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Abstract 
● Background 

The use of technology to address mental health among youth in Norway is gaining traction, 

with many measures being implemented from the public sphere. Literature claims that 

peer-support can help alleviate some of the symptoms of mental health issues, such as 

isolation and taboo. However, traditional face-to-face peer support can be limited by time, 

geography and attendance. Through the use of digital spaces, researchers believe that peer 

support can be achieved online. By critically exploring digital spaces with participants from a 

national network consisting of youth, I aim to find alternate ways to design technologies that 

can lead improved mental health among youth.  

 

● Approach 

The thesis will explore how alternate perspectives on how we construct technology can be 

based on insights from critical theory, phenomenology and the concept of Cool. Considering 

the vulnerability of the user group, the thesis will operate through the use of a Participatory 

Design process. The process aims to use methods with build-in ethical considerations and is 

concerned with democratic practices such as giving participants genuine decision-making 

power in the process. 

 

● Concluding remarks 

The study has shown that youth with particular life experiences are a diverse demographic 

with various needs. Therefore, ICTs that aim to successfully support youth with particular life 

experiences need to be built with flexibility in mind. The study shows that youth can make 

significant contributions to the design of ICTs when given the resources to do so.   
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1.Introduction 

1.1 Voksne for Barn (‘Adults for Children’) 

Throughout this thesis I will be cooperating with the organization Voksne for Barn (‘Adults 

for Children’, hereby VfB), a non-profit organization concerned with informing parents and 

trained professionals on how to reach out to youth with parents that struggle with substance 

abuse or mental disorders. Voksne for Barns’ ambitions is to make it easier for youth who 

struggle with their upbringing, to cope with their situation. Additionally, they aim to inform 

parents, children, teenagers and young adults of their rights when they are in such difficult 

situations. 

Currently, the organization presents websites with resources and information directed 

towards adults (trained professionals who work with teenagers and young adults). VfB 

believes that by providing resources to adults, it will benefit children as well. However, 

they do have information meant for children, teenagers and young adults in the form of 

booklets, brochures and pamphlets. The organization also hold meetings, courses and 

guidance for all the above-mentioned groups.  

Although the organization mainly works with trained professionals, they have started 

an initiative aimed at connecting like-minded youth in what they call the Youth Network. The 

Youth Network consists of teenagers and young adults, aged 16 and upwards.Their common 

denominator is that they all have particular life experiences. My contact at VfB explain their 

experiences as such: “The youth have experiences with being children of parents or guardians 

with a mental illness and/or drug addictions, from being under care from child protective 

services, but also from being an underage refugee, and arriving in Norway by themselves.”. 

The Youth Network have regular meetings where the youth can discuss relevant topics and 

engage with each other. Through meeting with each other, the organization hopes to focus on 

improving formative conditions, mastery of own life and mental health of the youth.  
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1.2 Meeting the organization 

During the initial meeting with Adults for Children (‘Voksne for Barn’), my contact told me 

of one of their previous projects aimed at training municipality and hospital workers in 

working with youth who served as guardians for their parents. One of the conclusions they 

drew from the project was that these teenagers and young adults found great comfort in 

getting in contact with peers that were in similar situations as themselves. Based on this 

insight, they formed what they called Ungt Nettverk (Youth Network, hereby: ‘YN’). The 

purpose of the YT is to serve as a venue for teenagers and young adults with the 

responsibility of a household, where they can share experiences and talk about challenging 

aspects of their lives. Initially, I was given the task of collecting the fragmented information 

the organization had produced for the youth. After this meeting, we instead agreed on 

working towards a solution directed at supporting the activities of the Youth Network. VfB 

had two ambitions for our collaboration: 

1) Find a more feasible way to make existing content available online. 

2) The solution would support already established activities of the Youth Network. 

Additionally, they hoped for a secondary benefit; that the solution could work as a way of 

informing the field of youth care about how the members of the youth network think and feel 

about their circumstances, and how they can be assisted in acquiring a better quality of life. 

1.3 Mental health in Norway 

Being born in Norway is a great starting point in a person's life. According to recent United 

Nation studies on happiness (Helliwell et al., 2017), as well as reports on human development 

(Jahan et al., 2016), Norway scores near the top on most mentioned categories associated 

with a good standard of living. Despite topping the charts of the Human Development Index 

and Happiness rankings of these reports, the Norwegian Institute of Public Health (NIPH, 

2018) report an increase in diagnosis of psychological illness among youth in Norway in the 

past five years. The NIPH further describes that those who experience a lesser degree of 

mastery and quality of life, are groups of norwegians that experience struggles connected to 

family life and work.  
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The topic of mental health is getting some traction in the public sphere in Norway. 

Helsesista, a public health nurse on social media (https://helsesista.no/om/), is quite popular 

among youth in Norway. She aims to “crush taboo”, and to bring common youth-centric 

topics such as body, sex, mental illness etc., up for conversation, in order to increase the 

overall mental health of youth in Norway. The company Noisolation is also showing interest 

on the topic of isolation, and approach the problem through the use of a robot that can take 

the place of a student in the classroom (https://www.noisolation.com/global/av1/). Despite 

measures to improve mental health nationally, the Norwegian health department reports that 

the amount of children with parents who struggle with substance abuse is still quite high 

(Kufås et al., 2017). Moreover, they suggest that the lack of proper parenting can result in 

challenges such as developing their own addictions, psychological issues, psychosocial 

issues, loneliness and isolation (ibid.).  

1.4 Cool technologies 

This generation of teenagers and young adults are by and large the most extreme users 

of ICTs (Norsk mediebarometer, 2015). Despite this, little design research has been 

conducted with teenagers, but rather with children or adults (Fitton et al., 2011; Little et al., 

2013). Reports also indicate an increasing demand for internet-based mental health services 

aimed towards youth (Andersen & Svensson, 2011). Therefore, it seems vital to include 

youth in creation of such services, especially considering the vulnerability of the 

demographic. 

This thesis is a part of the KULU-project, at the Institute of Informatics at the University of 

Oslo. The KULU-project aims to develop cool technology for people with long-lasting health 

challenges. The KULU-project consists of a group of researchers and both bachelor and 

master students. The project aims to gain insight into how youth engage with online resources 

in order to co-design technologies that support them. Co-design refers to the use of 

participatory design methods that are tailored to the youth in a way that allows for them to 

demonstrate their skills and knowledge of technologies such as social media, apps and games 

(www.kulu.no). 
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The KULU-project focuses on human aspects of technology, where the technology is 

used as a tool to achieve a positive societal goal for youth. The project was started through a 

collaborative effort between the University of Oslo and The Akershus University Hospital 

(Ahus). The goal of this project was to work with a Youth Council from Ahus, consisting of 

youth who face chronical health challenges. Through multiple workshops, they aimed to try 

and solve some of the problems with being chronically ill, through the use of technology. 

One project (Aasen, 2014)  has focused on the transition from being a child patient to an adult 

patient. The transition can be experienced as abrupt and unnatural for the youth experiencing 

it, as the way they’re treated as a child patient is vastly different from an adult. Another 

project (Machniak, 2013) designed a health-oriented social networking site, that enabled the 

youth to engage in online activities connected to their illness that were too sensitive to share 

on traditional social media. 

Most of the prior theses have been situated in hospital settings, in collaboration with 

The Akershus University Hospital (Ahus). However, as the collaboration concluded, the 

KULU-project has since worked with other topics concerning youth outside of hospital 

settings. Some of these topics include making research and information more accessible to 

youth through visualization (Cheung, 2016), how to design for curiosity (Clements, 2015), 

and design of privacy policies for and with youth (Saxlund & Simonsen, 2014).  

1.4.1 Findings from research in the KULU-project 

The findings from the KULU-project has shown that youth are a diverse demographic with 

different needs. The youth give valuable insight in many aspects of both their own lives and 

the lives of their peers. They have much to say about (their own use of) technology, and are 

aware of the fact that the problems they face as teenagers and young adults can differ from 

the problems of children and older adults. Hence, their technological needs therefore digress 

from those of older adults. However, they can be difficult to recruit due to busy schedules.  

The KULU-project has also demonstrated that ‘cool’ is both important and 

age-appropriate for teenagers and young adults, as well as acting as a bridge between youth 

and researcher to discuss otherwise intangible needs in technology. This interaction allows 

for the researcher and youth to co-create technology that is both engaging and desirable to 

themselves and their peers.  
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1.4.2 Peer support 

Peer support is a type of social support that aims to increase the well-being of individuals 

with shared experiences. Lindberg et al. (2017), advocates that peer support can provide 

better support than healthcare professionals, and can lead to an improved mental state and 

self-confidence. Downsides of traditional face-to-face peer support is that it can be limited to 

geography, time and attendance. Peers with similar experiences can be uncommon and 

dispersed. Vulnerable youth can experience a feeling of being different due to their particular 

experiences (Lindberg, 2013). Therefore, adapting peer support to the digital sphere can aid 

in overcoming these difficulties. Additionally, it can provide the benefit of offering 

anonymity, soften social factors such as age and gender, and make sensitive subjects easier to 

discuss. This can lead to users feeling less isolated and more empowered (Lindberg et al., 

2017). 

1.5 Research Question 

Considering the particular experiences and vulnerability of the user group, it is critical to 

involve users in the design process (Lindberg et al., 2017). As Ito et al. (2008) point out, 

youth are serious and diverse actors, which means they have particular needs and values to be 

catered to. Being a part the KULU-project, the thesis shares similarities with prior theses, 

mainly concerned with giving a voice to youth, and involving them in participatory design 

activities in order to design cool technologies that they can benefit from. As a result, this 

thesis aims to answer: 

 

RQ: How can young people’s values inform design 

recommendations for a digital information and 

communication platform?  
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1.6 Motivation 

Growing up, I've been an avid user of technology. I've played video games since I started 

primary school, and participated in online communities since secondary school. On these 

social platforms, I was quite critical towards all the personal information people made 

available to others. I viewed my peers as reckless in the way they shared their personal 

information, especially on sites where their information could linger for longer periods of 

time. Options to control the audience of the content were often lacking or non-existent. This 

is especially true for teenagers, being in a phase of their lives where both their physical and 

psychological state are changing rapidly. However, I also experienced how much these online 

communities meant to people I met through them. Some of my online friends were struggling 

with issues in their real lives, and the online communities they participated in was their 

escape.  

I regard myself as somewhat experienced with online communities, both connected to 

games and social media. My motivation for writing a thesis with this subject lies in applying 

knowledge from my personal life, as well as the academic knowledge to contribute to 

research aimed towards youth and technology.  

1.7 Chapter guide 

Chapter 2 - Background: The chapter will first present the user group I will be working with, 

as well as some of the challenges that they may face due to their life experiences. Then I will 

present some aspects of information and communication technologies (ICTs) and how it 

relates to the target group. Finally, I would like to introduce the KULU-project. 

 

Chapter 3 - Theoretical Framework: Here I present the theoretical framework, the “lens” that 

will guide the research, provide ways to view the data I collect, inform the analysis and 

contribute to the synthesis of the findings. I will use concepts from Feenbergs’ Critical 

Theory of Technology, most notably his instrumentalization theory, in order to get a better 

understanding of how technology is shaped, and can be shaped differently. In order to better 

understand the situation, motivation and needs of the participants, I adopt the concept of 
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lifeworld, taken from the philosophical branch of phenomenology. Furthermore, I will use the 

concept of Cool in order to approach design in a way that is age-appropriate for teenagers and 

young adults.  

