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Abstract  

The Fantorangen app is a Norwegian game app for two to four year olds published by 

Norway’s public service broadcaster (PSB hereafter), NRK. At the time of this study, it is 

NRK’s only interactive content designed specifically for children aged under six years, while 

NRK’s interactive portfolio for older children is more extensive. European policy debates on 

children’s rights to protection, provision and participation in digital society have been on the 

rise in recent years, with children’s rights activists lobbying for children’s voices to be heard 

and incorporated in the creation and regulation of digital content targeting them. Meanwhile, 

NRK Super TV, the video on demand app for children, is the second most streamed service 

after YouTube amongst children in Norway and is increasing in user figures. Parents and 

wider society place trust in NRK to provide quality content catering to children’s interests 

and developmental needs, and to offer an alternative to commercial influences. With these 

contexts in mind, this study aimed to identify what the Fantorangen app can reveal about how 

individual NRK employees perceive young children’s relationship with digital media, how 

they interpret NRK’s duty in this, and how these ideas become institutionalised through the 

app’s development. Within a framework of institutional change and building on theory on 

children’s digital citizenship and the role of PSBs in society, the main research question of 

this study is why does the Fantorangen app exist and why is it the only one of its kind from 

NRK? In this context, institutional change is understood as NRK’s entry into the app market 

for young children. To explore the individual perspectives that fuelled the app, and to gather 

practical information on its development, semi-structured interviews were carried out with 

four employees at NRK and two employees of the external company which developed the 

app, Agens. These six individuals were all those who were directly involved with the app 

development. Analysis of the interviews revealed that securing NRK’s viability as a public 

service was the dominant reason for creating the app; and NRK’s current infrastructure 

prioritises linear TV projects and digital projects targeting older children, thus preventing 

further interactive content for young children. An unexpected finding was that children were 

not significantly involved in the app development process. The results indicate that NRK’s 

current institutional arrangements underprioritise young children in its digital portfolio by 

fostering a culture of shaping narratives that offer the most security for return on investment 
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on new ideas. If NRK is to maintain its viability as a public service and fulfill its duty to 

contribute to a democratic society, it might do so further by meaningfully incorporating the 

perspectives and feedback from children of varying demographics in its content development 

processes. As a starting point, further research on how it might do so within the scope of its 

available resources would be beneficial.  

6 



Table of Contents 

Preface 3 

Acknowledgements 4 

Abstract 5 

1 Introduction 10 
1.1 Research questions 13 
1.2 Previous changes in NRK’s production for children and a description of the Fantorangen app
14 

1.2.1 Landmarks of changes in NRK Super’s portfolio mediums 14 
1.2.2 Description of the Fantorangen app 16 

1.3 Overview of the thesis structure 19 

2 Literature review 20 
2.1 NRK’s role in the lives of children 21 

2.1.1 A history of cultural protectionism 22 
2.1.2 Defining public service media 24 
2.1.3 Justifying the transition to PSM 25 
2.1.4 Understanding and prioritising audiences 27 

2.2 The forgotten citizens 29 
2.2.1 Defining media literacy and digital citizenship 31 
2.2.2 Citizens-in-the-making 32 

3 Theoretical framework: Institutional change theory 35 
3.1 Why institutional change theory? 35 
3.2 Defining institutions 36 
3.3 Defining institutional change 36 

3.3.1 Exogenous approach 37 
3.3.2 Endogenous approach 39 

3.4 Social evolution: An alternative approach 41 
3.6 Summary of theoretical background 42 

4 Methods 43 
4.1 Methodological approach 44 
4.2 Interviews 45 

4.2.1 Selecting interviewees 45 
4.2.2 The interview process 47 

4.3 Analysis 48 
4.3.1 The codebook 49 

4.3.1.1 Coding the idea cycle 50 
4.3.1.2 Coding values 55 

7 



4.3.1.3 Coding versus positionings 58 

5 Findings 62 
5.1 RQ1: Why does the Fantorangen app exist and why is it the only app from NRK designed 
specifically for children aged below six years? 62 

5.1.1 Why does the Fantorangen app exist? 63 
5.1.1.1 NRK’s viability as Public Service Media 63 
5.1.1.2 Child-centered by design 65 

5.1.2 Why is the Fantorangen app the only interactive content from NRK designed 
specifically for children aged below six years? 66 

5.2 RQ2: To what extent was the app shaped by individual agency and institutional arrangements?
67 

5.2.1 You must love to fight 68 
5.2.2 Forced to outsource 69 

5.3 RQ3: What can the app’s development process reveal about NRK’s positioning of young 
children as digital citizens versus digital consumers? 70 

5.3.1 It’s not really my field 71 
5.3.2 Value as consumers 72 
5.3.3 Skill development to fit into society 73 

5.4 Putting it all together 74 

6 Discussion 77 
6.1 Underprioritisation of young children 77 

6.1.1 Protecting NRK’s future 78 
6.1.2 Socialising children 80 
6.1.3 Missing voices 83 
6.1.4 Outsourcing public service duties 85 

6.2 Implications for NRK’s viability as PSM for children 87 
6.3 Limitations 89 
6.4 Recommendations for practice and further research 90 

7 Conclusion 91 

References 96 

Appendix 104 
Appendix A 
NRK Super & Agens interview guide 104 
Appendix B 
Codebook link 108 
Appendix C 
Coding process 109 

 

8 



  

9 



1 Introduction  

In 2015, NRK launched its first app designed specifically for children aged two to four years 

old. Based on the popular household TV character of the same name, the Fantorangen app is 

a series of mini-games with activities ranging from cleaning teeth to making music. It’s the 

first of its kind from NRK, and the only one of its kind from NRK to date. In recent years, 

NRK has been rapidly expanding its breadth of digital content for the older children of its 

audience, with several apps, YouTube channels and social media accounts targeting ages 

seven and above. It stands out that NRK has served children as young as two in the 

interactive realm in the first place and that it hasn’t produced more of the sort for this age 

group specifically since.  

 

Amidst growing research on children’s rights to protection, provision and participation in 

digital society, it is particularly salient to see how NRK has interpreted and acted out its role 

in connection to these rights. Young children have historically held a unique place in the 

remit of public service broadcasters (PSBs hereafter), both philosophically and empirically, 

and NRK is no exception to this. As recent as 2006, NRK’s linear TV content for children 

was restricted to 40 minute daily slots, before output grew by more than seven times with the 

launch of the NRK Super channel in 2007 (NRK, 2007, p.11). The relationship PSBs have 

with children are entangled with narratives around the everyday societies of children, what 

these do and should look like, and a PSB’s positioning of its duty in there. This relationship is 

complicated further in NRK’s transition into the commercialised app market, where ideas 

around education and ‘quality’ entertainment compete with the consumer power that children 

have. Just as children represent unique value to PSBs, so do PSBs hold a unique trust from 

parents and wider society to provide their children with developmental, quality content and to 

steer away from commercial influences. 

 

This thesis seeks to understand why NRK entered the young children app market when it did, 

and why it took the form of the Fantorangen app. It also seeks to identify why the 

Fantorangen app is the only interactive production from NRK for under six years. At first 

glance, it might be presumed that increasing digital media consumption by young children 
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results in a natural reaction from NRK to be present where those children are in order to serve 

them. In 2015, the year that the Fantorangen app launched, NRK’s Nordic neighbours, SVT 

in Sweden and DR in Denmark, were facing similar increases in young children’s digital 

consumption and competition from international players. Yet, SVT didn’t publish its game 

app for two to four year olds, Bolibompa, until 2017 and DR hasn’t published any apps for 

that age group. There is a difference in how NRK interpreted its PSB remit in response to 

changing audience behaviour than how SVT and DR did. Moreover, while NRK has several 

apps and interactive digital projects for children ages six and above, children aged below six 

are only offered the Fantorangen app, alongside the NRK Super streaming app which is 

intended for all children. There also appears to be a difference, then, in the way NRK Super 

chooses to serve the older sections of its target audience compared to the youngest. 

 

Through exploring the ideologies and perspectives of NRK employees involved with the 

development of the app around why NRK does what it does particularly in connection to 

children and media, this thesis seeks to address the impact these perspectives can have on 

shaping NRK’s content. The scope of this study is therefore informed by a social evolution 

approach to institutional change (Tang, 2011) which addresses how beliefs, values and 

motivations within NRK compete, are negotiated and become institutionalised. NRK’s entry 

into the young children app market is considered here as an institutional change because it 

transforms NRK’s presence in young children’s lives into one that is readily available and 

interactive, bringing with it an array of issues to navigate from digital rights, privacy and 

safety concerns, and content ownership.  

 

While a selection of individual narratives can’t present a complete picture of the entirety of 

ideas and nuances that went into funding, developing and evaluating the Fantorangen app, it 

can provide insight into how ideas on NRK’s role in children’s lives become institutionalised. 

In other words, exploring why and how the Fantorangen app came to be from the 

perspectives of those who created it can contribute to an understanding of how NRK’s 

relationship with children is formed. In this wider context, this contribution could also apply 

to understanding how other PSBs might form and position their relationships with children, 

and the way in which this affects what content is produced. 
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The body of research that this thesis is shaped by and contributes to falls into two main areas: 

PSBs transitioning into public service media (PSM hereafter), and children’s digital 

citizenship. The transition into PSM brings forth a new set of ethical challenges emerging 

from the commercial, fragmented and expensive nature of multimedia (Potter, 2017; Taylor, 

2016), and navigating these hurdles while maintaining core PSB values (Bulck, 2016; 

Lundby, Hjarvard, Lövheim & Abdel-Fadil, 2018; Syvertsen & Enli, 2018). PSB’s historical 

relationship with children has orientated around the protection of children from commercial 

influences and of serving their developmental needs (D’Arma, 2010; Enli, 2013). How this 

relationship manifests and changes online is particularly pertinent to the polarised discourse 

around children as digital citizens and digital consumers, centreing on the idealisation of 

children and institutionalised childhood (Buckingham, 2011; Livingstone, 2009; Staksrud, 

2013). NRK’s funding and public support is based in part on a premise of trust from parents 

and wider society that it will deliver content that takes care of children’s interests and 

developmental needs.  

 

Therefore, it is important to understand how NRK employees arrive at creating the content 

that they do. While there has been previous research on NRK’s output, funding and audience 

engagement, few have focused on how internal narratives and practices are formed and 

implemented into these outcomes (Moe & Syvertsen, 2007). Research on parental and child 

relationships with media have shown that parental concern and expectations of digital 

technology affect children’s access to it and, subsequently, children’s digital skills and 

experiences (Brito, Dias & Oliveira, 2018; Livingstone, Mascheroni, Dreier, Chaudron & 

Lagae, 2015). Perhaps this is also true for the concerns and expectations NRK employees 

hold for the digital content they create, and the impact this has on Norwegian children’s 

relationship with digital media. As NRK expands its digital portfolio, children continue to 

increasingly engage online, and NRK’s funding framework changes from a license fee to 

national tax in 2020 (Kulturdepartementet, 2019), it’s important to build on the knowledge of 

how NRK’s relationship with children is formed, and identify how this might be improved. 
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1.1 Research questions 
 

The central aim of this research is to understand why the Fantorangen app exists. Using the 

framework of social evolution theory of institutional change (Tang, 2011), and the scope of 

exploring perspectives on children’s digital lives and NRK’s role in that from those directly 

involved in creating the Fantorangen app, the research questions are as follows: 

 

RQ1: Why does the Fantorangen app exist and why has NRK not produced interactive 

content specifically for children aged below six years since the launch of the app?  

 

RQ2: To what extent was the app shaped by individual agency and institutional 

arrangements?  

 

RQ3: What can the app’s development process reveal about NRK’s positioning of young 

children as digital citizens and digital consumers?  

 

Through interviews with the app development project members at NRK and the external 

developer company, Agens, I sought to identify their perspectives connected to the above 

questions and determine where these are in harmony and conflict on  interpersonal, 

intrapersonal and intergroup levels, and how these perspectives became institutionalised. I 

had embarked on this study with the hypothesis that the app is the result of internal tensions 

between ideologies of children and NRK’s duty to them. While the study results do confirm 

that this is the case, it is also revealed that young children are underprioritised in NRK’s 

digital portfolio. 
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1.2 Previous changes in NRK’s production for children and a description of 

the Fantorangen app 

 

The following two sections provide context for this research by first outlining some major 

changes in NRK’s production for children, which illustrates the difference in quantity of 

interactive content offered to older children compared to under six year olds, and then 

providing screenshots of the Fantorangen app with descriptions. 

1.2.1 Landmarks of changes in NRK Super’s portfolio mediums 
 

The timeline in figure 1 (following page) illustrates some of the major landmarks of changes 

in NRK’s production for children. The information is gathered from NRK’s public yearly 

reports 2000-2018. The criteria for a ‘change’ was expansion to a new platform, newly 

dedicated airtime or resources to specific groups of children or where a report has outlined a 

new focus or approach to children. The timeline starts with NRK’s concern over increasing 

international competition - during a time, it should be noted, when NRK’s dedicated content 

for children was for a total of 30 minutes per day (NRK, 2001, p.44) - and finishes with the 

launch of its second YouTube channel for children aged eight to twelve and second app for 

children aged six and above (in addition to the NRK Super streaming app). 
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Figure 1 
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1.2.2 Description of the Fantorangen app 

 

 

 

 

 

 

  

The Fantorangen app home screen 

 

The Fantorangen app was published by NRK in early 2015 and is available in Google Play 

and Apple Store. The main character Fantorangen, the red one resembling an elephant, is 

based on NRK’s TV show of the same name and is targeted primarily to an audience of three 

years old. The TV show has been on air since 2007 and is popular amongst Norwegian 

children in terms of both ratings for both linear TV and app downloads. At the time of 

writing, the app contains nine ‘rooms’ with separate activities, outlined below. Eddie is a 

silent sidekick both in the TV show and the app. Currently, an update is being developed with 

the addition of a swimming pool and a washing machine room. All actions can be completed 

with a tap and some have the option of dragging. Fantorangen gives narration throughout 

with occasional instructions and hints. A home screen/previous screen icon is in the top left 

hand corner at all times. 
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1.3 Overview of the thesis structure 

 
The body of this thesis opens up with the literature review which explores the challenges and 

opportunities of PSBs transitioning into PSM, and the polarised discourse of children as 

digital citizens and digital consumers. Then the theoretical framework of institutional change 

is presented. The methods chapter then describes and justifies the choice of interviews as a 

data collection method and coding as the analysis method. Following this, the findings are 

presented with emerged themes in response to each research question in turn. The discussion 

chapter puts these findings into the wider context of PSM role in young children’s digital 

lives and also presents the limitations and recommendations of this study. The final chapter is 

the conclusion, followed by the references and appendix. 
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2 Literature review 
 

NRK is mandated, as of 2017, to be present on all major media platforms (Stortinget, 2017), 

alongside more restrictive regulations on age of access to social media platforms (General 

Data Protection Regulation, 2018) and NRK’s changing funding model 

(Kulturdepartementet, 2019). By exploring the purpose and development process of the 

Fantorangen app from the framings of those involved, this study offers a perspective on NRK 

not as an institution shaped only by external changes, but by how individuals within it 

interpret its mandate and external changes; incorporate their own perspectives on children’s 

relationship with digital media and NRK’s role in that; and act within NRK’s institutional 

arrangements around resource allocation. Each of these aspects has an impact on how young 

children are served in the digital realm by a provider that is assumed to orientate its content 

around children’s wellbeing. 

 

To provide context for the cultures and concerns surrounding the individuals studied, this 

chapter first explores the meaning of public service media, positioning NRK’s opportunity to 

further fulfill its public service duties in the digital domain (Bulck, 2016; Lundby, et. al., 

2018; Syvertsen & Enli, 2018) in tension with navigating the commercial, fragmented and 

expensive nature of multimedia (Potter, 2017; Taylor, 2016). Following this, the polarised 

discourse around children as digital citizens and digital consumers is examined, centreing on 

the idealisation of children and childhood (Buckingham, 2011; Livingstone, 2009; 

Mascheroni, 2018; Staksrud, 2013; Third & Collin, 2016).  

 

The thread connecting the areas in this study is the notion that the interpretation and 

materialisation of PSB principles is based on individual perceptions of children and 

childhood. From a framework within institutional change theory, this research explores how 

individual ideology, motivation and agency internally at NRK is inherent to the interpretation 
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and materialisation of NRK’s services for children. This research specifically addresses the 

individual narratives held by those involved with the Fantorangen project, in connection to 

NRK’s role in childrens’ lives. In addition, it seeks to reveal where these narratives are in 

harmony or tension with NRK’s status quo. In essence, this is a study that explores how ideas 

at NRK are institutionalised, contributing to the case for reevaluating PSBs as artefacts 

reflecting wider society and their relationship with children. It should be assumed that where 

NRK is written about as an institution, it is in reference to individuals that it’s comprised of 

rather than as a single entity.  

 

2.1 NRK’s role in the lives of children 

 

The oft-named founding father of PSBs, John Reith, created the BBC on the idea of culturally 

enlightening the British public through programmes that would educate, inform and entertain 

(“John Reith - 1. Beginnings”, n.d.; Syvertsen, 1992), which set the direction for the majority 

of PSBs that followed. European PSBs that have a major role in their societies have generally 

moved away from such a rigid top-down approach but still share a common framework based 

on the principles of “citizenship, universality, quality and trust” (Brevini, 2010, p.349), with 

some variance connected to individual historical, political and social contexts. Scandinavian 

PSBs hold roots in institutions that were modelled after the BBC but there has since been “a 

sliding away from Reith’s sense of ‘public service’ as a public utility” (Lundby, et.al., 2018, 

p.85) to one serving individual audience members, brought on in part by the 

commercialisation and variation of options available through digital channels for both users 

and PSBs (Lundby, et.al., 2018, pp.84-85).  

 

Today, NRK it interprets its role in society to be to “bidra til et bedre samfunn” [contribute to 

a better society], “styrke og utvikle demokratiet” [strengthen and develop democracy] and 

“samle og engasjere alle som bor i Norge” [connect and engage everyone who lives in 

Norway] (NRK, 2018, p.8). More specifically in connection to children, NRK proclaims its 

goal to be “Det sterkeste fellesskapet for alle barn i Norge” [The strongest community for all 

children in Norway] and to “ser og heier på barn for det de er, ikke for det de kan bli” [see 
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and support children for who they are, not who they could be] (NRK, 2018, p.109). So while 

Brevini’s (2010) core principles are echoed in NRK’s current guiding goals, in NRK’s 

positioning of its role in the lives of children, so is Lundby et.al.’s (2018) move towards 

individualisation. This next section explores how these principles are both a challenge and 

open to individual interpretation in the transition to public service media. 

