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Abstract 

Studies have shown that foster children encounter many problems in everyday life. 
Three of these major problems are access to information, communication and 
integration. Studies have also shown that digital services such as mobile application 
can assist this particular type of user with their needs. However, when designing such 
a service, it is important that the right user experience design process which is suitable 
for the user will be implemented. For this reason, the goal of this study is to answer the 
following questions: 

“Which UX design guidelines are considered more efficient when designing a digital 
service, especially eHealth services, aimed for adolescent foster children?”  

In general, this study aims to identify which factors inside user experience design will 
lead to a more efficient experience for adolescent foster children from the age of 15 to 
18. In order to accomplish this, the user centered design and design science research 
methodology were adopted for this study. Other methods such as literature study, 
interviews, usability test and heuristic evaluation test were also conducted. 
Furthermore, to evaluate the identified design guidelines, a mobile prototype which 
included the design guidelines were created. Based on the results from the usability 
test and heuristic evaluation test, it can be argued that the design features that would 
benefit adolescent foster children in a digital service are social features, accessing the 
right information at the right time, rewards and challenges. Other design features such 
positive color palates, clear navigation features and minimum use of instructional text 
should also be used. More importantly, when it came to understanding the needs of the 
focus group and the context specifics surrounding them, it was realized that designers 
should create trust with the user, including experts in the area, identifying ethical 
issues and the exact limitations that the focus group faces. It should be noted that at 
the beginning of this study, the main plan was to test the concept on actual foster 
children. Unfortunately, due to certain circumstances, this was not possible. Instead, a 
usability test and heuristic evaluation test for the prototype was conducted with 
participants that were experts in the areas related to this study.  
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Introduction 

 

1 Introduction 

Not long before, most adolescent children did not have access to their own 
smartphones, tablets or laptops and thus did not spend much time using technology 
compared to adults. As a result, user experience (UX) was mainly focused on adult 
users of digital products and services. But the trends are changing dramatically; 
nowadays, children start to interact with different digital products or services from a 
very early stage. This increases the demands for delivering appropriate experiences for 
these young users of technology. There are challenges of course, according to Gelman 
(2014), due to limited cognitive abilities and individual development, designing for 
younger users such as young children and teenagers are very different compared to 
designing for adults. Moreover, there is a lack of prior experiences designing for 
children and teenagers compared to adults. Furthermore, Gelman (2014) states that 
understanding children’s insight is not as straightforward as it is with adults. Naturally, 
the field of UX is trying to develop design, evaluation methods and guidelines for better 
understanding these users, their needs and preferences-which are considerably 
different from adults-, and to attract these young users with more enjoyable 
experiences. 

Foster children however are a different kind of user group. Compared to regular 
children, foster children have other needs and are faced with different challenges. The 
basic definition of foster children according to Goemans et al. (2016) is when a child is 
placed in a welfare system where foster parents will provide them the care which the 
biological parents are unable to do. Statistically, approximately 28,709 children in 
Sweden were placed sometime in the year 2014 in a foster home according to 
socialtjänstlagen (SoL) (2014). Since these children face a number of issues that will 
be discussed later in detail, they are in need of more help and assistance in order to 
have a more secure life similar to other children which are their right. In an annual 
report by the Ombudsman for Children (barnombudsmannen) (2011) organization, it 
is written that unfortunately many of these issues in Sweden are rooted in a cultural 
and administrative level of which is very difficult to change. Through innovative 
solutions and easy access to information, normal life can be facilitated for these 
children. Interaction and user experience design can play an essential role in terms of 
creating innovating solutions to enhance the lives of foster children. So far, not many 
digital solutions have been created to tackle these kinds of problems which are 
communication, access to essential information and integration. Many of the works 
that have been done in Sweden usually focus on unaccompanied refugee teenagers 
within the foster care system. One of these projects which is an app called “Information 
Sverige-App” (County Administrative Board of Västra Götalan, 2015) is aimed to 
providing foster children with information about the Swedish society, vacant jobs, 
medical centers and schools. When searching for similar works during the study, the 
only project that actually focuses on assisting foster families was called “FOCUS” 
(UCLA Nathanson Family Resilience Center, 2014). The app provides foster parents 
and children with an extensive library of video interviews and articles regarding foster 
care and keeps users motivated through challenges and rewards. 

