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About the workshop

Location: Museum of the Home Date: 18th May 2022

The home can be a challenging environment in which to
conduct research, especially in the context of digital
technologies which are increasingly being introduced in
our everyday home lives due to their complexity,
embedded nature within mundane routines as well as
their encroachment on our more private spaces. Many
researchers working in this field are increasingly drawing
on and evolving more creative research methods, such as
speculative design, design fictions, collaging, cartooning,
physical modelling to address this challenge and involve
more diverse users in research.
In this event we are interested in exploring innovative
creative approaches and methods that have been used to
study the intersection of the home and digital
technology that allow us to engage with multiple diverse
perspectives, challenge current perceptions of technology
within the home, disrupt the mundane practices of the
home, explore more private spaces or inspire future
visions of technology within the home.
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About the organisers

Laura Benton 
is a Senior Research Associate based at the UCL 

Knowledge Lab. Her research interests focus on the areas 
of digital technology, interaction design, education and 
user-centred design methods. She has most recently 

been exploring ways to apply her design expertise to the 
security aspects of smart devices in the home.

Mina Vasalou
is a Professor of Interaction Design based at the UCL 

Knowledge Lab. Her research interests are oriented by a 
value-sensitive approach to technology. She works at the 
intersection of social science and interaction design using 

insights from one to inform the other.

3



Workshop 
Participants

• Bridgette Wessels (University of Glasgow)
• Carolina Are (Northumbria University)
• Emily Corrigan-Kavanagh (University of Surrey)
• Emma Slade (University of Bristol)
• Jennifer Challinor (Crichton Trust)
• Kate Howland (University of Sussex)
• Katherine Twamley (UCL)
• Lili Golmohammadi (UCL)
• Lizzie Coles-Kemp (Royal Holloway)
• Mirian Calvo (Lancaster University)
• Nicole Meng (University of Edinburgh)
• Roser Beneito-Montagut (Cardiff University)
• Ryan Casey (University of Glasgow/Crichton Trust)
• Xavier Chen (University of Bristol)
• Zinie Zhang (UCL)
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Pro j ect  h ighl ight:

BCONNECTED @ Home

INSPIRATION
Visual methods in aging research (Martin, 2015)

Visual methodologies(Rose, 2016)
PAR With Older Adults (Blair and Minkle, 2009)

Cultural Probes (Gaver, et al.1999)
Photovoice: Concept, Methodology, and Use for Participatory 

Needs Assessment (Wang and Burris,1997)

PREPARATION
• Negotiating access to each living arrangement / home

• Recruiting participants/theoretical sample
• Preparation of the interviews / scripts

• Design and print the clocks and selection of the icons (place, 
technology and relations)

RESEARCH OBJECTIVE
• To study the digital life of older people in different living 
arrangements (their own hones, sheltered housing and care 

homes) to analyze the influence connectedness technologies have 
on their socialization and relationships.

• To understand the mutual influence of the use and meaning of 
places (different understandings of home) and use of 

communication technologies in co-shaping connectedness in later 
life.

RATIONALE FOR THE METHOD
A “day in your life” visual clock creative exercise, in which 

participants will use a large clock to map out place, technology and 
social relationships that happen throughout an ordinary day.

To capture physical spaces and social spaces and their 
interrelations
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Method description

• Life story interview

• Fieldnotes description of the space and interactions with 
participants

• Drawing in a clock a ”day in your life” – Map of 
routines, connectedness and place
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Method description

• Visual self-registration kit that was done on 
participants’ daily life for a period of one week 

(Polaroid camera and note-book or adapted to the 
participant, e.g. a participant used smartphone and 

WhatsApp photos and audios).

• Online interactions

• After the self-registration, an elicitation 
interview with the visual materials and 

notes
7



23 participants: 14 women and 9 men
Average age: 81 years all
All communication technology users
Varied in relations to socio-economic 
background, educational level, migration 
and living arrangement (alone, with 
partners or family)

The place/home were people live affects their social
connectivity at three different levels:
individual, communitarian and to the broader society.