 

2.1.1 A history of cultural protectionism 

 

From a bird’s eye view, Nordic media markets have a shared history in cultural and social 

homogeneity. Newspaper circulation, political parallelism, professionalism, state intervention 

and the prominence of PSBs have, to a large degree, remained high in Norway, Sweden and 

Denmark (Nord, 2008). Meanwhile, PSBs in these countries have “a special Nordic tradition 

of non-formal public, adult education (“folkeoplysning”) focusing on citizens in society and 

their cultural heritage” (Nissen, 2013, p.11). The role of Nordic PSBs to uphold shared 

cultural and social references, together with the correlation between state regulation, media 

consumption and political parallelism does present a common ideal of the purpose media 

serves in the Nordics. While this presents a picture of a Nordic PSB model, in practice this 

doesn’t differentiate from, for example, the BBC’s Rethian approach of educating a nation 

and creating common experiences. Perhaps the differentiation lies more in the Nordic 

countries’ strive to protect a sense of Nordicism by presenting a common front. 

 

The principles to educate and inform have been a strong component of Nordic PSBs’ shared 

history but in a different vein to that of BBC. Rather than the enlightenment roots of the 

BBC’s objective to educate (Syvertsen, 1992, p.20), the informal education of Nordic citizens 

through PSB appears to manifest from an emphasis on protecting a sense of shared Nordic 

culture. Against a backdrop of fear of Americanisation in broadcasting and the infiltration of 

international content, a pedagogical approach to children’s content at NRK, for example, has 

been strong from radio in the 1930s, through the dawning of multimedia channels in the 

1980s and is present in today’s digital content (Enli & Staksrud, 2013). 
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Technological advancements have brought with them a wave of fear of losing cultural 

knowledge to global influences, resulting in a join effort in the Nordics to protect the sense of 

shared culture. In the early 2000s, when Disney was fast-becoming the largest shareholder of 

children TV viewers, NRK, YLE (Finland), SVT (Sweden) and DR (Denmark) banded 

together to plan a collaborative launch of a children-only channel through the joint company, 

Nordmagi AS. However, differences in cultural history, language and technical capacity 

prevented this from happening (Enli & Staksrud, 2013, p.122). Nordic PSBs have a history of 

collaborating to present and protect a shared culture which can still be seen today, such as 

through the live Minecraft game aired live on linear PSB channels in Norway, Denmark and 

Finland in 2016, which focused on historical events and current landmarks in each country. 

The individual characteristics of culture, language, history and resources, however, have led 

to different PSB developments. 

 

Yet it appears the strive to protect Nordic culture against global influences remains a PSB 

aim. Nordic PSBs have a history of balancing out children’s TV consumption with “a 

rhetoric of participation, which includes a high frequency of ‘buzzwords’ such as ‘active 

children’, ‘engagement’, and ‘interactive” (Enli & Staksrud, 2013, p.123). This is echoed in 

NRK’s 2018 annual report which states “NRK lager som hovedregel ikke eksklusive 

innholdskonsepter til SoMe, men gjør noen unntak for å nå helt spesifikke målgrupper som vi 

ikke når ellers” [As a rule of thumb, NRK doesn’t produce content exclusively for SoMe 

(social media), but makes some exceptions for reaching a target group that we otherwise 

wouldn’t] (NRK, 2018, p.113). While this could be viewed from the perspective of fulfilling 

its duty to serve as wide an audience as possible, it is also a rhetoric of defending digital 

activity as a means to provide participation opportunities. The competitive and commercial 

nature of the internet perhaps enhances anxiety around both losing cultural knowledge and 

young children’s digital media use. 

 

NRK’s yearly reports highlight NRK Super’s innovations with digital content with a 

tendency to connect these to the contribution they give to society. For example, by including 

quotes like “Skjønner sykt mye mer her på 5 min enn lærer’ n min har prøvd å forklare på 3 

år” [I understand way more here in 5 minutes than my teacher has tried to explain in 3 years] 

from a comment left on a Newton YouTube channel (a science show aimed at eight to 12 
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year olds) (NRK, 2018, p.113), and remarks such as “I en verden hvor barna har egne 

skjermer de bestemmer over, ser vi det som en viktig oppgave å skape opplevelser som 

inspirerer til refleksjon og handling i samspill med andre.” [In a world where children have 

control of their own screens, we see it as an important task to shape experiences which 

inspire reflection and action to interact with others] (NRK, 2017, p.58). While digital, 

interactive content appears to be celebrated in NRK’s annual reports, these celebrations are 

attached with connotations of producing this content as a necessity to keep up with children’s 

media consumption and of a pedagogical shaping of children. 

 

NRK has moved far from its days of only producing 40 minutes slots of children’s content on 

linear TV channels but it still seems to approach media mediums as pedagogical tools. 

Moreover, its interactive content for older children far exceeds the one app produced for 

children under six years. Perhaps this is connected to lingering fears around screen time use 

for young children, in part set in motion by The American Academy of Pediatrics’ (APA) 

previous guidelines of no screens under two years and max two hours for older children, 

which appears to have had a significant influence on societal attitude towards young children 

and screen time throughout Europe (Livingstone & Blum-Ross, 2017).  

 

Fear-inducing discourse on screen time has been met with criticism in recent years 

(Kamenetz, 2018) and APA changed its screen time recommendations to a less conservative 

stance (“American Academy of Pediatrics”, 2016), while there has also been a move away 

from talking about screen time and towards considering context and content (Blum-Ross & 

Livingstone, 2016), in addition to research on the benefits and opportunities available to 

children online (Chaudron, Di Gioia & Gemo, 2018). However, there still remains a lack of 

clear guidance for parents, schools and content producers for discerning these contexts and 

content (Livingstone & Blum-Ross, 2017). The anxiety around retaining cultural knowledge, 

navigating fears and knowledge gaps in digital realm, and PSB duties in these contexts, were 

perhaps present in NRK’s entry into the app market for young children.  

 

2.1.2 Defining public service media 
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When a PSB grows beyond its analogue roots to include digital material in its content 

portfolio, it transitions into being a public service media (PSM hereafter). Digital offerings 

from NRK Super include a video on demand (VOD) app for streaming of its content, the app 

games Snøfall and Fantorangen, podcasts, YouTube channels, and social media accounts for 

its TV shows and characters. However, the increasing digitisation of European PSB content 

has raised questions about the cultural definition of a PSM. In joining the digital landscape, 

European PSM are progressively heading towards convergence with their commercial 

neighbours (Moe & Syvertsen, 2009), putting core public service values both in the spotlight 

and under strain. If a PSM’s differentiation from commercial players as an institution is the 

cultural and social value that it represents, then this is the representation that warrants 

funding and political and public support.  

 

2.1.3 Justifying the transition to PSM 
 

This section outlines the ethical justifications for PSBs to transition into PSMs. The 

commercial jungle of fragmented audiences and algorithmic bias online produces a number 

of hurdles for NRK to overcome. Which hurdles it chooses to overcome, and the manner in 

which it does so, to produce digital content for children may reveal something about its 

positioning of children as digital citizens and digital consumers. 

 

NRK is responsible for providing innovative, nationally representative and 

development-promoting content for all age groups, and is mandated to be present on all major 

media platforms (Stortinget, 2017). The requirement to be digitally present is likely a result 

of Norway’s progressively digital society and, as recipient of political and public support due 

its societal and cultural value, NRK is duty-bound to be there. Digitisation provides NRK 

opportunity to further fulfill its public service obligations through a wider variety of formats 

than TV and radio (Bulck, 2016; Lundby, et. al., 2018).  

 

Yet, being digitally present is also rife with complications, as will be explored further below, 

from prioritising resources for digital projects, to reaching the fragmented markets of the 

internet, to safety and data privacy. How NRK chooses which projects to finance, which 
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markets to reach and which ethical and logistical issues to overcome may depend largely on 

its positioning of its duty to specific audiences. Moreover, while NRK is mandated to be 

present on all major media platforms, the definitions of being present or of what constitutes 

as a major platform are not outlined in the mandate itself. NRK is duty-bound to be active in 

Norway’s digital society but exactly what that means, it seems, is open to interpretation. 

 

A dominant argument supporting the transition from PSB to PSM in media studies exploring 

the cause and effect of the phenomenon, is that a PSB has the potential to raise social and 

cultural standards of commercial digital markets that are otherwise not bound by the same 

ethical guidelines (Potter, 2017). This is particularly prevalent in markets targeting children, 

such as the app market for very young children. According to one of the NRK employees 

interviewed for this thesis, for example, the Nordic app market for children was starkly 

lacking in quality content in Nordic languages prior to the launch of the Fantorangen app. By 

raising the standards of content production and bringing niches genres and audiences to the 

forefront, the presence of high quality PSB content in the digital market may drive up quality 

across digital production from other contributors within its nation by increasing production 

and content standards (Lunt & Livingstone, 2012, p.106; Syvertsen & Enli, 2018). Yet, again, 

determining the social and cultural quality of a market is largely a matter of interpretation 

(Colliver, Hatzigianni & Davies, 2019). 

 

It is often viewed that it is a PSB’s duty to compensate for gaps in commercial markets with 

quality content for niche audiences (D’Arma, 2010; Enli, 2013). However, while commercial 

content providers might be motivated to produce for profit, this doesn’t necessitate that what 

they offer isn’t resulting in the same outcome that a PSB could provide. Moreover, in the 

apps for young children market as a whole, scarcity is hardly an issue (Larsen, 2014) and it 

seems unlikely that there is an absolute lack of apps that help children develop, have fun and 

participate in society.  While there was a lack of Norwegian apps for two to four year olds 

prior to the Fantorangen app, it is doubtful that NRK had fulfilled all gaps in the market for 

linear TV serving the interests and developmental needs of Norwegian children. Therefore, it 

seems likely that there would have been other factors taken into consideration when 

allocating resources away from TV projects and towards the Fantorangen app. 
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Another possibility behind NRK’s choice to enter the app market for young children is that it 

was seen as a necessary measure to maintain a visible presence in the daily lives of 

Norwegians and, therefore, maintain its validity as a public service. With the growth of 

customisable and instantly accessible content that the digital world has to offer, ideological 

stances on the role of Nordic PSBs have shifted away from serving entire nations in one 

swoop, to being of service to individual audience members (Lundby et. al., 2018). Through 

linear TV and radio, PSBs took on a somewhat top-down responsibility of choosing which 

content to buy and produce that they considered to be culturally appropriate and nationally 

representative, and gatekept which news items were to be highlighted, while the audience’s 

role was to then absorb as a separate unit to the PBS.  But the dawning of PSBs’ presence on 

social media and other interactive platforms invites the audience to actively contribute and 

join the content curation process and, as such, a PBS has the opportunity to further defend its 

position as shaper of democracy and as representative of the nation (Lundby et, al., 2018). 

 

On the other hand, in digital contexts it becomes difficult to determine where PSM’s role and 

duties end and where the audience steps in to shape content and discussion. As a public 

service is, in theory, the institutionalised representation of social knowledge and solidified 

ideas (Tang, 2011, p.32), the extent of how well a PSB interpreted and represented these was 

traditionally measurable through its funding framework (the government’s decision of how 

the PSB is funded and the public’s acceptance of this) and content output (fulfilling quota 

schemes, for example). Once a PSB produces interactive content, however, then more 

variables come into play that influence the selection and representation of values and ideas, 

such as moderating comments, cultural silos created by algorithms and audiences who prefer 

to access PSB content in a linear fashion being excluded from the conversation. The 

indication here is that PSM steps close to engaging with, and therefore representing, a more 

fragmented and exclusive set of values and ideas than traditional PSBs do or what they are 

mandated to do. It could be considered, then, that the interactive relationship between 

audiences and PSM is a significant factor in the extent to which the PSM represents the 

nation and, as such, the audiences the PSM chooses to engage with, and how, becomes a 

much larger responsibility than in analogue days. 
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2.1.4 Understanding and prioritising audiences 

 

For any given PSM production, a target group is being prioritised to be given attention. In the 

linear world of broadcast TV and radio, a PSB necessarily had to prioritise which interests 

and values were represented in limited airtime. For a PSM, this challenge hasn’t disappeared 

but rather is exacerbated by a wider variety of channels to select publishing on, such as social 

media accounts, and variables from which to evaluate what its nation wants such as through 

‘likes’ and comments. In other words, the diversity of audience habits and engagement 

widens along with the variety of ways in which a PSM can interpret and accommodate. 

 

 An example of how a PSB might misinterpret and misuse a change in audience behaviour, is 

that of Canadian Broadcasting Corporation (CBC), Canada’s PBS. In 2014, they launched 

their new strategy ‘A space for us all’, in which it was claimed the move to be a PSM was to 

become a more relevant, organisationally agile and financially viable broadcasting service 

(CBC/Radio-Canada, 2014). In ‘A space for us all’ CBC used figures representing increasing 

digital technology use among Canadian citizens as foundational support for working to 

double its digital reach by 2020 (CBC/Radio-Canada, 2014, p.2). To experiment on the 

transition to PSM, CBC launched a digital-only service in the city of Hamilton where radio 

frequencies, and therefore a radio station, were not available.  

 

Two years after the launch of the digital-only service, the community planning organisation 

Civicplan carried out a survey on local residents about their use and satisfaction with the 

service. While the majority of respondents said they used the service on a daily basis, close to 

70% of respondents said the service did not meet their expectations of what a national PSB 

should provide (though it’s unclear what their expectations were) and close to 90% said they 

would prefer a service offering local audio programmes (Taylor, 2016, p.360). In CBC’s 

attempt to make up for the lack of linear radio and to use the opportunity for a low-cost 

experiment for a PSM transition, it overlooked that what the Hamilton audience really wanted 

was local representation. It was the content, not the mode of delivery, that mattered most to 

those citizens. 
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One takeaway from the CBC case is that rising figures of digital technology use isn’t a strong 

enough indication itself for if, and how, PSBs should expand their digital portfolio while still 

staying true to their core principles. A rise in figures alone doesn’t explain the why or how of 

a change in audience behaviour. For example, the population of elderly Norwegians 

accessing the internet daily is generally on the rise (Nordicom, 2016), yet alongside that trend 

they have still illustrated preference for analogue broadcasting and print media (Syversten, 

Enli, Mjøs & Moe, 2014). Casting a glance on NRK Super’s audience aged two years and up 

reveals that they are increasingly streaming content via the NRK Super video on demand app 

more than switching on the NRK Super TV channel (NRK, 2018, p.116). If NRK were to 

move the bulk of their resources to support more digital content, it would risk neglecting the 

32% who continue to watch via TV. Further, several variables of audience engagement with 

content on the VOD app, from clicks to total view time to comments, can be weighted in 

different ways depending on which measures NRK positions as most significant. Potentially, 

this could result in genres being further supported that appeared in-demand by children (or 

parents) by one measure - clicks, for example - but which lacked by other measures such as 

view time. When children's behavior online is datafied and weighted in this way, it creates a 

potential conflict between the value children offer as consumers left behind in their datafied 

behaviour and the value of their citizenship enabled through processes of active participation 

and feedback (Mascheroni, 2018). 

 

This is not to assume that NRK relies only on a limited range of information from which to 

make its decisions, but rather to point out that individuals at NRK are choosing what data is 

significant and how to interpret it. This raises the question of how NRK carries out market 

research on the youngest of it digital audience, if it does at all, and then how it prioritises 

some information over other. Considering the inherent tension between traditional PSB 

values of “citizenship, universality, quality and trust” (Brevini, 2010 p.349), and the 

fragmented, algorithmically-biased and commercial nature of digital media, NRK’s process 

for developing its digital portfolio may have something to do with where it positions children 

as digital citizens and digital consumers. 

 

The next part of this chapter explores the concept of digital citizenship and consumerism in 

the context of children’s everyday life. 
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2.2 The forgotten citizens 

 

In July 2017, Chief Digital Officer of the Obama Foundation, Glenn Brown, urged readers of 

his blog post to share what they think it means to be ‘a good citizen online’ (The Obama 

Foundation, 2017a). Considering the request’s recipients, it is unsurprising that the responses 

focused on democratic conversation, being politically active and were, seemingly, 

considering adults as the subject. In fact, the only reference to children in Brown’s follow-up 

post was ‘educate children to be safe, smart, and kind online, and model these behaviors’ 

(The Obama Foundation, 2017b). While this particular discussion took place in an American 

political sphere, it reflects the most common traits in research and societal conversation 

across the globe on what digital citizenship is: where adults and teenagers are concerned, it is 

using media literacy skills to fulfill civic duty in a democratic manner (Mihailidis, 2014; 

Middaugh, Clark, & Ballard, 2017). Within this approach to digital citizenship, media 

literacy is often thought of as “the ability to access, analyze, evaluate and create media in a 

variety of forms” (Center for Media Literacy, n.d., para 2.). In the rarer cases where 

children’s digital citizenship is considered, the focus is on the idea that they are to be 

educated - usually in order to be protected from possible harm online - and that their online 

behaviour should model adult’s.  

 

If a child’s digital citizenship is idealised as one within stringent barriers protecting them 

from online harm, how is it possible for them to model an adult’s online civic behaviour, 

where active participation in online society is valued? In this scenario, children are denied the 

right to encounter risks, make mistakes and learn to navigate in the online world (Milosevic, 

2018). This separation between children and adults in the context of citizenship is also 

reflected in  how PSBs position their duties in relation to who they are serving. Typically, a 

PSB’s content objectives for adults centres on contribution to democracy and citizenship, 

while that for children centres on having access to content which reflects their lives, rather 

than promote action in it (Potter & Steemers, 2017).  

 

30 



While NRK Super encourages digital interaction and communication amongst the older 

sections of its target groups, such as through live YouTube videos targeting nine years and 

up, it does not offer an equivalent option for societal interaction matching the technical 

abilities and interests of its youngest audience members. Perhaps it is in part to not deeming 

social platforms safe for young children, despite it not being an issue for NRK that it is 

catering to nine year olds on platforms that generally have an age limit of 13. While 

children’s privacy and safety is a legitimate concern for NRK, it hasn’t yet offered an 

alternative option for its youngest audiences. One reason behind this may be due to little 

resources and expertise being dedicated to finding an equivalent opportunity for young 

children to participate with NRK and eachother online. 

 

2.2.1 Defining media literacy and digital citizenship 

 

To understand why this widely adopted positioning of children’s digital lives in a different 

frame to others’ exists, it’s necessary to look at the separate branches of digital citizenship 

and media literacy. In his book on media literacy and youth in general, Paul Mihailidis 

describes media literacy as “The ability to access, analyze, evaluate, express, share and 

produce media communications across platforms” (Mihailidis, 2014, p.30). This description 

is often expanded, particularly in reference to digital media literacy, to include “asking 

critical questions about what we watch, see and read” (Hobbs, 2017, p.255).  Meanwhile, 

Choi’s 2016 concept analysis categorises studies on digital citizenship into four main areas of 

“Ethics, Media and Information Literacy, Participation/Engagement, and Critical Resistance” 

(Choi, 2016, p.565) and argues, therefore, that digital citizenship can’t be conceptualised as a 

function of one domain, such as political engagement.  