 

Chapter 4 - Methodology: Then I will present the methodology of Participatory Design, as 

well as the PD-framework SHARM. Additionally, I will touch on research ethics and the 

choice of methods.  

 

Chapter 5 - Methods: This chapter will present and describe the methods that have been used 

in the two workshops. 

 

Chapter 6 - Data collection and analysis: The chapter will detail the meetings with the 

organization and the youth from the Youth Network, as well as how the workshops were 

prepared, conducted and analyzed.  

 

Chapter 7 - Discussion: The chapter will detail how working with youth worked in practice, 

as well as how the theory relates to how they present their experiences. 

 

Chapter 8 - Conclusion and Contribution: The final chapter will present the conclusion of the 

study, as well as further possible work with the thesis. 
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2. Background 
This thesis will focus on technologies that people use to connect with others through the 

internet. These can be aspects from either social networking sites (SNS) or other web-based 

applications. Examples of current popular communication technologies are Facebook, 

Snapchat, YouTube. Twitter, WhatsApp, Reddit, Instagram etc. Common features of these 

platforms are the possibilities to engage with other people through textual or rich media 

(images, video, audio and so forth). The content of these sites is being produced and 

reproduced by the users of the social media, either in one-to-one (chat, messaging, etc.), in 

group messaging, or in one-to-many connections (status updates, forum posts and the like). 

While most contemporary information and communication technologies (ICTs) share similar 

features, their niches and audiences vary (boyd & Ellison, 2007). Moreover, the affordances 

of ICTs regulate what and how information is shared (Livingstone, 2008), and can therefore 

constrain what activities are possible to engage with. As mentioned by Van der Velden & 

Emam (2013), people use different social networks for different purposes.  

2.1 Youth and ICTs 

Information and communication technologies are important to youth, and often highly 

embedded in their lives (Van der Velden & Emam, 2013; Andersen & Svensson, 2011; 

Livingstone, 2008; Livingstone & Brake, 2010). Although social networks can create new 

opportunities for self-expression, sociability, community engagement, learning and creativity 

(Livingstone, 2008), the concept of “friendship” is not as binary as some social networks 

suggest, and can be difficult to manage (ibid.). Although “friendship” becomes less distinct, 

Livingstone & Brake (2010) argue that online interactions can aid youth in overcoming the 

awkwardness of face-to-face communication, and instead offer more playful interactions 

where confusion around social cues are more easily managed. 

ICTs enable communication with a broad range of contacts, and is in some cases the 

only feasible connection in some relationships due to constraints of space and time 

(Livingstone, 2008). In addition to providing communication freed from these constraints, 

Livingstone & Brake (2010) claim that identities are established through interactions with 
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others, and that these interactions are increasingly performed in online spheres. Activities of 

self-representation online is similar to how teenagers decorate their bedroom walls with 

posters and images to express an identity (ibid.). In addition to being accessible and efficient 

in terms of time and money saved (Andersen & Svensson, 2011), the convenience of being 

able to socialize with peers online is the reason why ICTs have become so strongly embedded 

in the lives of youth (boyd & Ellison, 2007). 
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3. Theoretical framework 
A theoretical framework is a collection of one or more theories that informs and permeates a 

research study. These guiding theories aim to support your research by informing your data 

collection methods and analysis, through the use of concepts within these theories (Grant & 

Osanloo, 2014). In qualitative studies, many aspects of the research can be subject to change, 

which demands a great deal of flexibility from the researcher (Maxwell, 2013). A solid 

theoretical foundation is therefore crucial in order to support the justification of the problem 

statement(s), purpose and significance of the study (Grant & Osanloo, 2014). 

This framework supports exploration of alternate designs of ICTs, designs that are 

less exploitative of their users. Additionally, it provides theoretical support to understand 

young people’s worldview and address issues of current ICTs, by including youth and giving 

them a voice and decision making power in the design process.  

3.1 Critical Theory of Technology 

Feenberg (Friis et al., 2009) describes his Critical Theory of Technology as a political theory 

with influence stemming from Marx, Foucault and Habermas. Central to these influences are 

human rights, and how institutions and organizations intrude on these rights. A critical theory 

of technology can therefore be seen as an emancipatory theory in the way it aims to challenge 

the status quo (ibid.). As a critical theory, it aims to bring up taken-for-granted assumptions 

about technology, inquire who benefits from the current status, and to bring forth viable 

alternatives. According to Feenberg, technology possesses these qualities:  

1. It is neither neutral nor separate from society, as they influence and are influenced by 

socio-political structures. 

2. We encounter technology in most aspects of our everyday and professional lives. The 

technologies dictate how we operate and live through them. Technologies can 

therefore be seen as active environments rather than collection of passive tools. 

Feenberg draws parallels between technology and laws or customs, in the way they affect the 

people who live under them. However, he questions to what degree technology benefits the 

interest of the end user of technology. Feenberg proposes that the technological environment 
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should be regulated with democracy in order to protect aspects of technology that can 

victimize the end user, the same way we regulate laws or customs. Ideally, technology should 

aspire to meet the requirements of humanity, rather than further increasing power and 

profit-making for institutions and organizations at the cost of its users (Friis et al., 2009; Feng 

& Feenberg, 2008). 

Feng & Feenberg views technology as designed in order to meet interests of actors, in 

addition to the cultural background of the society. The cultural background limits choices in 

design and shows itself in two ways; in perceptions and practice from the everyday lifeworld, 

and cultural bias from technical disciplines, shaped by a historical development of 

technological choices. Feng & Feenberg assert that the cultural study of technology must 

therefore operate at two levels; the fundamental level of technical operations, and the level of 

current power relations or socio-cultural relationships that specify certain designs. 

They exemplify this with the bicycle, where in some cultures, cyclists are seen as 

legitimate users of the road. These cultures often allocate a portion of the road in order to 

provide the cyclists with bike lanes, which benefit all users of the road. In other cultures, 

where the bike lane is absent and the cyclists have to share the road with other vehicles, the 

cyclists are perceived as an obstacle. Through this example, Feng & Feenberg try to illustrate 

that the meaning connected to a certain device in a certain social context is remarkably 

important. The significance of this cultural heritance is often taken for granted, and therefore 

overseen in design of technology (Feng & Feenberg, 2008). In order to explain the process 

that technology undergoes from relatively neutral to biased, Feng & Feenberg propose what 

they call Instrumentalization theory. 

3.1.1 Instrumentalization theory 

The starting point of Instrumentalization theory is the notion of the technical element. By 

that, Feng & Feenberg (2008) mean the most elementary technical ideas and corresponding 

implementations that forego when building devices. In other words, the possibilities and 

useful tasks a device can complete. These technical possibilities of a device is what Feng & 

Feenberg identify as primary instrumentalization. Technical elements are first and foremost 

concepts, but can be realized through transformation of objects (ibid.). In this process, the 

social limitations are of a more complex nature than just simple goals; elements are being 

configured in order to produce a socially acceptable technical device. This is what Feng & 
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Feenberg refer to as Secondary instrumentalization. Figure 1 illustrates the relationship 

between technical elements and concrete devices. 

 
Figure 1. The relationship between technical elements and concrete devices (from Feng & Feenberg, 2008). 

 

Feng & Feenberg (2008) state that many aspects of technology are not decided by technical 

possibilities, but rather based on social requirements. Additionally, they believe that no 

technical elements are possible without some degree of secondary instrumentalization. 

3.1.2 Design spaces and technical codes 

Feng & Feenberg (2008) consider that in design of technology, there are aspects of design 

that change based on needs and requirements, and other aspects that remain unchanged, 

mostly components or aspects that have been standardized. Those remaining aspects are what 

they consider to be the design space.  

Standard ways of understanding certain devices are due to successful secondary 

instrumentalization over prolonged periods of time, and reflects specific social requirements 

that have shaped the design. These social standards are what Feng & Feenberg call the 

technical code. Often, the technical code is formulated as design requirements. 
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Figure 2. The relationship between technical elements, design space and a concrete device (from Feng & 

Feenberg, 2008). 

 

Feng & Feenberg (ibid.) advocate towards closer inspection of the overlooked possibilities 

and believe that critical theory, with focus on examining taken-for-granted assumptions about 

technology, offers a theoretical space where we can approach design differently.  

3.2 Phenomenology 

As someone coming from the outside of the problem domain, and with the task of proposing 

a solution, I realized the pitfall of becoming too focused on the task at hand, and less attentive 

to the humans that experience these difficulties. 

Todres et al. (2007) brings up exactly this issue with regards to technological 

progress. They point to work conducted by Heidegger, that describes how technology creates 

greater distance between the human and the world - more specifically, how humanity is 

experiencing the world. Heidegger proposed that the increased adoption of technology posed 
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danger to the human identity by trying to “...fit into [...] the production line”, leading to 

increased specialisation, but also making us more process-oriented. This aspect of alienation 

was shared by both Marx and Habermas (in Todres et al., 2007), describing how 

specialisation leads to value judgement of a human being reduced to their abilities to perform 

certain tasks. Focault (ibid.) drew further on this train of thought by proposing that the way 

we think about illness or health in terms of language, dehumanised people with an illness by 

describing them as an object with a problem, rather than a human being. 

Todres et al. (ibid.) therefore recommends a phenomenological approach in order to 

balance these dehumanising forces of technological progress, thus creating a more holistic 

perspective on humanity. Although Todres et al. argue for the use of the phenomenological 

approach in healthcare, I believe these same aspects can be found to be beneficial when doing 

research on human aspects in design of technology as well. 

3.2.1 Lifeworld 

Husserl suggested what he termed ‘lifeworld’, as a concept that attempts to highlight a world 

consisting of meaningful relations between humans and their experience of the world (Todres 

et al., 2007). Central to lifeworld theory is the consciousness, surroundings and 

communication. I will now present the five elements of lifeworld theory as suggested by 

Todres et al. (ibid.): 

 

● Temporality refers to lived time - how the perceived time changes based on your 

current circumstances. Not in relation to a clock, but how time is experienced by 

humans, and how it affects us. This can be illustrated by how one can feel tension 

when working towards a deadline, or relieved when time is plentiful. This time 

pressure can be experienced both positively and negatively, and impacts our 

expectations and perceptions of time.  

 

● Spatiality is how the perceived environment change based on current circumstances, 

and is referred to as ‘lived space’. By lived space, it does not indicate your position in 

relation to objects in measurable units, but how something can feel close or far away. 

It refers to how one experience the surroundings, how one relates to the surroundings 

and how they affect oneself. It is a kind of personal geography, where your point of 
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view is central to the experience of the world. A person can feel free in an 

environment where s/he is able to perform meaningful tasks, or trapped when a setting 

is difficult. At times, your immediate surroundings can feel far away, while the need 

for personal connection can feel close.  

 

● Intersubjectivity is a type of lived human relation, and dictates how we consider 

others based on our current circumstances. It says something about how we 

understand ourselves in a world with others. Central to intersubjectivity is language - 

it is the tool that allows us to make ourselves understood, and understand others. At 

the same time, it allows us to negotiate among ourselves, and come to agreements, 

both socially and culturally. Intersubjectivity says something about how we get along 

with others, and how we form emotional attachments to other humans. It is also about 

how we convey social, cultural and traditional values to one another, both consciously 

and unconsciously. 