There is a relationship between place and technology use
that adds meaning to the social relationship
(caring, bonding, neighborhood, kindship, etc.).

The use of technologies is affected by gender, race, age
and social class in the three living arrangements.

Older people use an ecology of media in which
relationships, place and temporalities are important for
choosing what to use, when and what for.

SHELTER 
HOUSING

8 participants

INDEPENDENT 
LIVING

7 participants

CARE HOMES
8 participants
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Method  h ighl ight:

Online probes with 
online rapid prototyping

INSPIRATION
• Speculative design

• Design sociology (Lupton, 2017)
• Cultural Probes (Gaver et al., 1999; Gaver et al., 2004)

KEY Research QuestionS
How do participants frame touch and digital touch in narratives of 

loneliness?
What insights can open-ended and speculative design methods 

provide on the role of touch and digital touch in narratives of 
loneliness?

Preparation
Online probes: Create a website or PDF with a selection of approx. 6
online probe tasks per week (participants will be encouraged to
select 1 or 2 of these). Ensure these tasks are short and offer a
range of response mediums as options (e.g. short story, photo, 30
second film, sketch). Your website / PDF should also include a short
introduction to the online probes, how to use them (including
instructions for sending completed tasks), and what you
hope participants will get out of doing them.

Online Rapid Prototyping (to take place during an online workshop):
Email participants in advance of the workshop to explain the idea of
rapid prototyping in clear language, and suggest some possible
materials for participants to have ready to hand ( e.g., ‘any of the
following you have available: scissors, tape, paper, a small selection
of recycling packaging, small objects, crafty bits and bobs...’). Also
prepare a short presentation of example touch
technologies designed around loneliness to discuss first with
participants (and which they can draw on as inspiration for their
prototyping). 9
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Method description

Online probes – an adaptation of cultural probes – are a
digital method where participants respond to open-ended
‘evocative tasks’ communicated by any combination of
website, social media, apps and email. Sometimes also
called ‘digital probes’, they may involve a number of
digitally connected devices, including, but not limited to
personal computers, tablets and smart phones. A key
shift with online probes is that researchers provide the
tasks, but not the physical objects and materials. This
shift also applies to online rapid prototyping.

These methods were used in the context of a three-part
creative (online) workshop series designed to support
participants to explore the complex areas of loneliness,
touch and digital touch in stages. Participants were
invited to engage with the online probes in-between the
online workshops.
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Method description
Week 1 – Online Workshop 1: Touch & Loneliness (1.5 hrs): (Email
participants in advance asking them to prepare paper, pen/pencils & an
‘object of connection’ to introduce themselves with). Participants introduce
themselves through their ‘object of connection’, define loneliness, map
experiences of loneliness and then frame touch within those experiences. At
the end of the workshop, they are introduced the online probes (the
website) and are invited to select 1-2 (of 6) probe tasks, to help them
develop their reflections on touch and loneliness. These can be emailed or
sent via WhatsApp to the researcher the following week. After the
workshop, email participants with a re-cap of the online probes instructions
and a list of what materials to prepare for the online rapid prototyping next
week (see P1. ‘Preparation’).

Week 2 – Online Workshop 2: Digital Touch & Loneliness Part I (1.5 hrs):
Participants share the process of their online probe returns from Week 1 (if
they are happy to). Researcher gives short presentation with example digital
touch technologies, which participants then discuss/critique. Participants
are then invited to rapid prototype a digital touch technology around
loneliness and connection (they can frame this how they wish, e.g.,
solution-oriented and aimed to comfort and support, or more questioning,
as critique). They then present their prototypes to the group. Finally, the
researcher introduces the online probes for Week 2 and emails participants
with a re-cap of these instructions and a list of what to prepare for Week 3
(pen, paper and their prototype).