In general, it can be argued that there has not been focus regarding user experience 
design and foster care. Therefore, there is much that UX design can do in terms of 
defining guidelines for such services that can bring valuable insights into the 
development of such products in the future. This thesis proposes guidelines that can 
hopefully improve the design process for digital products aimed for teenage foster 
children and contribute to the field of user experience design for future studies. This is 
done by placing the user group in the center of the design process. This type of method 
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is called “User-Centered Design” or UCD where the design process revolves around the 
user and their needs.  

It should be noted that the results and data of this study will be used in a project that 
is being conducted at a company named Semcon which revolves around developing a 
digital service for adolescent foster care children. Though I am aware of all aspects of 
the project, the thesis will cover only identifying which UX design and evaluation 
processes would be more appropriate for the user’s needs and will not cover the UX 
design of the entire product. 

1.1 Background 

In recent years, there has been a high demand for digitalization of health services or 
eHealth services worldwide, including Sweden. The reasons are the rising challenges 
of healthcare systems worldwide, and demands for sustainable, (cost) effective 
innovative solutions. Global challenges like aging demographics, increase of chronic 
diseases, migration, major breakouts, and increase of vulnerable groups are the main 
reasons that speed up the growth of ehealth solutions globally (World Health 
Organization, 2011), respectively, in Sweden, the Swedish Ministry of Health and 
Social Affairs has set the Vision for eHealth 2025 (2016) which aims to: 

“Support efforts to make use of the opportunities of digitisation in social services and 
health care and have now decided to endorse a common vision for eHealth up to 2025. 
In 2025, Sweden will be best in the world at using the opportunities offered by 
digitisation and eHealth to make it easier for people to achieve good and equal health 
and welfare, and to develop and strengthen their own resources for increased 
independence and participation in the life of society.”  (Wikström et al., 2016, p.3) 

I bring two definitions in order to clarify what ehealth services are and how they 
differentiate from other types of digital services. The World Health Organization 
(WHO) describes ehealth as “the cost effective and secure use of ICT in support of 
health and health-related fields, including health-care services, health surveillance, 
health literature, and health education knowledge and research”. (World Health 
Organization, 2016, p.5). Additionally, the second definition provided by WHO 
describes another term, ehealth as “The use of mobile and wireless technologies to 
support the achievement of health objectives.” (World Health Organization, 2011, p.1) 

Children and young adults living in foster care in Swedish are considered a vulnerable 
group facing many issues in their daily life compared to other children. According to 
socialstyrelsen (2013), children in foster care face challenges such as 
miscommunication with the foster home and social services, lack of education, lack of 
trust, economic and technological limitation, not receiving enough support from the 
school health problems, mental problems, access to information, and access to medical 
needs and so on. Furthermore, Wong-Villacres et al. (2017) emphasize the importance 
of having access to information, where the lack of access can have damaging affects not 
only on the foster children, but other actors that are part of the foster care process as 
well, such as foster parents and teachers. It is also pointed out that by not managing 
relevant and important information available usually leads to less engagement 
between actors within the foster care process since it is harder to identify the go-to 
people when needing support regarding a specific topic and area.  
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Even though there are few information databases, websites, and mobile applications 
which I bring in the upcoming chapters (chapter 4), there is not so much done in terms 
of UX, these services are not highly adopted and used by children. Since eHealth 
services are becoming more significant as time goes by, it is crucial that designers and 
researchers use the right guidelines in order to create the most efficient services for the 
users. Moreover, in a report written by Pouw and Hodgkinson (2016), it is stated that 
when it comes to conducting long-term studies on vulnerable groups, researchers 
should at first implement a context-specific approach to the research process. This 
means that before entering any design or development process, designers and 
researchers should consider all the limitations, ethical issues, cultural, social and 
political elements that revolve around the focus group.  