 

● Embodiment says something about how we perceive and consider our body and its 

abilities. The lived body experiences the world, both physically and psychologically. 

Embodiment explains how we experience and interpret what we can and cannot do. 

Our body is affected by the preceding elements (temporality, spatiality and 

intersubjectivity), and changes how it is experienced to be in ones body. It explains 

how we detain from situations where you can feel exposed.  

 

● Mood relates to how we consider our emotions based on our circumstances. Mood 

influences and is influenced by all the other elements of your lifeworld. It shapes your 

spatial-, temporal-, intersubjective- and embodied experience. It is not just an internal 

occurrence, but can be perceived and altered from the outside. Mood is complicated, 

and can at times be difficult to convey with words.  
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3.3 Cool 

One of the cornerstones of the KULU-project is to develop cool technology in order to 

better and enrich the lives of teenagers and young adults. Cool is a concept most associated 

with this demographic and can be a deciding factor for youth when deciding what products or 

services to adopt (Pountain & Robins, 2000; Holtzblatt, 2011), indicating that coolness has 

overlapping characteristics with desirability. Many researchers (Gerber & Geiman, 2012; 

Holtzblatt, 2011; McCrickard et al., 2012; Pountain & Robins, 2000; Read et al., 2011; 

Moore, 2004; Thompson, 2004) as well as marketeers, businesses etc., have tried to identify 

exactly what ‘cool’ is. As Pountain and Robins point out: “The question of what is, and what 

is not, Cool is a matter not solely for schoolyard discussion, but also for the boardrooms of all 

kinds of businesses, from soft drinks and snacks to clothes, cars and computers. Profits and 

jobs depend upon what may seem a juvenile distinction to many people”. (Pountain & 

Robins, 2000). The nature of cool can be quite evasive, as eloquently said by Dar-Nimrod: 

“[It is common] for people to judge others intuitively as cool or not, without explicitly 

knowing why” (Dar-Nimrod, 2012). In order to get a better understanding of cool, it can be 

beneficial to look to the origins of this phenomenon. 

3.3.1 The history of cool 

Robert F. Thompson (2004) conducted a study of the concept of cool across West African  

and Afro-American cultures, where he established that the essence of cool was to be 

in control of oneself or a group; “having the value of composure in the individual 

context, social stability in the context of the group” (Thompson, 2004). Moreover, the study 

found a common reference of the word ‘cool’ in European and African language, meaning 

“moderation in coldness” (ibid).  

Furthermore, the study points to an origin of the concept of cool connected to water 

and cleansing through sacred rituals. These rituals were administered in order to cool the 

body and mind in order to become more ancestral. 

In West Africa, the Gola people define ‘cool’ as “[the] Ability to be nonchalant at the 

right moment [...] to reveal no emotion in situations where excitement and sentimentality are 

acceptable” (Thompson, 2004). This “cool mask” is worn regardless of pleasure or pain, even 
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during expressive performances such as dance. Additionally, the Yoruba people have the 

word ‘enun tutu’, which translates into “cool mouth”, or “cool tongue” in Kikuyu 

(Thompson, 2004). Undoubtedly indicating a thoughtful withholding of speech, rather than 

“the stony silence of anger” - “This is the mask of mind itself”, Thompson adds. 

Another study on the concept of Cool, by Pountain and Robins (2000), makes the 

logical assumption that this phenomenon was then brought to the western world through the 

importation of slaves. Here, they state that the cool mask functioned as protection against the 

brutalities of the slave owners, by hiding their true emotions and therefore avoiding physical 

punishment (p. 38). As Maher (2005) assert: “a pride founded on a calm, quiet control in the 

presence of the ultimate provocation”. Under these cruel conditions, the slaves had no written 

language, were distanced from their homeland and, quite naturally, needed a way to express 

themselves. This need for cultural and emotional utterance emerged as the music genre 

known as blues. According to Pountain and Robins, blues was not as pessimistic as it may 

appear, but rather a way of displaying the bad in hope of something better (p. 45). It also 

served as a way to pass time during tedious and repetitive work. 

 

In the early 20th century the African Cool embodied itself in a more playful music 

style called jazz (known as traditional or hot jazz). According to Pountain and Robins, “jazz 

musicians were among the leading innovators and incubators of Cool attitude” (p. 46). 

However, the “cool pose” (Moore, 2004) remained as a way of preserving their dignity, as 

they continued to be discriminated against by the white-owned entertainment industry 

(Pountain, Robins, 2000, p. 41). The jazz community disliked that their sound was being used 

simply as dance music by the whites, and therefore started to experiment with more 

fast-paced styles. The new, more modern iteration of jazz sprung out of this rebelliousness; 

bebop. The beat of bebop was too fast for the whites to dance to, and was composed to show 

off the musicians proficiency with their instruments (ibid, p. 46-47). 

3.3.2 The concept of Cool 

Gerber & Geiman (2012) argue that coolness is transmitted and negotiated via language. The 

use of temperature as a reference to emotion is fairly common. Two examples that come to 

mind are ‘keeping a cool head’ versus ‘being hot headed’, which indicates to what degree of 

intensity and clear thinking is present within the individual. “Cool as a metaphor for 
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emotional control and subdued emotionalism [...] can even be seen as a kind of natural 

metaphor. [...] the use of cool […] is both long-lived and widespread“ (Moore, 2004).  

The famous Miles Davis continued to experiment with the sound, where he mixed 

bebop with the nostalgic blues and a slower tempo; introducing, Cool Jazz. In 1949, he 

released the album The Birth of the Cool, which inspired a plethora of white musicians. The 

modern jazz aspired to be more than entertainment; it required the listener to understand its 

content intuitively, through a special kind of insight (Pountain, Robins, 2000, p. 47), what 

Moore (2004) calls “Knowingness”. The original qualities of detachment and control 

continue to be important qualities of cool, but knowingness was the addition to the more 

modern attitude. Knowingness implies an understanding of social codes: “[...] refers to 

something more specific than mere knowledge. [...] a kind of insider knowledge, access to 

information that the speaker is in some sense privileged to have.” (Moore, 2004). Jazz, which 

had previously been viewed as music for the black working class, was now trending mostly 

among young, educated whites (Pountain, Robins, 2000, p. 48). And with it, the concept of 

knowingness. 

Halfway through the 20th century a new genre, that combined big band blues and 

country music led by Elvis Presley, swept the nation. This was the first time the mainstream 

was impacted by what was, at the time, considered ‘race music’. Rock’n’roll what was 

delivered the modern attitude of Cool to the mainstream, where teenagers quickly adopted the 

attitude (Pountain, Robins, 2000). What was earlier used as a defence mechanism against 

oppression of African Americans, became a way for young whites to distance themselves 

from the values of their parents (Moore, 2004). 

Not a lot changed about the essence of cool until recent days; the concept was adopted 

by writers, filmmakers, marketers and various counter-cultures. The attitude continued to be 

used as a way for newer generations to detach themselves from previous generations, in 

addition to identifying with their peers (Pountain, Robins, 2000). 

 

A more recent study conducted by Dar-Nimrod (2012), suggests that contemporary 

cool is mostly used by teenagers to indicate likability and peer-approval. In his study, he 

attempts to find a common ground of cool, where he uses empirical work in order to find out 

what types of coolness valuation that are most common. He states that “coolness is 

presumably enhanced by the mysteriousness of what cool actually is” (ibid), indicating what 

30 



 

(Pountain, Robins, 2000; Moore, 2004) say about knowingness continues to be important in 

cool.  

Dar-Nimrod further recommends a division of cool into the two categories he calls 

“Cachet coolness” and “Contrarian coolness”. By Cachet cool, he means the types of cool 

that overlap with social desirability, which contain values of friendliness, care, attractiveness, 

personal competence and a drive for success. Contrarian cool, he explains as something less 

active and engaged, where detachment and camouflage are central. Rebelliousness, irony, 

toughness and other forms of muted emotion are of the Contrarian cool (ibid). The distinction 

of these two categories show that the Contrarian cool is more similar to the types of cool used 

as a defence mechanism, while the Cachet cool is more in line with the type of cool used in 

order to indicate peer approval. 

Since essence of contemporary cool is what most people believe they are supposed to 

find desirable, individuals will try to change behaviour in order to fit the types of cool present 

within their social contexts. Additionally, he believes that different subcultures value 

different characteristics, and that, potentially, there are unlimited ways of being cool (ibid). 

3.3.3 What is ‘cool’?  

Gerber and Geiman (2012) aspired to find out how the concept of cool match across 

individuals. They start off by mentioning what the attributes of cool are, according to popular 

culture: 1. Cool changes across time; 2. Cool is locally defined; 3. There are some traits that 

are perceived to be more central for cool; 4. Cool exists despite the difficulty in measuring it; 

5. Cool matters, and it is generally advantageous to be considered cool; 6. We spend a lot of 

time talking about coolness; 7. Cool is, to a limited extent, an individual difference. 

Furthermore, they argue that since cool cannot be measured through psychometric 

tests, it is not a personality trait. Neither is it an object, since it does not have a physical 

embodiment. They believe that if cool changes across time and is locally defined, it will be 

difficult to properly define it in a closed environment. Instead, they propose to look at cool as 

a distributed property of a network: “Characteristics that are distributed features of a network 

should show context-dependent behavioural and language adjustment.” (Gerber & Geiman, 

2012). By this, they mean the way you match your language with the context you are in; 

“taking politely to our grandparents and more expressively to our peers” (ibid). 
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Gerber and Geiman state that “coolness is uniquely transmitted via language.”, and 

that “We negotiate our social spaces to define cool. We talk about what is and isn’t cool, 

what is becoming cool, and what is becoming less cool.” Therefore, by negotiating cool 

through language, we help define it within that context. How the individual perceive what is 

cool is through his or her definition of cool, while group perceptions of cool are defined by a 

shared perception of the targets, rather than the collective individuals rating styles. By that, 

they mean that individual ratings reflect individuals, but group rating reflect the targets (ibid). 

By accepting this, the evasive nature of cool is quite logical, since cool is not defined by 

itself, but by the individuals shared perception of cool. Or rather, the way it is projected onto 

a target. This also explains why cool can exist in so many different forms across different 

(sub)cultures. 

3.3.4 Cool in relation to design 

 

Figure 3. The Hierarchy of Cool (Read et al., 2011) 

 

Read et al. constructed The Hierarchy of Cool (Figure 3) in order to examine what it 

is about products and technologies that made them cool. At the top of the hierarchy is being 

cool, followed by behaviour of cool (the act of doing cool things), and finally having cool 

items. Being cool is only achievable by having, and doing cool things. Therefore, it is 

beneficial to not only design cool products, but preferably products that enable cool  activities 

as well. The hierarchy also works the other way around; it is possible for people who inhabit 

32 



 

 

the status of being cool to project their coolness onto either either an activity or an item by 

endorsing or appropriating it (Read et al., 2011). Furthermore, they state that endorsement is 

often done in marketing, where a celebrity or other cool person project their coolness onto a 

product in order to make it a ‘must-have’ item (ibid). 