Week 3 – Online Workshop 3: Digital Touch & Loneliness Part II (1.5 hrs):
Participants share the process of their online probe returns from Week 2 (if
they are happy to). Researcher facilitates further discussion of prototypes
from Online Workshop 2, and then broader questions about touch and
loneliness and final reflections of taking part.
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1.Discuss the example digital touch technologies 
shown in the short presentation – what stood out?
2.Imagine (and prototype) a digital touch 
technology around loneliness & connec tion (this 
can be to ameliorate loneliness, and/or a way to 
crit ique touch technologies designed for loneliness)
3.Selec t 1-2 probe tasks to complete this week 
(and discuss in the following online workshop)

Touch comforts - for many, touch is comforting for moments of loneliness
– and this idea of touch is expanded in lots of different ways. Social touch
is important, but participants also spoke about touch from animals, the
natural world, objects, and the feel and sensations of particular materials.
Materiality matters: Digital touch is often perceived as too hard –
participants desired softer, more comforting materialities, as well as less
synthetic ones!
The online adaptations of the methods used in this study created a changed
relationship to materials in the project, and supported remote engagement
with embodied ideas, like touch, differently.
The shift from researcher-led resources /materials (traditionally
curated/provided by the researcher/facilitator in rapid prototyping and
cultural probe methods) to participants’ home resources often led to
personalised and novel outcomes, which allowed participants to express
nuanced aspects of touch (and digital touch) and loneliness in their lived
experiences (see examples on the next page).
Whilst there is not an equivalent in-person version of the study to directly
compare this to, it’s possible that participants being situated in their homes
and using materials they had to hand gave them more agency and control.

Scenario

Participants
1) people over 70 who were self-isolating
2) professionals between the ages of 25-55
working from home
3) young people aged 18-24
There were 6 workshop groups in total: Two
groups for each of the above demographics,
with an average of 4 participants in each
group (24 participants in total: 7 males and
17 females).

INSIGHTS/FINDINGS

METHOD IN USE: Online Rapid Prototyping with Online Probes 12



Method  h ighl ight:  

HAPPY HOMES WORKSHOP

INSPIRATION
• Art therapy techniques (Malchiodi, 2007; Silverstone, 2009; 

Curtis, 2011; Rubin, 2011)

• Creative research methods (Kara, 2020)

• Codesign tools/process (Sanders and Stappers, 2012)

• Authentic Happiness (Seligman, 2002)

• Flow (Csikszentmihalyi, 1997)

• Speculative design

Preparation
• Recruit up to six participants that are representative of the

target user group for a home happiness design intervention
• Find a suitable space to conduct the workshop such as a

room that is close to a sink (for washing brushes and hands),
large windows (for natural light), and ample table space and
areas to create artwork

• Send participants preparation activity instructions by email at
least a week before workshop along with workshop schedule
and location

• Source a wide selection of art materials (i.e. paints, colouring
pencils, paint brushes, water containers, A4 and A3 paper,
magazines, paper, scissors, and glue)

• Create and print out at least one A4 paper with large black
outline of house per participant

13
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Method description: 
HAPPY HOMES WORKSHOP

1. As preparation before the workshop, participants reflect (using notes and/or
drawings) about a place at home such as what they like and dislike about the space
and how they might change it.

2. To begin the workshop, relevant concepts (i.e. Authentic Happiness) and how
activities should be approached (i.e. drawing what feels right as opposed to what
looks right) are introduced to participants through a short presentation (max 10
mins).

3. For Activity 1, participants share the results of their preparation activity and on
their previous experiences and perceptions of art one-by-one without interruption
from others (max 15 mins).

4. For Activity 2, the facilitator(s) provides participants with a diverse range of art
supplies (i.e. painting supplies, crayons, markers, colouring pencils, paper of
different sizes and colours) and a page each with a black outline of a house.
Participant then decorate this page using any of the materials available, without
speaking to each other (max. 10 mins). Participants then individually explain their
image to the group once time for the previous task finishes without discussion with
others (max. 15 mins).