Overall, there is much UX can contribute to this subject, therefore, I decided to focus 
on how UX can bridge this gap; to design a solution tailored to the needs of these 
vulnerable groups, which can be adopted and used by them as long as they need. Lastly, 
while researching about designing for adolescent children in general, it was revealed 
that features such as rewards, competition, simplicity, socializing and sharing 
information, can help designers develop digital products that is more immersive and 
motivating for younger users.  

1.2 Purpose and research questions 

As mentioned earlier, the purpose of this research is identifying which factors inside 
user experience design will lead to a more efficient experience for adolescent foster 
children from the age of 15 to 18 for digital eHealth services. One of the motivations for 
conducting this study is that even though a number of studies (socialstyrelsen, 2015; 
Barnombudsmannen, 2011) have been done in Sweden in order to assist foster 
children, the studies show that there have not been considerable improvements inside 
the foster care system and that these children still face major problems in their 
everyday life. This shows that there is a major need for digital solutions (apps, 
databases, etc.) for foster children in Sweden, particularly children in their teenage 
years. Furthermore, when searching for any studies in relation to UX design and 
adolescents in foster care, I was unable to discover any research related to this area 
specifically. This can be a problem since from a social aspect; foster children have 
different needs compared to other children. This study is aimed to provide a new set of 
guidelines which is expected to assist designers in designing and evaluating digital 
eHealth products for adolescent children in foster care.  

Having this in mind, the research questions that can be applied to this study which also 
relates to UX design is:  

 “Which UX design guidelines are considered more efficient when designing a digital 
service, especially eHealth services, aimed for adolescent foster children?”  

1.3 Delimitations 

As mentioned previously, this study is part of a project that is being conducted at 
Semcon. Though I am aware of all aspects of the project, the thesis will cover only 
identifying which UX design processes would be more appropriate for the user’s needs, 
and will not cover the UX design of the entire product. The thesis uses the “Design 
Science Research Methodology” as the research process for this study. 
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At first, the aim of the thesis was to include adolescent foster children from the age of 
15-18 in the design process of the artefact but unfortunately, due to certain 
circumstances, this was not possible. Instead, it was decided to conduct a usability test 
for the prototype which is designed based on the UX design guidelines. These 
guidelines are identified by doing a literature review on similar studies and 
interviewing people who are involved with foster children, such as social workers. Also, 
a heuristic evaluation test using Nielsen’s (1990) heuristic principle was conducted by 
UX design experts in order to determine if the prototype includes the common design 
standards used in digital services such as mobile applications and that all the major 
design problems are identified. In general, my study will confine itself to designing 
prototypes, test sessions, interviewing and observing.  

1.4 Outline 

The following sections include theoretical background, methods, analysis, discussion 
and conclusions. In the theoretical background part of the study, information from 
studies and related work regarding the area of the exam work is provided. In the 
method section, I explain which methods and process will be carried out in order to 
collect and analyze the data which is collected during the study. The following chapter 
focuses on the findings of the research and their analysis. The last section will focus on 
the discussion revolving around the chosen methods for the study and the analyzed 
findings. Furthermore, the last chapter summarizes the main points of the study and 
suggests how the thesis work can be further developed. 
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2 Theoretical background 

2.1 eHealth 
 

There have been many definitions regarding eHealth, each one with their own 
interpretation. One of these definitions that is more accepted is given by Eysenbach’s 
(2001); 

"e-health is an emerging field in the intersection of medical informatics, public health 
and business, referring to health services and information delivered or enhanced 
through the Internet and related technologies. In a broader sense, the term 
characterizes not only a technical development, but also a state-of-mind, a way of 
thinking, an attitude, and a commitment for networked, global thinking, to improve 
health care locally, regionally, and worldwide by using information and 
communication technology."  (Eysenbach, 2001, p.1) 

While many associates the letter “e” in eHealth with “electronics”, Eysenbach (2001) 
instead applies other “e” starting words that would characterize eHealth in a more 
efficient way. These words include: 