 

Culén and Gasparini (2012) argue that it is not enough for a product to be considered cool, 

but it also needs to be highly desired, innovative, successful etc. Moreover, they suggest other 

values such as, but not limited to mastery, and sustainability. They further highlight that 

mastery is an important component of cool, and that when products become mainstream, they 

should also engage their users in cool behaviours, further exemplifying the need for a sense 

of achievement. The Cool Project (Holtzblatt, 2011) came to similar conclusions during their 

studies of cool. However, Holtzblatt claims that joy is the core of cool, and that what she calls 

joy in life (depicted in figure 4) occurs when cool products assist us in achieving core human 

motivations such as accomplishment, connection, identity and sensation (ibid.).  

 

 
Figure 4. The Wheel of Joy (left) and The Triangle of Design (right) (Holtzblatt, 2011) 

 

Holtzblatt suggests that the different types of joy in life can be enhanced through use of cool 

tools, as explained by the Triangle of Design as joy in use (figure 4). The Triangle of Design 

is explained as such:  
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- Direct into Action explains how we interact with products and services in a way that 

feels natural.  

- The Hassle Factor is explained with how new tools both eliminate and introduces 

new hassle through use. The goal of the design is therefore to achieve the least 

amount of hassle through use of a product or service.  

- The Delta is presented as the learning curve of using a new product or service.  

Therefore, designing for cool technologies means incorporating the design aspects in a way 

that promotes joy in use, which in turn results in joy in life (ibid.)  

Since coolness varies greatly with regards to subcultural differences (age, location, 

gender and other demographics), as stated by former researchers (Read et al., 2011; 

McCrickard et al., 2012; Culén & Gasparini, 2012), it will require involvement with the user 

group in order to determine what brings them joy, which again will result in a cool user 

experience. 
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3.4 Design opportunities 

Feng & Feenberg (2008) explain design (of technology) as a process where one consciously 

shapes an artifact in order to meet certain goals. Their framework conceptualizes the process 

of design as a convergence of technical and social considerations in order to produce devices 

that fit certain contexts.  

The contexts in which design of technology is situated in this thesis, lies within the 

lived experiences of the Youth Network. The instrumentalization therefore manifests itself in 

the lifeworld of the youth through the possibilities they perceive in technology.  

 

Moreover, I would argue that ‘cool’ has overlapping characteristics with the lifeworld, as 

demonstrated by Holtzblatt (2011). Coolness (of people or objects) are experienced through 

the lifeworld, where the social exchanges of intersubjectivity through language (Todres et al., 

2007) constitute what characteristics are perceived as cool within the social context of the 

Youth Network.  

In order to form technologies that can support the Youth Network, discussion and 

consensus on what is/allows for doing ‘cool’, can provide an indication on the youths 

technological preferences. The technical codes from the lifeworld and Cool can then be used 

as a basis for selecting desirable aspects that can be implemented in ICTs. This is when the 

instrumentalization of the ICT occurs. 

 

Figure 5. Visualization of Design Opportunities within this theoretical framework  
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4. Methodology 

4.1 Participatory Design 

Participatory Design begun as a partnership between scholars and trade unions  in Norway 

(Spinuzzi, 2005; Ehn, 2008; Sanders & Stappers, 2008), and is characterized as an approach 

where one involves users in both the design and design process (Ehn, 2008). The early stages 

of Participatory design started from a standpoint where technology was threatening the jobs 

of metal workers. The scholars sided with the trade unions in order to find strategies that 

could ensure that the implementation of technology were on the terms of the workers. This 

ensured that the existing skills of the workers were made a resource in the design process 

(Spinuzzi, 2005). A goal of PD is to preserve this tacit knowledge, and build technology 

around it, instead of making it obsolete (ibid.). Spinuzzi (2005), argues that PD has changed 

over the years, with regards to the Marxist traditions. However, he views PD as still 

preserving its core; viewing participants as legitimate producers of knowledge. 

Traditionally, American design traditions with participants was from a user-centered 

design perspective, where participants were seen as passive subjects, to be observed by 

experts (Sanders & Stappers, 2008). Since the 1970s, users have been given more influence 

on design, and have been increasingly participating in informing design in early phases 

(ibid.). This change stems from the Marxist premise of empowering workers and fostering 

democracy (Spinuzzi, 2005), moving the user from “subject”, to “partner” (Sanders & 

Stappers, 2008). Practitioners of Participatory Design view themselves as facilitators who 

attempt to empower the users in making their own decisions. To achieve that goal, PD 

emphasizes co-creation (Spinuzzi, 2005). Co-creation is what Sanders & Stappers (2008) 

view as transforming the dominant worldview. They describe this further (p. 9): 

“Embracing participatory thinking flies in the face of the ‘expert’ mindset that is so 

prevalent in business today. The existing power structures in companies are built on 

hierarchy and control. Co-designing threatens the existing power structures by 

requiring that control be relinquished and given to potential customers, consumers or 

end-users. It is very difficult for those who have been successful while being in control 
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to give it up now or to imagine a new way of doing business that can also be 

successful.” 

Co-creation aims to combine the expertise of trained professionals with the 

experience of the users who will ultimately be impacted by the changes. It enables the 

experience of the participants to be embedded into the design of the new artefact, with the 

help of designers as facilitators. Bratteteig & Wagner (2012) argue for involving stakeholders 

from the start, in order to avoid an incorrect approach of a design process. In line with the 

critical view of technology from previous sections (Friis et al., 2009; Feng & Feenberg, 

2008), we can see that technologies are not value neutral. Therefore, the end users should be 

able to dictate the values of the particular technology.  

This is increasingly important since teenagers and young adults are underrepresented 

in research (Fitton et al., 2012). Excluding youth in the design process, can lead to a risk of 

producing technologies that may be rejected by the end users. 

The design process used in this thesis is based on the participatory design cycle of 

Bratteteig et al. (2011), which focuses on establishing trust and a mutual understanding of 

practices between co-designers. 

 
Figure 6. The participatory design cycle (Bratteteig et al. 2012, p. 128) 
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Participatory Design aims to involve future users in all parts of the design process, 

and design ideas based on practice. More importantly, those affected by the design process 

not only be involved in order to give feedback, but also to have a say in the process (Ehn, 

2008; Sanders & Stappers, 2008; Bratteteig & Wagner, 2012). 

 

Central to PD is equalising power relations and trust among all co-designers. Similar to the 

lifeworld-led approach of Todres et al. (2007), Participatory Design is a democracy- and 

cooperation-based approach with empathetic perspectives. These empathetic perspectives will 

be explained further in the next sections. 

4.2 SHARM 

The SHARM-framework is a participatory design approach presented by van der Velden et 

al. (2016). Although originally meant for design activities with and for teenagers with chronic 

health challenges, it’s principles can be viewed as beneficial for youth in vulnerable 

situations as well. The framework is based on three principles of participatory design, namely 

Situation-based action, Having a say, and Mutual learning. Adding to these principles are the 

principles of Adaptability and Respect.  

 

Situation-based action: Base the design activities in the teens’ lived experiences and 

everyday lives. 

Having a say: Create clear and real opportunities for teens to have decision-making power in 

the design process. 

Adaptability: Choose methods and approaches that allow for adaptation to the teens. 

Respect: Teenagers want to be treated as experts of their own life and as capable of acting in 

their best interest. 

Mutual learning: Choose methods and approaches that enable teens to learn as much from 

us as we do from them. Exchanging skills, competences and knowledge both ways. 

 

The principles of adaptability and respect hold a different meaning in the thesis. Originally 

these additions were implemented to the framework in order to be respectful of teens with 
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long term illness, due to their rapidly changing circumstances (van der Velden et al., 2016). 

Yet, I believe the principles still hold merit for the way I wish to tailor traditional design 

methods in order to avoid design situations that can induce discomfort or trauma. To me, the 

principles of adaptability and respect means showing empathy and being mindful of their 

situation, while still allowing them to express themselves and their expertise. 

 

4.3 Ethical considerations 

By adopting a participatory methodology, I have already made implicit ethical choices 

concerning the choice of methods, how I handle participants data and how I view them as 

legitimate producers of knowledge. In addition to the ethical guidelines established in the 

SHARM-framework, I have decided to adopt anonymity by default with regards to the 

information i collect during the project. Anonymity by default refers to removing names and 

other personally identifiable information during data collection. Personal identifiable 

information like name, age, sex and date of birth were never noted during any point of the 

study, and all pictures taken during workshops were made sure to not show any faces. 

4.3.1 Informed consent, audio recordings and images 

Informed consent is an important part of any properly ethically conducted study. The 

informed consent serves the purpose of informing the participants of their rights during their 

participation in the study, as well as stating the purpose of the study. Additionally, it gives 

them the option of withdrawing from the study whenever they feel like it, without any 

repercussions.  

The participants were sent an invitation to the workshops as well as the informed 

consent form prior to each workshop. They were also given a copy at the start of each 

workshop. Before we began the workshop, I asked them to read through the consent form and 

give oral consent, in order to not have their names or signatures written down. The consent 

form can be found in Appendix B. 

During the workshops, I also recorded audio of the sessions, in order to be able to 

transcribe and use the transcriptions in the analysis. The audio recordings were later 

39 



 

transcribed, anonymized and deleted. Additionally, all pictures taken during the workshops 

were non-identifiable pictures that mainly focused on the tasks of the workshops. 

4.3.2 Adaptability and respect 

The workshops were held at the offices of Voksne for Barn, in an environment that was 

familiar to the participants. Considering the vulnerability of the participants, and as this was 

the first time they met me, I facilitated the workshop so that the discussion would be more of 

an interaction amongst themselves, so that I could have less of a presence in the room. Since 

they were familiar with each other and my contact at VfB, having less presence in the room 

could lead to them being more comfortable during the workshop. 

During the workshops, there was no forced participation. Everyone could participate 

as much or as little as they preferred. By also letting the participants steer the conversation, 

they could disclose what they felt comfortable with. This goes back to the principles of 

adaptability and respect, as stressed by van der Velden et al. (2016). Moreover, the focus of 

the workshops were never about the participants’ situations, but rather the features of 

technology that would allow and enable them to interact with their peers. Whenever we 

discussed vulnerable topics, we did so by using personas as a proxy in order to create 

distance between the youth and the scenarios, as proposed by Lindberg (2013). This allowed 

the youth to talk about sensitive issues without having to use examples from their own lives, 

which could potentially induce discomfort. Instead, their opinions and feedback is informed 

by their own lived experiences, but projected onto an imaginary person.  

4.3.3 Having a say 

Participatory Design aims to address power discrepancies in design situations (Bratteteig et 

al, 2012). Karin, my contact at the organization, is one of the founders of the Youth Network. 

Therefore, her role can be viewed as one with more power than that of the youth in this 

context. Her role is more of a facilitator for the activities of the Youth Network than a 

‘leader’, and her intentions are to increase the well-being for the youth. However, her 

presence could potentially lead to the youth being less critical of how the Youth Network is 

currently structured. Seeing as critique is critical in identifying and defining problems (ibid.), 

and in order to address this power discrepancy, I asked Karin to step outside during the 
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critique phase of the future workshop. I further emphasised that the critiques of the youth 

were important in order to affect the outcome of the design process. My aim was that this 

could lead to the youth being able to speak their minds more freely, without the presence of 

any ‘grown ups’. 
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5. Methods 
Democracy and participation are the principal values of PD. By committing to these values, 

we can ensure genuine engagement and participation with the co-designers (van der Velden 

& Mörtberg, 2014). Furthermore, it ensures the collective values that emerge from both 

designer and co-designer during the design process are being expressed and embedded in the 

product or service (ibid.). Therefore, it is imperative to adopt methods that align with the 

values of the methodology. Simonsen & Robertson (2017) propose the use of workshops and 

design games in order to enable participants to engage and voice their opinions. Facilitating 

for future users in the design process, will lead to more successful outcomes (ibid.). In doing 

so, the facilitator should embrace openness and multiplicity (Bratteteig & Wagner, 2014). 

