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Abstract 

 
                         Technology needs to be designed considering various usage contexts. Today 

many parents use social media. Children are allowed to have a social media account by some 

social media websites if they are above a certain age. Social media is diverse in content that it 

is sometimes suitable for viewing by children and sometimes not. Parents sometimes wish to 

show some specific content from their social media page to their children. The page that they 

wish to show could have a content that is not suitable for viewing by children. This presents a 

problem to both the parent and child as users who sit together to view the intended content. 

This thesis intends to study on the different use contexts when the parent and child would 

want to sit together viewing a social media page sharing the same device. The study would 

also try to understand how the parent would envision to have the social media user interface 

during such usage contexts. This study also aims to trigger further research on the problems 

related to computer mediated interaction of people and children using the virtual sphere 

especially in social media encompassing the data analytics that would be needed in the 

background to ease such a communication. 
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1.Introduction 

  

                                    Technology needs to be designed and developed focusing on humans 

and the context that it is going to be put in use by their users. Products and services that appeals 

to human tastes in various usage contexts gets to be successful. “Well designed products 

effortlessly add value, easily fit into people’s lives, and bring a sparkle of joy” (Sambasivan, 

et al., 2017). Parents sometimes want to use a social media site such as ‘Facebook’ on a device 

sitting together with their children. In this usage setting the current user interface of ‘Facebook’ 

might not be the best since some content on the page could be inappropriate to be viewed by 

children. The user experience in this usage context could be minimal for the parent and child. 

HCI is a research area in informatics that studies this user experience. Hewett, et al., (1992, 

p.5) define HCI as “Human-computer interaction is a discipline concerned with the design, 

evaluation and implementation of interactive computing systems for human use and with the 

study of major phenomena surrounding them.” 

 

Social media and internet is ubiquitous in the lives of most people of the current era.  Social 

media has not embraced HCI practices completely according to some of McCarthy’s friends 

involved in HCI research (McCarthy, 2011). This is because McCarthy’s friends in social 

media startups believe that HCI does not fit into the scale and pace of evolution of their systems. 

McCarthy (2011) stresses the need to bridge the gap between social media design and HCI. 

Considering this fact, the research that we are going to do about ‘designing technology for a 

child and parent combined usage environment’ in the context of a social media application like 

Facebook would go a long way in helping the HCI community. 

 

We are going to use the word ‘social media’ a lot throughout this research work. The reason 

being that our research work is going to explore if there could be any private shared space in 

the network of publics when parents and children sit together handling the same device using 

social media. Social media is described by Boyd (2007) as, “Social network sites are based 

around profiles, a form of individual (or, less frequently, group) home page, which offers a 

description of each member. In addition to text, images, and video created by the member, the 

social network site profile also contains comments from other members and a public list of the 

people that one identifies as Friends within the network. Because the popularized style of these 

sites emerged out of dating services, the profile often contains material typical of those sites: 

demographic details (age, sex, location, etc.), tastes (interests, favorite bands, etc.), a 

photograph, and an open-ended description of who the person would like to meet.”  

 

Children as young as 11 years have started to use social media. Stasova and Khynova (2012) 

made a survey among czech children in the age group of 11-19 about their usage of social 

media. Stasova and Khynova (2012,p.1) mention that “Direct social communication is often 

substituted by communication through the modern media, which takes places in the cyber space 

and has a great importance for experience and socialization of current generations” 

 

Even though there are restrictions in age to have a social media account, there are cases of 

under aged children having a social media account. Children in the middle school (age above 

11) use social media to interact with other students to do their homework. “For example, 

Facebook and similar social media programs allow students to gather outside of class to 
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collaborate and exchange ideas about assignments” (Schurgin O’Keeffe and Clarke-Pearson, 

2011,p.2) 

 

Accepting the ubiquitous presence of social media surrounding the lives of our children, it is 

important to design these applications in a way that is suitable for use when the parent and 

child would sit together viewing social media feeds sharing a device just as they were sitting 

in the living room watching television. Yardi and Bruckman (2011,p.2238) point out that, 

“there has been little research examining parenting with respect to children’s technology use 

in HCI, and in particular, little focus on parent-teen relationships around technology use”. We 

also agree with this view of Yardi and Bruckman and would like to take a slightly modified 

approach by studying parent-child shared screen usage of social media. 

 

Our study intends to explore what parents feel about sharing screen from their social media 

pages. This study question would apply to children in the age group of 3-17. The reason for 

choosing such a wide range of audience group is to get an inference on how the user interface 

can be designed. We would also try to understand the type of activities that parents, and their 

children engage with individually using their own devices or sitting together sharing the same 

device in social media. As we study the activity of parents in social media, we would want to 

study the contexts in which parents would want to share some social media content with their 

children. The current social media is meant for use by teen children and adults. Therefore, the 

content presented, and the user interface doesn’t cater for usage in a parent child (aged as young 

as 3) shared screen environment. To cater to this important need we want to study on how 

parents would want to share the content with their children while they sit together sharing the 

same device. 

 

Though our intended purpose of the study was between the age group 3-17, The reason for 

choosing such a wide range of age group is to have a variety of use-cases. The targeted sample 

set which we received for our research was from parents who had children around the age of 

5. The sharing the screen with social media seems to be more relevant and more engaging for 

the target group chosen for our study and it provided the basis for our Study. 

 

Children are exposed to content, people and situation which they are not emotionally prepared 

to handle (Kendrick, 2014). The content in social media is uncontrollably public that the 

content thrown by it is unfit for viewing by parents with their children. In this context this thesis 

will study how social media design can be made fit for viewing by parents together with their 

children sharing the same device in a living room environment. 

 

We narrowed our study to Facebook since it is more popular compared to other social media 

applications. The reason that we chose to focus on Facebook could be gauged from the report 

published by Statista (2018) on the popularity of social networks published April 2018. 

 

 

 

 

 

 

 

 



 

 

Designing technology for a parent-child shared environment                                                               Master Thesis 

9 

 The same has been illustrated in the Figure 1 below :  

 

 

 

 
                           

                   Figure 1 - Social networking site users numbers in millions (Statista, 2018) 

 

 

1.1 Problem Definition 

 

Many parents today spend time together with their children in the cyberspace. They perform 

different activities with their children during free time. As parents spend time in social media 

they wish to share things they see with their children.  Livingstone et al (2011) did a study 

about risks and safety on the internet from the perspective of European children from a survey 

of 9-16 years children and their parents. In their work Livingstone et al (2011, p.103) point to 

the fact that there have been many research done about parent’s role in relation to their child’s 

internet use. In this context research works have studied, co-use –Where parent and child are 

involved in a sharing activity, active mediation – parents interactively guide through an online 

activity by interpreting and critiquing, restrictive mediation – when parents set rules to restrict 

their child's’ online activity, monitoring – parent checks the usage history after their child has 

used the internet and finally technical restrictions – where some kind of configuration filter 

settings are used to restrict and monitor the child’s internet usage. 

 

 Livingstone and Helsper (2008, p.583) elaborate the term co-use as “Co-using signifies that 

the parent remains present while the child is engaged with the medium (as for co-viewing), 

thus sharing in the experience but without commenting on the content or its effects” . This 

means that parents and children have been known to share screen space. The reason that 
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Livingstone et al (2011) attribute for parents to co-use or to involve in active mediation is to 

reduce the risk for children while they are online. This points to the fact that the content online  

and in social media needs to have content that is fit for viewing by the child and parent while 

sharing the same screen.  

 

We do not know the means parents envision to share things with their children in social media. 

We would like to know the kind of user interface that parents would want to have while they 

share the social media content with their children by showing the device that they were using 

to access social media. 

 

Some of the cases where we see that a child friendly user interface would be helpful are 

illustrated in the Figure 2 and Figure 3 below. 

 

 

Case 1 – Parent intending to show child-friendly content through his desktop : 

 

A parent wants to show child-friendly content from his desktop to his child. Main screen 

contains the child-friendly content and the side screen shows obscene contents which are 

irrelevant to the child. 

 

 

 

 
                                             

              Figure 2 – Wireframe depiction of Parent showing video to his child 
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Case 2- A Parent intending to show a child-friendly content from his mobile : 

 

 

 A parent wants to show a child-friendly content from his mobile. The video on the top shows 

the child-friendly content and the video below shows unrelated obscene content not suitable 

for viewing by the child. 

 

 

                   Figure 3 – Wireframe depictions of Parent showing his mobile to his child  

 

1.2 Research Questions 

 

The discussion above leads us to the below research questions. 

 

RQ 1. Are current social media child friendly from parent-child shared screen perspective.? 

RQ 2. What kind of common activities do parents do with their children in the virtual sphere?  

RQ 3. Is there a context when parents would like to share social media content with their 

children? 

RQ 4. How and what do parents envision to share in social media with their children? 
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These research questions need to be studied with parents having kids in the age group of 3-17. 

These research questions would help to understand the shared screen perspective of social 

media better and get more insight to social media and children. 
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2. Literature review 
 

We go into some background about how HCI research should be approached. Studying the HCI 

research approach helped us to carry out our research as HCI designers. We as HCI designers 

intend to throw light on the parent-child shared screen usage of social media by producing new 

knowledge. According to Zimmerman, Forlizzi and Evenson (2007, p.494) “in the design 

research community, including institutions such as the Design Research Society, the term 

design research implies an inquiry focused on producing a contribution of knowledge “. 