 

However, when the literature that focuses on media literacy begins to explore the application 

of media literacy skills, it tends to not differentiate between being technically able to engage 

with digital content and the act, and effects, of doing so. In this way, digital citizenship 

becomes a descriptive tool for political activity online, a behavior defining tool for civic 

engagement and a subject on school curriculums. For example, Mihailidis went on to 

describe media literacy as also being “The ability to harness media for engaged, responsible, 
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and inclusive and active participation in daily civic life” (Mihailidis, 2014, p.30).  While 

Mihailidis categorises both the skills needed to use media and the ability to use media as a 

tool for civic participation as media literacy, I would suggest that the latter falls more within 

digital citizenship but does not describe it. In other words, rather than framing digital 

citizenship as an effect of media literacy, it’s important to instead consider it as a 

“performative, processual and socially situated process” (Mascheroni, 2018, p.520) that is a 

part of analogue life. 

 

Not making the distinction between media literacy as a skillset and digital citizenship as a 

contextual process creates a problematic discourse. A lack of distinction presents media 

literacy, and the internet itself,  as a prescription for creating digital opportunities for the sake 

of ticking a box for democracy, to the neglect of consideration for varying cultures, abilities 

and interests, including that of children. If access to the internet in general and teaching the 

media literacy skills to use it are positioned as a sufficient provision for digital citizenship to 

be possible for any user, then the act of participation loses its potential influence on shaping 

wider society (Livingstone, 2009). It is problematic, for example, to assume that putting 

digital literacy on the school curriculum and handing out tablets to students immediately 

supplies ample opportunity for digital citizenship. Without considering the socioeconomic 

profiles of those students, the content they are or want to access or measuring the impact this 

provision has on their personal society, then this provision of opportunity to participate in the 

online world loses meaning. This not only embodies the perspective of children as shallow 

citizens-in-the-making but approaches digital literacy, or lack of, as evidence of children 

needing heavy protection from the risks of the internet. 

 

2.2.2 Citizens-in-the-making 

 

The disconnection between the citizenship children are perceived to have, or lack of, 

compared to others is sometimes conceptualised as “citizens-in-the-making” (Livingstone, 

2009, p.140) or “partial citizens” (Mascheroni, 2018, p.519) and is typically connected to 

those under voting age. That is, the ideological approach to tools permitting children’s 

engagement with society are as means for shaping their behaviour, attitudes and relations in 
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preparation for their entry into the adult world at voting age. To apply this to the internet and 

digital citizenship, this approach repositions digital societal engagement as a tool for civic 

education rather than participation (Choi, 2016; Livingstone, 2009, p.140; Third & Collin, 

2016).  

 

Cybersafety is particularly prevalent in this discourse, positioning children as especially 

vulnerable to risks of the internet and in need of protection through digital citizenship 

education (Noula, 2018). On the one hand, this has placed important focus on cybersafety 

awareness but has, on the other hand, prevented users from benefiting fully from online 

opportunities (Third & Collin, 2016). In other words, discourse around digital citizenship 

tends to take a neoliberal approach that necessitates children learning set skills and behaviour 

online in order to become competitive, useful members of the job market and wider society 

later on as adults.  

 

In many ways, this polarisation between children as beings and becomings is shared in the 

discourse around children as consumers. Narratives of lost innocence in contemporary 

childhoods are tied to ‘bad’ consumerism, while ‘good’ consumerism for children is 

positioned as mediated and for the purpose of self-development and education (Buckingham, 

p.13-14, 2011). Consumption itself seems to be at the core of how children are positioned in 

terms of digital citizenship, particularly so when digital citizenship as a construct is 

appropriated as a tool to navigate the risky world of the commercial internet in a 

socially-acceptable way (Noula, 2018). Yet consumption isn’t an entity: it’s a context of 

everyday life. As such, individuals build narratives on children’s digital citizenship based on 

their interpretation of children’s consumption as good or bad. 

 

To put it another way, while individuals at NRK may aim to approach children as citizens 

ideologically, the reality of the production process may mean they are, at least in some 

aspects, serving children as consumers where digital content is concerned. NRK can’t be “all 

things to all people” (Taylor, 2016, p.352), particularly in the fragmented nature of the 

internet; resource allocation is a prioritisation act (Potter, 2017); and if NRK’s reason for 

creating the Fantorangen app ranges from securing its viability as PSM to using the app as a 

tool to educate children to be ‘good’ citizens of society, at present and for the future, then 
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they are adopting the neoliberal approach to citizenship which is questionable in its 

perception of what being a citizen really is (Livingstone, 2009; Noula, 2018; Staksrud, 2013).  

 

This is not to assume that there aren’t alternative approaches to children at NRK and 

purposes for the app, and it is this knowledge gap that informs the choice of interviews as a 

research method. The hypothesis of this thesis is that lying behind every NRK product is a 

process of materialised ideologies, negotiations and compromises between individuals; that 

every content decision, from resource allocation to genre and design to selecting target 

audiences is the result of where individuals posit children in relation to embodying economic 

and societal value (Buckingham, 2011, p.185). 
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3 Theoretical framework: Institutional 

change theory 
This chapter outlines the study’s theoretical framework of social evolution approach to 

institutional change. First, the two approaches to institutional change theory that have 

historically dominated political science and media institution theory: exogenous and 

endogenous. This is followed by a description and justification for the adoption of Tang’s 

(2011) social evolution theory as a framework to guide this research.  

 

3.1 Why institutional change theory? 

 

Institutional change theory is being used as the framework for this research for its focus on 

the actions of individuals that institutions are comprised of. Being informed by this 

theoretical framework, this research explores how ideas on what children’s relationship with 

digital media does and should look like, and NRK’s role in this, and how these materialise in 

institutional arrangements and content production. Justification for funding for PSBs 

typically rides on the institutions as representing social and cultural nuances to a greater 

degree than commercial bodies, and as protectors of vulnerable audiences, such as young 

children. As such, the extent to which they serve these audiences well in both public debate 

and scholarly debate is often limited to evaluating quota fulfillment, content analysis and 

figures of audience engagement.  

 

The consequence of this is a lack of inspection on how this content comes into being. As an 

alternative approach, institutional change theory accommodates an exploration both of how 

children’s interests are incorporated, or not, in the development process prior to the end 

product, and of how personal narratives come to represent a nation’s. In this way, 

institutional change theory can reveal how professional discourses and practices form the 

basis for how a PSB approaches children in the first place, contributing to the discussion on 

the regulation and organisation of PSB institutional arrangements and infrastructures. This 
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offers a more nuanced account of whether or not PSBs serve children as they are than the 

results of content analysis in that rather than viewing PSBs as a mirror of society, it 

incorporates individual decisions and perspectives within the institution itself. 

 

3.2 Defining institutions 

 

At its foundation, an institution is “a set of rules or norms regulating the behaviour of 

individuals” (Engelstad, Larsen, Rogstad, & Steen-Johnsen, 2017, p.3). In the context of 

NRK, institutional arrangements could be considered as its institutionalised principles (its 

mandate) the production processes (resource allocation, quota schemes, organisational 

infrastructure etc.) and the content and channel it uses to deliver (genres, television channels, 

social media accounts etc.). However, this description overlooks the process of how 

regulations are set in place to begin with. If institutions are rule-governed “as their regularity 

is caused by people conforming to shared rules that specify what to do and what not to do in a 

particular type of situation” (Aakvaag, 2017, p.72), then how do we explain individual 

approaches and interpretations of rules, and institutional change? If institutions are defined by 

rules and regularity, then an examination of institutional change from the perspective of who 

makes the rules, why rules are set in the first place, who interprets these rules and how, and 

how and why regularity is disrupted may offer an insight into how institutional change is set 

in motion. This next section will first outline descriptions and critiques of exogenous and 

endogenous approaches to institutional change, and will conclude with an outline of a general 

theory of institutional change which will act as a framework for the research process. 

 

3.3 Defining institutional change 

 

Attempts to define institutional change in theoretical terms are bound by the mechanisms of 

change being examined and the lense of the examiner (Engelstad, et. al.,, 2017). That is, how 

an event is defined as being one of institutional change and whether that change is driven by 

external or internal forces, or somewhere between the two. Media studies have dominantly 
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examined institutional change from the perspective that it is propelled by external forces, 

positioning media institutions as reactionary rather than proactive (Moe & Syvertsen, 2007).  

 

However, this approach overlooks that change must be designed and orchestrated by 

individuals: it is not born out of thin air once an external disruption takes place. In policy and 

scholarly debates, PSBs as media institutions tend to be viewed as cogs in society, 

particularly in connection to their contribution to democracy. Against that backdrop, the 

polarising positioning of change as subject to external or internal forces, as outlined below, 

might have an impact on the regulations, obligations and protection connected to PSBs . Yet, 

the perspective that PSBs change purely in reaction to external forces fails to account for 

individual members having to interpret changes in rules and regularity to enact institutional 

change. Meanwhile, approaching PSB change as entirely internal overlooks that institutional 

actors are members of a society who tend to share common goals and values and, as such, 

aren’t necessarily always on the path to shake things up or isolated from outside influences. 

 

In other words, theorising institutional change is dependent on context. This research 

approaches the development of the Fantorangen app as institutional change since it represents 

both a change in NRK’s engagement with its youngest audiences, a move away from its 

previously conservative stance towards young children and visual entertainment, and an 

expansion into a commercially competitive market. How this change is theorised, however, 

depends on the foundation on which institution change theory is built. This next section 

examines the two traditional approaches to institutional change. 

 

3.3.1 Exogenous approach 

 

Theories of institutional change built around external shocks, or exogenous factors, posit that 

institutions are by nature stable until an event outside of the institution occurs on a scale big 

enough to cause a stir internally. In the field of media institution theory, an exogenous 

approach to change dominates with focus on technological developments and market 

economy. Since its roots in the 1980s, media institution theory applied to NRK has largely 

taken an exogenous approach to institutional change. These studies examine how NRK has 
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adapted to political, economic and competition changes, “ be it change in departmental 

identity and formats (Puijk 1990); ideology or programming policy (Syvertsen 1992, 1997); 

news production and news ideology (Helland and Sand1998); channel identity and branding 

(Ytreberg and Orgeret 1997); production formsand textual strategies (Ytreberg 1999); or 

target audience orientation (Bachman 1999)”, (Moe & Syvertsen, 2007, p.156).  

 

This theory tends to fall into two camps: The first is that institutional arrangements express 

the interests of the most powerful actors who have little reason to change the status quo. In 

the case of NRK, these could be actors at, for example, Kulturdepartementet or senior 

managers at NRK. The most powerful then impose costs on actors who choose not to 

cooperate, making “cooperation the optimal choice and creating an equilibrium that no 

rational actor has any incentive to unilaterally disturb” (Aakvaag, 2017, p.72). The second is 

that institutions represent the harmonic efforts of actors to reach the optimal state of welfare 

for all and, as such, continue on the same path until an external influence gives them cause to 

change (Tang, 2011, p.25), such as an update to NRK’s mandate. The result of both is inertia. 

Aside from pointing to external shocks as causes of institutional change, exogenous models 

share the idea that institutions are resistant to change because actors have little capacity or 

reason to change them.  

 

Two foundational issues arise with the exogenous approach. First, the approach idealises 

institutional arrangements as spontaneous responses, without explaining how the 

arrangements come into being. Second, it ignores that institutional actors have both conflicts 

and commonalities in values and interests. If institutions are self-enforcing because they are 

manifestations of interests serving the most powerful actors or an optimally functioning 

society, then there is a gap in explanation between why an external shock encourages actors 

to make a change. Shining the light on Norway as an example of this discrepancy, Aakvaag 

points out that there have been few clear examples of external shocks causing institutional 

change, while changes in Norway’s various institutional arrangements have been plenty 

(Aakvaag, 2017, p.73). If we apply the exogenous approach to the case of the Fantorangen 

app, then we might argue that the app was created in response to young children engaging 

with interactive media at an increasing rate.  
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Yet this explanation by itself doesn’t account for the nuances of individual employees 

interpreting this behaviour as a reason to create an app, the process of pitching the idea at 

NRK and of its acceptance, and the content choices and research involved in the development 

process. In other words, an exogenous perspective on the Fantorangen app doesn’t account 

for the personal narratives that formed the basis of NRK’s app for young children and, as 

such, provides little room for researching the impact that individuals at NRK have on its 

institutional practices and products.  

 

3.3.2 Endogenous approach 

 

While institutions are not immune to external influences, they are also comprised of 

individuals with agency. Whether in reaction to an external shock, to staggered incremental 

influences over time or to another internal change, institutional arrangements must be driven 

and designed by actors themselves to come into being. The endogenous perspective sees this 

process of intiatiting and designing change as a stage for conflict and thus produces winners 

and losers, suggesting that if conflicting ideas or positions of power were not a part of the 

process then there would be no reason for change. Going back to the possibility that the 

Fantorangen app was a reaction to a change in audience consumption, the endogenous 

approach suggests that someone in a position of power had to believe that creating the app 

was a necessary, optimal reaction, who in turn mandated that others make this change 

happen, who in turn had to interpret and design the change and so on. If internally-conflicting 

ideas around NRK’s portfolio were not a part of this process, then, from an endogenous 

perspective, there is a lack of explanation for why an app was thought necessary in the first 

place.  

 

The endogenous approach does not necessarily position actors with conflicting ideas at polar 

ends of a spectrum but it does suggest that all points of internal change are necessarily a 

power struggle fighting out “interpretations of rights, forms and legitimate expectations” 

(Engelstad, et. al.,, 2017, p.419), within the bounds of pre-existing institutional arrangements. 

Thus, the approach focuses on that since actors, who are inherently self-serving (as this 
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approach posits them to be), are restricted by institutional regulation, they are often motivated 

to influence arrangements once opportunity arises. 

 

Historically, endogenous theories of institutional change generally fall into two camps: the 

harmony approach and the conflict approach. The harmony approach adopts the view that 

institutions inherently improve social welfare and, as such, the process of institutional change 

is one in which actors have harmonic ideas, avoid conflict and generate change with the sole 

purpose of the institution reaching an optimal welfare state. However, the harmony approach 

not only idealises actors as altruistic but also fails to address why there are discrepancies in 

the effectiveness of institutions if they all function for optimal social welfare (Tang, 2011, 

pp.26-28).  

 

Meanwhile the conflict approach follows the line of reasoning that conflict is a necessity of 

change and that without it, society would remain static. This approach positions institutional 

change as a battle of ideas amongst self-serving actors and therefore explicitly characterizes 

actors as entirely uninterested in social welfare, social progress as entirely accidental and 

doesn’t consider the attractiveness of an idea, rather than the power behind it, as an element 

of change (Tang, 2011, pp.28-30). By determining  the factor of power to be the deciding 

factor in a conflict of ideas, the approach underestimates the attractiveness of an idea and its 

incremental implementation. Looking at the development of the Fantorangen app, for 

example, the endogenous approach would suggest that every point of forward motion in the 

process was dictated and designed by whoever holds the highest position of power. For an 

actor of lesser power to argue for a different approach and put themselves in a vulnerable 

position, they would have to know, absolutely, that battling for a change would ultimately 

fulfill a self-serving interest, as would the powerful actor who accepts it.  

 

Yet, it is unlikely that actors can be absolutely sure that the impact taking action in unknown 

territory, such as creating NRK’s first app for two to four year olds, will have either on 

themselves or NRK. Moreover, this scenario does not fit a context where change does not 

happen instantaneously, particularly in the flat hierarchy and project-based environment of 

NRK. Thus, the endogenous approach overlooks both the power the attractiveness an idea 
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can have, without the consequences of its implementation being known, and the incremental 

implementation of ideas over time.  

 

This is not to say that the exogenous and endogenous approaches have no basis to them, but 

rather that a less binary approach to institutions and the individuals they consist of would be 

more enlightening. In the context of political institutional changes in Norway, Aakvaag 

summed it up well: “...the exogenous and endogenous models display the same 

weakness….they systematically underestimate the extent to which the overall course of 

institutional change in Norway has been designed by means of reflexively monitored political 

steering by collective actors motivated by widely shared goals and values” (Aakvaag, 2017, 

p.75). 

 

3.4 Social evolution: An alternative approach 

 

Where traditional endogenous and exogenous approaches to institutional change position 

individuals and institutions as somewhat two-dimensional, an approach that incorporates 

behaviour in response to the unknown might fill the gaps that the traditional approaches 

leave. “Our environment is constantly changing – and we are constantly changing our 

environment” (Lewis & Steinmo p.33), and so an approach that explores an evolutionary 

approach to institutional change might provide the answer as to why and how the 

Fantorangen app came to be. So then, an alternative approach to understanding institutional 

change could be a framework which accommodates both the self-serving and humanitarian 

characteristics of institutions and the actors within them.  

 

Tang (2011) labels this framework as a social evolutionary approach and describes it as the 

process in which a wide breadth of ideas are selected to be institutionalised. Combining the 

strive for betterment element of the harmony approach and the competitiveness and dissent in 

the conflict approach, Tang’s social evolution approach likens the process of 

institutionalising ideas to the mechanism of variation-selection-inheritance that we see in 

biological evolution (Tang, 2011, p.32-33). This process is one in which a select few ideas 
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are chosen out of many and the welfare-enhancing value of these ideas can’t be known until 

they’re tested. Such an approach that mutually considers harmony and conflict can assist in 

explaining times of stability and disruption, slow and sudden change, discrepancies and 

similarities with similar institutions and why effective and ineffective institutions survive 

(Tang, 2011, p.9). Moreover, this framework accommodates for a practical analysis of the 

institutionalisation of ideas by tracking how ideas are born and either turned into an 

institutional product/practice, or left by the wayside. 

 

3.6 Summary of theoretical background 
 
The literature review and theoretical framework chapters have outlined approaches to 

institutional change, the ethical and logistical challenges a PSB faces in the transition to 

PSM, and key areas of tension in discourse on citizenship and consumerism, highlighting the 

inherent idealisation of children in these conversations. At the heart of this thesis is the 

hypothesis that the Fantorangen app is not a reaction to external changes, disembodied from 

the individuals who brought it into being. Rather, the app is the result of those individuals 

being personally motivated to work towards change, being driven and constrained by their 

perception of NRK’s present and future role in Norwegian society, and the economic and 

societal value they attach to children. 