Furthermore, PD should enable the participants to scope the problem, as the setting of the 

problem affects potential outcomes of such a discussion (Bratteteig et al., 2017).  

5.1 Future Workshop 

Future workshops (FW) are brainstorming techniques, structured in multiple phases 

(Simonsen & Robertson, 2017). These phases consist of a critique phase, fantasy phase, and 

implementation phase. As a method, it focuses on empowering the participants, and is highly 

democratic (Vidal, 2005). The success of a future workshop is dependant on facilitating for 

effectiveness and creativity of the group work (ibid.).  

As presented by Vidal (2005), the future workshop starts by pointing out issues and 

problems with the current situation. These critiques are noted on post-it notes, preferring 

quantity over quality (ibid.). The critiques are then grouped by theme, and can be explored 

further by others by adding more notes. In our future workshop, the participants were 

encouraged to make as many notes as they could, before moving to the next phase. The next 

step, the fantasy phase, consist of envisioning a future with zero constraints. The participants 

can explore solutions to the critiques from the first phase, no matter how silly or unlikely. 

Lastly, the fantasies from the second phase are examined with more realistic eyes, in order to 

become more feasible (ibid.). 
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5.2 Scenarios and personas 

Considering the intimate nature of the topics that could arise during the workshops, I decided 

to incorporate personas and scenarios that the participants could project their experiences 

onto. Scenarios and personas are used to represent people and activities (Simonsen & 

Robertson, 2017), and enabled the participants to talk about vulnerable subjects without 

explicitly stating their own personal stories. The personas acted as proxies that created 

distance between the participants and potential vulnerable topics (Lindberg, 2013). The 

scenarios were developed from insights in a meeting with my contact at VfB, prior to the 

workshops. 

5.3 Cool wall 

The Cool Wall was constructed by Fitton et al. (2012) in order to gauge ‘coolness’ of 

different objects. This is done by categorizing said objects in different columns marked with 

the corresponding degree of ‘coolness’. The idea is for the Cool Wall to act as a boundary 

object with the participants during interviews and workshops, in order to survey coolness in 

existing technologies. They were given their own personal Cool Walls where they could 

place inspirational cards to indicate their own preferences.  

 

At the end of the workshop, we gathered their feedback on a collective Cool Wall, in order to 

come to agreement on what aspects that were mandatory, cool to have, or uncool to have. 

This served as a way to negotiate between them, on what aspects were desirable as a group. 

5.7 Prototyping 

Prototyping is a commonly used method in Participatory Design, and has the aim of enabling 

the co-designers both visualise and voice their experiences (Lindberg, 2018). During the 

second workshop, the participants prototyped various layouts and functionality that they 

would like implemented. This allowed the values of the co-designers to shape the 

prototype(s) (Van der Velden & Mörtberg, 2014).  
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6. Data collection and Analysis 
When I initially started working on this thesis, the project description I was presented with 

aimed to gather the fragmented information that the organization had produced in one place, 

in order to make it more accessible.  

At the time, I interpreted the task as one where I would be working with information 

design or architecture. However, I was still not quite sure what I was supposed to work 

towards. Was the information supposed to be accessed through a new website, an application 

or something else? I decided I needed additional input from some of those who might one day 

end up using what I was supposed to be working on. I therefore designed the first workshop 

so that I could understand the needs of the participants, in order to form a more clear problem 

description. However, the participants were more interested in creating their own digital 

platform where they could continue the activities of the Youth Network when they were 

unable to meet in person, than they were in the dispersed information.  

This inductive approach led to a more refined problem description, with the goal of 

aiding the organization Voksne for Barn in gaining insight on how youth engage with 

information and communication technologies (ICTs). Additionally, this work might help 

explore alternate ways of making ICTs more user favoured for vulnerable user groups like 

those of the Youth Network. 

 

6.2 Workshop 1 

While VfB does have websites, the organization lacks a platform for the teenagers and young 

adults to seek information directed at them, as well as a place where they can engage with 

each other. Currently, the Youth Network communicates through the use of a closed 

Facebook group. However, the youth desire a platform that is separated from their ‘public’ 

social media accounts, as issues they may have, are sensitive matters to them. Thus, they may 

not be willing to share these issues openly, but to a close circle of friends (van der Velden & 

Emam, 2013). The concern of openly discussing stigmatized topics online, can stem from a 
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fear of exclusion (Andersen & Svensson, 2011) and/or embarrassment (Van der Velden & 

Emam, 2013).  

The information that the organization provides for the Youth Network is quite 

fragmented; on various websites, paper, on video, or situated in experts. The goal of this 

workshop was to explore how the members of the Youth Network currently obtain relevant 

information, and how they would rather prefer to obtain the information. Additionally, I was 

hoping to receive feedback that could be used to inform design guidelines for a potential 

solution. 

6.2.1 Recruitment 

Based on literature (Lindberg et al., 2017), as well as my experience from prior student 

projects at the Department of Informatics, I knew that recruitment of participants for research 

activities can be difficult and quite time-consuming. When I chose to collaborate with a 

non-profit organization for the master thesis, recruitment were one of the positive benefits I 

imagined, as they often have contacts both internally and externally with interest in their 

domain.  

 

I was asked to write an invitation that could be distributed within the Youth Network. The 

invitation would be informing them about the purpose of the study, how they could 

participate, how their information would be handled, and my contact information (see 

Appendix A). 

6.2.2 Participants 

A few days later, I received notice that seven members of the Youth Network had signed up 

for the workshop (however, one of them cancelled a few days ahead of the workshop). We 

ended up with 6 participants.  

 

The only information I received about the youth prior to the workshop was that they were all 

familiar with the Youth Network, and that they were between the age group we had specified 

earlier (16-25 year old). My supervisor and I decided not to include any personal information 

in the workshop, and not to discuss their personal situation. Instead, we would focus on what 
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they have in common, and what type of technology could support the activities of the Youth 

Network. Therefore, I constructed a fictional person that they could relate to, and project their 

experiences onto. 

 

During the workshop, half of the participants were seated at each side of the table. While 

transcribing, I referred to the individual participants by using the location of their seats in 

relation to mine during the workshop. The member seated the furthest away from my point of 

view on each side was referred to as ‘TR’/’TL’ (‘Top Right’/’Top Left’), the ones seated in 

the middle as ‘MR’/’ML’ (‘Middle Right/‘Middle Left’), the ones closest as ‘BR’/’BL’ 

(‘Bottom Right’/’Bottom Left’) etc. This was my solution to being able to identify each 

person in my mind, without including personal identifiable data. 

6.2.3 Location 

The workshop was held at the offices of the organization, a familiar setting for the members 

of the Youth Network. We arranged a large table in the center of a conference room and we 

had access to a whiteboard. All the design activities revolved around either the table or the 

whiteboard. My contact at the organization arranged food and drinks for the participants. 
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Figure 7. The conference table in the first workshop 

6.2.4 Consent forms 

The participants received information about the study before agreeing to participate, as well 

as a written consent form when they arrived (See Appendix B). Some of the information on 

the consent form was already given in the invitation they received prior. In addition, it 

informed about how pictures and sound recordings that were being captured during the 

workshop would be handled.  

 

The purpose of the oral consent form was to keep their names or other personally identifiable 

information from being visible on any piece of paper. Before starting the workshop, I asked 

them to read through the consent form and give their consent verbally. I also asked if they 

had any questions or issues concerning what was written on the consent form, in which they 

did not.  
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6.2.5 Implementation 

I initiated the workshop by welcoming the participants, presenting myself and the 

KULU-project. I informed them about the approximated duration of the workshop, and the 

purpose of the study. Before we started properly, I stated that their privacy was important to 

me, and that no personally identifiable information would be noted anywhere as a part of the 

study. After receiving verbal consent from all the participants, I explained that the thesis 

involved a participatory approach, and that their involvement would be crucial for the project 

to become successful. I also explained that the participatory approach was a democratic 

process that incorporated mutual learning, in which they would participate in the role of 

co-designers. In order to introduce them to mutual learning, I asked them to teach me about 

the Youth Network. They shared stories about how they joined the network, and how much 

value the Youth Network provided them with prior to becoming members. It became 

apparent that the network had a larger impact on their lives than I had anticipated. 

After getting an introduction from the Youth Network, I presented the plan for the 

workshop. First, we would explore some scenarios through an imaginary persona.  
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Figure 8. Imaginary persona used to explore entry points of the Youth Network 

 

This persona was not yet a member of the Youth Network, but was made to be in a situation 

where the Youth Network could be of great help to him. The scenarios we explored in the 

were: 

- How to join the Youth Network 

- Finding certain information that could help him understand his situation 

- Finding key people within the network, in order to get access to the network 

- Sharing experiences with other members of the network 
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Figure 9. The Future Workshop in action 

 

We explored these scenarios through the format of a Future workshop, that I explained to 

consist of three phases: critique, fantasy and an implementation phase. I asked open-ended 

questions such as ‘How is it done today, and what are the issues with the way it’s done 

today?”. The participants then wrote down their critiques aimed at the specific scenarios on 

post it notes. After they felt they had nothing else to add to the specific scenario, the post-it 

notes were added to a whiteboard and presented by the person who wrote them. During this 

small presentation, they could add comments to each others notes on the whiteboard and 

further ‘build’ on each others criticisms. Some of the notes that were presented would spark a 

conversation about the topic of the note, which gave further insights as well as solidifying the 

topic as worthy of critique. This insight was valuable to me, as I got a better understanding of 

their experiences.  
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Figure 10. Critiques and fantasies from Future Workshop 
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After we had filled each column of the whiteboard with critiques, we moved to the 

fantasy phase, where they could contribute with their wildest and most utopian ideas. Some 

of the ideas from this phase were directed towards ‘getting the word out’, in order to reach 

youth with similar issues. While this is indeed valuable feedback for organization, the field of 

marketing is sadly unfamiliar grounds for me, and therefore out of scope for this thesis. 

However, many of the ideas were still valuable to us in the sense that they expressed the need 

for an online platform where they could engage with both each other and others outside of the 

Youth Network. We took a small break after the fantasy phase in order to stretch our legs and 

fill up our cups, before we moved to the implementation phase.  

The implementation phase added two additional methods, the Cool Wall and a 

Collective Wall. A Cool Wall was drawn on large sheets of paper. Each participant received a 

stack of cards they could place within different columns, indicating the degree of coolness of 

the card. The cards came with four different colour codes, indicating whether they were a 

functionality/content, appearance or with regards to privacy and sharing. Additionally, some 

of the cards were empty, so that the participants could add their own ideas if they felt 

something was missing.  

 
Figure 11. Personal Cool Walls 
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The Collective wall was identical to the Cool Wall, except that the activity would now 

be done as a group rather than an individual. Additionally, they would have to come to 

agreement whether the cards were regarded as ‘must have’, ‘would like’ or ‘would not like’. 