 

Epistemology is a study about how we know of what we know today is true and constitutes as 

knowledge. Talking about the different forms of knowledge, Johanneson and Perjons (2014) 

categorize knowledge into some main categories such as definitional knowledge, descriptive 

knowledge, explanatory knowledge, predictive knowledge and prescriptive knowledge. Our 

HCI research would fall in this definitional knowledge category. Johanneson and Perjons 

(2014) explain definitional knowledge as to be consisting of concepts, constructs, 

terminologies, definitions, vocabularies, classifications, taxonomies and other kind of 

conceptual knowledge. This definitional knowledge may be formal and precise as the definition 

of a right-angled triangle in mathematics. Johanneson and Perjons (2014, p.22) also include 

HCI into definitional knowledge as, “Definitional knowledge may also include vague and 

informal concepts such as the Human Computer Interaction (HCI) notions of usability,  

affordance, and situatedness”. Definitional knowledge does not include statements about 

reality that are claimed to be true (Johanneson and Perjons, 2014). Lee (2004, p.6) defines 

epistemology as “a broad and high-level outline of the reasoning process by which a school of 

thought performs its empirical and logical work”.To do this empirical and logical work we 

chose the participative design method. “Participatory Design is about engaging users in the 

design of new information technology (Bratteteig et al.,2012,p.118)”. Information technology 

products are complex and their functionality depends on a program. Bratteteig et al., (2012, 

p.118) mention that “The program does not resemble the final product that the user will 

experience. The program has to be executed for the user to experience its interaction and its 

behaviour“. Hence the challenge for the design process in participatory design is to develop a 

complex piece of technology and still be flexible in the learning process resulting in changes 

to the user interface and the functionality of technology(Bratteteig et al.,2004).Here in our 

thesis we are studying about an artifact (Facebook) that is already put to use and we are in the 

middle of a design process verifying our research questions about the artifact which could lead 

us to a better idea about how the current artifact could be evolved to. 

 

One of the core activities of HCI research is to design prototypes that would act as a vehicle 

for the researchers’ ideas to take concrete shape. (Fallman, 2007). Many fields like computer 

science and computer graphics contributed to HCI research in the form of application design 

and engineering tradition (Fallman, 2007). Fallman (2007) argue that the scope of 

contemporary HCI has widened. Cognitive science brought in a science attitude and 



 

 

Designing technology for a parent-child shared environment                                                               Master Thesis 

14 

empirically studying human behavior towards HCI, Sociology and anthropology after gaining 

methodological ground in HCI extended the human computer interaction to study the larger 

interactions that happen between technology, work, group and organizations. Industrial design 

extended HCI’s focus to user experience in the virtual and physical form and in the design 

methodology (Fallman, 2007). It is this design methodology that is a key element of HCI 

research. Fallman (2007) points out to two different research traditions within HCI namely 

design-oriented research and research-oriented design. We would like to point out how our 

thesis is a design-oriented research supported by participative design methodology. 

 

2.1 Design and Research 

 

                       Design is a term that is difficult to define, it could mean a profession, an activity, 

design process or in noun form the artifact itself (Fallman, 2007). Fallman (2007) doesn’t want 

to exclude anything from the definition of design but would be inclusive and he uses it in the 

meaning that it is a process in which something new is created. The process that gives form to 

something needs commitment and involvement from the people that are involved in the design 

process. Irrespective of the different methodologies used in different disciplines to carry out 

research, research according to Fallman (2007) in its basic form is something that tries to 

produce knowledge and seek the truth. 

 

2.2 Design-oriented Research and Research-oriented Design 

 

It is important to understand the difference between design-oriented research and research-

oriented design the two elements of HCI. According to Fallman (2007) research is the area and 

design is the means to produce new knowledge. Design is the activity that we do to produce 

new knowledge. In research-oriented design, design is the area and research is the driver that 

propels the making of new products as an answer to the problem being faced (Fallman, 2007).  

 

Design oriented research and Research oriented design process is show in the Figure 4 and 

figure 5 below. 
 

 
 

                        Figure 4 - Design oriented research Fallman (2007) 
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                      Figure 5 - Research oriented design Fallman (2007) 
 

One need to understand here that the design of a new product fuels research based on the new 

product triggering a new set of research activities. Fallman (2007) points out to the fact that 

activities of designers and researchers are intertwined in the sense that they both are involved 

in activities that produce new knowledge. Design oriented research aims at bringing new 

knowledge by bringing forth an artefact as the outcome of the research process. This new 

artefact is put into use in real-world situations and is used in contexts not thought of by the 

designer. The designers of Facebook would not have thought about Facebook being used by 

parents and their children sharing the same screen. In this context, Fallman (2007, p.3) points 

out that design-oriented research is as much about involving people as, “Studying an artifact to 

gain some new knowledge is hence as much a question of understanding people, context, and 

‘now’—i.e.looking into and trying to grasp the complex interplay between people, 

technologies, and society and how this ‘now’ changes when a new artifact is introduced—as it 

is to develop and study technology.” 

 

Fallman (2007) emphasizes the fact in design-oriented research, knowledge comes by studying 

the artefact that is put to use. Through this Fallman (2007) implies that the artefact that design-

oriented research produces does not need to encompass all functions of a final product. Design-

oriented researchers mainly work with sketches, prototypes depending on what is being 

investigated (Fallman, 2007).  This implies that this prototype is a middle ground between a 

thought and a real being (Fallman, 2007). It is the knowledge that comes from studying the 

user experience using prototypes that is important in design-research.  

 

In research-oriented design, the knowledge from design-oriented research is brought into real 

world existence constrained by commercial aspects, cost and time (Fallman, 2007). Design 

oriented research seeks to explain what is true and this need not be brought into true existence 

(Fallman, 2007). This is again because bringing something into real existence is constrained 

by factors like, commercial, political, market and time constraints.  
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The same are illustrated in the Figure 6 below :  

 

 

o  
 

      Figure 6 - Research-oriented design and Design-oriented Research (Fallman, 2007)  
 

Cooper et al.,(2014) propose a process to bridge the gap between design and research. The 

process in the Figure 7 below. 

 

 

   Figure 7 -  Design process (Cooper et al., 2014) 

 

Our thesis work aims to follow this process skipping the Refinement and Support part since we 

are not doing any real prototype in the labs. 

 

In the research phase potential users and their needs are identified. In the modelling phase the 

target user group and situation of use is identified. In the requirement phase, requirement as 

thought in the user mental model is identified. In the framework phase we make conceptual 

grouping of the requirement and present a design vision (Cooper et al.,2014) 

 

After having focused on knowledge as an outcome of design research and participative design 

that is used as a methodology to reveal the knowledge from the problem situation, we reviewed 

articles based on the below search keywords in google scholar.  

 

Facebook +hci+research 

participative+design+social media 

design+research+social+media 
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hci+design 

Facebook+design+research 

participative+design+hci 

participatory+design+in+web2.0+applications 

 

Strömberg, Pirtillä and Ikonen (2004) studied about improved method for participatory design 

in future concept design. Information technology is surrounding our lives in all forms. We rely 

on our smart phone these days for fulfilling any basic needs. This newly evolved information 

technology has moved from the desktop into the hands of people. This evolved technology will 

be used by users who are intuitive, interactive, intelligent and adaptive (Strömberg, Pirtillä and 

Ikonen, 2004). The technology that will be surrounding us will be ubiquitous and we wouldn’t 

even feel that it exists and this is termed as calm technology (Weiser, 1996 cited in Strömberg, 

Pirtillä and Ikonen 2004, p.200). 

 

Not all applications that we use are going to be calm technology (Weiser & Brown, 1996 cited 

in Strömberg, Pirtillä and Ikonen 2004). Calm technology in the words of Weiser and Brown 

(1996 citd in Strömberg, Pirtillä and Ikonen 2004, p.200) is “calm technology engages both the 

center and the periphery of our attention, and in fact moves back and forth between the two... 

As we learn to design calm technology, we will enrich not only our space of artifacts, but also 

our opportunities for being with other people. When our world is filled with interconnected, 

embedded computers, calm technology will play a central role in a more humanly empowered 

twenty-first century’’. The technology that we are talking about in this thesis are applications 

that attracts users’ attention as they seek to interact with the application. While talking about 

application that needs attention and interaction Strömberg, Pirtillä and Ikonen (2004, p.200) 

mention that,“Naturally, not all computing applications can, and will, be calm. Some 

applications are designed to attract the user’s attention (e.g. games in virtual reality) and others 

might be adjusted to comfort the human need to be able to control the computerized 

environments in a more conventional way when preferred. 

 

Participative design has been widely used in HCI although the methods used in different 

projects might vary. Product development engage potential users early in their design. Even 

though that it is standard to involve potential users early in the design, product development 

teams might not involve potential users early in design because of increasing cost of early 

product development phase and lack of understanding of the available methods. Conventional 

methods are interviews and focus groups (Strömberg, Pirtillä and Ikonen 2004, p.202). 

Strömberg, Pirtillä and Ikonen (2004, p.202) also point out that new methodologies like 

ethnography, applied anthropology and participative design have also been applied to study the 

usage situation with potential users. 

 

Strömberg, Pirtillä and Ikonen (2004, p.202) point out that HCI related participative design has 

its roots in scandinavia that spread to other parts of the western world. Strömberg, Pirtillä and 

Ikonen (2004, p.200) also point out that participative design gives a more holistic view to 

system development compared to user-centered design which has moved to focus more on 

laboratory related testing and finding interface-related problems. 
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Web2.0(Facebook, Twitter etc) applications have become very popular and have drawn a lot 

of users to it. It is highly impossible for designers of these applications to get contact with these 

users and hear their voice using participatory design methods and reveal knowledge.  Clement 

et al, (2008, p.1) explain this problem as “A central premise of PD is that active involvement 

of (prospective) users in the process of design helps ensure that the resulting information 

systems better suit their particular needs and interests. However, the modes of participation and 

expressions of 'voice' can vary enormously across settings and application domains. The rapid 

development of web-based services poses a challenge for this approach because of the wide 

dispersal and lack of direct contact among users and with designers”. 