 

 As a PSB, NRK’s public funding and protection is justified through its serving vulnerable 

audience and interests while uniting the nation through common references; as such studies 

have typically centered on how change in funding and public behaviour is reflected in PSB 

output, framing PSB content as largely disconnected from those who produce it. This study, 

on the other hand, steps to the other side of the mirror and explore how arrangements and 

behaviour on the inside of NRK affects its output. Using Tang’s social evolution of 

institutional change theory - the variation, selection and inheritance of ideas cycle - as a 

framework, I seek to address where the ideas founding the concept of the Fantorangen app 

came from and to understand the process of these ideas becoming institutionalised by way of 

negotiations and collaborations. 
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4 Methods  

 

The main intent of this thesis is to understand why the Fantorangen app exists and in the way 

that it does, explored through a framework of a social evolution approach to the 

institutionalisation of ideas (Tang, 2011). The origin of this research was an exploration of 

the process behind the development and purpose of the interactive app game Fantorangen, 

which at the time of writing is the only interactive digital content targeted solely to below six 

years published by NRK Super. NRK Super offers a diverse portfolio of interactive digital 

content to the older children of its audiences, while only producing the Fantorangen app 

specifically for the target group of two to four year olds. As such, a primary goal of this 

research was to identify both why NRK chose to enter the app market for young children, 

why it has not produced more since and how the ideas behind these actions, or lack of, rose 

up and were adopted.  

 

Recognising the tension between positions of power and the attractiveness of ideas in 

organisational hierarchies (Tang, 2011), the three key research areas addressed were: (1) 

NRK Super’s ideological positioning of young children as digital consumers and as digital 

citizens, from institutional and individual employee perspectives, (2) the purpose the app 

serves, from individual and institutional perspectives (3) the process of developing the app. 

As such, the following research questions were developed:  

 

● (1) Why does the Fantorangen app exist and why is it the only app from NRK 

designed specifically for children aged sbelow six years?  

● (2) To what extent was the app shaped by individual agency over institutional 

arrangements  

● (3) What can the app’s development process reveal about NRK’s positioning of young 

children as digital citizens versus digital consumers?  

 

The findings to these questions will contribute to shifting away from the sense of PSM as 

artefacts reflecting society, towards perceiving the purposeful design of PSM content by 
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institution individuals who base their actions on their personal narratives on children’s use of 

media, and how they subsequently view NRK’s role in that. Moreover, the answers to these 

questions may shed some light on how children’s digital lives are shaped, or not, by 

individuals inside PSM. To this end, the chosen method was semi-structured interviews with 

each individual involved directly with the Fantorangen app development at NRK Super and 

the key decision-makers in the app’s development at the game developer company, Agens. 

This chapter discusses the design of the chosen method, justifies this choice and provides an 

explanation of the data analysis design.  

 

 4.1 Methodological approach 
 

Before embarking on designing the methods for researching and analysing data, it was 

necessary to take a step back and explore my own notions on the philosophy of knowledge. A 

researcher’s epistemological and ontological notions on the nature of reality, what can be 

known and how it can be known informs the selection or rejection of methods, so to identify 

these notions would assist in ensuring harmony between chosen methods and my own beliefs 

(Annells, 2011, p.379), as well as bringing a critical awareness of these notions throughout 

the data collection and analysis research processes. 

 

Drawing from Creswell’s 2007 framework for identifying philosophical assumptions, I 

sought to identify my stance towards “the nature of reality (ontology), how the researcher 

knows what he or she knows (epistemology)” and “the role of values in the research 

(axiology)” (Creswell, 2007, p. 16). Ontologically, I don’t perceive reality as an entity in 

itself. Rather, it is a concept that can only be conveyed by the cyclical relay of 

self-constructed information to ourselves (via senses, internal processing and interpretation) 

and to one another (via retelling through shared experiences such as dialogue). In a research 

process, my axiological assumption is that a researcher’s interpretation of data is inherently 

tied to their values as a result of their personal experience of reality. I position myself within 

a constructivist paradigm whereby meanings are negotiated and formed through interaction 

with others (Creswell, 2007, p.21). As such, I was aware both of my own interpretations at 

every stage of the research process and of interviewees’ narratives reflecting their personal 
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reality rather than one shared one. From the preconceptions that shaped my interview 

questions to the coding process outlined later on, I was conscientious in evaluating how far 

my own ideas were informing the interview and analysis process. Moreover, this perspective 

also establishes that there are multiple versions of the truth at play and, as such, I aimed to 

capture what these might be rather than present a single interpretation of the results. 

 

4.2 Interviews 

 

Establishing the perspectives of key actors involved in the development process of the 

Fantorangen app of why it exists, their driving values during their work on the app, and their 

points of view of conflicting factors was a central aim of this research. Therefore, in person, 

semi-structured interviews was deemed an appropriate method to accomplish this. If 

institutions “represent immaterial aspects - norms, interpretations, values, discourses and 

ideas circulating within and around specific social practices (Eide 1999: 24)” (Moe & 

Syvertsen, 2007, p.150), then what is considered good or bad practice, for example inputting 

formal learning objectives into the Fantorangen app as a key purpose of the app, is dependent 

on the moral, empirical and ethical narratives that actors involved in the process perceive 

themselves (Knox, 2018, p.5). 

 

 The dominant purpose of interviewing key actors, therefore, was to explore how they 

themselves identify and define institutional relationships and ideologies, and to try to 

understand to what extent these ideas are in balance or tension, both within and between 

individuals and organisation. Doing so would ultimately reveal to what degree the app’s 

design and purpose was informed by individual narratives on children’s media use and 

NRK’s role in that, which became institutionalised, because of the subsequent prioritisation, 

or deprioritisation, of resources. This challenges the notion of PSB/PSM content being driven 

alone by core values of “citizenship, universality, quality and trust” (Brevini, 2010, p.349) 

and has wider implications for understanding PSBs’ unique relationship with children. 
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4.2.1 Selecting interviewees 

 

NRK as an organisation tends to function on a project-basis, whereby employees are assigned 

roles and duties for the life cycle of a new project, such as the development of the 

Fantorangen app. Project teams are generally small and work in a somewhat flat structure, 

with some overlapping responsibilities. As such, the employees at NRK involved in the app 

development project totalled four and I carried out an interview with each, with one 

interviewee having a second interview to clarify some information gained from the first 

interview.  

 

I emailed each participant with an NSD-approved information letter, outlining the purpose of 

the interview, research and that the data would be stored securely: that it would be 

unaccessible to anyone except myself, and would be deleted in June ‘20. This letter also 

contained a clear explanation of the voluntary participation with the option to withdraw at 

any point, in which case all data in connection to them would be deleted. Some interviewees 

asked for an example of questions I would be asking and I obliged, being careful not to 

provide so many questions that the interview would be a pre-rehearsed affair. Since the 

ultimate aim of the interviews was to “generate narratives” (Miller & Crabtree, 1999, p.93), I 

didn’t want interviewees to, consciously or not, construct an ideal narrative prior to our 

meeting. I believed doing so would decrease the chances of them speaking freely, making 

side and prompt questions a difficult affair. All project participants agreed to the interview. I 

had hoped to interview the head of NRK Super, since her involvement and perspective on the 

app’s development, and of NRK Super’s expansion into the app market for young children, 

would have been enlightening, particularly in the context of social evolution theory. 

Unfortunately, she was not available to interview. 

 

I also chose to interview two members of the app development team at the developer 

company hired by NRK, Agens. The first Agens interviewee held the bulk of responsibilities 

in connection to managing the app development while the second was responsible for 

designing Fantorangen as a 2D character. I had planned to interview the Agens members to 

gain practical information on the app’s development. However, much of the information from 
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the development of the original app was lost in the memories of employees, since the 

development process of the first app version took place a number of years ago. One NRK 

interviewee suggest I interview the second Agens member since she believed he had a keen 

awareness of how young children engage with interactive technology and was implementing 

this into the app update. Thus, this became the main purpose of his interview. 

 

I had also hoped to interview employees of BBC, SVT and DR involved with production of 

interactive content for children, to provide a richer backdrop from which to evaluate social 

evolution theory and the wider context of public service broadcasters’ relationship with 

children in the digital world. Unfortunately, DR were not open to an interview and I was not 

able to gain contact with BBC and SVT. However, the interviews with NRK and Agens were 

rich in themselves and provide enough data to gain a snapshot of the state of NRK Super in a 

period of institutional change. 

 

4.2.2 The interview process 

 

I compiled a master interview guide (Appendix A), which I used as a template to create 

interview guides for each individual interviewee, tailored to their role and involvement with 

the app. Each interview guide maintained the same topics while some questions were 

tweaked slightly. Doing so also ensured that interviews weren’t overstandardised and 

therefore the guides maintained their validity as a research tool (Brinkmann & Kvale, 2015). 

In compiling the master interview guide, I took the approach of first setting the scene with 

relatively closed-ended questions such as asking the interviewee to tell me their name and 

their connection to the app. The purpose of this was two-fold: collect some practical details 

and ease the interviewee into the process, allowing them to get comfortable. The remainder of 

the interview guide is split into several main topics, with lead questions and prompt 

questions. Questions were designed to jog memory, provide context for data analysis, build 

rapport with the interviewee and elicit perspectives and beliefs tied to the the app 

development process, NRK’s role in society and children engaging with interactive 

technology (Crabtree & Miller, 1999, p.96).  
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All interviews were carried out in private between August 2018 and February 2019, either at 

NRK or Agens’ office. Each lasted around one hour. Interviewees consented to audio 

recording, carried out on a dictaphone, and gave written consent to being identifiable by 

name, both on audio and in print. At all points of the interviews, I sought out whether 

answers represented personal or institutional philosophy, as well as fact or perception. Most 

interviewees were quickly open and talking freely, and all provided relevant and valuable 

information. Allowing interviewees to talk freely and veer away from the initial question was 

vital to gaining rich data, particularly since I have taken a phenomenological approach to 

understanding actor’s perception of their own involvement in institutional change 

(Brinkmann & Kvale, 2015, p.26). Weaning out details pertaining to who did what in the 

process gave me the facts, but free-flowing conversation gave me the reality as the 

interviewees saw it. I did, however, ensure to use prompt questions to guide interviewees 

back to the original question if they had not covered it in their original answer. 

 

I then transcribed the interviews without the use of a transcribing programme. The main 

purpose of doing so was to further familiarise myself with what the interviewee had said, and 

to reflect more deeply on it, but it was also to evaluate my own performance and how I could 

improve my interviewing techniques in the next interview. I did not transcribe strictly in 

verbatim, choosing to include ‘ums’, laughs and pauses only when the interview seemed deep 

in thought during a pause, laughed for a while after saying something, or appeared 

uncomfortable or significantly unsure when saying ‘um’ or similar.  

 

4.3 Analysis 

 

The analysis process consisted of several rounds of coding and interpreting the interview 

transcripts. Adopting a combination of deductive coding (derived from Tang’s (2011) 

framework of idea cycles) and inductive coding (Saldaña, 2013) outlined below, the aim of 

the analysis stages was to examine the idea cycle from several angles including individual 

perceptions of the process, shared and diverse perceptions among and between NRK and 

Agens, as well as to map out the idea cycle itself. The ultimate aim of analysis was to 

understand individual’s contribution to and beliefs of why the idea of the Fantorangen app 
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was conceived; identify the driving and constraining factors of the app development process; 

and to examine to where narratives of young children as digital citizens and digital consumers 

were in harmony or in tension within interviewees, with fellow interviewees and with NRK’s 

institutional arrangements. 

 

 

As will be further described below and in the appendix, the stages of analysis were: 

  

● (1) creating a codebook 

●  (2) treating each transcript to rounds of idea cycle (Tang, 2011), values/beliefs and 

versus coding (which refers to where interviewees presented concepts, people or 

behaviour at conflict or tension) (Saldaña, 2013) 

●  (3) categorising each round of coding into themes 

●  (4) adopting venn diagrams to visualise the main themes from the categories of each 

cycle and labelling the properties where the themes overlap  

● (5) repeating this process for the centre overlaps of each cycle resulting in a key 

assertion about why and how the Fantorangen app came into being. 

 

4.3.1 The codebook 

 

A codebook was created to provide a clear trail of the codes generated, the explanation of 

codes, and which transcripts included the code. The units of analysis were not limited to 

words or sentences, but rather I looked for ideas throughout the transcripts and coded where 

relevant, regardless of the syntax. Using a spreadsheet, a codebook template was created for 

the idea cycle, values/beliefs and versus coding (which refers to where interviewees presented 

concepts, people or behaviour at conflict or tension) with columns for the code name, a 

description of the code, an example of text that I interpreted to fit the code, and which 

transcripts from which organisation include the code, as illustrated in figure 2 (a link to the 

full codebook can be found in Appendix B) . As will be explained further below, only the 

categories (the different phases of Tang’s idea cycle, values/beliefs, versus) were generated a 

priori. The codes themselves were inducted from the transcripts through a process of first 
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identifying a significant moment and coding it, before ‘cleaning’ the codes and interpreting 

them. The ‘cleaning’ process was one in which after going through the transcript in its 

entirety for one cycle, codes were checked in their whole to see if any were similar enough to 

be rephrased and coded as one. Doing so allowed the freedom to pick out any phrases that 

appeared significant without getting stuck in analysis in the moment. 

 

 

 

    NRK Agens 

Code categories Code Description Example Who Who 

      

Idea generation 

Fill 
developmental 
gap 

Interviewee 
explains 
purpose of app 
was to help fill 
a 
developmental 
gap in children 

"We think that 
language is the most 
important skill to 
manage in the 
school system and 
kindergarten and to 
be successful 
socially with the 
other children" 

NRK1 
(4) 
NRK2 
(1) 
NRK3 
(2)  

Figure 2 

 

Each transcript was treated to the three rounds of idea cycle, values/beliefs and versus coding 

before moving onto the next transcript. With the constructivist approach to my research, the 

intent in treating each transcript individually was an attempt to preserve “the participant’s 

subjective point of view” without being tainted by a bigger picture understanding (Fereday & 

Muir-Cochrane, 2006, p.82). Had I undertaken a round of idea cycle coding of all transcripts 

before moving on to versus coding for all, for example, I may have risked a) overlooking 

significant connections between the coding cycles in one transcript and b) overlooking 

smaller details of each transcript through focusing too much on the bigger picture. 

 

What follows here is an outline of the coding processes for the idea cycle, values and versus 

categories. Further details can be found in (Appendix C). 
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4.3.1.1 Coding the idea cycle 

 

This cycle serves to identify the dominant narratives that individuals orientated their work 

around - truely or as a tool for political mobilisation (Tang, 2011) - connected to children’s 

relationship with media, and NRK’s role in that as a public service, and the degree to which 

these were enabled or constrained by NRK’s institutional arrangements. Tang’s phases of 

idea cycles were used as the first framework for coding and were idea generation, political 

mobilisation, struggle for power to design & dictate institutional arrangements, setting the 

rules and legitimising/stabilising/reproducing (Tang, 2011, p.34-38). The objective of this 

code cycle was three-fold: 

 

● First, to end up with a general mapping out of the idea behind the Fantorangen app 

being born through to the app being evaluated by NRK as an end product.  

● Second, to identify how individual participants of the project perceive their own 

contribution, the purpose of the app and where these ideas were in harmony or 

conflict with that of colleagues.  

● Third, to be able to cross-reference all interviewee’s perceptions for clarification as 

well as to identify points of conflict.  

 

The first stage of reading through the transcripts was to weave together the overall narrative 

of the app’s idea generation cycle, and involved considering both the context the interviewee 

is referring to and analysing what phase of Tang’s cycle it belongs to. For example, I had to 

decide early on whether I would consider references to why there will be an app update as 

belonging to idea generation or legitimising/stabilising/reproducing, such as this quote: 

“...not necessarily to be a major update but we wanted to make a meaningful impact in the 

app with our new focus with Fantorangen on language and understanding objects”. Treating 

such references as idea generation would mean analysing the transcripts with two cycles of 

ideas in mind, since the update idea generation does not represent the original idea. As such, I 

chose to assign references to the app version to the final phase and the reproducing aspect in 

particular.  
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The next stage was the coding itself. I assigned codes in verbatim at first and then put these 

codes through the ‘cleaning’ process mentioned earlier. For example, the phrase “ We have a 

strategy that says we’ll always explore new kinds of content, new ways to engage our target 

groups”, was first coded as belonging to the political mobilisation phase, due to the context 

of what the interviewee was saying, which was about the process of NRK allocating 

resources. Next, the first name code assigned was we’ll always explore new kinds of content 

and in the ‘cleaning’ process was reassigned to the code fulfills PSB mandate, in the political 

mobilisation section of the codebook. Doing it this way honours the interviewee’s perspective 

(Saldaña, 2013, p.91), minimises misinterpretation and provides a clear trail of the coding 

process. This process is exemplified in table 1 below and I also made sure to keep record of 

descriptions and examples of the coding process in the codebook. 

 

Political 

mobilisation phase 

Unit of 

analysis 

First code  Description Second code Description 

 "We have a 

strategy that 

says we’ll 

always 

explore new 

kinds of 

content, 

new ways to 

engage our 

target 

groups” 

We’ll always 

explore new 

kinds of content 

Interviewee 

indicates that 

exploring new 

content is a 

beacon to 

which NRK 

individuals 

should orientate 

their actions 

Fulfills PSB 

mandate 

Ultimately, 

interviewee is 

referencing 

NRK’s 

mandate to be 

present on all 

major media 

platforms, 

indicating that 

the promise of 

fulfilling that 

mandate 

informed 

resource 

allocation for 

the 

Fantorangen 

project 

Table 1 
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At the final stage of this coding cycle, an emerging theme was that of the individual being 

personally motivated to, and necessitated to, mobilise resources and political support for the 

Fantorangen app. This began to give foundation to the theory of rhetoric around NRK’s role 

in children’s use of media being operationalised, at individual and institutional levels, to gain 

resources to develop the app. The indication being that individuals at NRK put forward their 

own ideas of what NRK should be producing in connection to their preconceptions of what 

children need and want - at times not based on engaging with children to determine this. 

These  were then judged to be worthy or not of resource allocation, leading to ideas becoming 

institutionalised on the basis of individual normative ideas on children’s digital lives and 

NRK’s role in that.  

 

After re-categorising the codes to move them from a description to a concept that could be 

further theorised, six main categories remained: PSB status, audience in focus, personal 

(motivations & beliefs) , the future, political mobilisation and NRK’s limited competence. 

During this process, I chose to note the frequency of when an NRK or Agens interviewee’s 

code appeared in connection to the phases of the idea cycle. While frequency itself doesn’t 

necessarily indicate significance, noting it would provide information to make the graphic in 

figure 3, which in turn would accommodate for a more accessible overview of what was 

going on. 

