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ABSTRACT
In an attempt to promote wider participation of children across the
globe in co-designing, we need to establish enabling distributed
online facilitation techniques and tools. In this hybrid workshop,
we will work in an online design space that was co-designed with
62 children from Namibia, Malaysia and Finland. Participants will
share challenging experiences, and develop strategical solutions
in teams. Furthermore, participants will have the chance to co-
facilitate a design session with children from across the globe and
reflect on their experiences. We hope to create new connections
between researchers and practitioners, to exchange techniques and
tools, and collaborate on new projects with children from different
places.

CCS CONCEPTS
•Human-centered computing→ Empirical studies in interaction
design.
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1 BACKGROUND
The child-computer interaction research community has established
effective tools, techniques and theories for co-located contexts
[1], with genuine participation of children [6]. However, while
co-designing with children in the virtual space, we have realized
constraints of existing online collaboration tools, and challenges of
applying familiar design facilitation techniques [2, 5, 7, 9, 12]. Facil-
itation strategies and co-design methods need to be adjusted to the
online context [11], as well as new affordances, offered by digital
technologies, need to be explored to enhance online interactions
[8]. As we are promoting a wider participation of geographically
distributed children, we strive to co-design for the pluriverse [12],
or a "world where many worlds fit" as described by Escobar [3]. We
postulate that the facilitator’s main task is to synthesize children’s
different perspectives and proposals, while maintaining a transcul-
tural dialogue in a conducive virtual design space, where contribu-
tions and social interactions are encouraged [12]. Considering that
designing with children, especially in the virtual space, often takes
an unpredictable path, Lee et al. [7] have resorted to improvisation
techniques, operating with an understanding of interdependence,
reflexivity, transgression, tension, and listening. Van Mechelen et al.
[10] postulate that team building activities help children embrace
their designer role and increase their motivation to help each other.
Constantin et al. [2] propose the use of cultural probes and games to
enhance social cohesion to encourage team work. In our experience
of co-designing online with children from Finland and Namibia,
we recognize that more facilitation efforts are required to equal-
ize language and technical skill competencies as well as to cater
for children’s different communication preferences [9]. Rötkönen
et al. [9] explored non-moderated pair interactions in skype and
VR, as well as facilitated inter-group design sessions, yielding in
distinct design contributions. All participating children expressed
the need for facilitation, yet individual children commented on
the experienced differences of communication behaviours, such
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as non responsiveness, as well as the pace of design activities be-
ing too slow for some and challenging for others [9]. Reflecting
on these observations, in the subsequent project, we introduced
tailor made ice-breakers in an attempt to bring all participants in
the same "rhythm" while also developing strategies and tools with
the children to solve identified online communication challenges
[4, 12].

With these few examples of challenges and potential solutions
it has become obvious that a larger pool of learnings has to be
built based on empirical studies of online co-design with children.
Meanwhile authors have identified research areas for further in-
vestigation. Constantin et al. [2] ascertain seven topics, namely
participation; maintaining engagement; sense of togetherness; ac-
cessibility, diversity and inclusion; power dynamics; developing
skills; administration and logistics. Rötkönen et al. [9] further pro-
pose to concentrate on multilingual design, social cohesion and
design negotiations, individual contributions, facilitation roles, and
the development of adequate online technologies to enable the
co-design process. Considering the number of open questions and
research topics to further explore, the goal of the workshop is to
share experiences, strategies and reflections in order to join forces
in the development of strategies, tools and techniques to enhance
distributed on-line co-design with children.

2 WORKSHOP MODE
The workshop is planned to take place in a hybrid mode with some
facilitators and participants present at the conference venue and
other facilitators, participants and invited children joining virtually.

The workshop uses Ohyay (https://ohyay.co/) as its online plat-
form for interaction between participants virtually. Ohyay is a
design platform that enables customizing virtual spaces. We will
be using the design space station, an ohyay space, which was co-
designed with 62 primary school children from Namibia, Malaysia
and Finland over a three months period. In the space station, there
are multiple ’rooms’ that we have created based on the children’s
design concepts. Each room present was deemed necessary by the
children as part of an effort to bring together children from dif-
ferent countries to effectively spend time together, understanding
each other and start working with each other on projects given
to them. As such the space station has for example, a flight deck
where the session ahead is usually discussed; an eating room where
dishes from different countries are exchanged; a presentation room
linking to Miro to share new design ideas and other information.
The rooms have voting pole stations, movable objects like a pointer,
microphone, stickers, communication cards and reaction emojis
among others. The space station is under continuous re-design but
ready to be used in its current form. It will be available for partici-
pants after the workshop to use and modify for their own needs and
share experiences with others as we are working towards creating
more enabling children design spaces online.

3 WORKSHOP DESCRIPTION
The workshop consists of a number of different activities through-
out the day.

3.1 Welcome [15 min]
We will begin the workshop with a short introduction, including
an overview of our previous research endeavors that led to the
conceptualization of the workshop.