 

Participative design experiment setting is basically at the workplace involving workers, their 

managers, system designers and the computing systems that they would work with once 

installed. Clement et al, (2008, p.1) argue that not all users would want to participate in the 

development of new systems and there are structural incentives for participation. The 

techniques like stakeholder identification, workplace ethnographies, future workshops, user 

participation in design teams, physical mock-ups and prototypes that characterize participatory 

design rely on face-to face interactions. 

 

Trying to address the problem of involving participants in the design of web2.0 applications 

Clement et al, (2008) try to draw a parallel with the active contributors to web2.0 applications 

like Slashdot, Wikipedia where they contribute spending their time without any reward. 

Clement et al, (2008) proposed an online tool called PIPWatch that would help people about 

privacy issues in the websites that they visit. For PIPWatch to be successful it needs to have 

active users contributing information. The active users that they mean here are the participants 

as in a participatory design project. 

 

The use context of HCI has changed from our workplace to our homes and to the individuals. 

Bødker(2006) refers to the HCI at workplace as second wave HCI and the usage by individuals 

at home and other places as third wave HCI. Bødker(2006) in her article studies how second 

wave HCI can be applied to third wave HCI including participation.  Bødker(2006) elaborates to say 

that computers were previously used only at workplace but now are being used in all public 

and private spheres. New elements of human-life are included in HCI as culture,emotion and 

experience. Unlike the second wave HCI, third wave HCI is non-work, non-purposeful and 

non-rational(Bødker, 2006). The third wave HCI according to Bødker(2006) focusses on 

cultural, aesthetics, cognitive approach moving away from the commitment to work towards a 

take-it-or-leave-it approach where designers seek inspiration from use. Bødker(2006) proposes 

to use the tools and techniques of second wave HCI in third wave HCI. 

 

Bødker(2006) is of the opinion that context is a most important thing that was failed to be 

addressed in HCI. The Scandinavian method of participatory design deals with workers in a 

factory setting and this has been taken for granted in many design settings (Bødker, 2006). For 

this reason Bødker(2006) proposes participatory design to take on new methodological 
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challenges. Bødker(2006) thinks that the designers lack a serious commitment to users in third 

wave projects. She also cautions about the keep it simple and stupid attitude of designers. To 

put it in her exact words, “To some extent, this is tied to the artistic, cultural focus of many of 

the specific projects of the third wave. As I have pointed out, this leads to a situation where 

mediators either make us break down or act transparently, but where our ability as human 

beings to learn and cooperate in communities of practice is largely ignored. A reverse “keep it 

simple stupid”, that may essentially prevent third wave technologies from becoming true parts 

of everyday life.” (Bødker, 2006, p.6). Bødker(2006) proposes reconfigurable design prototype 

that could transcend this barrier between third wave HCI designers and its users. 

 

There were very few articles available for review on the design of social media for different 

contexts. This is understandable because that web2.0 applications are evolving, and different 

use contexts and their related problem situations have not been taken up for study yet. More 

over social media designers think that their systems are irrelevant for HCI (McCarthy, 2011). 

 

Parents and children sometimes live in separation forced by work related compulsions. Such 

work separated families rely heavily on communication technology to contact each other 

during separation and there is heavy interest shown by the HCI community to design for family 

communication (Yarosh & Abowd, 2011). This study by Yarosh and Abowd (2011) studied on 

what strategies families that live separated because of work related reasons have developed 

around communication technologies. They also point to the limitation of these strategies 

allowing opportunities for new design. Yarosh and Abowd (2011) conducted semi-structured 

interviews with 14 families, each interview lasting about an hour. The questions were mostly 

related to general experiences with separation, means they use to manage contact during 

separation, how they used technology to stay in touch and about their experience with two of 

the common technologies they used for communication. In their study Yarosh & Abowd (2014, 

p.1192) found that “There are three clear opportunities in designing for work separated families 

that emerged from our interviews: designing for synchronous communication with multiple 

children, designing for direct asynchronous communication between the parent and child, and 

designing for infrastructure-poor environments”. 

 

Brereton et al,(2009) have done a study about designing mobile social software for ridesharing 

that would contribute to sustainable growth for the local community. A ridesharing application 

to be successful would need active participation. Brereton et al,(2009) have taken a HCI 

approach to social software design. They talk about a persuasive aspect of HCI in which 

technology would be designed in a way that it changes people’s attitude in using technology.  

 

Parents of children with special needs have turned up to use social media groups to connect 

with other parents to get information to fulfill education and healthcare services of their 

children with special needs. Ammari and Schoenebeck (2015) study leads to new insights into 

the networked properties of social media empowering parents of children with special needs. 

HCI researchers can leverage this information to design more supportive platform for families 

with special needs (Ammari & Schoenebeck, 2015). They conducted 43 interviews with 

parents including fathers and mother either in-person or over skype.  
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The interviews were semi-structured and the questions focused on the child special needs and 

how parents used social media to take care of their child’s special needs. Ammari and 

Schoenebeck(2015, p.2812) found that “searching Facebook groups for a particular condition 

returns a list of groups that has little apparent structure or order. As a result, parents may join 

groups that are not the best fit for their needs,  and may miss groups that are relevant”. The 

design solution that Ammari and Schoenebeck (2015) suggest is for sites like Facebook to list 

searches indexed by diagnosis and region. They also suggest that “Integrating join dates, profile 

information, and content shared could provide a unique kind of profile that allows parents to 

find other parents in similar stages of a diagnosis. However, a challenge would be balancing 

privacy considerations for parents who may not want their families’ healthcare needs indexed 

online (though, it is worth noting that participation in any of these groups makes this 

information already stored in Facebook’s servers). In addition, parents may eagerly welcome 

new parents who fit the demographics of the group,  but may want the content (and perhaps 

even existence) of the group to remain private to everyone else, making findability of such 

groups for newly diagnosed parents an important challenge for social media designers”  

(Ammari and Schoecnebeck, 2015, p.2812).  

The future work for HCI researchers suggested by Ammari and Schoenebeck (2015) is to 

design and social media sites in a way that gives better support for parents and caregivers. 

 

Families are increasingly spending more time on Facebook. Burke, Adamic and Marciniak 

(2013) have studied how families interact in Facebook involving parents, grandparents and 

children of different age group. One of their research question is about how commonly do 

parents and children interact in Facebook and how does it vary with age. This quantitative study 

reveals that 37.1% of English speaking Facebook users have a parent or child relation in 

Facebook. The study concludes that studying these relationships in Facebook would help to 

prioritize news stories, suggest new relationships, automatically list privacy settings. It also 

says that the study would be useful for future studies on privacy, sharing and major life events.  

 

Ko et al., (2015) considered participative parental mediation of social media in which both 

parents and children participate in an activity in the virtual sphere. Towards this they developed 

FamiLync, a mobile service that aims at use-limiting as a family activity to promote social  

awareness and self-regulation. The study aimed at use-limiting children’s Smartphone usage 

by enabling parent child participation by using the computed-aided FamiLync application that 

shared the smartphone usage of family members. It was also able to show what use-limiting 

activity the family member did to avoid smartphone usage. 
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3. Methodology   

                     In this chapter, we will discuss the research methodology, methods for data 

collection and data analysis, the validity and reliability of the research will be presented. The 

chapter concludes with the overview of issues, such as, validity, reliability, and ethical 

considerations. 

 

3.1 Research Setting:  

 

                              The research setting involves conducting research about the activities 

parents and their children do in the usage of social media in a shared screen environment and 

the means and methods parents employ to share content from their social media with their 

children.  The survey was conducted with parents whose kids are of age above 3 and who also 

made use of extensive use of Facebook. 

 

3.2 Research Paradigm:  

                             

                             There are three main paradigms or underlying epistemologies in IS research; 

positivist, interpretive and critical (Myers, 1997; Myers, 2013). The research paradigm 

involved in our case will be interpretivism. 

 

3.2.1. Positivist  

 

                              Positivist theory combines the deductive knowledge with human 

observations. Positivist studies are premised on the existence of a priori fixed relationships 

within phenomena that are typically investigated with structured instrumentation. Such studies 

serve primarily to test theory, in an attempt to increase predictive understanding of 

phenomena(Myers,1997). 

 

3.2.2. Interpretive  

 

                             Interpretive theory goal is to understand the meaning behind the actions 

through consideration of the subject. Interpretive techniques will allow participants to draw 

meanings on their own experiences and describe those using their own words and images. The 

aim of interpretive research is to understand the phenomena through those meanings that 

participants assign to them argues, Orlikowski and Baroudi (1991). 

 

In our thesis we make use of Interpretive theory as it will allow audience to draw meanings 

from their own experience which in turn can provide value to this thesis. We make of 

Interpretivism as our research paradigm. The core idea of interpretivism is to work with these  
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subjective meanings already there in the social world; i.e. to acknowledge their existence, to 

reconstruct them, to understand them, to avoid distorting them, to use them as building blocks 

in theorizing (Goldkuhl, 2012). 

 

Interpretivism approach are usually qualitative, they are usually conducted by means of 

unstructured interview or by participatory observations. Interpretivism usually consist of 

research to gain empathetic insight of the minds of the audience. 