In cases where they greatly disagreed, we would place the cards under the label ‘disagree’. 

The Collective Wall were to act as a way to achieve consensus with regards to design 

requirements. However, in the case of disagreement, it would also indicate where the solution 

should be flexible enough to meet different types of needs.  

 
Figure 12. Collective Cool Wall 

 

The idea was that the Cool and Collective Walls together could give us an indication 

of what their needs were with regards to design of an online platform. After filling out the 

Collective wall, I thanked them for participating in the workshop, and informed them that I 

was planning a design workshop at a later time in order to follow up what we had discussed.  
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6.3 Data and analysis of Workshop 1 

6.3.1 Thematic analysis 

Thematic analysis (TA) is a method for identifying and making sense of patterns (themes) 

within sets of qualitative data (Braun & Clarke, 2006). Thematic analysis does not aim to 

merely summarize the data, but should be done to create a more thorough understanding of 

the data (Braun & Clarke, 2013). Thematic analysis is not tied to an epistemology or 

theoretical assumption, and is therefore quite flexible (Braun & Clarke, 2006).  

A flexible method has the potential to be used in several ways, and requires the 

researcher to be aware of the choices made on how to carry out the method. Based on the 

research approach, the researcher can choose between an inductive (bottom-up), or deductive 

(top-down) thematic analysis. The first being data-driven, and the latter driven by theory. The 

inductive approach focuses on the data itself, while the deductive is attentive to themes that 

fits with a theoretical framework that is being used to understand the data (ibid.). 

Furthermore, there is a decision regarding at what level to identify themes. Thematic 

analysis can be performed at a semantic (explicit) or latent (interpretive) level. Semantic 

themes are identified at a surface level, and organized in order to get a summary of the data. 

Latent analysis goes further than the semantic approach, by doing interpretive work in order 

to form themes (ibid.) 

The analysis was performed in order to get a better understanding of the needs of the 

participants. The workshop and analysis were performed at a stage where I was familiarizing 

myself with their needs. Based on this understanding of TA and the research question, I 

performed an inductive thematic analysis. I formed themes with a minor level of latent 

interpretation, focused within the participant feedback from the workshop. During the 

analysis, I was careful to avoid implicit meanings from the data, as I wanted the analysis to 

be representative of the participants.  

6.3.2 Results 

The topics that were brought up by the participants during the first workshop were focused on 

increasing the visibility of the Youth Network, creating a clear identity for the network 
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online, the issues they experienced with their current platform being a social media, and 

sharing their own experiences with others in the network.  

In order to better understand the topics we had discussed, I performed a thematic 

analysis of the transcriptions, according to the guidelines proposed by Braun & Clarke (2006)

 
Figure 13. Table of Analysis of Workshop 1  

6.4 Exploring values 

During the analysis, I learned that their need for a clearer identity and increased ownership 

was not purely motivated by the need for control, but in order to make the network more 

approachable from the outside. They believed that making the network more trustworthy and 

safe could lead to potential new members of the network, members that could benefit in the 

same way that they do.  

 

6.4.1 Insufficient information 

Here, ‘insufficient’ refers to how the information is presented, and not the amount. The youth 

felt bombarded by information, and indicated that it could feel overwhelming at times. 
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Instead, they preferred to seek out information on their own terms. Browsing information by 

theme was something they suggested, as a way to lessen the feeling of being overwhelmed. 

They stated that one of the ways they could cope better with their situation was to learn more 

about how their situation came to be, and how they could better face the situation. 

Additionally, they felt that the information was mainly directed at adults, and not their 

peers. This ties together with another concern that the participants had with the websites of 

the Youth Network being a subpage of VfB.no.  

6.4.2 Lack of a clear identity 

When we discussed how it could be to be introduced to, or finding out about the network 

from an online webpage, they were concerned with how the network was perceived from the 

outside: “what is a meeting place? [...] There may be associations with anonymous 

alcoholics, being seated in a circle and talking about our problems. There are many hurdles to 

reaching out. If you’re brave enough and actively want to join, it can be hard to find the 

contact information online” (Citation from Workshop 1). The participants stated that their 

current web pages can be difficult to navigate, and is missing crucial information such as 

contact information, information about what they do during meetings, and how to proceed in 

order to join the network.  

They also voiced their concerns with the lack of visibility of the Youth Network 

online: “Marketing. It [meetings, announcements, information etc.] is profiled a lot inwards, 

not so much outwards” (Citation from Workshop 1). They would like to make the feelings of 

being at home, being able to be themselves and talk to others like them, in a way that is met 

with support and openness, visible to others who are seeking a network like theirs. They 

would like to counteract what they believe to be the ‘impersonality of the internet’ (Citation 

from Workshop 1), by being open about the culture within the network. Additionally, they 

would like the Youth Network to have young representatives that could be easily approached 

by other youth: “When youth come to talk to someone, they want a person who is kind of 

similar to them, so they can feel safe, and that they can relate to what I’m talking about.” 

(Citation from Workshop 1). 
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6.4.3 Sharing experiences and advice 

The peer-support they received when they joined the Youth Network were one of the subjects 

they brought up as most beneficial. Prior to joining, many of them felt like they were alone 

with their particular life experiences: “You can just take off that mask, and just breathe. [...] 

You can be yourself fully, honestly and authentic without being perceived as weird or subject 

to judgement” (Citation from Workshop 1). This mutual understanding is what Lindberg et 

al. (2017) claims to lead to an increase in emotional well-being, which the youth further 

exemplified: “Before joining the Youth Network, you feel like you’re the only one who has it 

this tough. [...] And you’re all alone, it’s just you, and everyone else is fine. [...] I felt like 

‘here I can just be myself’, [...] because people understand me. The people here understand 

that those of us who are here have all been through something, and we’re here together” 

(Citation from Workshop 1). 

6.4.4 Concerns about ICTs 

While they did not have a problem with professionals participating in the online activities, 

they highly preferred that this participation did not dominate or hamper their activities: “as 

long as you don’t feel like you have to censor yourself just because there are many adults 

present” (Citation from Workshop 1). One of their needs, which is shared by the 

organization, is that an online platform would enable them to continue the activities of 

sharing stories and information among themselves like they do when they meet in person, 

when they went their separate ways.  Therefore, it was crucial that the digital space provided 

them with sufficient ways of controlling their privacy, so that they could express themselves 

without having to censor themselves.  

The concepts of horizontal- and vertical visibility (van der Velden, 2012) provides 

insight into how this can be accomplished. Horizontal visibility is how your online actions 

are visible to those you choose to make it available to in your online networks. Vertical 

visibility is how your online actions can be made visible to others, usually those corporations 

that are owners of the ICT, regardless if you want to or not. In the case of the Youth Network, 

vertical visibility is with regards to how the ‘grown ups’ can access their online actions. 
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Horizontal visibility is what makes social interaction possible (ibid.), and also what would 

enable the members of the youth network to share between themselves online, without 

granting access to adults or professionals, unless explicitly agreed to. Therefore, ensuring a 

great degree of horizontal visibility while limiting vertical visibility, enables the youth to 

share certain aspects of their lifeworlds with their peers, while at the same time avoiding that 

these aspects are available others without their consent. These design considerations enable 

them to continue the sharing culture that is central to the Youth Network.  

In the case of the Youth Network, they are eager to share amongst themselves: “[...] 

when I can give advice to a person who is in a similar situation, about what they can do [to 

solve it], it’s possibly the best feeling I’ve felt.” (Citation from Workshop 1). Designing for 

privacy control should therefore enable them to meet this desire to share. Sharing is a central 

activity, and can be enabled by privacy control in order to discuss intimate topics: “ [...] the 

value of the network, is the unity where we can share experiences that can’t necessarily be 

shared outside of the network, and the feeling of being alone in the world becomes smaller in 

a room where we all have similar experiences” (Citation from Workshop 1).  

The sharing culture they have created is in order to cope with a situation in a setting 

that is free of shame and judgement. This is enabled by the fact that they know they’re with 

people who have the same experiences, and are there for the same reasons. 

6.4.5 Vulnerabilities 

The vulnerabilities that the youth experience are further intensified by isolation and manifests 

itself in insecurities. Many of them stated that they were lacking resources and 

self-confidence prior to joining the Youth Network, and found great support and safety by 

participating in activities arranged by the network: “You show up here, to an ocean of people 

who have it the same way as you, and then you feel that ‘I’m not all alone, it’s not just me’. 

And the more you participate, the easier it gets” (Citation from Workshop 1). 

6.5 Initial workshop debrief with VfB 

After the first workshop, I met with my contact at Voksne for Barn, where we discussed what 

came out of the first workshop. I received information that the communication division were 

in charge of their websites, and that they had certain restrictions connected to what they could 
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do with the subsite of the Youth Network on their site. The goals for web pages differed 

between members in the Youth Network and the organization. VfB were focused on 

informing and being informed by the YN, while the YN sought a way to interact with each 

other outside of meetings. Therefore, we decided it was better for the youth to be able to 

design their own web page, where they had increased agency over the content and how it was 

delivered. The goal with letting them explore the technology on their own terms was not a 

matter of excluding the organization, but rather to allow the youth to give voice to their needs 

with less restrictions.  

6.6 Workshop 2 

I invited the participants for a design workshop. This time, the goal was for us to take the 

preliminary ideas and talk about how they could be realized in an ICT.  

6.6.1 Recruitment 

As the first workshop was filled with energetic discussions, I decided to invite the 

participants from the initial workshop to a design workshop. The invitation, as before, 

informed them about the purpose of the study, how to participate, how their information 

would be handled, and my contact information (see Appendix A).  

6.6.2 Participants 

One of the members of the Youth Network from the first workshop was unable to attend due 

to exams. Luckily, another member of the Youth Network was able to step in, which resulted 

in the same number of participants as the first workshop. As before, we decided to focus on 

how to achieve a technical solution that would fit their needs, rather than to focus on their 

personal problems. We constructed personas in order to talk about sensitive topics, acting like 

a proxy for experiences that could emerge within the Youth Network. Personal identifiable 

information was left out of any notes. 

6.6.3 Location 

The workshop was again held at the offices of the organization, like last time. We had a 

closed meeting room with a large table to gather around. The design activities revolved 
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around the table. Similar to last time, my contact arranged food and drinks for the 

participants, which were enjoyed at the start of the workshop. 

6.6.4 Consent forms 

The consent forms were the same as the ones used in the first workshop. It was important that 

they knew that their privacy was cared for, as well as informing the new participants of how 

the information would be handled. Consent was given verbally like in the previous workshop. 

6.6.6 Implementation 

In order to continue the tradition of mutual learning and to increase the chance of a successful 

design workshop, I decided to teach the co-designers about how it is to work as a designer. I 

started off by explaining what a design process is, and how designers attempt to identify a 

problem area that can be approached. In order to find a solution to the problem area, one has 

to understand your users, and identify their needs. I explained that this were one of my goals 

in the previous workshop - to understand them and their needs.  