5. For Activity 3, participants visualise a positive family experience using any of the
materials provided on an A3 sheet of paper without speaking (max. 30 mins).
Participants discuss the meaning of their images with the group without
interpretations or interruptions from others (max. 30 mins). Group discussion of the
results from each activity is discouraged to reduce social influence from others on
the emerging artworks but may take place once all three activities are complete.

6. Each participant attends a follow-up one-to-one half-hour semi-structured
interview at least a couple of days after the workshop to discuss their created
artwork in greater detail. Interview questions are personalised in response to each
participant’s use of colour, materials, placement and size of relevant figures during
the workshop. 14



To explore how new services ,  produc t-service systems 
or technologies could be designed to support home 
happiness—as defined by Sel igman’s (2002) Authentic 
Happiness theory where happiness is conceptual ised as 
engaging in ac tivi t ies for pleasure ( i .e . eating, 
s leeping, re laxing, posi t ive emotion) ,  engagement ( i .e . 
development of strengths and virtues and experiences 
of ‘ f low’ ) and meaning ( i .e . using one’s strengths and 
virtues for the benefi t of others) .

This method successfully engaged participants positively in artistic practice by
encouraging them to draw what things felt like rather than what they looked like.
This approach to artistic engagement was also supported by asking participants to
discuss their personal history with art at the beginning of the workshop to dispel
and confront any negative presumptions such as “I’m not creative”.
Findings suggested that all positive family home experiences appear to consist of four
core components that can occur sequentially:
(1) Physical binders—object(s) (i.e. food) or environment (i.e. living room) that
facilitates collective happiness activities (i.e. emotional binders)

(2) Being together—family members are physically drawn together by physical
binder(s)
(3) Synchronised rest periods—family members consciously stop other activities and
make time for each other for an extended period
(4) Emotional binders—happiness activities (i.e. for pleasure, engagement, meaning)
involving other family members (e.g. eating together, playing a board game, cooking
for each other ) supported by physical binder(s)
New technologies for the home could act as physical binders for future positive
family experiences by supporting different emotional binders (i.e. a smart cooker that
suggests new recipes based on a family’s previous eating habits or by them inputting
their food preferences, encouraging them to cook and eat together).

Scenario

Participants
•11 participants (divided between two
separate workshops, one with six participants
and the other with five)
•Living with family or partner
•Adult (over 18 years of age)
•One of the main decision makers in the
household
•1 Male/ 10 Female
•Age Range: 31-51 (Mean: 45)

INSIGHTS/FINDINGS

METHOD IN USE: HAPPY HOMES WORKSHOP 15



Method  h ighl ight:  

Wizard of Oz & Role Play for 
Smart Home Voice 
Interaction Design

INSPIRATION
• Wizard of Oz (WoZ) methods (Klemer et al. 2000, Porcheron

et al. 2021)

• Natural Expression studies (Troung et al. 2004, Dey et al. 
2006)

• Body storming/roleplay (Metatla et al. 2019)

I combined the WoZ method with roleplay to give non-technical
users and those who had not previously used a voice user
interface an experience of how such a system might work
before role playing.

Preparation
• Design and implement WoZ prototype (shown below –

speaker wirelessly connected to laptop so that responses
can be generated by a researcher unbeknownst to
participant)

• Write WoZ protocol (for ‘Wizard’ to follow) and prepare WoZ
tasks

• Write interview protocol for eliciting example automation tasks
for use in role-play

• Recruit participants for home study

16
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METHOD DESCRIPTION: Wizard of 
Oz & Role Play for Smart Home 