 

  

3.2.3. Critical  

 

Critical theory aim is to understand the social institutions by understanding the observable 

facts. Critical social theory was intended to be a radically different approach which would take  

into account the human construction of social forms of life and the possibility of their 

recreation(Myers,1997). 

 

 

3.3 Research Design:  

                  

                       A qualitative research approach will be employed here. Data collection and 

interpretation of the data will be the base of the research design. The semi-structured interviews 

will be the starting point of this process.  

 

Participatory Design (PD) is a design methodology in which the future users of a design 

participate as co-designers in the design process (van Der Velden, and Mörtberg, 2014).  The 

participatory techniques which will be used are card sorting, participatory prototypes and 

Future workshops. 

3.4 Research Methodology - Participatory design 

 

                                The research methodology involved here will be participatory design.  

PD’s methodology is based on the genuine decision-making power of the co-designers and the 

incorporation of their values in the design process and its outcome, which is often a high-

fidelity prototype for a product or service, or a new way to organize a work practice or to design 

a space (Van der Velden and Mörtberg, 2014). The methodology we have adapted for our case 

involves the participatory design. Since PD approach involves user participation with their 

involvement in understanding the problem definition and also evaluation of the proposed 

solutions. 

 

PD is an approach that is deeply rooted in the Swedish academic history. According to Bannon 

and Ehn (2012, p. 41) “It has to do with participation, with how stakeholders – especially users, 

developers and planners – cooperatively make or adjust systems, 6 (46) technologies and 

artefacts in ways which fit more appropriately to the needs of those who are going to use them.”. 

PD is different from other user-centered, contextual design. Participatory design involves the 

users as co-designers and listen to their voices. According to Kensing and Greenbaum (2012, 
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p. 27), “Participatory Design as an emancipatory approach has little regard for approaches that 

solely involve users as informants through interviews, focus groups or other one way 

techniques in a process otherwise controlled by information technology designers and their 

clients/managers”. 

 

Participatory Design is driven by social interactions as users and designers learn together to 

create, develop , express and evaluate their ideas and visions(Simonsen and Robertson, 2012). 

Such kind of participation can lead to a better design keeping the end-users in mind. 

Participants involved can give inputs to co-create which can indeed result in a better design. 

 

Participatory design according to Bannon & Ehn (2013, p.41), “has to do with participation,  

with how stakeholders – especially users, developers and planners – cooperatively make or 

adjust systems, technologies and artefacts in ways which fit more appropriately to the needs of 

those who are going to use them”. In this context to stress the importance of user participation 

we say that, web2.0 applications challenged the conventional media allowing participation of 

users to participate by spreading news and opinions. “Facebook and Twitter allow for new 

modes of expression, dissemination and comment. While we do not believe the overly naive 

arguments that these applications themselves have ‘caused’ revolutions, there is no doubt that 

they provide an opportunity for people to participate in emergent forums and spread news and 

opinions rapidly, and in viral-like ways, completely bypassing traditional media channels and 

thus allowing more open and immediate reporting, though at a cost of lack of editorial 

curatorship”(Bannon & Ehn 2013, p.52). We as participatory designers are looking for scope 

for involving the voice of the users, in our case parents to use social media in the way they 

want to use in a shared screen environment with their children. 

 

Participatory design is considered as a ‘value-centered approach. Participatory Design is a 

value-centred design approach because of its ethical motivation, which is built on values(Van 

der Velden and Mörtberg, 2014). Mockups, wireframes , prototypes are considered central to 

the participatory design ,the design process involves co-realization with a range of participants 

with different knowledge and experiences (Bratteteig et al., 2012).  

 

3.4.1 Participatory Design Method 

 

The research methodology that we are using is participative design and it involves using 

some tools and techniques. There are some general principles and guidelines to carry out the 

research. “The method concept in Participatory Design refers to a coherent set of organising 

principles and general guidelines for how to carry out a design process from start to finish – 

within a Participatory Design perspective” (Bratteteig et al, 2012, p.118) 

 

A participatory design method as defined by Andersson (1990 cited in Bratteteig et al, 2012, 

p.118) should include the following elements 

 

● Application area 
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● Perspective 

● Guidelines: 

○ Techniques 

○ Tools 

○ Principles for organization 

 

“Application area refers to what type of development activities the method is intended for, 

i.e.the scope of the method. The design of one type of system, e.g. a website, may require a 

different method than the design of a very different system” (Bratteteig et al,2012, p.119).  

 

The application area that we are designing for is HCI of social media applications and the 

perspective is that of parents while they are sharing their social media with their children on a 

shared screen. The tools and techniques that we used facilitated by participative design is 

discussed in section 3.5. 

 

Next comes the prototyping, Prototypes usually take a various forms when it comes to the 

design. They can range from simple prototypes called as the low-fidelity prototypes to high-

fidelity prototypes. 

 

Low-fidelity Prototypes, are quite simple sketches defining the characteristics of the target 

product. They are quite not complete, and they are usually used to test broad concepts. They 

are usually hand-drawn mockups. 

 

High-fidelity Prototypes on the other hand are usually interactive representation that usually 

provide close resemblance to the actual product.  

 

“Participatory prototyping using mock-ups and other low fidelity models is most often used in 

the early stages of the established design process. Making as prototyping presupposes that you 

have already identified the object of the design, e.g. you are designing a product or a device or 

an environment, etc. Thus, in the traditional design spaces, the focus has been on using 

prototypes to create representations of future objects to give shape to the future, i.e. to help us 

see what it could be.”(Brandt, Binder and Sanders, 2012, p.157). 

 

The main purpose of the PD is to involve the users to participate so that they are encouraged 

to make the design decisions. 

3.5 Data Collection - Qualitative methods 

3.5.1 Semi-structured interviews 

 

Interviews are usually grouped into three types :  

 

1) Structured interviews 

2) Unstructured interviews 
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3) Semi-structured interviews 

 

 

Structured interviews usually have pre-formulated questionnaire which the interviewer needs 

to adhere to. Semi-structured interviews on the other hand contains some predefined questions 

but it is not necessary that you need to stick to those questions and the interviews can be 

generalized over it. 

 

The role of interview is to listen, prompt, encourage and direct. The more comfortable the 

interviewees are the more they are prepared to open-up and talk(Myers,2013). 

 

Collecting the data from the semi-structured interviews will be the first step, followed by 

analyzing the data which we have collected. Semi-structured, in-depth interviews are utilized 

extensively as interviewing format possibly with an individual or sometimes even with a 

group(Corbin,2008). These types of interviews are conducted once only, with an individual or 

with a group and generally cover the duration of 30 min to more than an hour. 

 

3.5.2 Participative Prototypes 

 

A prototype can be build based on the data that is gathered. Prototypes are build using the tools 

like Adobe XD and wire frames. A prototype is developed and showed to the end users 

showcasing how the configuration is meant to be. Design prototypes provide this basis by 

bringing all the requisite knowledge appropriate to the design situation together in one schema 

(Gero ,1990). Prototypes are continuous process which are iteratively done so they are evolved 

from a low-fidelity prototypes to high-fidelity prototypes. 

 

Participatory prototyping is the process of generating, evaluating, and concretizing design ideas 

with active involvement of the future users (Lim, Stolterman andTenenberg, 2008) 

 

Prototyping can also provoke hindrances and new possibilities (Brodersen et al., 2008) or 

opportunities and dilemmas (Hillgren et al., 2011). 

 

Paper Prototyping is used to get basic idea for different types of interfaces. It can be used as 

tool for evaluating the ideas at an early stage. It is a very useful tool in the iterative design 

processes in order to make a rapid change with minimum technology and budget. It provides a 

greater insight to the user interface to provide content and task flows to improve the overall 

user experience. 

 

The sketches of the prototype bring more idea in the design process and they provide the 

possibility for more feedback at the initial stages of commencement of the idea. The paper 

prototypes are able to rapidly visualize more ideas that can be brought into more refined design 

at the later stages. 

 

Prototyping usually involves two ways of grouping the sessions: 
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Group Sessions : 

 

           Group sessions are conducted with 4-8 participants. They are usually conducted with 

people who has a medium or high-level expertise. However, the role of a researcher is mere 

observer who listens to various ideas and come up with the new information that can stimulate 

further design process 

 

Individual Sessions : 

 

         Individual sessions are conducted when the user has a more experience when it comes to 

the knowledge and has expertise in different areas. Here the moderator won’t act as a listener 

but involves himself in the discussion. 

 

Participants feel the need to sketch their own ideas, which can in turn lead to better design . 

Healthy discussions with the participants can provide more insight in solving the problem and 

can lead to a better design. 

 

 3.5.3 Card Methods 
 

Cards and card sorting methods were widely used in PD. Cards are used for different purposes 

such as idea generation, inspiration, engagement, empathy, and to overcome problems that 

appear in a design process (Wölfel and Merritt, 2013). 

 

Card sorting can establish effective communication and remove the barriers between the 

participants and the researcher. 

There are two card sorting methodologies :  

 

3.5.3.1 Open-card sort Methods :  

 

                                  This is the method were users will work with the cards and groups them 

according to the particular group of their choice. Then based on the groupings a decision is 

made and a priority is defined on which group to focus. 

 

3.5.3.2 Close-card sort Methods :  

 

                                This is another method of card sorting in which the researcher does the 

grouping before the actual process of card sorting and then the users are asked to group the 

cards based on the suggestion that were made previously. 

