective concept it is
difficult to examine how cool matches across people, not to mention groups
or cultures (Gerber & Geiman, 2012). Regarding cool as a subjective concept,
approachable only through opinions of individuals, does not provide us with
any consistency or insight into this phenomenon. Nevertheless, assigning cool
to people as opposed to assigning it to artifacts presents us with new ethical
challenges: does an opinion of a computer geek as presented by the American
film industry matter less than the opinion of the most popular and cool kid at
school? Who decides whether a person is cool?

To answer this dilemma, Runyan et al. (2013) define cool as an emotion of
either hedonic or utilitarian nature about a product. They divide hedonic cool
into four categories: singular cool (need for uniqueness obtained through prod-
ucts), reference cool (defined by a group which the teen wants to associate with),
personal cool (communicating and identifying oneself through objects), and
esthetic cool. By introducing esthetic cool, Runyan et al. view cool as a value that
is common to all people, contributing to making a product cool among youth.
Without going further into the interesting work of Runyan et al., I would like
to highlight one of their main points which is that even though youth might
engage more with hedonic products and type of use of the internet, they might
find utilitarian products cool; hedonic dimensions of cool might be more im-
portant than utilitarian, while the reverse might be the case in others. Thus cool
does not mean one thing or apply to one group of consumers.

The main differences in the presented debate lie in the argued beholders
of cool. However, both sides of the debate emphasize values connected to cool
- values existing and connected to cool since “Little Women” and the Yoruba
tribe in tropical Africa. My claim is that as long as there are any values con-
nected to cool - these are inscribed into cool products, such as Wenger’s (1998)
notion of reification of values. And much like Wenger’s concept of reification,
there does not necessarily have to be any direct reference between the symbol
and reference or, in this case, values and artifacts design. As such this reifica-
tion may be disconnected from the lived experience, but may on the contrary
take a life of its own and, beyond the context of its origin. If the cool values
are inherently possessed of the teenage population, these values play a role
in their biopsychosocial development and will therefore be relatively stable
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across generations. How can we then design for cool within the field of design
of information systems?

Embracing the concept of cool as a materialization of values allows us to
see cool as the ideals and qualities that people find important and worth pur-
suing. Halloran et al. (2009) recognize that products resonating with users’
values are more successful than product that do not. However, like cool, values
are not there a priori waiting for us to discover. As Iversen et al. (Iversen, Hal-
skov, & Leong, 2010) argue, values emerge both explicitly and tacitly through
dialogue, observations, and interpretations.

2.2 Cool as a design guideline

The use of cool as an adjective and as “an ultimate term of approval” (Rah-
man 2012), stretches far beyond the age limit of adolescence. “As an adjective,
cool in its contemporary vernacular sense expresses the outer-layer meaning
of good, fine or fashionable. It is a generic term of approval, which saves the
user from ever being short of something to say”. (Rahman 2013, p.621) Con-
sequently, cool has evolved different meanings and has spread to mass culture.
This has important implication for design. As Read et al. (2013) argue, when
designing for children or teenagers, the distance between what is thought to be
understood and what is actually understood might be quite large. To a certain
degree this is caused by the designers and researchers thinking that they know
this population because they were once a part of it. This misjudgment might
have grave consequences for the future of the design.

Whether we design for or with teenagers, we need to understand them
and their world (Horton et al., 2012). Fitton et al. (2012) argue that by under-
standing what is ‘cool’ from the perspective of teenagers “it may be possible to
distill guidelines for the design of engaging products and technologies for this
population” (ibid. pp. 143). This means that the designer turns to what engages
the future users and uses this info as a guideline before turning to heuristics.
This was precisely what I thought I was doing.

3 Cool research

At this point we can wonder what is so special about cool with regards to de-
sign. With its width and slipperiness, how does cool difter from simply age-ap-
propriate, fun, hedonic, etc.? Looking back at my research, I find Wittgen-
stein’s “Philosophical Investigations” helpful to express what I experienced.
“Language is an instrument. Its concepts are instruments. Now perhaps one
thinks that it can make no great difference which concepts we employ. (...)
Concepts lead us to make investigations; are the expression of our interest,
and direct our interest” (Wittgenstein, 1958, para. 569-570). In the following
sections I will describe how the decision to put an equation sign between cool
and age appropriate became my lens at the world and the way of doing things.
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The study took on a Participatory Design (PD) perspective following the argu-
ment that PD “takes into consideration the needs, interests and abilities of the
youngsters, but also includes a more profound interest in their hopes, fears,
dreams, and opportunities to express themselves as someone of importance”
(Iversen & Smith, 2012, p. 113). PD is a design approach which aims to active-
ly involve the people designed for and other stakeholders in the design work
(Brandt, 2006) with a focus on mutual learning. It is “a process of investigat-
ing, understanding, reflecting upon, establishing, developing, and supporting
mutual learning between multiple participants in collective ‘reflection-in-ac-
tion” (Simonsen & Robertson, 2012). The approach springs out of the idea that
the ones affected by the design should have a say in how it is designed (Ehn,
2008), not only by deciding what the outcome will be, but also by sharing their
expertise on perspectives and preferences regarding the activity that may be
supported by this particular design (Carroll & Rosson, 2007). Including the
users expands the space for design idea and results in functionally superior
and more creative solutions (Bratteteig & Wagner, 2010). What distinguishes
PD from similar approaches is that the work is done with and not on their
behalf (Spinuzzi, 2005) with the focus on mutual learning, causing the lines
dividing users from designers to blur (Luck, 2003).