Voice Interaction Design

Visit participant’s home to carry out interview, role-play and
prototype testing session – requires one researcher to carry
out interview and one to act as the ‘Wizard’ and role-play
partner
1.Conduct short semi-structured interview on participants’
current use and understanding of smart home technology and
voice user interfaces, and ask them to describe three different
examples of new smart home functionality that might be
helpful to them in their own home (e.g. turn all lights off when I
leave)
2.Participants test the WoZ VUI prototype by attempting three
tasks for them using the interface (Wizard drives interaction
using dashboard shown below). Ask for their feedback on the
experience.
3.Participants take part in role-play with one interviewer taking
role of an advanced voice user interface, using the three
examples of desirable smart home behaviour identified earlier.
At the end of the session participants should be given a short
debrief during which the WoZ prototype method is explained.
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The Conver-SE pro jec t  exp lored how vo ice user inter faces 
cou ld support  end-user programming (EUP)  for home 
automat ion and make i t  more ac cess ib le for those who face 
barr iers .  We asked part ic ipants to ident i fy 3 automated 
behaviours that  might he lp them in the ir l ives .  They used 
our WoZ proto type to se t  up some bas ic  ru les for a smart  
l ight ,  and then ro le-played set t ing up the ir own des ired 
automat ions v ia vo ice interac t ion .

“ I ’m go ing t o  wake the k id s f rom the i r  nap a t  th ree .  At  fou r ,  
p l e ase  can you pu t  cbeeb i es on fo r  one hour  wh i l s t  I  make d inner. ”

• Participants sometimes described their automated behaviours
in the ‘trigger-action’ format that is commonly used in EUP
systems, but often multiple prompts were needed from the
role-play partner, and in many cases the behaviour was
explained as a device setting rather than a program-like rule.

• Triggers, when given, were often complex and/or
underspecified. Programming by demonstration was
identified as a potential way to support complex sequences.

• There are limited scenarios where automation is desirable.
For disabled participants there were some benefits identified,
but often being able to remotely control devices via voice
rather than set up a rule in advance is preferred.

• Scenarios for automation often relate to situations where
participant is not home or asleep, or relate to care for
children and pets.

Scenario

Participants

• 15 participants
• 5 male, 10 female
• All identified as ‘not tech-savvy’, all

owned at least 1 smart home device
• 6 participants had a declared

disability including 3 visually impaired
participants

INSIGHTS/FINDINGS

METHOD IN USE: Conver-SE project 18



Method  h ighl ight:  

Participatory and ecological 
exploration of connected homes 

in a rural place

INSPIRATION
• Domestication of ICT (Silverstone et al.,1992,1998)

• Household-centric perspective and agency (Quan-Hasse et 
al., 2018; Fung and Gale, 2021)

• Wellbeing (Veenhoven, 2014)

• Household focus groups (Gabb, 2010)

• Walking interviews (Davies, 2011)

• Co-creation design methods (Wessels, et al. 2015)

Preparation
• Create a diary booklet for a 1-day diary, with a full page for 

different times of the day (morning, midday, afternoon, 
evening, night)

• Recruitment of diverse households in rural location

• Create topic guides for focus group discussions and walking 
interviews

• Source craft materials such as paper, scissors, pens, and 
legos for co-creation workshop

• Source a meeting room and suitable date for all households 
for co-creation workshop

19
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METHOD DESCRIPTION: Participatory 
and ecological exploration of 