 

Card sorting technique is one of the widely used technique to make the process of designing 

visible so that the better communication can be established between the users and the 

researcher. 
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We go through the different ideas in the form of cards to seek inspiration with which different 

ideas are consolidated and grouped with the engagement from the end participants. 

 

Card sorting can be used as a way to prioritize the ideas. Card sorting can be considered as one 

of the widely used methodology for involving the co-designers to come up with new ideas and 

prioritize the ideas using card methods. 

 

Below Figure 8 illustrates the process in the Card Methods:  

 

 
 

            Figure 8 - Card Sorting – Design Process (Halskov, K. and Dalsgård, P., 2006) 

3.5.4 Future Workshops 

 

Future Workshop is a participatory design tool to envision the change that we want to have in 

the product. We take the paper prototype that we created with the inputs we got from the semi-

structured interviews as input to the Future Workshops. The method’s basic principle, to enable 

participants to have a say, made it also of interest to PD (Kensing and Madsen, 1991).  

 

The Prototype evolved as the result of the workshop were developed using the Balsamiq 

technique and the following are the prototypes derived after the discussion with the 

participants. 

 

The participants in our study are from a mixed cultural background. We chose two parents who 

have their child in a ice hockey club in Stockholm and another set of parents who are part of a 

cultural club in the Stockholm area. The participants were approached personally and asked 

time for interview. The semi-structured interviews were held between the second week of April 

2018 and concluded the early second week of May 2018. The Future workshop was held in 
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Stockholm second week of May 2018. The participants names have been changed since they 

requested to be anonymous. Table 1 below is a representation of the participants. 

 

 

                                                 Table 1 : List of Participants 

 

Name of the Participant Profession Participation 

Jingle Researcher Interview 

Jennie Analyst Interview, Future Workshop 

Jemy Software engineer Interview, Future Workshop 

Joe Designer Interview 

John Consultant Interview, Future Workshop 

Jacob Consultant Interview, Future Workshop 

 

                                                  

 

From the semi-structured interview that we conducted with Jingle and Joe we were able to 

make two inspirational cards as input to the Future Workshop. The participants to the future 

workshop were approached personally and coordinated to participate in the Future workshop 

at the researchers’ home in Stockholm. The other researcher joined the workshop session over 

a Facebook messenger video call. 

 

The session started with some refreshments on the table. The table was prepared with post-it 

notes pen and paper. The topic was opened by the designer living in Stockholm who also played 

the role of a moderator. The other designer took notes of the discussion and filled in with points 

that needed to be discussed further during the discussion. 

 

During the ‘critique’ phase the participants were very active and discussed with each other the 

problem they faced with the current Facebook user interface while they are sharing screen with 

their children. The discussion had to be moderated by us when it was slipping beyond shared 

screen usage to a general criticism of the Facebook user interface. 

 

During the ‘fantasy’ phase the participants actively created inspirational cards. We selected a 

few inspirational cards to be prototyped later on. 

 

Below pictures of the participants at work during the Future workshop. 
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First, the Interviews were conducted with one-one mode . opening up the discussion with semi-

structured interview discussing more on the social media privacy and posts. Next , the topic 

was formulated with the discussion focusing on the child and social media .  

It was a kind of an open-ended discussion discussing more on the social media and discussing 

social media’s influence on kids.  

 

We conducted Future workshops involving three families of a cultural association. 

3.6 Ethical considerations 

We had the informed consent form to be read and signed by the participants which essentially 

states that the participation is voluntary, and the participants can withdraw at any point of time 

if they are not willing to participate in it. The participants will also not be held responsible for 

any failures in the project. We ensure to the participants that we will protect their identity, 

privacy and be respective of their opinion throughout the project. We blurred the faces of the 

participants to protect their identity and ensured to them that the participation is beneficial for 

them, us and the research community as whole since it involves knowledge sharing either ways. 

 

Quality and successful outcome of an activity is not incidental. It is an outcome of involving 

the people who get an activity done the way it should be done. Robertson and Wagner (2012, 

p.65) express this in a perfect manner as “But this principle also expresses the ethical stance 

that respects people’s expertise and their rights to represent their own activities to others, rather 

than having others do this for or to them. The important point for our discussion here is that 

the ethical stance about the making of the technology is not incidental to the quality and value 

of the outcomes”.  

 

Success of a participatory design project depend on how well the voices of the participants 

have been heard and respected. We in our interviews and future workshop have encouraged 

participants to be active and come up with ideas and no idea has been put down. Robertson and 

Wagner (2012, p.65) express this as “more robust communication among those involved in the 

design, which leads, in turn, to outcomes that are more likely to be successful.” 

 

Robertson and Wagner (2012, p.71) bring forth four points to be considered when engaging 

participants in a participatory design project. 

 

1. Who do we engage with in a participatory design project? 

2. How do we engage with participants? 

3. How do we represent participants and their work.? 

4. What can we offer participants? 

 

 

In our thesis work we did not have any political, power and organizational boundaries as 

Robertson and Wagner (2012) point to in deciding who needed to be participants.  
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The second point that Robertson and Wagner (2012) talk about is to engage participants using 

an informed consent so as to protect their private information and the right to remain 

anonymous in the study. To honor this, we have not used the original names of the participants 

in this thesis . As mentioned in the beginning our informed consent form takes care of this. We 

did not have any children participating in our data collection and so we did not have to take 

any special care.  

 

The third point that Robertson and Wagner (2012) talk about is to engage the participants as 

co-designers or producers and identify the minute details that they might represent in their 

work. We have engaged the participants as co-designers through our interviews and future 

workshops and have represented the work they reflected through the outcome of future 

workshops as a paper prototype. 

 

The participants of the workshops who give us valuable data are not rewarded in anyway. But 

it is important to recognize their contribution as co-designers by informing them that the 

participation would benefit both the participants and the main authors by way of knowledge 

sharing. This we did at the conclusion of the workshop. We gave the participants the pleasure 

of participating in our study that created new knowledge. Robertson and Wagner (2012,p.78) 

put this as “A Participatory Design project can offer participants the experience of participation 

as a creative, joyful and reflective activity. Many of the tools and techniques used have been 

inspired by other creative areas such as art making and theatre, and some Participatory Design 

projects have a particular focus on how to encourage and support reflection”  

3.7 Limitations 

While discussing about the quality criteria for qualitative research,  Korstjens and Moser 

(2018) stress the importance credibility, transferability, dependability and confirmability in 

qualitative research. 

 

Credibility could be defined as the confidence one could place on the research findings. 

Korstjens and Moser (2018) explain this as if the research findings are a reasonable 

representation of the data collected from the participants and is a correct representation of 

their views. Korstjens and Moser (2018) explain that credibility of the research could be 

established by prolonged observation of participants on field, focusing on the elements that 

are close to the problem in detail, data triangulation, investigator triangulation and method 

triangulation. According to Korstjens and Moser (2018) data triangulation is about collecting 

data from sources at different points in time from different people, investigator triangulation 

is about having more than one researcher to observe and interpret the results and method 

triangulation is to use multiple methods of data collection. 

 

Transferability as explained by Korstjens and Moser (2018) is the explanation of the context 

and settings and a thick description of the participants and the research process so that the 

reader can decide if the findings of this research could be transferred to their own setting. 
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Dependability and confirmability according to Korstjens and Moser (2018) is ensured by 

detailing the research steps from the start of the project to the reporting of the findings. 

 

The work that we did with participants may not have ensured data triangulation at people 

level, since the participants are a limited number of people living in Sweden, the knowledge 

that we have attained might not be complete since we focused on a small group of people 

whom we had a chance to meet and are living in Sweden. The parents with whom we worked 

with had children with the same age, so the distribution was not across the 3-17 age group 

that we aimed for. Moreover, we could not guarantee credibility by way of prolonged 

engagement of participants because of the limited time they could allocate for the interviews 

and workshop. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

Designing technology for a parent-child shared environment                                                               Master Thesis 

32 

4. Empirical Findings 

 

                                                  The research set out to find how social media like Facebook is 

being used by parents and their children sharing the same screen space and if parents think if 

the current Facebook interface is child friendly from a shared screen perspective. We also 

wanted to find out how parents wanted the Facebook user interface to be from a shared screen 

interface perspective. The below Table 2 lists the methods that we used to get answers for our 

research questions. 

 

                                      Table 2 : Research Questions – Methods 

 

Research Question Method 

RQ 1. Are current social media child friendly 

from parent-child shared screen perspective.? 

Semi-structured interview 

RQ2. What kind of common activities do 

parents do with their children in the virtual 

sphere? 

Semi-structured interview 

RQ3.  Is there a context when parents would 

like to share social media content with their 

children? 

 

Semi-structured interview 

RQ 4. How and what do parents envision to 

share in social media with their children? 

 

Semi-structured interview,Future Workshops 

using inspirational cards 

 

                                         

 

We had interviews with Joe, John, Jacob, Jingle, Jennie and Jemy who volunteered to help us 

to get data. The interview questions were framed around our RQ’s trying to elicit as much 

information as possible from the participants. 

 

The below table 3 maps the questions that were more concentrated towards our research 

question 
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                                     Table 3 : Research Questions – Mapping 

 

Interview Questions Research Question 

When you want to share your screen with 

your child, do you have the need to hide other 

content in the screen? 

 

What are the advantages and drawbacks in 

sharing the screen with your child? 

 

RQ 1. Are current social media child friendly 

from parent-child shared screen 

perspective.? 

What kind of content do you want to share 

from your screen with your child? 

RQ2. What kind of common activities do 

parents do with their children in the virtual 

sphere? 

Do you share feeds from your Facebook with 

your children? 