3.2 Familiarization [30 min]
To familiarize the participants with each other and the space station
in which the workshop will take place, we will send participants
on a relay inspired treasure hunt. Participants will move through
the different space station rooms, locating objects, trying out fea-
tures, and solving riddles. Furthermore, participants will need to
communicate in order to figure out who their team members are;
the organizers will have split the participants into three teams prior
to the workshop.

3.3 Collecting Challenges [45 min]
The participants will be asked to share challenges they have en-
countered in designing with children in online environments; if
they have no prior experience with online environments, they can
share hypothetical issues that they anticipate. Challenges can cover
an array of topics, including facilitation, communication, techni-
cal disturbances, individual and group dynamics. An example of a
challenge could be that many children talk at the same time. Partic-
ipants will be asked to post the challenges on a shared Miro board.
During the break time [20 min], the organisers will cluster and
select challenges that participants will engage with in the following
activity.

3.4 Finding Solutions [60 min]
In their assigned teams (three in total), the participants will be
asked to find solutions for specified challenges. Specifically, they
will need to come up with facilitation techniques and strategies,
as well as tools and features that they deem useful. Regarding the
challenge of children talking at the same time, solutions might
include developing communication guidelines (e.g., if you want to
talk, raise your hand), the presence of a virtual talking stick, and the
possibility to “whisper” to someone specific without others hearing.
Thereafter, the teams will share their solutions with each other in
the form of a short presentation. The groups will also discuss their
strategy for the upcoming design session followed by a lunch break
[90 min].

3.5 Design Session [60 min]
We invite the participants to co-facilitate a design session with
children, in order to gain experience with designing in online en-
vironments, to encounter novel challenges (to over come), and to
potentially try out the proposed solutions (if the planned for chal-
lenges manifest during the session). The three teams, now consist-
ing of the workshop participants and the children, will be allocated
a room in the space station. Their task is to co-design a robot/virtual
teacher with the children. The design could focus on functionality,
features, characteristics, look, interactions, communications and
feedback of the robot. The design could be realistic or speculative.
Decisions are made by the design teams. As noted above, the partici-
pants will be encouraged to actively try out the previously proposed
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solutions, thereby gaining direct feedback about the practicality,
feasibility, and potentially the effectiveness of the strategies.

3.6 Reflection [60 min]
After a short break [20 min], we will moderate participants’ reflec-
tion thereof. With all participants coming together, we will lead a
structured discussion in which each group shares their successes
(i.e., what went well), failures (i.e., what did not work), as well
as sharing interesting observations, novel challenges, improvised
solutions, and new research topics to be pursued.

3.7 Conclusion [20 min]
To conclude the workshop, we will shortly discuss the logistics
for creating a global network of researchers who co-design online
with children. We will inform the participants about our website
(see section 6), which will be used to share experiences, platforms,
tools, techniques, and strategies for distributed online co-design
with children.

4 PRE-WORKSHOP PLANS
4.1 Dissemination of information
Wewill distribute and share the "Call for Participation" with a link to
the website through email lists, professional and personal networks,
as well as direct email invitations to researchers and practitioners
working on related topics. We aim for a diverse representation in
participants across continents.

4.2 Participants selection
Participants will be selected on a first-come first-serve basis after
acceptance of their workshop position paper, with a maximum of
18 participants. The position paper should contain the following
information: a) Author’s experienced or anticipated challenges in
co-designing with children on-line b) Strategies, tools, theories and
models the authors have used successfully in online design with
children. c) Author’s latest co-design contexts including participants
and object of design. In order to create the teams we will also need
to know 3 fun/special facts about each participant. As for example
the green team consists of the members where one can juggle a
spoon on their nose for 5 minutes,...

4.3 Children participants
We will invite in an open call (on our website, the NordiCHI 2022
website and other networks) 12 to 18 children, 10-13 years old, com-
fortable in English, to participate in the workshop. The children will
need to create an ohyay account, have a stable internet connection
and obtain parental consent. The children will be selected on a first
come first serve principle while aiming for geographical diversity.

4.4 Ethical principals
Participants will be asked to sign a confidentiality agreement, not-
ing that they will not share or replicate any personal information
that may have been revealed by the children or other participants
during the workshop, including information about their relatives,
friends, colleagues, schools, or institutions. There shall further be
no recordings during the session.

5 WEBSITE
For pre and post workshop coordination, communication and an-
nouncements, we create a dedicated website with necessary in-
formation about the workshop. The website will contain all the
important dates, schedule, reference material, links to ohyay and
miro tutorials, accepted participants’ position papers (with authors’
request/permission). The website will be hosted and maintained
by the Advanced Centre for Sustainable Socio-Economic and Tech-
nological Development (ASSET) in the University of Technology
Sarawak beyond the conference.

6 POST-WORKSHOP PLANS
We plan to maintain a network of interested researchers and update
the website on techniques and tools that can be shared, initiate
inter-school collaborations, continue improving the online design
space for children, as well as work on joint publications.