• Efficiency  
• Enhancing quality of care  
• Evidence-based  
• Empowerment of consumers and patients  
• Encouragement of a new relationship between health experts and the patient  
• Education of physicians by using online sources  
• Enabling information communication and exchange  
• Extending the range of health care outside its conventional boundaries.   
• Ethics 

• Equity  

Furthermore, Khalil and Jones (2007) believe that by managing information regarding 
health in an efficient way, the health care process can improve dramatically. eHealth 
can assist health experts and patients in exchanging and having access to relevant 
information through services such as mobile applications. Khalil and Jones (2007) 
point out that another area that eHealth is improving is public health education and 
improving the health status of communities at low cost. However, despite the critical 
success of eHealth, there are challenges, such as making the service available and 
implementing it all around the world in the most effective and cost-efficient way 
possible. More importantly, one might ask if there are any challenges within eHealth 
that are relevant for UX design. According to Pagliari (2007), when it comes to eHealth 
and software development, that has been a lack of user involvement in the design 
process of eHealth products. Another issue mentioned by the author which is more 
troublesome is that due to design flaws and not having suitable design guidelines, 
many potentially efficient health systems failed and abandoned. These challenges will 
affect the reliability and usability aspects of the product which will lead to the user’s 
willingness in using the system decrease. Even more crucial, these challenges can be 
dangerous since it will create a feeling of untruthfulness for clinics and patients when 
it comes to using eHealth systems, even if the end product is efficient. This is why is so 
important to have the right design methods and frameworks in place before going any 
further with eHealth systems. 
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2.2 Adolescence 

Adolescence users which are the focus group of this study have different definitions. 
Adolescence, depending on the culture and society can be defined as a stage in life 
where events such as civic participation, having a job and compulsory schooling occur. 
Regarding the age of adolescence, Poole and Peyton (2013) note that in some societies, 
adolescence includes people under the age of 21 while in other societies, anyone under 
the age of 16 are considered being adolescent. In general, in many public views 
adolescence starts roughly at the age of 10 and ends either at 18 or 20. This is why in 
many cultures; the stage of adolescence is viewed as the “teenage” years for a person. 
According to Poole and Peyton (2013), social elements such as family structures, 
citizenship, education and employment can have a large impact on adolescents and 
their identity. While the age of adolescence might differ for each person, there are three 
principles that indicate if a person has entered adulthood. These principles include 
making independent decisions, accepting responsibility and becoming financially 
independent. 

2.3 Foster children 

Before going any further, it would be appropriate to go in more detail regarding the 
focus group of the studies which is foster children. As mentioned by Goemans et al. 
(2016), foster care is when a child is placed in a welfare system where foster parents 
will provide them the care which the biological parents are unable to do. One of the 
goals of foster care is providing children the opportunity of building a close 
relationship with their foster parents. Unfortunately, according to Goemans et al. 
(2016), foster placement in many countries has not been stable, and that foster 
children are repeatedly faced with challenges before and during foster care. This is 
sometimes due to foster children being separated from their home and biological 
parents while at the same time, they need to get used to their new family and home.  

In an article by The Children’s Partnership (2009) it is mentioned that due to 
placement instability and limited coordination between social service providers, leads 
to problems and miscommunication between foster families and foster children during 
the placement process. Furthermore, Bass, et.al. (2004), state that in order for a service 
to be suitable for a specific user group such as children, case plans must be designed 
revolving the child’s needs. At the same time, welfare organizations should implement 
cultural sensitivity in their practices. Capozza, Morrow and Park (2016) also write in 
their article that through the appropriate and efficient use of electronic information, 
can lead to essential information regarding foster care can be organized and delivered 
to the user (foster children and families). The authors also note that not many of the 
groups involved with foster care engage directly with the foster youth and foster family, 
and by having better connection and exchange of information between child welfare 
staff and other groups of people, solved many of the issues regarding connectivity and 
integration. When it comes to foster care in Sweden, according to Freymond and 
Cameron (2006), the country’s welfare system for children is very family-oriented. 
Since all the communicational and emotional issues that the parents are struggling 
with as a direct negative effect on the children, social services believe that it is essential 
to provide assistance for the parents.   
 