 

 

Frequency bought up by interviewee: 

 

 

Frequency brought up in connection to the 

phases of the idea cycle: 

 

 

53 



Figure 3 

 

From the overview that this graphic provides, it seems that PSB status and The future are 

connected heavily to the idea generation phase. This could suggest that individuals either 

often think about how to secure PSB status in the future, or that they see that securing PSB 

status tends to be a reasoning that often wins resources during the next phase. Personal 

motivation and Political mobilisation themes both appeared frequently in the struggle for 

power and political mobilisation phases. This may support the theory that individuals put 

forward ideas that they feel will benefit their own welfare. At the legitimising phase, The 

audience is referenced significantly more than at other times, and The future again cropped 

up frequently during this phase. This may be because that is the end goal of a PSB - to serve a 

wide audience - so then it would make sense that this is how success is measured. The setting 

the rules phase is mostly tied to NRK’s limited competencies, suggesting that ability to set 

rules is connected to extent of capabilities. 
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4.3.1.2 Coding values 

 

Values coding is “the application of codes onto qualitative data that reflect a participant’s 

values, attitudes, and beliefs, representing his or her perspectives or worldview” (Saldaña, 

2013, p.110). This cycle has particular significance for understanding where individual’s 

ideas come from and why they are utilised in the context of how they perceive NRK’s 

institutional arrangements, NRK’s duty as a public service and the wider discourse of 

children and the media. Where the idea cycle highlights which and how narratives are 

employed to mobilise resources and navigate institutional arrangements, the values cycles 

reveals why individuals hold these narratives. In a study with a larger time frame, 

differentiating between values, beliefs and attitudes would result in a richer understanding of 

interviewee’s motivations and agency. For the scope of this research, using values as an 

umbrella to encapsulate all three suffices since it still allows for a mapping out of connections 

and discrepancies between intrapersonal and interpersonal values, particularly since attitudes 

and beliefs are formed from values (Saldaña, 2013, p.111). 

 

I took a thematic analysis approach to the values coding cycle, where I read and re-read 

sentences, paragraphs and, at times, the entire transcript before settling on an emerged code 

that I felt fairly represented the interviewee’s values, beliefs and attitudes (Fereday & 

Muir-Cochrane, 2006, p.4). As with the ideas cycle coding, this was not a straightforward 

process. While some phrases were fairly clear-cut to categorise, such as coding “But I was 

very hard on that when we develop an app, we have to trust the company” as trust Agens’ 

competency, others took a high degree of interpretation and/or condensing. 

 

Following the same process of re-categorising as the idea cycle, 56 codes were categorised 

into 13 subcategories (Appendix C), in turn categorised into three main categories: Digital 

society, Viability as a PSB and Child-centered. I then went through the process for each 

interviewee since the purpose of the values coding in the first place was to identify personal 

values and the way they came into play in the app development process.  
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For each individual interviewee, I then configured a venn diagram of the three categories and, 

guided by the subcategories that appeared for that particular interviewee underneath them, 

and referring back to the context in which they originally appeared, I labelled the 

characteristics where the three main categories overlapped. In this way, the venn diagrams 

gave a clear picture for how particular values were connected to the dominant values for each 

individual. This resulted in a statement for each individual representing the the values and 

beliefs that connect the three categories from each individual. As an example, figure 4a and 

4b illustrate this process for NRK3. 

 

Digital society: 

 

Digital part of children’s 

lives 

 

Digital risks 

 

NRK has internal limitations 

 

Traditional portfolio 

 

PSB duty 

 

Viability as a PSB: 

 

Duty as a PSB 

 

Digital risks 

 

Quality over quantity 

 

NRK has internal limitations 

 

Traditional portfolio 

Child-centered: 

 

Children’s society 

 

Children’s perspective 

 

Children’s self-esteem 

 

Digital part of children’s 

lives 

 

Figure 4a 

56 



 

 

Figure 4b 

 

 

 

Figure 5 represents a final configuration, representing the shared values and beliefs at each 

main category across all the interviewees, resulting in a final statement of the values code 

analysis. Comparing the final statement to the individual statements, there were some small 

discrepancies such as “Digital portfolio is inevitable but child and PSB mandate should be 

core of all digital activities”, but all individual statements reflected the same sentiment as the 

final one. 
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4.3.1.3 Coding versus positionings 

 

Versus coding identifies “in dichotomous or binary terms the individuals, groups, social 

systems, organizations, phenomena, processes, concepts, etc., in direct conflict with each 

other.” (Saldaña, 2013, p.115). Versus coding was a particularly important aspect of the 

transcript analysis since it would unveil interpersonal and intrapersonal points of conflict and, 

coupled with findings from the idea cycle and values coding, would provide some core 

insights into how interviewees perceived institutional arrangements, or other actors, were 

constraining them from making a change, or perhaps even unknowingly constraining 
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themselves. Moreover, versus coding would ideally unveil the lengths to which interviewees 

were willing to take action for change and, as such, the extent to which NRK’s institutional 

arrangements (such as entering the app market for young children) can be influenced by 

individuals. 

 

As with the values coding cycle, at times interviewees explicitly positioned subjects in 

versus, while other times required my interpretation to detangle the text. For example, the 

phrase “...I think it’s so unfair that you start school, like, one and a half kilometres behind the 

other kids if you don’t have parents who read for you and talk with you” appeared to be a 

quite direct way of saying some children are given more experience than others, and as such 

was coded as experienced child vs. inexperienced child. On the other hand, the phrase “I 

think also the thing was, we had one test that was so late in the production that we weren’t 

able to change major things” required context to position in binary terms. This interviewee 

later on spoke about a lengthy process between NRK and Agens to agree on which activities 

would be included in the beta version of the app, and indicated an opinion that it shouldn’t 

have taken so long and negatively impacted funding allocation. With this information in 

mind, I coded the phrase as opportunity vs. resources. 

 

The versus codes were approached in a similar way as with the previous two cycles, in terms 

of sub and main categorisation, but in a slightly different manner. I wanted to maintain the 

dichotomous terms and, as such, did not want to dilute the terms into more abstract concepts 

as with the previous cycles. I first grouped the existing versus codes into subcategories which 

in turn were grouped into three main areas of conflicts: Inter/intrapersonal conflicts, 

Condition conflicts (relating to the status of arrangements or relationships in reality versus 

ideal), and Ideal child conflict (conflicts in narratives on how children are idealised) (figure 

6).  
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Intra/interpersonal 

conflicts 

 

My way vs. their way 

 

Our way (NRK/Norway) vs. 

their way (Agens/rest of the 

world) 

 

Me vs. me 

Condition conflict 

 

 

Idealism vs. reality 

 

Past vs. present 

 

Present vs. future 

Ideal child conflict 

 

 

Child vs. adult 

 

Educated child vs. 

uneducated child 

Figure 6 

 

I next explored how the main categories fitted into major moieties that represent the primary 

stakeholders, perceptions and behaviour towards the conflict in hand, and the issue at stake 

(Saldaña, 2013, p.117). This resulted in:  

 

● My priorities vs. their priorities (interviewees’ priorities versus their colleagues’ and 

managers’) 

 

● Ideal vs. reality (The content NRK should be making versus what it is making) 

 

● Child as is vs. child as should be (approaching child as a being versus what adults 

want them to be) 

 

This developed into the following final statement: 
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The combined results of the idea cycle, values and versus coding share several themes 

connected to NRK’s institutional arrangements, its narrative on children’s relationship with 

digital media and its positioning of its role in that. These will be outlined in the next chapter. 
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5 Findings 
This chapter presents the findings from each interview, in reference to the three research 

questions and in light of the analysis from the coding processes. It is split into three parts, 

handling the three research questions in turn: (1) Why does the Fantorangen app exist and 

why is it the only app from NRK designed specifically for under six year olds? (2) To what 

extent was the app shaped by individual agency and institutional arrangements? (3) What can 

the app’s development process reveal about NRK’s positioning of young children as digital 

citizens versus digital consumers? While all interviewees consented to being identified by 

name in this thesis, one interviewee expressed concern over being identified at two stages in 

the interview. I asked, both during those moments and at the conclusion of the interview, if 

they would like to be anonymous and they responded that they still consented to be 

identifiable. However, to honour their openness in the research process and to maintain 

consistency, I have chosen to keep all names and job titles out of this chapter. Therefore 

interviewees will be labelled as the following: NRK1, NRK2, NRK3, NRK4, Agens1, 

Agens2. 

 

5.1 RQ1: Why does the Fantorangen app exist and why is it the only app 

from NRK designed specifically for children aged below six years? 

 

While young Norwegian children are increasingly engaging with digital media and NRK has 

a duty to offer quality, developmental content to all audiences on all major media platforms, 

the mandate laying out NRK’s obligations doesn’t specify what defines quality or 

developmental content or what constitutes a major platform. For this reason, I sought to 

understand how NRK individuals interpreted these duties and fashioned those interpretations 

into the strategy and rationale behind NRK’s decision to create a game app for the specific 

audience of two to four year olds in the first place, and the subsequent design and content 

decisions made. Further, while NRK Super has continuously innovated ways in which to 

accommodate for older children to interact with one another and with NRK online, the 
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interactive digital portfolio intended for children under age six has remained static since the 

launch of the Fantorangen app in 2015. Therefore, I aimed to identify the reason behind this. 

I began this research with the hypothesis that the creation of the Fantorangen app, and lack of 

interactive digital content for the specific age group since, is the result of internal tensions 

between ideologies of children and NRK’s duty to them. The findings do  suggest that 

conflicting narratives on digital media as a feature of childhood, and NRK’s role in that, was 

a strong influence on the app coming into existence and in how it was shaped. Moreover, the 

coding process unveiled that these conflicting narratives didn’t end with those directly 

involved with making the app, but were a) present throughout the organisational chain and b) 

enhanced by NRK’s current TV-orientated infrastructure, having an effect on the breadth of 

resources allocated to the app. 

 

5.1.1 Why does the Fantorangen app exist? 

 

5.1.1.1 NRK’s viability as Public Service Media 

 

A common thread throughout all three coding cycles, and indeed throughout each interview, 

was NRK’s present and future viability as a PSM serving as the backbone for creating the 

Fantorangen app. NRK interviewees involved both at the launch of the first app version and 

with the in-progress update initially posited that the origins of the app, and the update, was 

seeing a gap in the market for apps for young children and perceiving this to be an 

opportunity for NRK to fulfill: 

 

We found out that children, aged three years old, were very active in digital media 

and interacting with apps. We saw linear TV was falling. Especially in the young 

target group. - NRK2. 

 

That NRK2 connects the gap in the app market with the fall in linear TV viewings is 

particularly salient, since it implies a focus for NRK on not just filling a market gap but also 

on not being left behind by its audience. While one aspect of this focus on being present in 
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children’s digital space might have been to uphold the traditional public service value of 

universaitality, another aspect is that, as NRK1 put it, “you can not just use an entire budget 

on the TV show if you want it to be important”. Where NRK1 and NRK2 spoke about the 

importance of being present in children’s current digital lives, NRK4 focused on what this 

meant for NRK’s future viability as a public service: 

 

If we have most of the content on there (YouTube and Instagram) then it’s not NRK 

they’re going to remember. Then I think it would be less people who want to pay the 

license fee 10 years from now, if we can’t give a good platform to the kids. That’s 

also why I thought about the Fantorangen app, what will make the kids choose 

NRK?...I think it’s an important role for NRK to play, a space where we have our own 

platform for interaction with kids...So I think it’s about trust and building, the trust 

from the grownups and the kids for NRK to get that future user. - NRK4 

 

Creating the app to provide value through an own platform, maintain brand loyalty and be 

competitive with other major media providers point to utilising the economic value that 

children can provide for NRK. This isn’t necessarily disembodied from the public service 

value that NRK could provide children but nevertheless, it is a focus on what children can do 

for NRK. NRK2 fortifies this indication by explaining that part of the initial appeal of the 

Fantorangen app was the opportunity to test the waters for digital expansion: 

 

This was very new for us, to go into apps...We had to do an experiment, that’s why 

we did it. This was the best thing to do, to test it on the two to four target group 

because older ones have so many really good apps that we couldn’t compare, we 

couldn’t compete - NRK2 

 

This reveals that the gap in the market, and subsequently the target group two to four year 

olds, was in part viewed as a convenient, low-cost experiment. All in all, all interviewees put 

forth the notion that the Fantorangen app initially came into being to utilise the power young 

children yield as reinforcing public service value, thus justifying NRK’s role to provide this. 
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5.1.1.2 Child-centered by design 

 

Although PSM viability generated the initial interest and development of the Fantorangen 

app, contributing to children’s society and development emerged as a secondary purpose 

through the choices in design and content. Further, the child-centered narratives that 

interviewees put forward about the app’s purpose emphasised that its content had a 

developmental aspect beyond just for fun. In particular, all four of the NRK interviewees 

emphasised the app’s objective to widen children’s vocabulary: 

 

I think it’s so unfair that you start school, like, one and a half kilometres behind the 

other kids if you don’t have parents who read for you and talk with you. It’s no way to 

compensate for that through TV and an app but we’re going to make some content 

anyway so why not address this. - NRK1 

 

Several of the interviewees attributed this vocabulary gap to the limited range of experiences 

some children have before starting school, such as going to swimming pools, and saw filling 

the gap as part of NRK’s mission because “we think also that NRK Super can be an evening 

factor in society”. It is here that some interviewees produced a contradiction between positing 

the initial purpose of the app as filling a market gap and as filling a developmental gap. For 

example, one interviewee on the one hand talks about the app being updated because “games 

are a good tool for learning” and “we see it as our responsibility to help children develop in 

general”, while on the other hand describes the main goal of the app as “it’s supposed to be 

fun which is a very important thing about it”. While all interviewees brought up children’s 

cognitive development and social success in response to the app’s purpose, it was always in 

connection to design choices once the app was in development, thus child-centered purposes 

of the app were secondary to securing to PSB viability. This contradiction is perhaps best 

summarised by NRK 2: 

 

I think there are so many things in their daily life that they struggle with...but you go 

to Fantorangen and you never have those feelings, you only have fun feelings. But we 

are a public service so we have to put learning into everything we make fun. - NRK2 
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The narratives surrounding why the Fantorangen app exist contain conflicting elements 

between just having fun and learning to function socially, escapism with mandatory 

education, and child-centered purposes coming forth as an aftereffect of securing PSM 

viability. Thus, there are already appearing intrapersonal, interpersonal and institutional 

tensions between what NRK should do to fulfill its purpose and to ensure survival, children 

as embodying social and economic value, and children as beings and becomings. 

 

5.1.2 Why is the Fantorangen app the only interactive content from NRK designed 

specifically for children aged below six years? 

 

A recurring theme throughout all the interviews was that NRK’s current infrastructure and 

institutional arrangements are orientated heavily towards linear TV and that this affected the 

phase of pushing the idea behind the app forward, the development process, and in the app 

being the only one of its kind from NRK. 

 

The sole explanation given in interviews for the lack of interactive content specifically 

targeting two to four year olds was that NRK’s current infrastructure favouring linear TV 

results in limited resources granted for digital projects, including budgets and developing 

in-house competence. All NRK interviewees raised this issue and two interviewees 

emphasised that resources for digital projects for young children, in particular, were restricted 

because they “don’t know if this is our mission. It doesn't have priority for us”. Moreover, 

NRK1 indicates that the difference between the interactive content on offer to older children 

and younger children is because of the interest in older children: 

 

There’s probably a lot of things we haven’t done yet that’s good for children and 

could make them feel more powerful in their everyday life and stuff. There’s a lot of 

fun and good stuff we haven’t done for younger children yet because people tend to 

be more interested in the bigger children and young adults. - NRK1 
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Interestingly, while all NRK interviewees held the belief that NRK’s infrastructure has been 

“too long in the linear world” and that “it’s at a turning point now”, and three expressed 

frustration at the effects of the current traditional institutional arrangements, some also 

appeared undecided on the potential, or even the benefit, of digital content for young 

children. This will be outlined further in response to RQ3. 

 

In summary to RQ1, the Fantorangen app primarily came into existence in effort to secure 

NRK’s viability as a PSM by filling a gap in the app market for young children within the 

convenience of a low-cost experiment. A secondary purpose of fulfilling NRK’s mandated 

duties to create quality, development-enhancing content became apparent through the design 

choices in the development process. NRK’s current TV-orientated institutional arrangements 

meant that its limited resources for digital content was prioritised for other projects which 

were more interesting and worthy to NRK’s decision-makers and resource-allocators, 

resulting in the lack of interactive content for two to four year olds.  

 

5.2 RQ2: To what extent was the app shaped by individual agency and 

institutional arrangements? 

 

NRK is duty-bound to represent the varying interests and demographics of its nation, yet how 

it does so is open to interpretation, since the mandate is more conceptual than prescriptive in 

its wording. With the theoretical framework of institutions constituting the social norms and 

ideals of the individuals it's comprised of, this thesis aims to explore the extent to which 

individuals of the Fantorangen app project felt the need to, and did, push back against 

institutional arrangements to bring into being their own vision for the app. As the findings to 

RQ1 already reveal, the Fantorangen app appears to be the result of an entanglement of 

conflicting conceptualisations around children and digital media, and NRK’s role in that 

relationship. The following findings emphasise that NRK’s current TV-orientated 

infrastructure not only restricted resources allocated to the project but also necessitated the 

need for individuals to put forward the narratives around children’s relationship with NRK 

that would most likely sell. 
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5.2.1 You must love to fight 

 

All NRK interviewees, and both Agens interviewees to a degree, spoke about a culture of 

having to politically mobilise resources and support for ideas at NRK. In particular, ideas that 

step into new territory in terms of content, platform or target group - such as the Fantorangen 

app - require strategic planning before putting the idea forward to decision-makers and 

resource-allocators: 

 

I think the most difficult thing with such new ideas at NRK, like, BBC and CBS, is all 

the companies have existed for a long time. They are very on the content, TV content. 

So some of the very difficult things is making the idea travel in NRK and get the 

money for doing this. That was the hard part, to just get it so far that you have a go at 

making it. I was the only person in the group who was thinking about publishing the 

project, the new projects coming, then you must love to fight. Not only external 

companies we collaborate with, but also inside the company. Like, ‘I think this is a 

good idea’, then I have to go not only one mile, but 100 miles from start to end. 