 

What kind of content do you want to share 

from your screen with your child? 

RQ3.  Is there a context when parents would 

like to share social media content with their 

children? 

 

When you have a shared screen of Facebook with 

your child, how would you want the user interface 

to be.? 

 

What kind of content do you want to share 

from your screen with your child? 

RQ 4. How and what do parents envision to 

share in social media with their children? 

  

                                       

 

Here below we capture how the different participants answered on the research questions. Since 

this is a semi-structured interview the questions were just a framework to initiate further 

discussion on the topic 

 

Jingle’s response to the interview questions and the discussions that followed were as below.  

“Do you share feeds from your Facebook with your children?”. 

 

 She was affirmative and was further asked the question, 
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How do you show your Facebook feed with your children? 

Jingle responded saying that she shows her device screen and also sometimes sends a text 

message. 

 

Jingle hasn’t had any instance when she had to hide her screen from her children to prevent 

her children from seeing any irrelevant content. 

 

We wanted to know what kind of content that she would like to share with her children by 

asking the below question. 

 

What kind of content do you want to share from your screen with your child? 

 

Jingle answered that she shares, educational/inspirational videos or read, entertainment 

videos, share pictures of family and friends with her children on the shared screen space. 

 

We wanted to know about the advantages and drawbacks of sharing the screen with child and 

so put forward the below question 

 

What are the advantages and drawbacks in sharing the screen with your child? 

 

Jingle finds that it is possible to introduce social media in a controlled manner to the child and 

was even suggestive of Facebook or other social media applications to design for children. She 

also felt that being possible to restrict the independent time spent in social media as being an 

advantage. 

 

For the disadvantage she feels that she doesn’t want her children to be exposed to focused 

advertisement campaigns when sharing screen as this leads to distraction. 

 

As far the user interface with a parent-child shared screen on Facebook, Jingle was wondering 

if there could be a Facebook app designed for young children, a family account while sharing 

the screen space. She is not comfortable if there is going to be too many settings that has to be 

done for a parent-child shared screen space  

 

Joe is a guy who uses Facebook for less than an hour during Facebook and hasn’t had the need 

to share anything from his Facebook feed with his children. But he made any interesting 

comment to the below question. 

 

Do you change position of the device through which you are using Facebook or angle yourself 

while sharing screen with your child so that both you and the child get the best viewing 

experience and also for the possibility that you can hide inappropriate content?  

 

Joe was of the opinion that he would hide the phone to prevent his child from viewing any 

inappropriate content. 
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Here the designer would not have thought that Facebook would have been put to use in such a 

context as it has not been designed for that. 

 

Since Joe has not been sharing much he did find a situation when he had to hide content . In 

future if situation demands he would like to share educational, inspirational and entertainment 

videos. 

 

Joe was of the opinion that not sharing a shared screen space by doing some activity out of the 

virtual sphere they spend quality time together and he thinks that with a shared screen there is 

an advantage of showing only the needed content to his child. 

 

Joe came up with an interesting idea when it comes to the Facebook user interface while sharing 

the screen space. Joe does not want the user to go into the app to set any specific parent-child 

shared screen setting but instead wanted the app to have a sensor if it is a child who is watching 

the app and filter out the content accordingly. 

 

John hasn’t had the need to share any content from his Facebook feed with his child. He said 

that he will share his phone screen when the need arises. He did not have a situation when he 

had to hide any content from his child. 

 

John would like to share entertainment videos with his children. He thinks that they can spend 

quality time together with a shared screen with his child on Facebook. John thinks that using 

a shared-screen with his child he would want his child to see only what he intends to show. 

 

John wants to have an interface in the phone for Facebook along with the bluetooth and wifi 

interfaces to set the app in parent-child shared viewing mode which should filter out 

inappropriate content while the app is going to be used. This interface at the phone level should 

be controlled by a passcode if it needs to be disabled 

 

Jacob uses Facebook for 1-4 hours a day and shares his screen with his child to show any 

educational, inspirational and entertainment videos. He has been in situation when he had to 

hide inappropriate content from his screen. This content has been mainly videos not relevant 

to videos that he has watched before. 

 

Jacob thinks that they can spend quality time with his child in a shared screen space. He doesn’t 

want focused advertisement content to be seen while sharing Facebook screen with his child to 

avoid questions from the child distracting him from his main intention. 

 

Jacob did not come up with any preferred user interface while using a shared screen but thinks 

that Facebook should filter out content by some means while he is sharing screen with his child. 

 

 

Jennie does not share anything from her Facebook feed with her child. She thinks that there 

would be a need to hide content if she has to share any content with her child. She would like 
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to share educational and inspirational videos from her feed. She definitely thinks that a shared 

screen space would definitely help them to spend quality time together. 

 

Jennie would like to have a user interface that is free from advertisements, no playing of next 

videos and a child-friendly content. 

 

Jemy shares contents from her Facebook feed with her children and she shows her screen for 

the share. She is concerned that her child might be exposed to irrelevant content while sharing 

and so she has had to hide other irrelevant content from her screen . She shares educational, 

inspirational videos with her children. 

 

 

She is of the opinion that she wants her child to see the content that she intends to show using 

the shared screen space. As far the user interface Jemy wants fito have a child mode interface 

that will filter out all content that are not suitable for children. The child mode setting should 

have options to subscribe to the relevant genre of videos. 

             

 

4.1 Interviews 

 

The output of the interviews gave us an understanding that some parents are sharing screen 

space with their children and others are currently not. But they all intend to share the screen 

with their children to share educational, inspirational and entertainment videos. Most of the 

participants were in  agreement that they would need some sort of interface that would filter 

out content that is not fit for child viewing when they want to share the screen space. After the 

semi-structured interview we came up with below prototypes, which were used as three 

inspirational cards that we used as input to the future workshop. 

 

4.2 Data Gathering 

 

Data gathering tool like affinity diagrams will be employed to understand and analyse the 

gathered data.Using this technique it is possible to effectively analyze large amounts of data in 

order to highlight common themes across user populations prior to designing a new product 

(Beyer, H ,1998).  Affinity diagrams can be used to combine large amount of subjective data 

and group or classify them under particular groups.  

 

Affinity diagram provides an organized output from a brainstorming session. This can be well-

defined technique that can be used to organize the idea for the complex problem. 

Affinity diagrams can be used to gather and organize group of data into more refined data. 

Based on the workshop that was conducted , different ideas were discussed and grouped 

together . Affinity diagrams came in handy to organize our findings . Enabling a “privacy 

mode” on a one-touch button to enable privacy was the quickest option that many of the users 

preferred. Different ideas such as “Having a child-friendly mode” during a particular timing 
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Activating the child-friendly mode with a click of button were discussed in detail. 

 

• Changing setting in the privacy to restricts unwanted feeds 

• Curbing of Advertisements in the Facebook feeds.  

• Sharing of posts relevant to child.  

• Enabling useful sharing of information feed with the child  

 

were few of the prominent points that were clustered together. The Figure 9 below illustrates 

the data collected from the interviews and Figure 10 explains the affinity diagram after the 

groupings. 

 

 

 

 
 

Figure 9 - Drawing the affinity diagram with the data collected from the interviews  
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                                            Figure 10 - Affinity Diagram  

 

 

 

 

4.3 Paper Prototypes 

 

         The aim of the paper prototypes is to showcase the design that were generated out of the 

ideas discussed during the interview. Most of the audience who discussed during the interview 

were of the opinion of having a ‘private mode’ button. The usage of the private mode button is 

to quickly enable the child-control setting by means of which relevant feed that are 

inappropriate to the kids will be removed from the Facebook feeds. What must be understood 

is that a prototype is fundamentally different from the final product. Prototypes are means and 

tools for design and are not the ultimate target for design ((Lim, Stolterman andTenenberg, 

2008). 
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Figure 11 below explains the paper prototypes in the iterative innovation idea generation 

process. 

 

 

  

                                   
 

                                    Figure 11 -  Paper Prototypes (Buxton , 2007)  

 

 

Such kind of prototypes actually help to revise the thinking, so people can work on the idea 

again and come up with a better design that could eventually lead to better design. Such process 

are usually iterative. Several refinements of the prototypes are done until it leads to a final 

product.  

 

Our First prototype mentioned in the below picture is of the child-friendly mode that is to be 

provided in the mobile app as well in the website. This involves the one-click click of the button 

which enables the child-friendly mode and filters the feed that are not appropriate to the 

children. 
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Figure 12 below illustrates the paper prototype’s home page. 

 

 

 
  

                       Figure 12 - Paper Prototype - Home page 
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Figure 13 below illustrates the prototype’s setting menu : 

 

 
 

                            Figure 13 - Paper Prototypes - Settings 

 

Second prototype is about the setting in the Facebook privacy setting where there is a option 

of enabling the child friendly mode by filtering the content that are not relevant. There is a 

option of setting a time between non-working hours when parents are at home. Facebook feeds 

are restricted in the evening between a particular time. There was also setting available in the 

Facebook setting that can be used to filter the Facebook feed based on Political, Religious  

, Movies and Violence . This kind of exclusive filtering contents remove the unnecessary feeds 

from the page even though they are liked by your friends. 
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Figure 14 below illustrates the Paper prototype’s filter content menu. 

 

 
                                                 

                               Figure 14 - Paper Prototypes - Filter contents 
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4.4 Future Workshop 

 

      During the future workshop after the preparation phase we had the critique phase. During 

this phase all the participants were very active and came up with many points that were critical 

of the Facebook user interface in general. Here below we list down problems brought up by the 

participants during the critique phase. 