Taking this into account, it is important to point out that compared to children; foster 
children have different social needs. This is why it is crucial to identify features and UX 
design processes that suit the user’s needs. 
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2.4 Foster children and their needs 

In order to develop any type of product for a specific user group such as foster children, 
it is essential to recognize the user’s challenges, needs and expectations. As stated 
earlier, according to socialtjänstlagen (SoL), in 2014 approximately 28.709 children 
were placed at some point in a foster home. Moreover, the limited coordination 
between social service providers leads to miscommunication between foster children 
and their foster families during the placement process. Furthermore, Engh et al. (2017) 
mention that the main reasons for children being taken in foster care are due to 
parental neglect or disruptive behavior. Statistically, 4% of children under 18 in 
Sweden are taken into state custody at least once during their childhood. However, less 
than 1% of are placed in to foster care due to the short placement times which last less 
than a year. Engh et al. (2017) also write that among the children being placed in foster 
care, the majority of them are teenagers. Regarding health, both in Sweden and 
internationally, children in foster care suffer from more health problems compared to 
other children. For example, adolescents between the ages of 13-17 are more likely to 
experience anxiety, disorders and depression. The reason for this according to York 
and Jones (2016) is the obstacles such as poor coordination between providers and 
lack of appropriate services that make it difficult for children to access mental health 
services.  The authors also mention that there have not been many studies which focus 
on the experiences of foster care trying to access mental health services for foster 
children which makes it difficult for researchers to identify these obstacles in greater 
detail. 

2.5 Access to information 

On the subject of information about foster care, Hedin, Höjer and Brunnberg (2011) 
point out some of the difficulties in everyday life in a new foster family. One of these 
difficulties relates to receiving information about foster care, responsibilities, activities 
and routines, which can affect the integration process of the foster children 
significantly. Furthermore, Capozza, Morrow and Park (2016) state that the proper use 
of electronic information, leads to essential information regarding foster care, being 
delivered to the users inside the foster system more efficiently. This addresses the need 
for developing digital products which help foster children communicate with their 
foster family and receive information about foster care. 
 
Another challenge that foster children face is not being aware of their basic rights. 
According to Wronka (2012), sharing information is one of the essential tools for 
spearing awareness about human rights. While introducing and presenting 
information to children can be difficult, there can be an innovative idea to solve this 
problem. Wronka (2012) mentions an example in Norway where teaches about CRC 
(Convention on the Rights of the Child) through children’s cartoon.  

2.5.1 Communication 

In a study by Luke and Coyne (2008), adults that were previously placed in foster care 
were interviewed. Afterwards, they concluded that being loved and paying attention 
and act upon to the adolescents’ needs are the reasons which influenced their self-
esteem. Hedin, Höjer and Brunnberg (2011) write that all foster children want to 
communicate with their foster family and be part of the family activities. In summary, 
they have a desire to be treated like everybody else. As mentioned by The Children’s 
Partnership (2009), due to placement instability and limited coordination between 
social service providers, leads to problems and miscommunication between foster 
families and foster children during the placement process. Having this in mind, it can 
be argued that if all of the actors that are involved with the foster care system can 
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communicate with each other in an efficient way, many of the problems surrounding 
foster children can be solved.  
 

2.5.2 Integration 
When all is said and done regarding foster care, no matter how many tools and 
caregivers there are for the foster children, it would be meaningless if the child would 
not integrate into the foster system in the end. Leathersa et al. (2012) suggest that 
children’s integration is one of the most important aspects of the foster care process. 
Issues such as behavior problems appear to worsen the integration process into the 
foster home. One factor that can advance foster home integration is providing the child 
a sense of “belonging” and closeness among the family members. By examining the two 
previous problems, access to information and communication, it can be argued that 
these factors are intertwined with how efficient the foster child will integrate into their 
foster home. For example, in order for the children to feel a sense of closeness and 
belonging, there needs to a better communication level between them and their foster 
family and caregivers. At the same time, having access to information can help children 
learn how to communicate and integrate more efficiently with everyone else. 