7 CALL FOR PARTICIPATION
7.1 Call for adults
We invite researchers and practitioners, with experience and/or
interest in (distributed online) co-design with children, to join our
7 hour hybrid workshop at NORDICHI 2022, in person or vir-
tually. We will work in an on-line design space which was cre-
ated by 62 children from Namibia, Malaysia and Finland. To cre-
ate enabling online design contexts and techniques for children,
workshop participants will share challenges, experienced or an-
ticipated, in co-designing with children online and work in teams
on strategic solutions; participants will also have the chance to
co-facilitate an on-line design session with children from across
the globe, followed by a structured reflection and future research
prospects discussion. We hope to create new connections between
researchers and practitioners to continue sharing and start new
collaborations. Our website will be maintained for pre- and post-
workshop communication, including the application for participa-
tion (https://asset.uts.edu.my/docc-home/).

18 Participants will be selected on a first-come first-serve basis
after acceptance of their individual position paper, which should
contain the following information: a) experienced or anticipated
challenges in co-designing with children on-line. b) Strategies, tools,
theories and models the authors have used successfully in online
design with children or alternatively a motivation for attending the
workshop. c) Author’s latest co-design contexts including partici-
pants and object of design. Position papers will be evaluated based
on anticipated contribution of the author to the workshop. Each
author of an accepted position paper must attend the workshop
and all workshop participants must register for both the workshop
and the main conference.

7.2 Call for children
Are you interested in joining a 1 hour workshop to design a robot
or virtual teacher with other children from around the world? If
so, this workshop is for you. Children between the ages 10-13 and
comfortable in speaking English, are invited to join virtually the
design workshop at NordiCHI 2022, on the 8th of October 2022.
In this online workshop, you will be working in a team jointly
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designing the virtual or robot teacher of your dreams. You will
work in an online design space that was created with 62 children
from Namibia, Malaysia, and Finland. In order to join the on-line
space you need to create a free ohyay account, have access to a
stable internet connection, enable your camera and microphone,
and obtain parental consent. Only 18 children will be selected on a
first come first serve principle. If you are interested please fill in
the application form on our website (https://asset.uts.edu.my/docc-
home/)

8 ORGANIZERS
The workshop organizers consist of a research team which has col-
laborated over one year on facilitating distributed on-line co-design
activities with children from Namibia, Malaysia, and Finland, joint
by a colleague from Denmark.
Naska Goagoses is a postdoctoral researcher and lecturer at the
Carl von Ossietzky University of Oldenburg. Her expertise is in the
field of educational psychology, with a focus on motivation and
social-emotional development during childhood and adolescence.
With an inclination for transdisciplinary work, she has been in-
volved in various technology-driven research projects. She was the
main online facilitator for the co-design sessions with the children
from Namibia, Malaysia, and Finland.
Heike Winschiers-Theophilus is a Professor in the Computer
Science Department at Namibia University of Science and Technol-
ogy (NUST). Her research focuses on co-designing technologies
with children, co-located in Namibia or distributed online in trans-
disiplinary teams. She is concerned with co-creating alternative
learning ecologies; generate inclusive educational tech innovations
and improve co-design methods with children. She is experienced
in facilitating (online) workshops at international conferences, as
well as running co-located and online workshops with children.
Tariq Zaman is an Associate Professor in the School of Comput-
ing and Creative Media, University of Technology Sarawak, Sibu
Malaysia. His projects and research publications equally reflect the
multiple voices of indigenous wisdom and cultural understanding
by converging local, scientific, traditional and cultural knowledge.
He supported and mentored the participation of Malaysian children
and students in the co-design session workshops.
Helvi Itenge is an Instructional Technology Designer at NUST in
Namibia and PhD candidate at Queensland University of Technol-
ogy (QUT) in Australia. Her research focuses on exploring and co-
designing emerging technologies to enhance the reading experience
of primary learners in Namibia. Through collective research, she
worked with young learners from Primary Schools exploring emerg-
ing technologies, redesigned the reading space, and co-designed
reading technology tools.
Erkki Rötkönen is a principal in an elementary school in Turku,
Finland and PhD candidate at the University of Turku. He has a
demonstrated history of working in education with special interest
in educational technology, pedagogy and curriculum development.
His research focuses on innovative technology-enabled learning
ecologies such as Remote Presence and Virtual Reality, enabling
distributed hybrid learning and co-design spaces to connect learn-
ers around the globe.
Daniel Tan YongWen is a lecturer and director of Drone Research

and Application Centre at the University of Technology Sarawak.
His field is in information system focusing sport performance anal-
ysis and drone application. His role in the project is to co-ordinate
the children fromMalaysia and conducting co-located sessions with
children from Malaysia.
Rachel C. Smith is Associate Professor at the Dept. of Digital
Design and Information Studies at Aarhus University. Her work
focuses on digital technology, social transformations and futures
through participatory design, design anthropology and human-
computer interaction. She co-leads large-scale research into com-
putational empowerment for emerging technologies in education.
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