connected homes in a rural place
1.Each participating member of a household is given a physical or
digital copy of a one-day diary to document what technologies they
use in their daily lives on any given day, when they use them, who
they use them with, what spaces of home they use each technology
in, and what they like or don’t like about them.
2.Households are then invited to take part in a collective focus
group discussion (physical or virtual) with a member of the research
team to talk about using technologies in the home, the meaning of
home, confidence and trustworthiness, and technological
adaptations. This discussion lasts approximately 90 minutes.
3.Following on directly after the focus group discussion, each
member of the household takes the researcher on a walking tour of
the home (physically or virtually), which includes questions about
what rooms are used most or least often, where each family
member likes to spend time together or apart, and where digital
technologies are placed and located throughout the home. Each
family member’s tour lasts approximately 10 minutes.
4.All households are invited to participate in a co-creation design
workshop in-person. Members of the research team invite
households to critique, create, and imagine what they want, need,
or desire from connected homes. Households can draw, build
model homes from Lego blocks, and work together to discuss what
connected homes of the future should be like.
5.At this workshop, households also reflect on what they have built,
the research process, and the relationships between technologies,
data, and home in everyday life.
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•Dumfr ies and Gal loway (Scot t ish Borders ,  UK) ,  ident i f ied as 
a su i table rura l  community with an age ing popu lat ion ,  
mixed leve l s  o f  househo ld incomes ,  educat ion/dig i ta l  sk i l l s  
and employment ,  mixed hous ing types and tenure . The 
Counc i l  in partnersh ip with pr ivate sec tor and hous ing 
providers is  harness ing 5G coverage and robot ic s  and 
automat ion to improve serv ices and homes .
•Recru it  a smal l  number o f  househo lds in Dumfr ies to take 
part  in qual i t a t ive p i lo t  s tudy about us ing dig i ta l  
techno log ies in the home us ing f lyers ,  loca l  organisat ional  
connec t ions ,  and soc ia l  media advert isements .

•Foreground and background of everyday life - the discourse around
digital technologies and the routines of everyday life are different from
household to household. Some foreground the devices, features and
affordances of the technologies in their home and then how they use
each, but we're also seeing how households feature and integrate into
the background of everyday life.

•Heating the home – temperature control (i.e. warmth in rural Scottish
winter) is very important to households and part of their everyday
routines. Warmth is very intertwined with feeling 'at home' and can
arguably be framed as a dimension of wellbeing. Feeling 'at home'
is difficult for households to answer at first and something they need
time to reflect on before answering. For our sample, warmth and
memories held in that space define the meaning of home.

•Online walking interviews - different when conducted online. Rather
than being researcher-led, it becomes more of a participant-led home
tour or show-and-tell. The researcher has less control, but participants
can take more creative direction with what they choose to show.

Scenario

Participants
• 4 households in Dumfries community
• Age range: 12 – 85
• 3 women/ 4 men
• Diverse range of living situations and family 
dynamics
• Diverse range of school/employment status: in 
school; retired; employed full-time; self-employed.

INSIGHTS/FINDINGS

METHOD IN USE: Co-creating connected homes with households to support wellbeing in a rural location 21



Pro j ect  h ighl ight:  

Innovative Access to the 
Digital routine for Mobile 

Living

INSPIRATION
• Diary– Interview method (Zimmerman & Wieder, 1997)

• Qualitative Media Diary (Berg and Düvel, 2012)

• Diary Method (Bennett, 2014)

• Sensory Ethnography (Pink, et al., 2016)

• Mobile instant messaging interview (MIMI) (Kaufmann and 
Peil, 2020)

Preparation
• Identify scenarios of mobility

• Identify participants’ daily digital media tool

• Checking participants’ digital abilities

• Rapport building with participants

• Finding out the level of self-report of participants before the 
task formally begins by a small pilot. If any participants have 

difficulties in doing this, a short prior training or guidance 
should be offered.

22
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METHOD DESCRIPTION: Digital 
Diary & Post-diary Interview

Momentary diary
• Participants will receive a series of prompts to frame the

report items in relation to the research questions. Some are
as follows: What was the type of interaction with your
parents/children just now? What was the purposes? How
was the communication going on? And how did you feel
right now?

• They will then be asked to record their feelings and
reflections in the form of video or audio via their mobile
device as soon as possible after engaging in digital
practices. This will take place over 7 days with practice.

• Report items are required to be submitted after they are
completed.

• If participant have not sent any item by the specified time
(e.g. 8 p.m. each day), a short reminder will be sent.
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METHOD DESCRIPTION: Digital 
Diary & Post-diary Interview

Reminiscence Diary
• Participants will receive the selection

criteria for their reminiscence diary, such
as “the most impressionable
conversation you’ve had in this period”

• Then they will be encouraged to submit
several direct records of their digital
traces in any forms during the duration
of diary task, such as screenshot image
of their digital practices.