Because you have to get other people to see the same idea, like a brilliant test, because 

you can’t promise it is going to go well. - NRK4 

 

It is this last point of no guarantee of success that is particularly salient. On the one hand, 

careful planning before proposing an idea and permission to experiment doesn’t seem 

surprising for a large organisation that is meant to produce quality content representative of 

minority tastes and groups, orientated away from commercial success. On the other hand, 

individuals at NRK must be sold on an idea that either conforms or persuades their personal 

preconceptions on “is this worth the money, why are we doing this, this is not the kind of 

thing NRK does”. What NRK4 appears to be saying is that how attractive specific individuals 

in the organisational chain find an idea determines the extent to which NRK innovates. 
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5.2.2 Forced to outsource 

 

All NRK interviewees emphasised the influence that NRK’s lack of resources for digital 

content for young children had on shaping how the app was formed. As a result of the budget 

allocated to the Fantorangen app project and NRK’s limited in-house digital competence, the 

project team at NRK Super were forced to outsource the development of the app: 

 

We don’t have all the resources in-house to sort of put together my team and say ‘OK, 

this part of the team is making…’, we don’t have the infrastructure...So I have to go 

outside to ask Agens for help to make an app...A production house like NRK, they 

can’t have all the digital competence in-house because we will not be able to develop 

the skills and be in front, so we have to buy outside the house and then we don’t own 

it. - NRK1 

 

As NRK1 pointed out, by outsourcing the development of the app to Agens, NRK also 

delegated a degree of ownership to Agens. Yet, NRK1 themself actively drew a line between 

their role in the app development and Agens’, saying “the digital stuff and the app, that’s not 

my line of work...I try not to comment on their field, like, what works best in the app, what’s 

more interesting for kids to do. I guess their knowledge is better than mine”. From the 

descriptions given by the Agens and NRK interviewees of the process of negotiating ideas for 

content and design between the two organisations, it seems that this was a shared notion: 

 

At that point we had some technological requirements that we ended up changing, that 

we should support different ways to add activities. Theirs was more of an actively 

edited project, I think, where they wanted to change and edit things more 

continuously. - Agens1 

 

It appears that during the development process, both NRK and Agens permitted that technical 

skills warranted the upperhand in decision-making, and thus it was ultimately Agens that 

decided how NRK could best serve its audience. 
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On a practical level, the findings to RQ2 indicate that NRK’s TV-orientated institutional 

arrangements accommodated for the development for the Fantorangen app to take place 

where it served economic and social value, but restricted it through the lack of in-house 

competence already in place for digital projects. Focusing on the behaviour and decisions of 

the app development teams, however, reveals that individuals also chose to either fight or 

accept these arrangements depending on the extent to which their role and beliefs were 

affected, thus utilising their agency to shape the app’s development.  

 

5.3 RQ3: What can the app’s development process reveal about NRK’s 

positioning of young children as digital citizens versus digital consumers? 

 

As explored in the literature review, NRK’s transition into a PSM inherently produces 

conflicting narratives between children as digital citizens and digital consumers. In the 

context of this thesis, ‘consumer’ is considered as a member of the audience with 

consideration of them ending with the consumption of content. While a ‘citizen’ is a member 

of the audience with consideration of their membership of society and the whose 

consumption of the content can be affected by that membership and vice versa. NRK’s 

individual employees’ definitions of quality and market gaps, choices on which variables in 

digital audience behaviour to measure, and conceptualisation of children’s consumer power 

and social lives, and positioning NRK’s role in it all, result in an entanglement with NRK’s 

institutional arrangements. Indeed, the primary decision to enter into the app market for 

young children would have origins in how individuals saw this opportunity in relation to 

children and their digital lives, how they presented the idea to decision-makers at NRK, and 

the basis on which it was accepted. 

 

 I therefore sought to untangle how ideas around children as digital citizens and digital 

consumers became institutionalised. I had theorised that while NRK likely approaches young 

children as digital citizens on an ideological level, the reality of prioritising limited resources 

and of limited knowledge on young children’s relationship with digital media would mean 

that in practice young children are served as digital consumers. The findings from the 
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interviews do indicate that this may be the case, through gaps in knowledge on children’s 

relationship with digital media, resource-allocation with emphasis on the consumer power 

they (or their parents) have and app design choices that place importance on shaping children 

to be functioning members of society. 

 

5.3.1 It’s not really my field 

 

A key finding present in two of the interviews was that during the development process, these 

interviewees had a gap in knowledge both about the effect the Fantorangen app could have on 

children and if it could be beneficial. Where one interview doubted that the app would have a 

large role in children’s development and was uncertain if “TV or apps is the way to go if you 

want to work with that”, another expressed concern about young children engaging with 

digital media at all: 

 

I’m very, very concerned about what happens to them if they should be so digital so 

early as two or three years old. I wish that they can use some digital apps or can go 

into the digital world in a safe way but most of all I wish they go into the real world...I 

think this digital world brings us together but not in a real way. It’s distanced. - NRK2 

 

There appears to be a disconnect between interviewees believing NRK should be more 

digital, as outlined in response to RQ1, and in believing that NRK’s digital content would 

have little impact on children’s lives, if it should aim to do so in this way at all. Moreover, all 

NRK interviewees emphasised the superior knowledge Agens has on digital technology, 

going so far as to leaving the research process, including whether or not children were 

involved, largely up to them: 

 

I don’t know how they do their test work, actually. I hope they use children. I don’t 

know how they do it. I don’t know actually...it’s not really my field. - NRK1 

 

Agens did carry out some informal user testing on their own children but NRK does not seem 

to have been aware of this. The NRK Fantorangen app team posit that the app was an 
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opportunity to experiment with broadening NRK’s portfolio, as RQ1 findings showed, while 

believing the app’s contribution to children’s lives was limited at the same time as distancing 

themselves from involving children in the development process. Perceptions around the 

economic and social value that children embody seems to have swayed at various points of 

the development process, as the next two findings indicate further. 

5.3.2 Value as consumers 

 

Two interviewees defined the Fantorangen app’s success in terms of its “userbase staying 

pretty stable”. That children’s feedback seems to be largely missing from the development 

process is particularly stark against the value attached to the app’s usage figures: 

 

The app has been on the same level, 15, 16 to about 20,000 unique users 

everyday...We see every time we make a bigger update then the traffic, last time it 

was more than double then it goes down. But it was 20 percent higher than the year 

before and now there is a new launch in a few weeks, so I hope we have the same 

effect. - NRK4 

 

In framing the download and daily user numbers for the app as a measure of success while 

children’s voices were significantly left out in the development process, the indication is that 

the result of children’s consumer power holds perhaps more importance to NRK than the 

nuances of why and how children enact on their consumer power. It was also revealed that 

Agens made suggestions to NRK of which rooms to keep or remove, prior to the app update, 

based on the number of users. This could be considered as representative of NRK’s 

obligation to reach as wide an audience as possible but this contrasts with the perspective 

shared by three NRK interviewees that NRK underprioritieses young children in the 

allocation of resources: 

 

There’s probably a lot of things we haven’t done yet that’s good for children and 

could make them feel more powerful in their everyday life and stuff. There’s a lot of 

fun and good stuff we haven’t done for younger children yet because people tend to 

be more interested in the bigger children and young adults. - NRK1 
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In other words, young children appear to be underprioritised at NRK for the lack of interest 

they spark, therefore warranting less resource allocation which is perhaps the source of the 

lack of their voices being heard in the development process, while the numbers representing 

their usage of the app are valued. 

 

5.3.3 Skill development to fit into society 

 

A frequent sentiment brought up by all interviewees was the aim of the app to develop 

children’s social and technical skills. Some interviewees felt that access to digital technology 

was essential for children to feel a sense of community belonging and therefore “they should 

all have access”, yet this often came attached to the idea that building digital skills would 

help children fit into and navigate society: 

 

I think our apps help in that regard when it comes to touchscreens which is, at least 

now, an important way of accessing digital content...I would say that’s part of our 

responsibility. We see it as our responsibility to help children develop in general and 

this could be an aspect of that...we live in an increasingly digital world and it’s a very 

important skill for everyone in our society. - NRK3 

 

 

While some interviewees stressed that the educational elements of the app were weighted 

below entertainment, and were present to help users “to be successful socially with other 

children”, in addition to being a requirement as a public service provider, it was also revealed 

that it wasn’t so much NRK that focused on providing individual experiences for children 

with fun as the main focus as it was Agens: 

 

I’m thinking mostly of just entertainment for the children...My approach is to include 

all children...I think there was some hope or some guidelines that we should make it 

more educational, that this app should help kids to clean their room or brush their 

teeth and that this app is going to help parents...It’s a nice thought and it’s nice for 
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educational things and stuff but we moved a bit to include all different kinds of 

entertainment. - Agens2. 

 

To summarise the findings to RQ3, on the one hand the app’s objective to help children fit 

into and navigate their social and everyday lives complements NRK’s mission to be the 

strongest community for all children in Norway, and nods to children as citizens in the 

contexts of their own societies. On the other hand, the educational goals that cropped up 

throughout the development process - such as learning to tidy their room to make parents’ 

lives easier, develop technical skills and widen their vocabulary - were also tangled up with 

picturing the app as a tool to shape users into becoming ideal current and future citizens. 

This, combined with the emphasis on app user numbers as a marker of success at the same 

time as doubts around the influence the app could have on children’s development, leans 

towards a positioning between children as digital consumers and children as digital 

citizens-in-the-making. 

 

5.4 Putting it all together 

 

The image I compiled in figure 7 (following page) combines Tang’s social evolutionary 

approach to ideas being processed in phases of variation, selection and inheritance (Tang, 

2011, p.32-33) with the themes that emerged from the cycles coding idea processes, values 

and versus. It brings together findings from each of the RQs and represents how competing 

narratives around children’s relationship with digital media, their status in society and NRK’s 

role in that, become institutionalised. 
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Figure 7 

 

At the variation stage, interviewees coupled a gap in the app market for young children, 

increasing digital activity from young children and dwindling linear TV ratings to conclude 

that for NRK to maintain its current and future viability as a public service provider, it must 

be present in that digital space. NRK interviewees involved both in the original development 

of the app and in the updated version were personally motivated to mobilise resources and 

political backing for the idea; a process necessitated by NRK’s current TV-orientated 

infrastructure. During this selection phase, interviewees took a risk by campaigning for a 
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project with unknown results, and resource-allocators and decision-makers took a risk by 

accommodating for it. In the context of NRK’s institutional arrangements favouring linear 

TV and older audiences, the narrative that ultimately won backing was the one which 

positioned the Fantorangen app as a low-cost experiment to explore how NRK could secure 

its relevance to future license-payers. During the inheritance phase, in which the app was 

developed and published, the choices made around design, research and work delegation 

were restricted by NRK’s limited resources and competencies (a result caused in part by 

purposeful underprioritisation of digital content for young children). At this point, children as 

the audience are in focus but are visualised in numbers using the app, rather than through 

sought out feedback. Thus, a new cycle of idea generation is opened up around engaging 

audience numbers, within the confines of limited resources and competency, to strengthen 

NRK’s current and future viability as a public service provider. 
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6 Discussion 
 

In seeking answers to why and how the Fantorangen app came to be, and the extent to which 

individual agency and institutional arrangements shaped the process (Tang, 2011), this study 

reveals the key findings that NRK’s future viability was a more dominant reason for creating 

the Fantorangen app than for children’s benefit; that NRK’s TV-favouring infrastructure 

results in limited resources for digital projects, which need to be fought for to obtain; and that 

NRK’s positioning of children yo-yos between embodying economic value as consumers and 

social value as citizens-in-the-making (Buckingham, 2011; Livingstone, 2009).  

 

While the specific results of this research are particular to the Fantorangen app case, the 

connection between individual narratives, institutional arrangements and final product has a 

wider implication for how the internal discourse of PSBs/PSMs shape the relationship they 

have with young children (Brevini, 2010; D’Arma, 2010; Enli, 2013; Lundby, et.al., 2018; 

Syvertsen & Enli, 2018). The remainder of this chapter explores the significance of these 

findings for the wider debate of PSM roles in approaching children as digital citizens 

(Livingstone, 2009) and suggests directions for future research. This research is based on a 

constructivist approach and therefore acknowledges that the findings could represent multiple 

truths. Therefore, this chapter aims to present these. 

 

6.1 Underprioritisation of young children 

 

An unexpected thread runs throughout these findings: NRK appears to underprioritise young 

children in its digital portfolio. Although this study began with the hypothesis that there are 

internal conflicts at NRK around children’s relationship with digital media and NRK’s role in 

that, I had expected it to be a matter of how NRK should organise its resources to best serve 

young children digitally; not if it should at all. Yet as outlined further below, it seems to be 

the case that young children have been underserved beyond the Fantorangen app in the 
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interactive digital space because TV content and older children - where digital content is 

concerned - carry more strategic value for NRK.  

 

It appears that the primary reason for the Fantorangen app’s existence isn’t so much to serve 

children as they are, but to utilise the support children can serve to NRK’s viability; a finding 

particularly prevalent in connection to the absence of children’s voices during the app 

development. 

 

6.1.1 Protecting NRK’s future 
 

This study found that securing future viability through planting the seeds for long-term 

loyalty in children as future license-payers, and current viability to parents as current 

license-payers, was a dominant train of thought behind creating the app in the first place. 

Contrary to NRK’s mission to “see and support children as they are, not who they could be” 

(NRK, 2018, p.110), a governing goal in the first stages of app brainstorming and mobilising 

for resources was to create a product that would secure the future support of children when 

they become adults. As such, the value young children would come to hold in the future for 

NRK appears to carry more weight than entering into the app market just to provide content 

that young children want today. The social evolution approach to institutional change that this 

research has been guided by, posits that the attractiveness of an idea is a strong determinant 

of the support it gets since the the “welfare-enhancing value of an idea” can’t be known until 

it’s tested (Tang, 2011, p.33). Interviewees’ positioning of the app as an experiment and 

selling the idea as one which would anchor in loyalty do point to politically mobilising 

support for the app through the narrative of it contributing to NRK’s security.  

 

This brings the Fantorangen app as serving NRK’s goal to meet “all children as they are” 

(NRK, 2018, p.109) somewhat into question. If children as they are today aren’t the audience 

in mind when content is created for them, then the potential risk is that their existing interests 

aren’t addressed, jeopardising NRK’s role as an institution that is publicly funded to support 

the interests, developmental needs and underserved individuals of Norway. If NRK is 

differentiated from commercial players by its commitment to fulfilling this role, then it is to 
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be expected that it creates content for that purpose, first and foremost. Yet this study has 

found that the app’s primary purpose is to secure NRK’s relevance and future. The app 

content itself was designed to cater to some varying interests and developmental needs , but 

this arrived after the pursuit of maintaining NRK’s viability, suggesting that NRK’s entry into 

the app market for young children is perhaps not significantly different than other free apps 

arriving. The focus on the market gap during the original conception of the app appears to be 

less on filling it for the sake of children, as a PSB might be expected to do, and more for the 

sake of NRK itself. As illustrated in the institutionalisation of ideas (figure 7), children came 

into focus during the inheritance phase of the process, where the idea of being in the app 

market is tested, precisely because their engagement holds some power over the idea’s 

legitimacy. 

 

Although, it could be that occupying the vacant space of Nordic apps for young children was 

a way for NRK to further fulfill its duty to serve children, both in the present and in 

anticipation of ways to serve future children. Venturing into this space opens up the future 

possibility to have a two-way, interactive relationship between children and NRK, and even 

between children themselves, through which NRK can not only further defend its position as 

shaper of democracy but also provide a platform for children to engage with in their society 

(Lundby et, al., 2018). In addition, by offering a Norwegian, non-commercial app for young 

children in a market where apps of this criteria were absent, NRK may drive up the standard 

of production for any competitors arriving after them (Lunt & Livingstone, 2012; Syvertsen 

& Enli, 2018). Both of these assets to NRK creating the Fantorangen app position its goal as 

maintaining public service viability as serving children by compensating a gap in the market 

(D’Arma, 2010; Enli, 2013), thus anchoring its viability for the child’s benefit.  

 

However, a drop in linear TV ratings, an increase in young children’s digital media use and a 

gap in the app market are not substantial enough indications alone that an app would be the 

best way for NRK to serve young children. As the CBC case illustrated, the PSB content on 

offer to audiences seems to matter just as much or more than the medium it is presented on 

and NRK must necessarily prioritise some interests or groups above others as it can’t be “all 

things to all people” (Taylor, 2016, p.352). Therefore, if NRK makes a significant change in 

its portfolio content based on the figures of audience behaviour, without identifying 
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audience’s own perceptions on why they do what they do and what they want, it prioritises 

audiences based on its self-evaluated conclusion on what audiences want. Commercial app 

developers might well have come to fulfill the market gap with developmental content that 

caters to varying interests and NRK allocating resources to the Fantorangen app resulted in 

removing resources for the linear TV programme. 

 

Without eliciting confirmation from children themselves that an app is preferred over TV 

content, NRK has taken it upon themselves to decide an app would be the optimal solution. 

The latest report on NRK Super’s ratings show that 32% of children aged two years and up 

still watch NRK Super via the linear TV channel (NRK, 2018, p.116). This study revealed 

that research on what these children want, or the children who are engaging with apps and 

other digital media want, doesn’t seem to have taken place prior to the resource-allocation 

and development of the app. This indicates that children’s voices on what they want and why 

was prioritised beneath taking advantage of a gap in the app market. Since the app was an 

experiment, and if the notion that NRK’s viability through wide use and digital presence was 

the most attractive feature is correct, then it could be that market research prior to the app’s 

development was not seen as as worth the resource allocation during the idea generation and 

political mobilisation phases (Tang, 2011). 

 

Further, NRK does not seem to have sought out feedback from the app’s target audience in 

reference to their experience with app, beyond user testing once during development. Instead, 

the number of unique daily users has been considered a marker of the app’s success. This 

focus on usage of the app rather than why, how and by who it’s being used enhances the 

tension of maintaining core public service values against the fragmented, 

algorithmically-biased and commercial nature of the app market. It contradicts the idea of 

NRK as a function of a Habermasian public sphere where conflict in institutional 

arrangements arise only in pursuit of high ideals (Tang, 2011, p.62) because it reflects NRK’s 

prioritising the fight for viability above the cause of shaping a quality digital space for 

children. 

6.1.2 Socialising children 
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This study’s findings around the aims of content design imply that the developmental aspects 

of the Fantorangen app were associated with the socialisation of children, rather than a 

nurturing of children’s inner worlds. It was revealed that design and content choices in the 

development of the app were orientated around educating users to become well-behaved 

children and immersed into typical Norwegian society. For example, the cleaning activities 

were developed with an original intention to encourage children to do these things in 

analogue, and the objective of bridging the gap between vocabulary and experiences of 

children was connected to events found in a typical Norwegian childhood.  