PD is a research methodology with a highly articulated methodological
orientation, methods and techniques (Spinuzzi, 2005). It offers tools and tech-
niques to engage children and teenagers in design, but more importantly helps
them to realize that they have a choice (Iversen & Smith, 2012). The methods
include, but are not limited to interviews, observations, future workshops, pro-
totyping, and many more. The specific developmental stage the teenagers are
in makes it even more important and necessary to see them as equal partici-
pants and hear their views on the world.

The concept of cool has even more significance in the context of PD pre-
cisely because the knowingness of cool belongs to the teenagers putting them in
an expert position and allowing for equalizing the power structures in the de-
sign situation as well as for mutual learning. In addition, focusing on designing
the methods around cool forces us to start thinking about the teenagers as our
experts. My claim is that cool and PD hang together as simply reproducing the
existing trends which would be the case in other approaches where teens would
be merely informants. Approaching cool from a PD perspective allows us to
get innovative with the cool and create better and more engaging technologies.

As T argued in the previous section, cool consists of values. Values are
also central in PD, as PD “makes explicit the critical and inevitable presence of
values in the system development process” (Suchman, 1993, p. vii). Embrac-
ing values is presented by Iversen et al. (2012) as an ethos respecting people’s
democratic rights. Addressing values when talking about PD and design in
general is important due to the dynamic relationship of values to design and
as Halloran et al. (2009) claim, “values are not only a resource to frame tech-
nological development; they are also caused by it” (p. 246). Values also help
to mediate co-design relationships and help to define roles, expectations, and
responsibilities (ibid).
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I would like to stress that because of this inevitable and unbreakable rela-
tionship between values and PD, PD seems to be the only appropriate method-
ology when designing with teenagers and cool. To include teenagers in the de-
sign process, simply treating them as informants, interview objects, or survey
respondents is not sufficient to ensure that the design will be appropriate for
them. In the context of my research, the main point was to include the voices
of young patients and teenagers, therefore PD, which grew out of critique of
mainstream design for not including the voices of future users (Brandt, Binder,
& Sanders, 2012), was the methodology of choice.

3.2 Cool methods

This board’s cool. Can I ask you weren you got it? (Boy 16)

As predicted by Wittgenstein, cool was not only what I was trying to find, it
became the predicator of how I would find it. When preparing for meeting
my participants, I was considering different tool to help me design together
with teenagers. When designing, tools give both designers and non-designers
the ability to make things, to make sense of and envision the future. The arti-
facts allow us to use our hands and externalize and embody our ideas of the
future and the future artifacts (Brandt et al., 2012). Thus inspired by the work
of Fitton et al. (2012), I decided to use a modified version of the “Cool Wall”
as my design tool during semi-structured, interviews (Figure 2). In their re-
search Fitton et al. used a simple screen, the Cool Wall, where the participants
could use buttons to move different images of cool objects into four categories
(sub-zero, cool, uncool, and seriously uncool). To achieve a tool that was both
low tech and tangible, I decided to use a metal plate and magnets with images
attached to them. After the pilot interview, I switched the board to a glass-cov-
ered whiteboard which allowed the participants to draw on it. Because the
tools needed to allow for easy disinfection if shared between patients (Culén &
van der Velden, 2013), the pictures on the magnets were covered with marbles.
The interviews were individual despite Gerber and Geiman’s (2012) argument
that when researching cool it is more fruitful to work with groups rather than
separate individuals in order to ensure more accurate estimates. I was neither
interested in accuracy nor in estimates.

The study of Fitton et al. (2012), while including the teenagers and their
opinions in terms of their preferences, treated cool much like the coolhunters
described by Gladwell (1997). The aim of their study was to find out what the
young people thought was cool by quantifying the cool objects. The aim of my
study however, was to design while using cool as a guideline. The aim of discuss-
ing was not to uncover what was cool per se, but to explore the how, where, and
why of cool. As Wittgenstein (Wittgenstein, 1958) distinguished between phe-
nomenon and a concept “We are not analyzing a phenomenon (e.g. thought)
but a concept (e.g. that of thinking), and therefore the use of the word.”
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Figure 2. Rating of other social networking sites (left) and one of the designs (right).