Post-diary Interview
• “Scenario of use” – Diary questions –

Regular questions about usage
behaviours

• "Scenarios of use" is an in-depth
interview technique that looks at
participants' natural behaviours or
reflections with system or people by
asking them to complete tasks in set
scenarios (Pink, et al., 2016).
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•Researching how mobile media affec ts family
communication prac tices and family relationships
at a distance
•The digital diary – interview approach provides a
means for studying non-territorialized scenario.
In particular, i t is expec ted to make a distinc tive
contribution to the study of everyday, nuanced
and emotional digital prac tices or experiences.

The affordance of mobile media facilitates the shift in
states/emotional experiences of “presence” and “co-
presence” between distant family members.

The ritualistic routine of distant family members are
identified in an on-the-move context.

The emotional experience of “co-presence” or
“togetherness” through mobile media is delicately
differentiated: Being together, Alone-together, and
Absent together.

Studying media-mediated family power dynamics
through the lens of the “panopticon” construct reveals a
bidirectional pattern of power transitions between
parents and children in distant families.

Scenario

Participants
•20 Chinese families
•The 10 families are all based in China, where
the children are in the big city and the parents
are back home.
•The other 10 are international families where the
children are in UK and their parents are in China.
•All child participants are at undergraduate level.

INSIGHTS/FINDINGS

METHOD IN USE: Innovative Access to the Digital routine for Mobile Living 25



Pro j ect  h ighl ight:  

CREATIVE EXPLORATIONS FOR 
DIGITAL HOME SECURITY

INSPIRATION
• Material Speculation (Wakkary et al., 2015)

• Bespoke Booklets (Desjardins et al. 2019)

• Ambiguity (Gaver et al. 2003)

• Creative Security Methods (Hall et al. 2018)

• Speculative Design

Preparation
• Identify scenarios of mobility

• Identify participants’ daily digital media tool

• Checking participants’ digital abilities

• Rapport building with participants

• Finding out the level of self-report of participants before the 
task formally begins by a small pilot. If any participants have 

difficulties in doing this, a short prior training or guidance 
should be offered.
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METHOD DESCRIPTION: CREATIVE 
EXPLORATIONS FOR DIGITAL HOME SECURITY

1. Participants receive kit which include the task booklets, 3D printed
devices (e.g. Smart Voice Assistant, Motion Sensor, Camera), and the
customized stickers which represent the different device functions and
security features.

2. The task booklet describe an imaginary scenario in which a number of
devices are being installed in the home and over the course of a week
participants are asked to customize these devices to include
functionality that would be useful to them.

3. Participants spend 2 days per device. On Day 1 they use the stickers
to customize the device. First they select functionality they would like
(listed in the booklet) and attach the corresponding orange stickers to
the 3D model. Next they select the security features that would help
them to feel comfortable (again listed in the booklet) to have the device
in their home and attach the corresponding blue stickers.

4. Participants decide where to place the device in their home, to
physically put it there for 1 day.

5. After this time they answer some reflective questions within the booklet
about the benefits/concerns around having this device
in their home.

Conduct pre-interviews to establish participants existing views and
experiences with these types of devices and their security.

Conduct post-interviews to explore the choices made during the task and
their reflections on the benefits and risks of having these devices in their
home.
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•Housing provider has installed new smart
heating system
•Helps you to heat your home within any budget
•Includes 3 smart devices: voice assistant , motion
sensor, camera
•You have been asked to review the func tions
and security, and customize to your own
preferences

Type of personal data: High concern about devices
listening to financial-related conversations (more than
facial recognition)

Smart device functionality: More concern about security
of smart voice assistants/cameras than the motion
sensor

Existing security knowledge: Tendency to choose familiar
security functions e.g. multi-factor authentication,
security updates

Importance of place: Devices placed in less private areas
e.g. living room, hallway

Scenario

Participants
• 11 participants
• UK social housing residents
• 2 Male / 9 Female
• Age Range: 18-65 (Mean: 38)
• Technology confidence: Not so (1), Quite (7),

Very (3)
• Diverse range of living situations and health

conditions

INSIGHTS/FINDINGS
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Pro j ect  h ighl ight:  

Cultural probes for exploring 
parent-child joint reading

INSPIRATION
• Cultural probes (Gaver et al., 1999; Boehner et al., 2007)

• Design explorations of family intimacy (Dalsgaard et al.)