 

Evolving the cognitive and social behaviour of children in connection to socialised settings 

was a strong feature throughout the app’s development process. As one interviewee saw it, 

incorporating a learning feature in all that NRK Super produces is a requirement of its role as 

a public service, playing into the narrative that ‘good’ consumerism by children has to be 

more than pure entertainment (Buckingham, 2011). While NRK is mandated to produce 

developmental content (Stortinget, 2017) it isn’t specified what areas of development are to 

be focused on or how this objective is to be achieved. Moreover, the mandate doesn’t specify 

that all content has to have a developmental aspect to it. Rather, it is individuals at NRK who 

have seen the experience and vocabulary gap among young children as being an important 

issue to address and have chosen to do so through the Fantorangen app.  

 

That interviewees didn’t believe the app could have a significant impact on children’s 

self-esteem, yet still chose app activities that they felt would help children succeed in social 

settings at school and at home, suggests a positioning of the app as a tool for civic education 

(Livingstone, 2009). In this way, children are being positioned as citizens in the contexts of 

institutionalised settings, such as their family and school, but not citizens just in their state of 

being. According to social evolution theory, the chances of NRK allocating further resources 

to interactive digital content for young children would depend on the compatibility of 

institutional arrangements connected to the Fantorangen app with the rest of the institutional 

system (Tang, 2011, p.47). In this case, it seems that while the app itself is a break-free from 

NRK’s linear content production for young children, the content itself returns to a safe 

domain of catering to children’s developmental stages.  
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On the other hand, focusing on how the app could impact children’s home and school life 

may help NRK to fulfill its mission to be the “strongest community for all children in 

Norway” (NRK, 2018, p.110) and as being the evening factor in society as one of the 

interviewees mentioned. It could be that the developmental objectives of the app aren’t there 

so much as to shape children into ideal citizens but enabling them to process new situations 

by giving them the tools to do so. By expanding children’s awareness of typical experiences 

in Norwegian childhood, and connected vocabulary, the Fantorangen app might provide some 

young children with points of reference common to others, which in turn could contribute to 

their self-esteem and happiness. Additionally, some of the app activities reflect parts of 

children’s everyday life, such as using the toilet and a bedtime routine, giving them a chance 

to play around and own a situation where it would normally be controlled by a caregiver.  

 

Further, conceptualising a child’s everyday life - how and when they might use the app, the 

activities that are most interesting and relatable to them and so on - is a “discursive enigma” 

(Drotner, 2006, p.341): without empirical evidence, the concept of everyday life is mediated 

through the meanings we attach to other concepts, such as childhood, and expectations, such 

as the Fantorangen app’s target audience being at an age when they learn to use a toilet. The 

scope of the app had to be defined in some way and, in the context of ‘everyday life’, it 

makes sense that this might be connected to common characteristics that any given 

Norwegian child might experience.  

 

However, this sense of being an evening factor in society throws back to NRK content as a 

pedagogical tool for ensuring Norwegian cultural knowledge isn’t lost. While interviewees 

emphasised an ambition to bridge the knowledge gap between children with rich experiences 

and those without, it is notable that the app content is based traditional Norwegian culture. 

For example, the music room has traditional Norwegian songs only and the baking room has 

just traditional Norwegian baked goods. The activities could have bridged cultural gaps by 

including elements of immigrated cultures, such as from the two largest groups in Norway: 

Polish and Lithuanian (“14 prosent av befolkningen”, 2018). It seems that bridging the 

experience gap was constructed only one way in the app, perhaps due to “concerns for 

protecting national culture and language” (Enli & Staksrud, 2013, p.121). 
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This stands contrary to the idea of a public service content as democratically reflective of its 

nation’s social and cultural interests and of moving away from serving Rethian top-down 

functions (Lundby et. al., 2018). NRK employees’ individual interpretation and 

implementation of what serves children also brings question to the notion of the presence of 

public service content setting a better standard for commercial competitors (Potter, 2017). If 

the objectives of the Fantorangen app content originate from personal perspective on what 

children want and need without empirical evidence to support it, such as market research on 

young children’s relationship with apps, then the standard being set is not necessarily 

inherently better than what the content commercial players could have provided without 

NRK’s presence in the app market.  

 

The findings also suggest that some interviewees don’t expect the app to have a significant 

impact on children’s daily lives, while others were even unsure if children as young as two 

could benefit from engaging with digital technology. That NRK entered the app market 

without being aware of, and even doubted, the benefits and opportunities to be had online for 

young children, such as developing emotion management and restraint (Chaudron, Di Gioia, 

Gemo, 2018), indicates that the potential impact of the app on children as they are today 

wasn’t as anticipated as the anchoring of loyalty to NRK for the future. Rather than 

traditional public service values of “citizenship, universality, quality and trust” (Brevini, 

2010, p.349), or even Lundby, et.al.’s sliding towards a public service take on 

individualisation in the commercial world (Lundby, et.al., 2018, pp.84-85), it seems the 

guiding framework for creating the Fantorangen app was being present in the market for 

future return on investment, while the design of the app itself was around it being a tool for 

civic education. This sheds some doubt on the app as contributing to the “strongest 

community for children in Norway” and on “seeing children as they are” (NRK, 2018, 

p.109). 

 

6.1.3 Missing voices 

 

As the institutionalisation of ideas section of the findings illustrated (figure 7), NRK’s current 

TV-orientated infrastructure enhances, perhaps even necessitates, the underprioritisation of 
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young children. By creating a culture for needing to defend new projects with the most 

appealing narrative, which in the case of projects in new territory such as the Fantorangen 

app appears to be the one offering the most security, the promise of wide use becomes a lead 

persuasion. On the one hand, NRK’s institutional function is to serve an entire nation and 

therefore wide use could be considered as one indicator of success connected to that function. 

On the other hand, putting this goal forward as a lead narrative in mobilizing support and 

resources for the app also ensured that serving children took a back seat. 

 

As the interviewees revealed, a great deal of effort went into brainstorming the strategic 

appeal behind the idea of the app before it was taken further to the decision-makers and 

resource-allocators at NRK, who had to be sold on whether it was worth the money. In itself 

this finding wouldn’t indicate an underprioritisation of young children as they are, 

particularly since taking valuable resources from other projects to allow this one to happen 

would be risky. Proper planning and an indication that the project would be widely used 

could provide a foundation to evaluate whether the project is in the children’s best interest.  

 

Yet, this finding also emerged alongside the indication that children weren’t involved in the 

planning phase and interviewees defined the app’s success by its usage numbers rather than 

through feedback from children. It isn’t clear why children weren’t involved in the app 

planning but it could perhaps due to lack of resources because, as one NRK interviewee 

suggested, NRK tends to be more interested in digital projects for older children. NRK did 

carry out some user testing on a group of children at barnehage though, as one Agens 

interviewee explained, this took place once the app activities were fairly set in stone. 

Moreover, the NRK interviewees drew a firm line between their knowledge on how to create 

linear content for children and Agens’ technical experience with app design. It seems, 

therefore, the value of creating content designed to be widely used carried more weight than 

the value of producing something based on children’s voices.  

 

While a consumer narrative in itself is not necessarily an antithesis of children as citizens, or 

in prioritising them as such, the lack of children’s voices in the development process and 

shaping content around idealised Norwegian childhoods make it so in this context. By not 

including children’s voices in the brainstorming, research, development and evaluation 
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phases of the app project, NRK undermines its own democratic function (Larsen, 2014).  It is 

particularly striking that while research on children’s interests was carried out for the 

Fantorangen TV programme, not only were children’s voices largely absent from the app’s 

development process, but there was a distinct lack of awareness from NRK on that this was 

the case. 

 

Additionally, not including children meaningfully in the process ensured that NRK overlooks 

the nuances of why and how young children engage with apps. Having this knowledge is 

important not only to evaluate if and how to invest resources into digital projects but also to 

alleviate NRK taking it upon itself to define what young children want and need 

(Buckingham, 2010). As it stands, NRK proceeded with the Fantorangen project without 

meaningfully including children’s voices. In doing so, prioritising if and how resources were 

allocated appears to have been based on anticipated value the project would bring to NRK’s 

viability as a public service. Further, by not eliciting children’s feedback until the activities in 

the app were to all intents and purposes decided, as one interviewee disclosed, NRK also 

risked catering to just select portions of its audience who would enjoy - and be able to 

navigate - the set activities. 

6.1.4 Outsourcing public service duties 

 

The institutionalisation of ideas behind the Fantorangen app, based on Tang’s framework 

(2011), also reveals a cycle of underprioritising young children particularly in connection to 

outsourcing. More than just outsourcing the practical development of the app to Agens, the 

findings showed that some decision-power regarding how NRK could best serve young 

children through an app was handed over to Agens. For example, Agens recommended which 

activities should be kept or removed based on surveillance of usage. Rather than basing this 

decision on feedback from children themselves, children’s behaviour in the app was 

quantified through surveillance in a way that “forms a part of everyday reflections on how 

things are and the repertoire of everyday practices” (Mascheroni, 2018, p.519). In other 

words, NRK delegated and accepted the evaluation of children’s enjoyment of the app 

through datafication measures in place of nuanced feedback. NRK basing its content on data 
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such as this presents a concern where the integrity of children’s varying interests is 

undermined.  

 

From one perspective, it could be argued that NRK has a finite supply of funding and 

personnel and that it has a duty to sustain linear TV projects with these resources. By 

outsourcing to a company that has expertise in producing apps, NRK can ensure a degree of 

quality that they themselves might not have been able to produce, while maintaining 

allocation of resources to other projects. However, the interview findings suggest that there 

was a knowledge gap at NRK of how Agens was going about the process of translating the 

expertise provided by NRK on children’s inner worlds into an app experience. In this way, 

the Fantorangen app almost appears to be an external project commissioned by NRK. If NRK 

is to be more than just a source of funding for projects such as these, then would help to 

ensure both the implementation of its public service principles and a transfer of knowledge 

between both parties. Institutional arrangements tend to follow path dependency because 

existing arrangements “influence the generation of ideas for future institutional changes” 

(Tang, 2011, p.46) and in the context of this app development, outsourcing content and 

research decisions to Agens may influence future NRK projects to do the same. 

 

The increasing development of ways in which to produce and engage with digital content 

necessitates new ways of thinking about how to serve children. As some of the interviewees 

framed it, the Fantorangen app was an experiment and could have offered enriching 

knowledge and skill development for the NRK team, had they been more hands-on. As has 

already been addressed, this lack of overlap was to the potential detriment of catering to 

children as digital citizens but it also underserves future young audiences. Through lack of 

involvement and awareness in the translation of children’s voices into the end product, 

experience and knowledge produced in the development process didn’t become 

institutionalised at NRK. Therefore, that experience and knowledge remains with Agens and 

can’t be passed on to potential future digital projects at NRK without outsourcing to Agens 

again.  

 

This potentially creates a cycle of both forcing NRK to outsource and making it difficult to 

justify allocating resources to digital projects for young children (Potter, 2017), without the 
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promise of guaranteed audience usage. As such, without ensuring the transfer of knowledge 

both ways in outsourced projects, and involving children meaningfully in that process, then 

young children’s dataified behaviour may become more valued than their vocal input and 

feelings (Mascheroni, 2018). 

6.2 Implications for NRK’s viability as PSM for children 

 

Two of these findings are connected throughout the results of this study: NRK’s idea 

generation and resource allocation appear to be orientated around its viability as a public 

service; and children were distinctly absent from the app development.  

 

Interviewees spoke about filling the gap in the app market for young Norwegian children, and 

expanding Fantorangen to be a multiplatform brand, as efforts to maintain NRK’s viability. 

On the one hand, converging Fantorangen content between linear TV, streaming and the app 

may enhance the loyalty that children and their parents simply through the regular visibility 

of NRK Super’s household character across mediums. Moreover, expanding into interactive 

mediums may give NRK opportunity to further fulfill its public service duties if it is able to 

overcome the hurdle of a fragmented audience by offering customisable experiences 

(Lundby, et.al., 2018) and by being present in public spheres across channels (Bulck, 2016). 

On the other hand, this study’s findings indicate that the Fantorangen app wasn’t developed 

for the purpose of enhancing children’s digital lives but rather to protect NRK. NRK 

protecting its viability isn’t inherently contradictory to fulfilling its role and may even be 

necessary to be of value to society by staying innovative and competitive with commercial 

competitors (Larsen, 2014). 

 

While the Fantorangen app is interactive in the sense of its content being moveable, it isn’t 

interactive in the sense of media as a tool for interacting with others. As some interviewees 

pointed out, creating a platform that allows young children to interact with each other is an 

expensive, logistically difficult and ethical minefield. Yet NRK’s content for young children 

needn’t necessarily connect them to one another directly to create a community experience. 

Moreover, advanced digital interaction isn’t necessarily interesting to all young children and 
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without encouragement from an influential adult or older child, they are unlikely to make use 

of it (Chaudron, Di Gioia, Gemo, 2018). Rather, if NRK were to give children participatory 

power in the formation of content (Dhoest & te Walvaart, 2018), such as collaborative 

brainstorming sessions, this could both alleviate the issue of creating digital content without 

social context, more faithfully produced in the interests of children, and further fulfill its duty 

as a public service. On a philosophical basis, PSBs/PSM are funded to contribute to 

democratic society in part by showcasing cultural and social features of society that may 

otherwise be overshadowed by mainstream content (D’Arma, 2010; Enli, 2013). In other 

words, they serve the function of supporting all citizens’ participation in society by shaping 

shared cultural and social references. 

 

As some interviewees pointed out, some of the app content is intended to help bridge cultural 

gaps amongst small children, particularly in the upcoming update to the app. Yet, these gaps 

weren’t defined in the context of research connected to the app, the manifestation of the gaps 

into app content was designed partially independently by Agens, and the extent to which the 

objective to bridge these gaps has been achieved hasn’t been explored by NRK or Agens. By 

excluding children’s participation in the app development, beyond a one-off formal user 

testing by NRK and informal user testing by Agens employees on their own children, NRK 

has defined itself how children’s society and development could be improved.  

 

When the value of NRK’s contribution to the app market isn’t in the serving of children’s 

diverse interests and developmental needs as informed by their participation in content 

formation, then there is little reason for children or their parents to prefer NRK above 

commercial providers (Reiter, Gonser, Grammel & Gründl, 2018). Audience preference 

aside, NRK’s presence in the app market could ensure the universal access that commercial 

providers aren’t guaranteed to offer (Enli & Staksrud, 2013). But universal access to what, 

exactly?  One could argue that the Fantorangen app provides opportunity for children to 

develop digital technology skills to start climbing “the ladder of opportunities” (Livingstone, 

Mascheroni & Staksrud, 2015, p.6) available on the internet, in a risk-free environment. Yet 

this returns to the value of parental preference for digital media use within a confined area.  
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Seeking to gain deeper understanding of what young children do online and why could assist 

NRK in differentiating itself from commercial competitors, thus making clear its public 

service value to parents and children: where commercial providers may be driven by market 

trends, profit and survival alone, NRK could be driven by shaping a digital society for young 

children which greets them as they are, just as it states its ambition to be. If NRK is to avoid a 

sliding back to the Rethian top-down approach in its role as a public service, then it may do 

so by including children’s voices in the defining of their interests and motivations in 

engaging with digital content, and how best to accommodate that. 

 

There appears to be a connection between the fear and doubt some interviewees felt about 

young children using digital technology, the pedagogical aspect to the app’s content for 

retaining cultural knowledge, and taking advantage of the app market gap to experiment. It is 

in the political process of ideas becoming institutionalised (Tang, 2011) at NRK which forces 

a conflict between valuing children as digital citizens and digital consumers. Where 

interviewees were uncertain of the app’s benefit for children, and as such its place within 

NRK’s remit as a public service, they put forward notions of cultural education within the 

app’s activities (Enli & Staksrud, 2013); the quantifying of children’s behaviour with the app 

(download numbers, daily visitors, most and least used activities etc.) (Mascheroni, 2018) 

was used to indicate whether and what children liked about the app, in place of feedback; and 

that the app initially took place as an experiment to secure NRK’s viability was attached to 

narratives of building children’s digital skills to enable them to keep up with future society 

(Livingstone, 2009; Noula, 2018; Staksrud, 2013). Tang (2011) posits that it is the 

attractiveness of an idea that tends to gather most momentum and in the case of the 

Fantorangen app, the attraction has swung from economic to social value that children are 

perceived to embody (Buckingham, 2011) for NRK’s viability. 

 

6.3 Limitations 

 

Due to the lack of detailed information on how the Fantorangen app was allocated resources 

compared across projects for digital, linear and different age groups, it can’t be concluded 
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absolutely that the absence of further interactive digital content for under six year olds is 

because of deprioritisation. In addition, this research could have benefited from triangulation 

of data. Without the perspectives of the decision-makers and resource-allocators higher up in 

the organisational chain, the narratives put forward by the interviewees, and subsequent 

interpretation in this study, are somewhat one-sided. This knowledge gap could have been 

mitigated had I gained access to the project materials (communication, design briefs, meeting 

notes and so on). The study could have been enriched had I been able to interview BBC, DR 

and SVT employees involved with interactive content for children. However, this study 

presents the perspectives of those who did develop the app and therefore does provide insight 

into the process of negotiations and tensions around ideologies on children’s relationship with 

digital media, NRK’s role in that, and how it translates into how young children are served. 

 

6.4 Recommendations for practice and further research 
 

If NRK is to maintain its differentiation as a public service in the commercial digital market 

and justly serve children as citizens, it might do so to a greater extent by seeking out and 

incorporating children’s individual perspectives on the digital world, and subsequently 

institutionalise that knowledge, alongside innovating with trends and usage numbers. 

Therefore, further research is needed to establish how NRK can engage children in the 

development of its digital content, within the remits of its available resources. A starting 

point may be to map out in-depth detailing of how NRK allocates resources and why. A 

further step of research could be to study the effects of the Fantorangen app on the 

developmental aspects it’s designed to assist with, not just in socialised contexts but in 

children’s inner worlds. Another interesting angle for study could be a comparison between 

the public service and commercial interactive digital content available to children across 

Nordic countries.  
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7 Conclusion 
 

By exploring why the Fantorangen app exists and in the way that it does through the 

perspectives of those who created it, this thesis has shown that NRK’s current institutional 

arrangements underprioritise young children in its digital output. 

 

Tang’s social evolution approach to institutional change framework (Tang, 2011) was 

adopted for this research since it accommodates for exploring how ideas are born and 

institutionalised through the individuals that comprise NRK. Contrary to the theories of 

change that media institution studies have traditionally taken (Moe & Syvertsen 2007; 2009), 

the social evolution approach permits that actors can be both in conflict and harmony. This is 

important for understanding how change within an institution isn’t necessarily orchestrated 

by the most powerful individual or by a group of like-minded individuals with the same goal. 