 

In order for them to be able to use their own experiences, but still design for the 

Youth Network as a whole, the co-designers made their own personas that they would design 

for. These personas would not be themselves, or another specific person in the Youth 

Network, but could be a combination of different traits of members within the network. They 

were advised to make them fictional, but realistic. The personas would consist of a picture, 

name, age, hobbies and personal traits. They would also have a personal “goal/need” in being 

a part of the Youth Network. 
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 Figure  14. Fictional personas that the Youth Network produced in Workshop 2 

 

Once they had made one persona each, the co-designers were split into two groups to 

work on scenarios. The scenarios were in the format of a user story, which is a commonly 

used method in the field of software development. The format of the user story is: ‘As a 

<role>, I want to accomplish <action> in order to <reach a certain goal>’.  
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Figure 15. User stories that the Youth Network produced in Workshop 2.  

 

When both groups had made some user stories, we started prototyping with the user 

stories in mind. The prototyping was done on paper, both larger sheets and post-it notes, 

depending on what the individual preferred in terms of size. They were also equipped with 

cutouts of common web icons, scissors, markers and glue sticks. In groups, they would draw 

sketches, discuss them among themselves, and make changes accordingly to each others 

feedback. As a facilitator, my role was to answer questions about how an idea could be 

developed by being drawn on paper, and to give advice on how to make their visions clearer 

in the prototypes.  
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Figure 16.  Prototypes that the Youth Network produced in Workshop 2 

6.6.7 Results 

From analysing the prototypes and the transcriptions from the second workshop, new 

requirements emerged. Many of these requirements were shaped by the sharing activities of 

the Youth Network, which seemed natural to carry into a digital sphere. In the same way that 

they can choose what and with whom to share their stories with when they meet in person, 

they would like that same control to extend to the ICT. In other words, they expected 

flexibility from an ICT that aimed to support their activities. 
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 Figure 17. Analysis of second workshop  

6.7 Exploring flexibility 

6.7.1 Features 

The featured they wished that the technology would support were: 

● Informative sites and resources that allowed them to seek out information on their 

own terms.  

● Group conversations and chats, which could also have ‘themes’ connected to them 

● Ways to express themselves through blogging, storytelling or to give advice. 

● A calendar that displayed meetings or events within the Youth Network. 

● The possibility to change language between norwegian and english. 

6.7.2 Structure 

Structural features of the network related to how they expressed a need to organize the 

content on the site. In order to make it easier to navigate large amounts of information, they 

proposed to sort the information by themes that they could search for in a search bar. 

Additionally, they wished for a way to view ‘frequently asked questions’, because “it helps 

me to find answers when I’m uncertain about what I should search for or actually know what 

the ‘problem’ is” (Citation from Workshop 2).  

The use of rich media (images, videos, audio etc.) as well as colours were also 

important, as it helped them in expressing feelings and relate to each other. 

6.7.3 Social aspects 

Many of the social aspects were inspired by practices of the Youth Network that the youth 

believed to be crucial for the success of the network. Creating trust and judgement-free 

environments were central in order for their activities to succeed. The youth stated that trust 

was what enabled others to participate in activities such as talking to each other about 

sensitive topics, offer advice and converse. 

In addition, they wanted an ‘About us’-page that they could show to other youth they 

met and their friends. This page would display information about the activities of the Youth 
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Network, and could serve as a way for them to express the pride of being a part of the 

Network, as well as serve as a way to recruit new members. 

6.7.4 Sharing and access 

Some of the challenges presented by the youths were directed at ways of tailoring the 

audience of the content they wished to produce online. Manoeuvering social spaces online 

can often be tricky because of limiting ways in deciding your audience online, a major flaw 

in contemporary ICTs. By that, they mean that the person who initiates an article or post can 

moderate the responses and access to the article. A good idea with regards to personal or 

intimate posts, is that they could be marked with a certain ‘tag’ or ‘topic’, and the content of 

the post would remain invisible until the owner grants access to others. This could be done by 

allowing others to ask for access to the content, or the audience could already be determined 

by the owner of the content.  

They all agreed there should be a part of the ICT that should be closed off from 

non-members of the Youth Network, as the topics they would like to discuss were intimate 

ones, and should not be available to the public. They were, however, open to allowing youth 

that were not a part of the Youth Network to join, if they seemed like they were a good fit. 

This could be solved through an approval process, similar to what they currently have for the 

physical Youth Network. 

Contemporary ICTs have a rather shallow way to configure your audience, and while 

in some cases you can control who can view your produced content, it can often be tedious 

and time consuming. In line with the hassle factor presented by Holtzblatt (2011), a way of 

controlling for audience of their produced content should be implemented in a manner where 

it will not produce additional hassle, but still net the youth with the result that they wish. In 

the case of the popular ICT facebook, you can decide whether to post content to all your 

friends, or a select few. There is, however, no way to configure and elect which of your 

friends are part of your inner circle of friends, your relatives and so forth. These things matter 

in a social sense because you normally would share different aspects of your life with 

different social circles. In having a flatter social structure online, where you have to choose 

between everyone and a select few, it can affect what and how content is being produced. A 

way to solve this could be to let the user define their own personal social circles, where they 

can add other members to the appropriate circles. None of these circles should be visible to 
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other users, but rather be the way that users decide who can view what content. It will also be 

less of a hassle if those are created upon registration, and further expanded organically 

throughout the use of the ICT. That way, you may create only a few initial social circles, but 

might add more later when it feels natural or when you meet new connections. 

Another aspect of contemporary ICTs is that a lot of the content that has been 

previously produced may linger for longer periods of time. The youth believed that the 

inflexibility with regards to temporality could lead to hesitation when deciding to join in on a 

conversation. 

6.7.5 Make anonymity easy 

Some of them wish to be anonymous at all times, while some prefer to be visible all the time. 

Others would change their privacy settings depending on what they are discussing. These 

shared opinions of privacy are understandable, as privacy needs differ from individual to 

individual. This can be explained by the privacy paradox, where teenagers seem to care about 

their privacy, but do not behave accordingly (Van der Velden & Emam, 2013). Van der 

Velden & Emam (ibid.) suggest that young people do not act upon their privacy concerns due 

to the design of social media as a result of a mismatch between the expectations of their 

settings and the outcome of these. However, they came to a consensus that the choice to be 

anonymous or not should be up to each individual, and that the option to be anonymous could 

lead to increased participation. 

 

6.8 Design recommendations 

The Youth Network operates out of local groups, and the members are therefore mostly 

interacting with each other when they have meetings. Even less often, they might interact 

with other members of the Youth Network from other places in the country, during their 

yearly meet-ups. The strength in an online meeting place is not to replace the face-to-face 

contact, but rather complement those relationships within the Youth Network. They are 

seeking an online space of confidentiality where they can share experiences, while 

maintaining control of how they manage this disclosure (Livingstone, 2008). 
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During the first workshop, they provided several reasons to why their current mode of 

communication (Facebook) was unsatisfactory when discussing sensitive topics. Needs of 

anonymity, time sensitivity, etc., demonstrates the inflexibility of the ICT. This acts as an 

obstacle to participation and sharing of experiences among the youth. This emergence of new 

needs reopens the design space (Feng & Feenberg, 2008). The proposed design 

recommendations are based on the feedback of the Youth Network from two workshops, as 

well as the theoretical framework. The recommendations aim to support established activities 

within the Youth Network, and allow them to continue their need to share experiences and 

support each other.  

Recommendation 1: Flexible identity and anonymity 

Youth are in their formative years and therefore constantly changing, both physically and 

mentally. This transition from child to adult with particular experiences, can affect their 

needs of privacy (Van der Velden & Emam, 2013). 

Despite having conflicting personal needs for anonymity, they came to a consensus 

with regards to allowing for options to be anonymous, as they believed that it would lead to 

increased participation: “I see here that last year [on the facebook page], [...] there is a post 

about someone who said she was going through a difficult time. I can see here that it’s been 

seen by 66 people. So it can be difficult to share quite private, heavy subjects for a whole 

group of people you may never have met before. I definitely see issues with this, and I would 

personally never share something like that on that platform. Especially with no anonymity.” 

(Citation from Workshop 1).  

The ICT should therefore be flexible enough to support their need for self-expression, 

by allowing them to enable or disable anonymity at any given time without introducing 

multiple steps, or “hassle”, as proposed by Holtzblatt (2011). Moreover, the technology 

should allow the youth to change, retract and produce new content in order to reflect their 

changing identities over time. 
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Recommendation 2: Choosing their audience 

The technology should allow the users to choose who they want their posts to be visible to, as 

well as selecting whether or not their content can be distributed by other users of the network. 

One of the participants prototyped a view of the technology where the author of the 

post could select whether or not the post could be further shared by others in the network. By 

selecting ‘no’, other users would have to ask the author for permission if they wished to share 

that post.  

One way to solve this could be to allow the youth to configure their own online 

“social circles”, similar to what is possible in the physical world, as teenagers have different 

ways of classifying their friends, acquaintances etc. (Livingstone, 2008). These social circles 

can then be used as a way to control visibility of the content that a user produces. 

Additionally, the owner of that content should be able to control both the visibility and 

distribution of that content. This recommendation is closely linked with the Wheel of Joy 

(Holtzblatt, 2011), and the aspects of accomplishment and connection.  

Recommendation 3: Sufficient information 

The Youth Network indicated a need for sufficient information about various topics. They 

believed that learning more about their situation would lead to a higher degree of safety. It 

was important, however, that the information was not overbearing, but rather offered smaller 

pieces at a time. Additionally, the Youth Network wanted content to be marked with ‘tags’ or 

‘themes’, in order to make it easier for them to navigate the information, and find information 

that fit their current mood or topic of interest. 

Recommendation 4: Make it easy to share 

They want to share stories, information and experiences with each other in order to help 

others: “[...] you choose to use your experiences to help someone who is striving, and is 

struggling and doesn’t know how to handle the situation” (Citation from Workshop 1).  
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Sharing is one of the cornerstones of the Youth Network. With different youth having 

different needs of privacy, the technology should be able to support these different needs of 

expression.  

Recommendation 5: Create conversation 

The Youth Network indicated a strong need for chat rooms based on topics. They stressed 

that these should be open at all times, as many of them felt the need to talk to others late at 

night, when friends and family had gone to sleep or was otherwise unavailable: “When you 

are sad, it’s usually at night. There are many such chat rooms, but they usually close at night. 

[...] Friends and family are going to work or school, and there’s no one to talk to.” (Citation 

from Workshop 2). 

Recommendation 6: Conveying mood 

Throughout the workshops, they were not very interested in exploring the appearance of an 

ICT. However, it was important to them that they were able to display a certain mood 

connected to content they produced. They wanted backgrounds to be customizable based on 

either the preference of the author, or the type of tag associated with the post. They believed 

that feelings of anger, happiness, sadness could be enhanced and more easily conveyed 

through use of adding color or images. The complexity of mood can be difficult to elaborate 

with words (Todres et al., 2007), the use of graphical stimulus can therefore aid in expression 

of mood. 

Recommendation 7: Approval process 

Lastly, they wanted the network to be closed from the public, but they were open to allow 

people who are not members of the Youth Network to potentially get accepted through an 

approval process. How this approval process could be implemented was at the point 

uncertain. 
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7. Discussion 

7.1 Participatory design with youth 

Participatory design with the Youth Network was overall a great experience in the sense that 

they were eager to participate and voice their opinions. It could be the case that their 

experience from being members of the Youth Network is causal to this degree of openness, 

however, this might not be representative of all youth their age.  