• Reframing joint parent-child reading to reflect intimacy 
(Nicholas and Paatch)

Preparation
• Recruit families – pairs of children and parents – who are 

willing to participate and have an interest in reading books 
together

• Establish access to the family home to drop off the probes 
and conduct the post interviews

• Develop creative probes tasks that allow for child and parent 
participation. To enable child participation tasks need to be 

structured

• Develop post interview questions for parent and child

• Develop rapport with the families and particularly with 
children
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METHOD DESCRIPTION: Cultural 
probes for exploring parent-

child joint reading

1. Researchers deliver the cultural probes tasks to the family and 
explain the tasks to the parent who supports the child

2. Each task includes a short scenario description of the task and 
creative materials that can be used to construct it. There is a 

box for each task wrapped with light and colourful gift paper to 
encourage anticipation

3. Parents and children spend one day to complete a task 
together. While task 1 and 2 are designed to encourage 

communication, task 3 requests joint contributions from parent 
and child

4. Once the family has filled in all three tasks, they arrange a slot 
to conduct the post-interview 

Conduct post-interviews in the home aiming to explore participants’ 
responses. The probe returns are used as contextual prompts to 
ask children and parents about their book preferences, how they 

interact together around books and what they enjoy about reading 
together
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Task 1: Convincing powers – “Your best friend does not like 
reading and you want to change his or her mind! Design a 
postcard to send of a book you love reading together with your 
mum and dad. Why do you like it? How does it make you feel?” 
This first task aimed to capture the type of books children and their 
parents enjoyed reading together, and the reasons motivating their 
choices. 
Task 2: The magic bookmark – “When a book has many pages, 
you use a bookmark to find your place in the book. Design a new 
bookmark with superpowers that you can use when you read 
together with your mum or dad. How will it act? How will it look? 
Will it make new sounds?” The second task invited participants to 
take a generative view on their shared reading to identify how 
technology could be used to strengthen their practice. 

Task 3: The secret treasure of family reading – “When two people 
read together, they sometimes enjoy different bits of the same 
story. Hide your most favourite story bits in your ‘child’ or ‘parent’ 
treasure chest using paper, cloths, pompoms and anything that 
inspires you!” The third task focused on one story the pair enjoyed 
together. The aim was to facilitate the articulation of their shared, 
or individual, engagement in the story in the context of shared 
reading.



We explored how children and parents read
together. We attended to the places and physical
aspec t of reading. We looked at the role of
reading in the family and what it meant for the
parent and chi ld. Our intension was to generate
design insights for new digital technology
designed to reflec t parent and chi ld perspec tives
and the situated meaning of reading at home.

• Children were actively involved in constructing the cultural
probes tasks. This contrasted with the interview where some
children remained reserved

• Task 2 was generative and led to fewer insights about family
reading practices

• Shared reading was a bonding activity taking place during
bedtime where families were physically close. Families were
reluctant to disturb this with technology

• There was a power dynamic centred on what book to read:
parents negotiated their children’s agency with their desire to
maintain their non native language

• Both parent-child enjoyed reading, but for different reasons.
Children were drawn to the book characters whilst parents
attended to their children’s joy

Scenario

Participants
• Six families
• Children aged 5-6 years old; 3 girls and 3

boys
• Parents all female except for one
• Children literacy levels varied which impacted

on the role of the parent during book reading
• Five of the six families were

multilingual/cultural

INSIGHTS/FINDINGS
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