As abovementioned, Fitton et al. (2012) used four categories in their
Cool Wall. However, after the first interviews, I decided to include a 5" catego-
ry, “whatever”, as advised by the teens. They argued that things are not just cool
or uncool. Some sites or functions could be made better, and some were just
neutral with regards to coolness. The Whatever-category contributed to un-
covering the often conflicting feelings towards presented sites and functions.
Hence, even when it came to the method, opinions of the participants were
included and contributed to bettering the method.

The interviews were divided into 4 phases. During the first phase of
the interview, we discussed their lives and what role technology played in it.
Thereafter we discussed the perceived coolness of existing social networking
sites and functions by rating them on the cool wall. During the last part of the
interview, the teens designed the health oriented social networking site for
teenagers and we talked about what role it would play in lives of its users.

The specific reason for exploring the cool by focusing on why the differ-
ent functions were cool and when they were cool, opened a whole new range
of interesting results. In 2012, anyone who owned the computer could tell
you that Facebook was cool and that anyone could use it. However, by asking
the teenagers what made them rate Facebook as cool uncovered that some of
them felt as if one had to have it, even if their privacy was the price. Support-
ing Runyan et al’s (Runyan et al., 2013) argument that products may evoke
emotions in consumers without actually consuming the product, several par-
ticipants reported that they perceived Twitter as a cool site even though they
did not use it themselves. This indicates that the perception of the coolness of
the technology is not dependent on how it is used and who uses it. However,
whether the site had a significant user mass had a say for whether the teens
would consider using it or perceive it as cool.

We will leave this enquiry for now, as the results are not of direct im-
portance for this paper. But let us bear in mind that when designing for cool,
especially in a participatory design approach, it is important to let go of one’s
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own ideas and visions. Before I even started talking with the participants, I had
a vision that the goal of the site was to provide its users with information and a
possibility to contact other patients. However, the participants expressed that
the site should be one of a hedonic purpose with its main goal being to provide
social networking site functionality, games, and chat, with health oriented in-
formation as a secondary function. The most important aspect was to provide
the site’s users with a safe place, free from advertisements, and privacy threats
of Facebook where young patients could meet other teenagers in the same life
situation as their own. The users were supposed to be the “bosses” of the site
— that was cool.

3.3 Cool prototype
OMG! Ask a pro! I came up with that. That's so cool! (Girl, 19)

After collecting data I created a prototype of a health-oriented social network-
ing site for teenagers (Figure 3). The choice of the type of prototype is as de-
cisive for the type of feedback as the choice of participants for the design. The
prototype looked like a website and was presented on a laptop, however it only
allowed the participants to click through the site in order to evaluate the site’s
esthetic cool (Runyan et al., 2013) and the look and feel (Houde & Hill, 1997)
of the site. Runyan et al. (2013) argue that the esthetic cool is one of the values
common to all people and contribute to make a product cool.

When discussing the choice of the prototype, the participants expressed
that they liked the laptop and had no trouble understanding what they could
click on. The teenagers thought it was fun to see the prototype in a browser. It
makes it easier to see how it will look like. I don’t have to imagine how it will look
like and I can focus more on the functions. Thats cool.” (Girl, 18). In line with
the guidelines presented by Houde and Hill (1997), using a high resolution
prototype proved itself to be fruitful when evaluating the prototype in terms
of its coolness.

Figure 3. The login page and profile page of the prototype.
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As it is not the objective of this paper to report thoroughly on the feed-
back from the teenagers, I won't go into details. However I would like to high-
light a few of the comments I got during the interviews.

Although the overall feedback was positive, and my fears were that the
prototype would not be able to generate constructive feedback, the partici-
pants surprised me with detailed comments about the type of information pre-
sented in the prototype. The site offered information about diagnoses, which
in the prototype was a simple copy-paste of information on Wikipedia. The
teens however thought it would be much cooler and helpful if the information
would be of a more practical nature. The information according to one of the
participants should help the users learn how different conditions affect what
they can do. If I have a friend who has epilepsy, and would like to go to a movie
with him, I would like to find out if I can ask him about it without offending him
(boy, 19). This indicated that there exists a clear link between cool and age ap-
propriateness. The teens also complained about the colors of the site, arguing
that it would be cool if they could decide on the colors themselves, especially
on their profile page which correlates with the findings of Runyan et al. (2013)
who argue that teenagers use products and technology to show their unique-
ness and communicate their identity.