 

● Video suggestions that appear seems to be random. This is a problem while sharing 

screen with a child. 

● Political memes that the parent is not interested in appears in the feed. This the parent 

feels are distractive 

● News headlines or hate posts targeting a particular nationality or community are seen 

on Facebook feeds. While scrolling down the posts, this is distractive while sharing 

screen with children. 

● Fake news or unverified news. This is a problem when you need to explain to the child 

that it isn’t true if the child questions about this. 

● Game suggestions that aren’t for kids seem to appear. 

● Lot of focused advertisements that are distractive.  

 

The fantasy phase followed, and the participants came up with various wish list. One of the 

participant wanted to have an option during account creation that will allow the account to be 

created in family mode which will censor content that is not suitable for parent-child shared 

screen space viewing. They wanted to have the account to be secured by default not to show 

any videos or content but instead should be enabled or disabled by the user during 

configuration. 
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Figure 15 below illustrates our set of the participants involved in the future workshop 

 

 
                                                   

                                   Figure 15 - Future Workshop Participants 

 

 

The wish list from the participants were as below 

 

● Child-friendly mode on / off at the application level. Disabling to be done by 

authentication 

● Child-friendly mode on/off where videos could be subscribed based on cultural 

demography 

● A family Facebook account that could be used by members of the family where 

unnecessary content is filtered out. 
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● Child friendly mode for the Facebook app at the device level. Disabling to be done by 

authentication. 

● A sensor in the app that would decide if it has to filter content based on who is viewing 

the device. 

 

After the workshop we prototyped a few suggestions from our participants. Prototyping is a 

powerful way to help your users visualize what you intend to deliver through your application 

(Lowdermilk, 2013). 

 

During the future workshop participants were posted with the question that, when you have a 

shared screen of Facebook with your child how would like the user interface to be and the 

participants predominantly wanted to have child-friendly mode. They felt that the 

instantaneous change over to the child-friendly mode was much required as it provided the 

easiest option to change to the mode. This let to the design the different opinions that were 

collected over the future workshop led us to a better design of the wireframes.  

 

Several different thoughts were decided on the placement of the button that can provide an ease 

of access when switching to child-friendly mode. After careful considerations, the buttons were 

placed to the right providing an ease of access to the user.  

 

The “child-friendly” mode was enabled as a button in the main screen of the page and also in 

the privacy settings.  In the privacy settings, based on our inputs from the semi-structured 

interview as well as from the future workshop, the timer setting was enabled to include so the 

filtering of content can be made between particular time between a certain period. Filtering of 

content option was included so that filtering can be made based on the certain contents. Many 

participants in the workshop felt the need to have filtering of contents.  

 

 

There are three framing constructs based on which the prototypes using Balsamiq were 

designed .  

 

Control :  

 

Control is an important attribute that enable the user to have complete control over the 

application.  Enabling the “look and feel” could be one part of improvement that enables control 

in the product.  The prototype was designed keeping in mind that users can have control over 

the different functionalities in the application such as enabling the child-friendly mode,  

setting the filter-content settings and ability to turn on the child-friendly mode during specified 

time during the day , watching the various contents according to the settings. 

 

 Affliation :  

 

Affiliation usually concerns whether the application features meets the needs of the user. our 

design ensured that this application meets the end user expectations. The prototypes were 
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designed taking into consideration the needs of user such as single touch button to enable the 

child-friendly mode. Advanced features to restrict the content and enable the child-friendly 

mode during a specified time. 

 

Ritual :  

 

 Ritual describes how the application features has fitted into the life of the end users . The 

features enabled in the application should be configured in such a way it has made the life of 

end-user easy. The features developed should help the end-user to achieve the desired 

objectives that they intend to perform. 

  

Zimmerman (Zimmerman, 2009) encourages designers to keep this framing constructs in mind 

during the understanding, envisioning, designing and evaluation process of the whole design 

process. This can enable to develop better design.   

 

Based on their feedback the filtering of contents were included in the privacy option that 

enabled to bring the following design in the wireframes. The main suggestion from the 

participants were to enable the child-friendly mode at an instance. Based on which, the 

placement of the button was decided for it . Along with it , the design of the button to be placed 

on the right of the screen . The enablement of the button on the slider option for quick access 

were decided to be brought out in the wireframe. 

 

The ideas that were brought in the discussion were sketched and shown to the participants for 

further feedback that in turn enhanced the perspective of bringing out the same in the 

wireframe. There was discussion of bringing in the child-friendly options of restricting the 

videos that are not related to child or shows obscene content. Enabling the child-friendly mode 

will in turn restrict the feeds from the content and show what is relevant to the end user. 

 

Balsamiq was one such tool that was narrowed down to wireframe the finding based on the 

discussion with the participants. It is easy to use and put forth the thoughts out of the discussion 

in a simple and appealing way. Prototypes can be a powerful tool in allowing users to visualize 

what you intend to build for them. Give your users choices and allow them to make decisions 

on larger aspects of your application (Lowdermilk, 2013). 

 

Based on several inputs from the workshop conducted and the interviews, there were few points 

that were highly stressed by the participants. The need to have a child friendly content when 

sharing the content with their children. The following wireframes were designed keeping in 

mind the ability to invoke the child-friendly mode on a touch of the button. The end-users also 

had the option of restricting the feed to filter the contents. 
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Figure 16 below illustrates the prototype created for the child-friendly mode using the Balsamiq 

tool. 

 

 

 

                                  
 

                           Figure 16 - Wireframes(Balsamiq) Child friendly mode 
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Figure 17 below illustrates the privacy setting option in the Facebook using the Balsamiq 

tool. 

 

 

                             
 

                 Figure 17 - Wireframes(Balsamiq) Privacy settings option in Facebook 
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Figure 18 below illustrates the child-friendly option mode in the iphone . 

          

 

                     
 

Figure 18 - Wireframes (Balsamiq) Slider in iphone having child-friendly option 
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5. Discussion 

Our research aim was to find out if the current social media is friendly from parent-child shared 

screen perspective. In that context we also wanted to know what kind of activities parents and 

children do on a shared-screen interface and how they share the content from social media to 

their children.  

 

The outcome of our semi-structured interview of all the six participants revealed that Facebook 

is not friendly from parent-child shared screen perspective as they invariably had some 

comments about how the interface should be to make the viewing friendly for a parent-child 

shared screen space. 

 

As far the activities that parents and children do on the virtual sphere, parents wanted to share 

entertainment, educational and inspirational videos with their children. Some parents even if 

they weren’t sharing any such content today, they wanted to share such content in future. It is 

in this context that parents want to share their screen with their children. 

 

For the question about how the parents wanted to share any content with their children, most 

parents wanted to show the screen with their children. All the parents whom we interviewed  

proposed new user interface to Facebook that would filter any content that is not fit for viewing 

by a child. 

 

Our study revealed new knowledge as we aimed for with our design-oriented research. We 

used participative design as a methodology with semi-structured interviews, future workshop, 

inspirational cards as design tools and the participants to be our co-designers. “Direct feedback 

from interested individuals is fundamental to human-computer interaction (HCI) 

research”(Lazar, Feng and Hochheiser, 2017,p.187). We agree to this point by Lazar, Feng and 

Hochheiser as we received valuable inputs from parents with young children who were using 

Facebook and were in a context or in a situation to share something from their screen with their 

children. 

 

Here we can clearly see that we have played the role of researchers and designers. We 

participated in the research process as designers trying to understand what the users feel for 

facebook in a shared screen environment with their children. “The direct and extensive 

exposure to users that proper user research entails immerses designers in the users’ world and 

gets them thinking about users long before they propose solutions” (Cooper et al.,2014,p.22) 

As part of research we will did user interviews, in the modelling phase we collected the user 

requirements from the future workshops for the requirement phase. In the framework phase we 

did object models using participative prototypes. We have successfully done a design research 

fulfilling cooper et al., process model and the design research model that was explained and 

proposed by Fallman. 

 

The outcome of this study is unique for this application of HCI to social media applications 

and will add on to similar findings by Ammari and Schoenebeck(2015). Ammari and 
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Schoenebeck found that they need to have better design approach for using social media for 

children with special needs. Parents who have children with a diagnosis would want to connect 

with other parents who have kids with a similar diagnosis. Ammari and Schoenebeck(2015) 

point out that parents turn to social media to access information and get advise from other 

parents.  According to Ammari and Schoenebeck (2015) one of the problems that parents 

having children with special needs face is that searching for a ‘diagnosis + city’ throws up 

results with little structure or order . One of the design solutions Ammari and Schoenebeck 

suggest is for facebook to index groups by diagnosis and region.  

 

Ammari and Schoenebeck (2015) press the need for integrating the facebook profile of parents 

including their joining date, the contents they have shared so that this information would help 

to link other parents who have children with the same stage of diagnosis. 

 

Parents who are already in a group for a specific diagnosis would eagerly include new parents 

with a similar diagnosis in their group, but would want the group to be private. In this context 

Ammari and Schoenebeck (2015) would want facebook designers to have the findability of 

such a private group to be easy for new parents. 

 

Similar to parents having children with special needs who want support with better social media 

design to support their children as discussed by Ammari and Schoenebeck (2015), our thesis 

focused on the needs of parents to have a better social media interface when sharing the social 

media screen with their children. When designing the child-friendly mode for parent-child 

shared environment design approach needs to be considered to develop a better interface to 

cater to the needs of the parent-child shared environment. The better interface that we talk 

about here is the one that should provide a child friendly mode interface that can be enabled or 

disabled. Such design approaches may pave way to come up with a better design that caters to 

the needs of the parent in the shared environment. 