In the case of the Fantorangen app, the social evolution approach provides a framework in 

which to evaluate how a web of motivations, values and beliefs brought it into being: rather 

than viewing it as a linear process. The social evolution approach also highlights that an 

outcome of an idea can’t be known in full and therefore posits that actors tend to politically 

rally support based on the attractiveness of the idea. In the context of NRK, this therefore 

suggests that productions may not be the result of clear goals and objectives but rather the 

ability of individuals to shape narratives that attract support. 

 

Public, political and scholarly discourse has tended to be shaped around PSBs as institutional 

artefacts reflecting society and subsequently justifying the financial support and level of trust 

they recieve (Bulck, 2016; Lundby, et.al., 2018; Potter, 2017; Syvertsen & Enli, 2018). Yet, 

this angle doesn’t account for how PSB content is chosen to take form in the way that it does. 

NRK Super’s Fantorangen app didn’t arrive out of thin air: it was born and shaped from the 

internal narratives NRK and Agens employees had on children’s relationship with digital 

media and NRK’s role in that. These are tangled narratives with competing ideas. Therefore, 

Tang’s approach provided a framework in which to untangle these to see where they come 
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from and how they become institutionalised by way of political mobilisation, resource 

allocation and development choices. The ultimate aim was to explore how NRK’s content for 

young children represents individual ideologies on childhood and media rather than wider 

society’s and, more significantly, children’s themselves. 

 

Therefore, interviews with the Fantorangen project team members at NRK and Agens were 

carried out to identify individual values, beliefs and perspectives on why the Fantorangen app 

exists and in the form that it does. Interviewees spoke about the development process, content 

choices, research for the app, institutional arrangements and ideologies on young children 

engaging with digital media and NRK’s role (and future) in that. A coded analysis based on 

institutionalisation of ideas process (Tang, 2011), and values and values positioning (Saldaña, 

2013) was carried out on the interviews, within and across transcripts. This revealed both 

interpersonal and intrapersonal conflicts in the positioning of children as digital 

citizens-in-the-making (Livingstone, 2009)  and as digital consumers through quantified 

behaviour idealised as representing the app’s success (Mascheroni, 2018). These interviews 

contribute to understanding how the preconceptions about NRK’s status and Norwegian 

childhood held by all actors involved in development process, as team members and as 

decision-makers and resource-allocators, were negotiated and implemented into the 

Fantorangen app. 

 

Prior to conducting this research, I had expected to find that the reason the app exists would 

be due to NRK positioning its duty as a public service to serve quality, developmental content 

in the domains young children are occupying (D’Arma, 2010; Enli, 2013): in this case, the 

app market. I had considered that increasing app content from commercial providers, who 

wouldn’t be bound to the same ethical guidelines as NRK (Enli & Staksrud, 2013; Potter, 

2017), could mean that as a public service NRK was duty-bound to be present there and 

ensure its relevance for the sake of its audience. In other words, my assumption was that 

NRK had an obligation to innovate for the benefit of children. 

 

Another finding I had expected to find was that the difficulty of creating interactive content 

that doesn’t impede on data privacy rights or safety would be a reason there hasn’t been 

further interactive digital specifically for children younger than six years since the 
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Fantorangen app. I had also suspected that with NRK’s conservative history with addressing 

young children that creating more digital content was perhaps a source of moral internal 

conflict. This would help to explain why NRK Super has expanded interactive content for the 

older sections of its target audiences but not the youngest.  With both of these two 

expectations, I had assumed that the combined result would be an issue of limited resources 

for interactive digital content for young children.  

 

On the one hand, interviewees maintained that young children’s increasing digital 

consumption and falling linear TV viewing did factor into why the app came into being. On 

the other hand, this research suggests that the strongest motivation throughout the pre-, 

during-, and post-development phases of the app was to secure NRK’s viability in the 

framework of children as future license-payers and parents as current license-payers. This is 

not to imply that children’s benefit wasn’t a consideration or guide during these phases. 

However, this research’s findings suggest that the value that children as consumers, or 

parents by proxy, can provide to the security of NRK’s viability carries more weight than the 

value of NRK serving children just to benefit them as they are. 

 

While this study shows that resource allocation is a significant cause for the lack of 

interactive content for young children, it wasn’t anticipated that the underprioritisation of 

young children would be the foundational cause. As the findings combine to show, NRK’s 

institutional arrangements favour ideas that, if outside the box of linear TV or older children 

where digital content is concerned, carry a promise of wide use. From the security of NRK’s 

viability acting as the project’s North Star, to positioning the app as a tool for civic education 

(Choi, 2016; Livingstone, 2009, p.140; Third & Collin, 2016), to the missing children’s 

voices in the development process, to outsourcing a large degree of decisions around app 

design and user testing, to the lack of more interactive content: the prioritisation of young 

children ebbed and flowed between the economic and social value they were perceived to 

hold for NRK (Buckingham, 2011). This tension was exacerbated by the necessity of 

politically mobilising support for new ideas at NRK with narratives around wide use (Tang, 

2011). 

 

93 



This study suggests that the Fantorangen app serves as a means to an end in securing NRK’s 

future and present relevance, rather than an end in itself to offer something of benefit to 

young children just as they are. While some of the findings from this study could be 

interpreted in several ways, some of which support the app and its development as orientated 

around NRK’s duty to children, it is difficult to defend the stark absence of children’s 

involvement. It is NRK’s duty to provide quality, developmental and representative content. 

Without involving the audiences its mandated to represent in the shaping of its content, 

individuals at NRK risk making decisions based on their personal motivations, values and 

beliefs. In other words, they risk NRK taking it upon itself to define what children need and 

want; as seems to have been the case with the Fantorangen app. 

 

While the particular findings are specific to the Fantorangen case, this study contradicts the 

scholarly framing of polarised narratives on children as citizens or consumers (Buckingham, 

2011). In the context of NRK’s practical everyday, these narratives are tangled in the web of 

professional discourse, practices and arrangements. Ideologies on young children, digital 

media and NRK’s role aren’t binary and are subject to change. The way in which these 

narratives become institutionalised and implemented into a product depend on the internal 

culture of idea generation and adoption. In NRK’s case, its TV-orientated infrastructure 

necessitates political mobilisation for ideas using a narrative of consumer value, which in turn 

generates an underprioritisation of young children in its digital media. In this way, NRK as a 

PSB/PSM does not inherently reflect the values and perspectives of Norwegian citizens. 

Rather, it reflects those of a handful of citizens and how they interpret and design their 

contribution to the field of digital media for children. In a similar vein to parental 

expectations and concerns of digital media influencing the access and relationship children 

have with it, particularly the young (Brito, Dias & Oliveira, 2018; Livingstone, Mascheroni, 

Dreier, Chaudron & Lagae, 2015), there appears to be a relationship between individual 

perspectives at NRK and the digital media ecology available to young Norwegian children. 

 

Young children have long been marginalised as a vulnerable audience of media in need of 

protection. Today, marginalisation can be seen in digital media such as the saturation of 

educational apps for preschoolers (Callaghan & Reich, 2018) to increased European age 

restriction to use social media (General Data Protection Regulation, 2018). This 
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marginalisation extends to NRK. Considering NRK’s role as a public service one might 

expect this to take the form of overemphasis on education and, while there were elements of 

this in the app, it wasn’t the lead feature. On the contrary, marginalisation at NRK manifests 

in the value, or lack of, young children are perceived to have in the digital realm in 

connection to return on investment.  

 

While not necessarily an entirely conscious course of action,  this marginalisation has been 

ensured by the lack of children’s voices. By excluding children’s ideas and feedback, the app 

development process has resulted in conflicting narratives around the maintenance of NRK’s 

relevance to a silent audience. Where children’s perspectives could have been of value, the 

value of idealised childhoods and a vision of NRK’s future viability took their place. It seems 

that throughout this process, NRK has been looking more inwards than outwards and have to 

a large extent defined themselves what young children do and should want from digital media 

and NRK. The end result is institutionalised tension between approaching young children as 

digital citizens and digital consumers. 
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Appendix 

Appendix A 

NRK Super & Agens interview guide 

 

 

Introduction 

 

I am researching how NRK Super approaches the young children as users of digital 

technology through the Fantorangen app, and how NRK Super could further develop its 

digital content designed for the specific abilities of young children. The purpose of this 

interview is to further understand the origins of the Fantorangen app concept, how research 

was carried out for it and what the app’s objective is. In addition, I would like to talk about 

your personal involvement with the app creation and your personal view on young children 

using digital technology. 

 

Background information - 5 minutes 

 

Invite interviewee to briefly tell me about themselves: their name, their position, their relation 

to the Fantorangen app. 

 

If they miss out above information, or it is not clear, ask a clarifying question. 

 

Topic 1: Overview of creation of the Fantorangen app - 15 minutes 

 

Lead question 1: How and when did the idea for the app first come about? 

Prompt/clarifying questions: Whose idea was it? Why did they think it was a good idea?  

 

Lead question 2: Could you please briefly describe the process of the concept being born 

through to the app being published. 

105 



Prompt/clarifying questions: Tell me more about X (where the following were not elaborated 

on: the organisational chain of concept to publication, how the research was designed, what 

the key objectives in research were and why, what key findings came up in their research, 

why Agnes was chosen, how data collection for the use of the app is approached, the 

organisational structure between Agnes’ and NRK Super’s involvement in the process) 

 

 

Topic 2: Purpose of the Fantorangen app - 15 minutes 

 

Lead question 1: In the context of childrens’ use of the app, what purpose does the app serve, 

in your view? 

 

Lead question 2: How is it designed with three-year-olds in mind?  

 

Lead question 3: What skills does a three-year-old need to be able to use it? 

 

Topic 3: Room for more content - 15 minutes 

 

Lead question: To my knowledge, Fantorangen NRK Super’s only interactive digital content 

for children under the age of 6. Could you perhaps discuss why that is?  

Note: The aim here is to understand why there is both not more interactive digital content in 

general for this age group in addition to why specific audiences aren’t being targeted, such as 

those with learning disabilities or younger than three years. Prompt questions will depend on 

what the interviewee says. This section should help me identify if the answer is related to 

organisational, practical or ideological reasons. 

 

Topic 4: Approach to young children as digital citizens - 20 minutes 

 

Lead question 3: At what age do you think it is ok for children to use digital technology? 

Prompt question: What sort of content? Where should they have access to this (eg. home, 

school)? 
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Lead question 4: To what extent do you think access to digital technology has an impact on a 

young child’s social, home, school life, if at all? 

Prompt question: How so? In what ways? Can you elaborate? 

 

Lead question 5: To what extent do you think accessing digital technology at an early age has 

an impact on future digital competencies, if at all? 

Prompt question: How so? 

 

Lead question 6: (If interviewee has not brought up the term ‘digital citizenship’) In my 

research, I am focusing on the idea of young children as digital citizens. Have you heard of 

the term? 

Prompt: If yes: How would you define it? If no: In the context of my research, I am defining 

a digital citizen as someone who uses digital technology on a regular basis and in capable 

manner, within the scope of their cognitive and physiological abilities. 

 

Lead question (if not already covered): With this definition in mind, what ways, if any, is the 

concept of young children as digital citizens a consideration in NRK Super’s content 

creation? 

Prompt: And how does it relate to Fantorangen? 

 

 

Lead question 7: In your view, should, and if so, in what ways, NRK Super influence young 

children’s use of digital technology? 

Prompt: And in your view, what role, if any, should NRK Super have in shaping their digital 

technology use habits? 

 

Note regarding this whole topic: Prompt questions will depend on what the interviewee says. 

The aim here is to understand a) what their professional opinion is on young children using 

digital technology (positive/negative, risks/opportunities, content/mediation), b) how they 

incorporated that view into their involvement with the creation of the app and c) How THEY 

view NRK Super’s role in young children using digital technology.  

 

107 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Appendix B 
Codebook link 

 

https://docs.google.com/spreadsheets/d/1iV_818e0TiMaOPfSVy6cA27yyCGJqaS_VmfG47-

A9fY/edit?usp=sharing 
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Appendix C 
Coding process 

 

Treatment of Idea cycle codes  

 

The first treatment of the idea cycle codes was a categorising and re-categorising of the 

codes. The first categorisation was a process of going through the each code and assigning a 

category name in attempt to move the code from a description to a concept that could be 

further theorised. While not forcing each code into a category that had emerged from a 

previous code, I did check to see if an existing one was suitable and the end result was 51 

codes relabelled into 26 categories. The second categorisation was to group these 26 

subcategories into another layer, with the aim of conceptualising the themes further. After 

some time going back and forth between the new category names and characteristics, final 

decisions were based on the question “what is the shared sentiment when interviewees spoke 

about the original code?”. The end result was six categories (PSB status, audience in focus, 

personal - motivations & beliefs -, the future, political mobilisation and NRK’s limited 
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competence) with two subcategories repeating: PSB viability in both PSB status and The 

future, and Conflicting ideas with colleagues in both Personal values and Political 

mobilisation. Both these repetitions were due to the context of where they originally emerged 

from in the transcript.  

 

 

PSB status 

PSB responsibility 

PSB viability 

PSB mandate 

External competition 

influential 

Audience in focus 

Educate children 

Fun as compass 

Navigating parents 

Community-building 

Personal 

Motivated by beliefs 

Current institutional 

arrangements restrictive 

Conflicting ideas with 

colleagues 

Motivated by ownership 

The future 

PSB viability 

Diversify for the future 

Strengthen for future 

NRK needs to control 

content 

Risk-taking 

Linear TV is priority 

Video is priority 

Political mobilisation 

Mobilised resources 

Changing institutional 

arrangements 

Political mobilisation 

necessary 

Political collaboration 

Conflicting ideas with 

colleagues 

Negotiating with Agens 

NRK limited competence 

Trust in Agens 

That’s not my area 

Lacking resources 

 

 

During this process, I chose to note the frequency of when an NRK or Agens interviewee’s 

code appeared in connection to the phases of the idea cycle. While frequency itself doesn’t 

necessarily indicate significance, noting it would provide information to make the graphic 

below, which in turn would accommodate for a more accessible overview of what was going 

on. 
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Frequency bought up by interviewee: 

 

 

Frequency brought up in connection to the 

phases of the idea cycle: 
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From the overview that this graphic provides, it seems that PSB status and The future are 

connected heavily to the idea generation phase. This could suggest that individuals either 

often think about how to secure PSB status in the future, or that they see that securing PSB 

status tends to be a reasoning that often wins resources during the next phase. Personal 

motivation and Political mobilisation themes both appeared frequently in the struggle for 

power and political mobilisation phases. This may support the theory that individuals put 

forward ideas that they feel will benefit their own welfare. At the legitimising phase, The 

audience is referenced significantly more than at other times, and The future again cropped 

up frequently during this phase. This may be because that is the end goal of a PSB - to serve a 

wide audience - so then it would make sense that this is how success is measured. The setting 

the rules phase is mostly tied to NRK’s limited competencies, suggesting that ability to set 

rules is connected to extent of capabilities. 

 

Treatment of Value codes 
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I went through the codes in the same process as with the first and second categorisation 

process of the idea cycle coding, again to move the codes from a description to a concept that 

could be further theorised, but started afresh with coming up with categories. This resulted in 

56 codes categorised into 13 subcategories, in turn categorised into 3 main categories: Digital 

society, Viability as a PSB and Child-centered. I created an example categorisation table, to 

find my bearings. 

 

 

Digital society 

 

Digital risks 

 

Anti-rules 

 

Internal collaboration 

 

Digital part of children’s 

lives 

 

Children’s self-esteem 

 

Children overlooked 

 

Children’s society 

 

Industry becoming more 

digital 

Viability as a PSB: 

 

Duty as a PSB 

 

NRK has internal limitations 

 

Traditional portfolio 

 

External competition 

 

NRK has external 

limitations 

 

Quality over quantity 

 

Future viability 

 

Internal collaboration 

 

Industry becoming more 

digital 

Child-centered: 

 

Anti-rules 

 

Internal collaboration 

 

Children’s society 

 

Children’s perspective 

 

Children’s self-esteem 

 

Children overlooked 

 

Digital part of children’s 

lives 
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I then went through the process for each interviewee since the purpose of the values coding in 

the first place was to identify personal values and the way they came into play in the app 

development process. For each individual interviewee, I then configured a venn diagram of 

the three categories and, guided by the subcategory codes that appeared for that particular 

interviewee underneath them, and referring back to the context in which they originally 

appeared, I labelled the characteristics where the three main categories overlapped. This 

resulted in a statement for each individual representing the overlap of the three. Below is an 

example of this process for an individual interviewee. 

 

NRK3. 

Digital society: 

 

Digital part of children’s 

lives 

 

Digital risks 

 

NRK has internal limitations 

 

Traditional portfolio 

 

PSB duty 

 

Viability as a PSB: 

 

Duty as a PSB 

 

Digital risks 

 

Quality over quantity 

 

NRK has internal limitations 

 

Traditional portfolio 

Child-centered: 

 

Children’s society 

 

Children’s perspective 

 

Children’s self-esteem 

 

Digital part of children’s 

lives 
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Finally, I configured a venn diagram representing the shared characteristics at each overlap 

across all the individual venn diagrams. 

 

 

 

 

 

 

 

 

 

 

115 



 

 

 

 

 

 

Treatment of Versus codes 

 

The versus codes were approached in a similar way as with the previous two cycles, in terms 

of sub and main categorisation, but in a slightly different manner. I wanted to maintain the 

dichotomous terms and, as such, did not want to dilute the terms into more abstract concepts 

as with the previous cycles. I first grouped the existing versus codes into 8 subcategories 

which in turn were grouped into three main categories. 

 

 

 

 

Intra/interpersonal 

conflicts 

 

My way vs. their way 

 

Our way (NRK/Norway) vs. 

their way (Agens/rest of the 

world) 

 

Me vs. me 

Condition conflict 

 

 

Idealism vs. reality 

 

Past vs. present 

 

Present vs. future 

Ideal child conflict 

 

 

Child vs. adult 

 

Educated child vs. 

uneducated child 
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I next explored how the main categories fitted into major moieties that represent the primary 

stakeholders, perceptions and behaviour towards the conflict in hand, and the issue at stake 

(Saldaña, 2013, p.117). This resulted in:  

 

● My priorities vs. their priorities (interviewees’ priorities versus their colleagues’ and 

managers’) 

 

● Ideal vs. reality (The content NRK should be making versus what it is making) 

 

● Child as is vs. child as should be (approaching child as a being versus what adults 

want them to be) 

 

I perceived these moieties to be concrete enough not to employ a venn diagram to theorise it 

further and instead developed a final statement: Interviewees perceive there is a gap between 

NRK creating content for young children that represents who they are in today’s digital 

culture, and what parents and managers expect them to be. Interviewees position the tension 

between what they personally prioritise (innovation, interactive digital content for young 

children) and what the ‘rest’ of NRK prioritise (TV & video content, interactive digital 

content for older children) as the lead cause of this gap. 
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