During the interviews, the participants were asked about whether they
had a personal computer or if they sit in a room together with others. The teens
reported that they were often in rooms together with their parents or with oth-
er friends. When thinking about the name for the site, the teenagers were also
concerned about potential stigma or bullying if the site’s name would reveal
the site’s purpose for the patient’s friends. I therefore designed a ‘Panic button’
which upon clicking would take the user to a neutral site such as Google. The
teenagers were very enthusiastic about this function and expressed that more
sites should add this function. They elaborated that it would be perfect when
their parents entered their room without permission. This design decision
did not stem from an explicit requirement made by the teenagers but rather
through what they valued in means of privacy and the importance of being
able to control who could see what they were doing on a screen.

The teens expressed enthusiasm over seeing their ideas and designs in the
prototype. The parts of the website they recognized as designed by themselves
were the coolest. Several participants reported that it was cool how the simple
drawings on the whiteboard were now a part of a design which looked like a
website. Even if the designed prototype was not cool, the participants walked
away with the experience of being heard. Upon recognizing their ideas, they
expressed pride and contentment.

4 Discussion

The study presented in this paper supports Fitton et al’s (2012) claim that cool
can be used as a design guideline for designing engaging technologies. The
challenge of using cool as a design guideline when designing health-oriented
technologies is that cool, as explained by the literature, stands for rebellious
values of nonconformity with adults and older generations and obtaining a
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composed attitude when facing difficult situations in life. Cool is a permanent
state of rebellion (Pountain & Robins, 2000). Even if the goal is to design tech-
nologies that may help teenagers in reducing some of the stress in their lives,
encouraging rebelliousness when managing a health challenge is not to be ad-
vised. However, Southgate (2003) draws similarities between Aristotle’s virtue
ethics and cool as means of achieving happiness and is concerned with practi-
cal reactions with one’s situation, for example how to react to the daily strug-
gles with dignity. In case of designing health-oriented technologies for teenag-
ers, using cool as a guideline might just help us with creating cool tools helping
them face their lives both as patients and teenagers with a cooler attitude.

Therefore it is important that the meaning behind cool, obtained both
through discourse analysis and design activities, is explored, narrowed and
focused as to allow for operationalization of cool for design situations.

If we can indeed argue for coolness as a perceived attribute of an artifact,
product or a technology, we are faced with possibilities of using the values orig-
inating from their developmental tasks, manifested by cool technologies to sup-
port teenage patients in their autonomy, taking control over their lives both as
teenagers and patients. Embracing the cool values not only sets the ground for
functionalities that may support teenage patients in their autonomy, but also
may contribute to engaging technologies which the teenagers want to use. By
not focusing on cool as a personality trait or behavioral pattern represented by
a few teenagers and rather applying the concept to products and technologies
we may be able to include a bigger population and support the scalability of the
design - a challenge technologies designed using a PD approach have to face.

Using cool as a guiding concept in research and design breaks with all
the rules outlined by Gladwell (1997). Cool can only be observed by those who
are cool. It is safe to say that I, despite of my own opinions and perceptions of
myself, am not cool. Neither did I find cool people first or exclude the uncool.
I have also committed the grave sin of trying to capture the current trends and
what is cool, which should cause cool to move on. Further, a fair share of the
reviewed literature argues that finding out what teens think is cool at the time
of the study is of no significant importance for capturing the construct of cool
and the underlying mechanisms of coolness. Nevertheless, I found the process
of talking about what the participants thought was cool on the Internet use-
tul for learning about what the participants found important. Among others,
Southgate (2003) argues that coolhunting does not help to ensure innovation
and creation of the next big thing. However, in the case of my study, investi-
gating the trends gave me a lot of data on functions the teenagers valued but
did not include in their design. Talking about what is cool helped us to broaden
the creative space during the interviews and got the participants going with
regards to thinking about what is cool, why and where. These important values
and cools followed us further when we were talking about the design of the
health oriented social networking site.

When describing the workday and strategies of coolhunters working for
Reebok, Gladwell addresses the stability of cool across time and space. Regard-
less of the fact that Gladwell’s contribution to the current debates is an article
in the New Yorker and not a scientific paper; his bold arguments are still un-
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derpinning many arguments within the scientific body. Gladwell’s coolhunters
state that only cool people are constant — cool things change, hence supporting
Pountain and Robin’s (2000) stand on cool and a personality trait as a combina-
tion of narcissism, ironic detachment and hedonism. Therefore, to find cool, we
need to find cool people first, and cool things later — not the other way around.
Gerber and Geiman (2012) provide a harsh critique of this cool-as-a-person-
ality-trait view, by pointing out that if cool is indeed a personality trait then it
should be possible to measure cool through psychometrics.

When looking at cool as an isolated phenomenon of a subjective and un-
stable nature, it is hard to estimate how cool differs across cultural and social
groups. Yet Rahman (2013) asks us to view cool from the perspective of Global
Consumer Culture where cool refers to a “cultural entity not associated with a
single country, but rather a larger group generally recognized as international
and transcending individual national culture” (p.622). But with the different