2.6 User Experience Design 

User Experience design or UXD focuses on enhancing user satisfaction regarding a 
product by making the interaction with it more accessible and pleasurable. Elements 
that are key to designing an efficient user experience are visual design, information 
architecture, navigation design, Structuring, labeling, managing, usability, interaction 
design and so on. In the end, in order to create an effective user experience for a 
product, it is essential to understand the world of the end user’s everyday life and how 
they interact with that world. In his book, Garrett (2010) writes that user experience is 
about how it functions when a user interacts with the product, rather than its inner 
working. User experience design attempts to answer questions such as how interacting 
with a product feel? Is it difficult to do simple functions? And is it easy to figure out 
how the product functions? Garrett (2010) points out that it is the small things that 
count when it comes to any type of service or product. Even a feature as simple as a 
button can make the difference between having a good experience and not having a 
good experience with the product. From a product design perspective, Garrett (2010) 
mentions that a product that does what is aimed to do is a well-designed product. For 
example, a pen that is full of ink but does not write, a coffee maker that does not make 
coffee or a scissor with sharp blades that do not cut, are not well designed products. 
However, even if a product functions properly, it does not mean that the users' 
experience is well designed and that designers should look beyond aesthetics and 
functionality. User experience design ensures that the functional and aesthetic aspects 
of a product’s feature such as a button works in the framework of the rest of the product 
and the user. For example, how big the size of a button should be depending on its 
function or where it should be placed on the product. Elements that are key to 
designing an efficient user experience are visual design, information architecture, 
navigation design, Structuring, labeling, managing, usability, interaction design and so 
on. 
 
When it comes to user experience, Bačíková (2015) states that both software 
development and research are needed in order to create a human-friendly user 
interface. Also, Human-computer interaction or HCI is closely related to user 
experience. According to the author (2015): 
 

“User experience (UX) and Human-computer interaction (HCI) deal with the 
creation of human-friendly user interfaces. Both areas deal with similar issues, 

however, UX is more practical and HCI perceives UX from the perspective of science. 
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My interest in HCI came from practice, as I have extensive experience in software 
development.” (Bačíková, 2015, p.1) 

 
Considering that one of the main focuses of this study is the needs of teenage foster 
children in Sweden, it is clear that user experience design needs to be in the center of 
the development process in order to produce a product with desirable and cohesive 
effects that meet the exact needs of the user.  

2.6.1 UX and adolescence 

In her book, Gelman (2014) mentions Jean Piaget’s research regarding cognitive 
differences between children based on their age. Gelman (2014) writes that between 
the age of 7 to 11, children are able to think logically about events and concrete ideas. 
However, they still have difficulty in understanding abstract ideas. While this means 
that they might have difficulties in figuring out meanings using abstract thought, they 
still are able to understand representations and symbols. Even though designing for 
children in this age group is easier since they do not rely exclusively on visual examples, 
there are still challenges in designing for children from the age of 7 to 11. For example 
as a designer, you need to create a new interface specifically for users in this age group 
since you cannot use many icons and symbols that are used for adults. In another study, 
Chen, Young and Li (2010) write that when it comes to telecommunication, children’s 
demands are simpler compared to adults. Gelman (2014) further explains that the 
majority of young teenagers from the age of 10 to 12 use smartphones. Knowing this, it 
is important to focus on which UX design features works best on a mobile device for 
adolescent children. This type of design is usually called the mobile first rule which 
helps the designers identify which aspects are more suitable for the user’s experience. 
The reason for this is that due to the limited screen size the mobile devices have, the 
designers need to cut out all of the irrelevant functions and instead focus on 
implementing the most appropriate features. Furthermore, young teenagers use 
electronic products for both entertainment and learning, which makes it more 
important for designers and researchers to study the design and development methods 
for electronic products in order to enhance adolescents’ cognitive ability. To achieve 
this, the products need to be designed in a way which users will use less irrelevant 
cognitive process. 

