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Figure 1 - Illustration attached to an office fridge at the IT University in Copenhagen by a 

Danish artist known only under the pseudonym HuskMitNavn (RememberMyName). 
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New opportunities for interesting and innovative ways of including end users in 
design are emerging, however these have not been included in larger public 
projects in Scandinavia as of now. During the past two years I have conducted 
empirical research from summer 2020 to spring 2022 following the design of new 
welfare technology in Norwegian Child Welfare Services. This technology 
consisted of two systems, which aims to facilitate communication between social 
workers and citizens.  Citizen groups and social workers were in the early stages 
of the project included in stakeholder workshops and user testing and contributed 
valuable input but due to the global pandemic, which shut many countries down 
thereby limiting social interactions between 2020 and 2022, designers had to 
move their work with end-users online.  Not having a physical space to interact 
with stakeholder groups limited crucial opportunities for cocreating design 
artefacts. Facilitating participation in systems design was also made particularly 
tricky due to the vulnerability of those representing the citizen perspective in 
Child Welfare cases.  
 
Children and parents that have been in contact with Norwegian Child Welfare 
Services were represented through representatives from interest organizations, 
and most of them had been in contact with Child Welfare Services and received 
some form of “assistance” (voluntarily or not). These represent those who have 
experienced neglect and those who have neglected their parental duties due to 
mental illness or substance addiction. Which is easily understood to be a 
vulnerable outset for participating in a systems development project. The use of 
artifacts that represented the children and parents as end-users became a way of 
presenting the children’ and parents’ stories in a way that did not put them in an 
even more precarious and uncomfortable position. These user representatives 
were active engaged in creation personas and user journeys based on their own 
stories. However, this did not allow them to be in the room when many decisions 
were made about functionality or interface.  
 
Though my research has not dealt with the inclusion of robots, I have had an 
interest in a Norwegian startup called ‘No Isolation’ since doing my master’s 
specializing in Learning Technology at the University of Oslo in 2018. No 
Isolation began in 2015 with a vision of creating warm technology that would 
connect people of all generations and combating the loneliness that stems from 
being physically isolated. The products they produce are Komp, a user-friendly 
tablet aimed at seniors (No Isolation, 2019), and AV1, a small robot that allow 
children suffering from long-term illness and school absence to participate in a 
classroom setting remotely (No Isolation, 2021a). The AVl is connected to a 
child’s smartphone or tablet from home and can be placed on a desk allowing the 
child to see and hear what is going on in the classroom and interact with teachers 
and peers using a ‘camera, microphone, and built-in speakers’ (No Isolation, 
2021). The robot can easily be controlled by the child at home so they can face 
different directions, showing the classroom setting as if they were present. It also 
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connects to mobile network (4G) so it can be taken outside and not be dependent 
on Wi-Fi connectivity. Internal reports (No Isolation, 2021b) show impressive 
results both in school performance and pupils’ satisfaction. Seeing as the social 
aspect of learning has long been understood as key factor learning (see e.g., 
Mercer and Dawes, 2008).  

 
It would be worthwhile to see if robots like the AV1 can not only be used in a 
classroom setting but also to facilitate design experiences with children in 
vulnerable life situations who might not be able to, or feel comfortable with, 
participating in face-to-face interactions with a designer. The robot can be a way 
of being in the room while maintaining one’s privacy. Using robots in such a way 
might trigger imaginative co-design by children in ways using collaborative 
online whiteboard tools (like Miro1) does not allow for as these do not allow one 
to have a physical sense of a space nor easily allow for more than one user 
representative to voice their ideas at a time.  
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1 Miro was the tool used in user testing of sketches in the mentioned Norwegian Child Welfare development 

project https://miro.com  