In hindsight, I likely prepared too many methods for the first workshop. The 

participation of the youth exceeded my expectations. In the first workshop they were quite 

eager to share stories and experiences which gave me a plethora of rich descriptions of their 

activities within the Youth Network. In the second workshop, the methods were adjusted 

accordingly, which made the workshop seem less rushed and more natural. 

Additionally, they were very experienced with technology, something that made it 

easier to talk about complex topics surrounding ICTs. I could therefore introduce topics in 

workshops without giving much explanation to them, which provided us with more time to 

talk about more important issues, something that I consider unique to demographic that 

participated in this study. However, I tried to keep from using overly technical language, and 

try to keep the conversation at a level in which everyone with their experience in technical 

spaces could understand. 
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Figure 18. How the workshops fit the design process presented by Bratteteig et al. (2012, p. 128) 

 

When planning the workshops, I wrote down some open-ended questions that could 

be used to stimulate conversation and discussion. These open-ended questions would allow 

the youth to ‘lead’ the topics, and therefore indicate the direction the workshop could take, 

which conforms to the participatory process of having a say.  

 

Additionally, I realized that being at a similar age to the participants was beneficial for the 

project, as they didn’t view me as a ‘grown up’. This was an accidental positive benefit, as 

they could perceive me as less of an authority-figure, which could potentially alleviate some 

of the power-dynamic that many researchers of participatory design are required to deal with.  
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7.2 Youth Network and the lifeworld 

The project has benefited from the lens of phenomenology through the many topics that the 

youth brought up during workshops. Many of the topics touched upon the elements of the 

lifeworld, as presented by Todres et al. (2007), and would be difficult to systematize without 

this perspective. I will now present how the different elements relate to the experiences of the 

Youth Network. 

 

● Temporality 

Temporality in the lifeworld has shown that there is often an urgency with regards to how the 

youth seek information. Temporality also relates to how topics of discussion can be pressured 

by time, and how expression of certain topics can require technology to be flexible with 

regards to how long content is available to other users.  

 

● Spatiality 

The technology aims to connect people from all around the country. This opens up for a new 

space that enables participation with youth who live in locations that would otherwise not 

allow them to attend physical meetings. The technology also serves as a ‘place to meet’ 

outside of physical meetings, and maintains the feeling of community and peer-support 

elsewhere. 

 

● Intersubjectivity 

Social Networking Sites such as Facebook are structured as personal (or “egocentric”) 

networks, where the individual is at the center of their own community (boyd & Ellison, 

2007). The ICT that the Youth Network proposes differ from traditional social media in this 

way. Their shared understandings of this community, where they have similar experiences, 

can lead to a stronger feeling of peer-support and trust among the participants. 

 

● Embodiment 
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Mastery, wellbeing and a sense of achievement are central themes to the Youth Network. 

Embodiment relates to being able to function in society and coping with specific experiences 

by learning more about the experiences and themselves.  

 

● Mood 

Mood in the lifeworld of the Youth Network focuses on how to handle negative emotions in 

order to feel an increase in emotional wellbeing. By talking about particular topics and 

learning from each other outside of physical meetings, the youth believe that this can be 

achieved on a more regular basis. 

 

7.3 Coolness in the project 

When presenting the Cool Walls (see chapter 6.2 - workshop 1), a few of the youth 

commented that they did not regard themselves as ‘the cool kids’. I attempted to emphasize 

that the culture within the Youth Network can be a separate space for deciding what is cool or 

not. Aspects of ‘coolness’ as defined by theory as indications of needs, wishes or 

requirements can still be fruitful in design situations where the participants do not regards 

themselves as ‘cool’. 
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8 Conclusions and Contributions 
This study shows that teenagers and young adults can make significant contributions to the 

design of ICTs that are more tailored to their needs. When given the tools and understanding, 

they can perform as co-designers and provide expert input in the design process. Moreover, 

the findings can possibly be fruitful for actors who plan on creating ICTs aimed at vulnerable 

youth. 

 

In this thesis, I attempted to answer the following research question: “How can young 

people’s values inform design recommendations for a digital information and communication 

platform?”.  

This thesis attempts to understand and cater to the needs of youth that wish to discuss 

vulnerable topics online. As stated by both researchers (Ito et al., 2008), as well as findings 

from the KULU-project, youth are a diverse demographic with different needs, which results 

in a diverse set of values. Therefore, I propose the concept of the flexible online identity, 

which should allow the youth to continually express an identity that is in the process of being 

shaped. In addition to support self-expression, an ICT that aims to support the flexible 

identity should also allow the participants to retract, change and reproduce the identity to 

reflect its changes.  

8.1 Further work 

This study attempts to investigate how values of youth can inform the construction of ICTs. 

Potentials of future could get a better understanding of these values by studying the 

implementation of flexibility in ICTs through the use of mock-ups or high-fidelity prototypes. 

Undoubtedly, this will further test where the ICTs need to be flexible in order to cater to the 

many needs of youth. 
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Appendices 

Appendix A - Invitation to Workshop 

Invitasjon til idédugnad 

Hei og velkommen til idédugnad! Forhåpentligvis svarer dette skrivet på eventuelle 

spørsmål du har om mulig deltakelse. Vi håper du ønsker å delta! 

Tid og sted 

Informasjon om tid og sted kommer senere.  

Bakgrunn for dugnaden 
Idédugnaden er en del av en masteroppgave ved Universitetet i Oslo, i samarbeid med 

KULU-prosjektet (http://www.kulu.no/) og Voksne for Barn (http://www.vfb.no/). Vi 

ønsker å finne ut av hva ungdommer synes er kul teknologi, og ønsker å bruke denne 

innsikten for å lage en løsning som er rettet mot ungdommer som tar i bruk Voksne 

for Barn sine tjenester. 

Hva innebærer deltagelse? 

Idédugnaden vil fokusere på, og har som mål å gi masterstudenten og Voksne for 

Barn innsikt rundt deres holdninger til teknologi. Vi vil først utforske dagens 

løsninger, og videre se litt på hvordan disse kan forbedres. Idedugnaden krever ingen 

forkunnskaper! Vi ser for oss at idédugnaden vil vare i et par timer, og det vil bli 

servert forfriskninger underveis. 

 

Det vil tas opp lyd under dugnaden, opptaket vil i etterkant transkriberes og så slettes. 

Grunnen til at dette gjøres, er for å beholde mest mulig av innsikten som kommer 

frem underveis. Lydopptaket vil lagres på en ekstern harddisk, og vil håndteres etter 

NSD (Personvernombudet for forskning, http://www.nsd.uib.no/) sine retningslinjer. 
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Personopplysninger vil ikke noteres ved noen anledning. Personlige identifiserbare 

data, som navn, alder eller lignende, er informasjon som kan bli brukt til å 

identifisere deg som person, vil ikke bli notert eller avslørt hverken før, under eller i 

etterkant av idédugnaden.  

 

Hva skjer med informasjonen? 

Personlige identifiserbare data, som nevnt over, vil bli anonymisert når 

informasjonen blir tatt vare på. Du har til enhver tid retten til å bli gitt en kopi av 

informasjonen vi tar vare på. Ta kontakt med en av oss for å få en kopi.  

Frivillig deltakelse 

Deltagelse i idédugnaden er frivillig, noe som vil si at du bestemmer fritt om du vil 

delta eller ikke, og har til enhver tid muligheten til å avbryte deltakelsen uten å oppgi 

noen grunn. Ta kontakt med kontaktperson hos Voksne for Barn dersom du ønsker å 

trekke deg fra dugnaden. 

Kontaktinformasjon 

Hvis du sitter igjen med spørsmål i etterkant, kan disse stilles på e-post eller telefon: 

David Øygarden Puente, masterstudent ved         

Universitetet i Oslo 

+47 932 50 941 - davidop@ifi.uio.no 

Karin Källsmyr, prosjektansvarlig hos Voksne for 

Barn 

+47 ### ## ### - karin.kallsmyr@vfb.no  
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Påmelding 

Dersom dette høres ut som noe du ønsker å bidra til, så kan du kontakte en av oss 

enten via mail eller telefon. Vi ser frem til å høre fra deg, og håper du ønsker å delta! 
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Appendix B - Consent forms 

Deltakelse i workshop, 18/04.18 

Bakgrunnsinformasjon 

Idédugnaden er en del av en masteroppgave ved Universitetet i Oslo, i samarbeid med 

KULU-prosjektet (http://www.kulu.no/) og Voksne for Barn (http://www.vfb.no/). Vi 

ønsker å finne ut av hva ungdommer synes er kul teknologi, og ønsker å bruke denne 

innsikten for å lage en løsning som er rettet mot ungdommer og unge voksne som er 

en del av Ungt Nettverk. Det kreves ingen forkunnskaper for å kunne delta. 

Hva innebærer studien? 

Idédugnaden vil fokusere på, og har som mål å gi masterstudenten og Voksne for 

Barn innsikt rundt hvordan du forholder deg til teknologi. Vi vil først utforske dagens 

løsninger, og videre se litt på hvordan disse kan forbedres. Workshopen varer i rundt 

to timer, med en pause i midten. 

Mulige fordeler og ulemper 

Det vil ikke være noen ulemper ved å delta i denne studien, utover eventuelt ubehag 

tilknyttet deltakelse i workshopen. 

 

Fordelene ved å delta er at du som deltaker kan bidra til forskningen og utformingen 

av designet til en løsning som er ment til bruk av ungdommer og unge voksne i Ungt 

Nettverk. 

 

Deltakelse er frivillig, og du kan når som helst trekke deg fra studien uten å oppgi 

noen grunn. Dersom du ønsker å delta, bekrefter du dette muntlig. Hvis du har noen 

spørsmål tilknyttet studien etter å ha lest dette skrivet, så svarer jeg gjerne! 

85 

http://www.kulu.no/
http://www.vfb.no/


 

Hva skjer med informasjonen om deg? 

Under workshopen blir det gjort lydopptak, i tillegg til bilder av prosessen. Du vil ikke 

kunne gjenkjennes på bildene. Opptaket vil umiddelbart i etterkant transkriberes og 

så slettes. Grunnen til at dette gjøres, er for å beholde mest mulig av innsikten som 

kommer frem underveis. Lydopptaket vil lagres på en ekstern harddisk, og vil 

håndteres etter NSD (Personvernombudet for forskning, http://www.nsd.uib.no/) sine 

retningslinjer. 

 

Personopplysninger vil ikke noteres ved noen anledning. Personlige identifiserbare 

data, som navn, alder eller lignende, er informasjon som kan bli brukt til å 

identifisere deg som person, vil ikke bli notert eller avslørt hverken før, under eller i 

etterkant av idédugnaden.  

Kontaktinformasjon 

Hvis du har noen spørsmål angående studien som du ikke ønsker å stille her, eller 

hvis du ved en senere anledning har lyst til å trekke deg, kan du kontakte meg på tlf: 

932 50 941, eller på e-post: davidop@ifi.uio.no. Hvis det er ubehagelig å kontakte meg 

personlig, så kan du gi beskjed til Karin på e-post: karin.kallsmyr@vfb.no. 

Muntlig samtykke 

Grunnen til at jeg krever muntlig samtykke for deltakelse av studien er for å følge 

retningslinjer fra NSD (Norsk Samfunnsvitenskapelige Datatjeneste) for å behandle 

persondata. Det betyr at ditt navn og personopplysninger ikke vil være synlige for 

noen andre, selv ikke på denne samtykkeerklæringen. 
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