 

Below we discuss some of the reasons on why we could not ensure credibility by way of 

prolonged engagement, persistent observation (Korstjens & Moser, 2018). We have ensured 

credibility by way of data triangulation by conducting interviews at spaced across time and 

with people from different cultures. We had two people doing the research, one was conducting 

interviews, conducting workshops and the other researcher was taking notes during the 

workshop. 

 

We have interviewed six parents with similar professional background for the interviews, four 

of the parents followed to participate in the future workshops. The first set of interviews with 

joe and jingle were conducted in April 2018 and as an output from this interview we had some 

paper prototypes that served as some kind of inspirational cards for the future workshop that 

we conducted with the other four parents in May 2018. Excerpts from the interview is discussed 

in the empirical findings and it more or less gave a hint that our future workshop would lead to 

the need for a child friendly interface from social media for parent-child shared space viewing. 

So the critique phase in the future workshop throwed up a lot of draw backs from the social 

media interface and the fantasy phase that followed wished for a child friendly mode that could 
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overcome those drawbacks. It is up to the reader to decide if the research finding from this 

work could be transferred to his or her own setting. 

 

We have grounded our research in design-oriented research to produce new knowledge by 

researching on an already existing functional artefact. The knowledge that we produced is in 

the form of paper sketches and prototypes that is an input for research-oriented design. We 

have used semi-structured interviews, future workshops as tools to reveal the new knowledge. 

Participative design that encompasses future workshops is used in HCI research as discussed 

in our literature review. So our data collection and analysis process confirms to the 

dependability aspect specified by Korstjens and Moser (2018). 

 

We have time lined our interviews and workshops and below we also discuss on how we started 

to think as we set out to do this research and the problems that we faced during this process. 

This discussion could serve as confirmability (Korstjens and Moser, 2018) for our thesis.  

 

We initially started to do user-centered design by getting initial feedback from the users about 

parent-child shared screen usage of Facebook. But since this would require several iterations 

of discussions involving the end users before the design cycle completes to produce a prototype 

with limited functionality, we decided to go with participative design involving the end users 

as co-designers to have a say on the final design. 

 

During our study and in the literature review we found that using participative design 

methodology for designing web2.0 based applications has its difficulty in finding participants 

who could contribute knowledge. There could be contributions for the participative design 

methodology area if some methods can be designed to involve willing participants in a 

participative design workshop online. The participative design methodology has to evolve 

along with the applications, so it can be a good tool for analysis. 

 

We faced the challenge to get the maximum input from the participants in the short period of 

time they could spare for us out of their busy schedule managing work and family. The semi-

structured interviews gave the freedom to take the discussion deep into the topic on social 

media usage and sharing. The challenge was also to take notes as the participants spoke since 

we did not record the interview. The analysis of data out of the short hints that we took from 

the interview was a challenging task. Lazar, Feng and Hochheiser (2017, p.188) come to our 

support regarding these challenges as they state, “Interviewing is a skill that can take significant 

practice to develop. Furthermore, it's hard work. Sitting with one interviewee (or a dozen focus 

group participants) for an hour, listening carefully, taking notes, trying to decide which 

comments to pursue with further questions, and trying to understand nonverbal reactions all 

take substantial effort”. Regarding the difficulty involved in data analysis part from the 

interviews Robertson (2002 cited in Lazar, Feng and Hochheiser, 2017, p.188) state that 

“Transforming raw notes and recordings of open-ended responses to broad questions can take 

a great deal of time—as much as 10 h for a single hour of audio recording”. 
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We also faced challenges in selecting participants and to develop a relation with them inviting 

to future workshops. Some of the participants that we approached even though they were using 

Facebook were unwilling to participate in the design and contribute data. We really had to 

develop a relation in bringing prospective participants into the future workshop. Here is where 

the proposal from Clement, Costantino, Kurtz and Tissenbaum (2008, p.1) would come in 

handy for participative design where the users of web2.0 applications are willingly contributing 

data and others find it valuable. 

 

But in-spite of all the difficulties that we had in the interview task the free discussions with 

open-ended questions provided us the useful input through using which we developed the initial 

prototype that we used as inspirational cards for the participative design workshop. 

 

The new knowledge can be consolidated as below for use by the technical designers of social 

networking sites. 

 

• Social media can be used to engage children by parents on a shared screen. 

• Using social media in shared screen context with children demands new user interface 

to be developed. 

•  User interface developed for a shared screen context use by parents along with their 

children should filter out content that are unfit for viewing by children 
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6. Conclusion 

 

Social media has attracted the attention of a considerable population throughout the world. A 

part of this social media population are parents who find interesting information in social media 

they want to share with their children directly from their screen. The current user interface of 

popular social media application like Facebook does not have an interface that allows such 

shared screen usage because it has content that is not fit for viewing by the child as deemed by 

the parent. Technical designers at social networking companies could use the knowledge from 

this thesis to further their real design. 

 

This study about HCI in the usage of Facebook in the shared-screen perspective of parent-child 

can be used in further studies about classifying, categorizing, clustering videos for different 

categories of users for researchers involved in big data analytics in social media. 

 

Designers of products would not know about the different contexts in which their product 

would be put into use. We thought about a parent-child shared screen usage of social media 

and explored through the issues arising out of that context and proposed a solution for the same 

which could be used by technical designers involved in real world design. 
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8.Appendices  

 

8.1 Appendix A: Questionnaire 

 

 

1.How old are you? 

 

1. 25-40 

2. 41-50 

3. 51-60 

 

2.How many children do you have in the below age group? Fill the number of children that you 

have in the space below your choice 

 

1. 3-12  

Number of children -   

2. 13 - 17 

Number of children - 

 

3.How conversant are you in the usage of Facebook in a scale of 1-5, 1 being rated as poor and 

5 rated as Very Good 

 

1. 1 

2. 2 

3. 3 

4. 4 

5. 5 

 

4.What devices do you use to access Facebook? (You can choose multiple option, if you use 

many devices) 

 

1. PC 

2. Tablet 

3. Smartphone 

 

5.What do your kids do while you use Facebook 

 

1. They do their own activities with toys 

2. They are on Facebook in another device 

3. They peep into my activity 

 

 

6.How many hours in a day you spend in Facebook? 
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1. < 1 hour 

2. 1-4 hours 

3. > 4 hour 

 

7.Do you share feeds from your Facebook with your children? 

1. Yes 

2. No 

 

8.How do you show your Facebook feed with your children? 

 

1. Show my device’s screen 

2. Share it public to child’s Facebook page. 

3. I use other means. (Please mention the means that you use in the space below) 

 

9.Do you change position of the device through which you are using Facebook or angle yourself 

while sharing screen with your child so that both you and the child get the best viewing 

experience and also for the possibility that you can hide inappropriate content?  

 

1. Yes 

2. No 

 

10.When you want to share your screen with your child, do you have the need to hide other 

content in the screen? 

 

1. Yes 

2. No 

 

11.What kind of content do you want to share from your screen with your child? 

 

1. Educational/Inspirational videos/read 

2. Entertainment videos 

3. Any other? 

 

12.What are the advantages and drawbacks in sharing the screen with your child 

 

1. We spend quality time together 

2. It is possible to introduce social media to an under aged child in a controlled manner 

3.    It is possible to restrict the independent time that they spend on social media otherwise. 

     4.   I want my child to see only what i intend to show 

     5.   I don’t want my child to see what Facebook groups i’m a member of 

     6.   I don’t want my child to see any focused advertisement campaigns 

     7.   Other reasons that are not listed. (Explain your choice in the space below.) 

 

13.Which devices are you comfortable with to share screen with your child 
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1. PC 

2. Tablet 

3. Smartphone 

4. Other devices 

  

 Elaborate on the reasons for your choice in the space below 

 

14. How long do you have a shared screen experience on Facebook with your child in a day? 

  

1. <  1 minute 

2.  1 - 5  minutes 

3.  > 5 minutes 

 

15.Would you feel comfortable to give possession of the device to your child  while you are 

sharing screen 

  

1. Yes 

2. No 

 

16.When you have a shared screen of Facebook with your child, how would you want the user 

interface to be.? 
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8.2 Appendix B: Consent Form 

 

Informed Consent Form :  

 

Dear Participants, 

 

                   This project is done as a part of the 2-year Masters program in ‘Information 

Systems’ at the Linnaeus University. The outcome of the project will be reported to the 

Examiners at the Linnaeus university. The project report will also be made available in the 

Open access institutional repository of Linnaeus University. The project is about Designing 

technology for a parent-child shared environment. We request your participation in this project 

to envision future technology and your participation is completely voluntary and you can 

withdraw at any point of time if you do not wish to be a part of it. The participants in this 

project will not be bound responsible to the risks or the failure involved in the project. We will 

protect your identity, privacy and respect your opinion throughout this project. Any pictures 

showing faces of participants will be blurred. The participation in the project will be creative 

and beneficial for both of us by way of knowledge sharing and mutual learning. 

 

 Thanks for participating 

 Aubun Chandran and Sunil Subramanian  

 

Consent 

I understand and agree with the above statements.             Yes / Νο 

 

I understand that my participation is voluntary and I          Yes / No 

can withdraw from the project at any time. 

 

I understand that I can ask the researcher to remove any   Yes / No 

data provided by me. 

 

I consent to participate and I allow you to use the    Yes / No 

information that I will provide in your project. 

  

 

 

Date and place of workshop: _____________________________________________   

Participant's name and signature: __________________________________________ 
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