Regarding adolescent users, user experience design might be a bit different compared 
to younger children. According to Arteaga and Kurniawan (2011), adolescence users 
(teenagers) often want to socialize with their friends and peers. By implementing 
features that can assist users in socialize with each other; the user experience can 
improve significantly. Another aspect that can be effective for this particular user group 
is competition, self-competition and rewards. Presenting challenges to the users will 
encourage better critical thinking which leads to relevant information being processed 
more efficiently. Another feature that is suggested by the authors (2011) is simplicity. 
Most teenagers are not interested in spending time learning how the product functions. 
This means that the product should be easy to use and understand for the users. 

2.7 Social Sustainability  

As many of us know, nowadays many of the daily tasks and problems solving are 
currently done digitally. Many people can argue that digital products have made 
everyday tasks faster and more efficient, and as mentioned by Capozza, Morrow and 
Park (2016), the proper use of digital services, leads to information being delivered to 
the users more efficiently. However, while developing a product, whether is an 
application or a multimedia product, some designers forget one key aspect in designing 
a product which is making it sustainable. Furthermore, when it comes to products 
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related to foster care, it is essential to create it in a way so it will be socially sustainable. 
According to Francis and Davis (2014), social sustainability refers to incorporating 
problems such as people in societies and social and economic systems. Another 
definition of social sustainability made by Woodcraft et al. (2011) is: 
 

“A process for creating sustainable, successful places that promote wellbeing, by 
understanding what people need from the places they live and work. Social 

sustainability combines the design of the physical realm with the design of the social 
world – infrastructure to support social and cultural life, social amenities, systems for 

citizen engagement and space for people and places to evolve.” (Woodcraft et al., 
2011, p.16) 

 
Furthermore, Blevis (2007) states that by focusing on linking the use of different 
resources to interactive technologies, designers can promote sustainable behaviors 
more efficiently. One challenge related to social sustainability and interaction design 
is motivating users in sustainable behaviors through design rather than public policy. 
According to Blevis (2007), there are many design values which lead to a product being 
sustainable, such as the design being about the functions and features of the object, the 
design is about interactions between environments and people and the design that 
offers users choices which lead them to sustainable behavior  
 
Having this in mind, if products are designed and developed with high quality and 
modularity, users may feel inclined to update them which leads to sustainability and 
longevity of use. The same thing can be said about social sustainability, by designing 
high quality products based on the user’s needs as well as combining the design of the 
social world with the design of the physical world, designers can promote systems 
where people can engage and evolve socially and culturally.  
 
Taking all of this into account, it is fair to say that a well-designed product can assist 
foster children in their adolescent stage by integrating into the foster system with less 
difficulty. This makes it more probable that the user will have a more sustainable 
behavior in a society which contributes to achieving social sustainability.  

2.8 User Centered Design 

When it comes to developing a product, it is essential that the design process revolves 
around the user and their needs. One method that can help identify and understand 
the user’s needs is “User Centered Design” (UCD). According to Brunner et al. (2017), 
user centered design not only focuses on computer interaction and science but also 
focuses on the cognitive and psychological aspect of users in order to make information 
systems easier to use. To explain UCD in more detail, Lowdermilk (2013) writes in his 
book that unlike some beliefs; UCD does not only focus on usability since it is the study 
of the relations between human and any type of product. For the most part, user 
centered design emerges from human-computer interaction which revolves around 
how computer products relate to humans while at the same time being rooted in 
usability. The UCD method places the user at the center of the development process 
which leads to good usability. 
 
At the same time, Lowdermilk (2013) states that usability is rooted in scientific 
knowledge through the implementation of psychology, ergonomics and other fields. 
This means that the user centered design is far from subjective and strong proof is 
required in order to show that a design process is effective. This is why UCD relies 
greatly on data which is usually gathered by observing users. By having this data, 
designers can statistically prove that a feature in a product is effective which will make 
it more difficult to argue against it. Additionally, one common misunderstanding 
regarding UCD is that it only focuses on design and the aesthetics of a product. While 
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aesthetics is an important aspect of a digital product, it is not the central focus of the 
design process. Lowdermilk (2013) writes that the main reason for user centered 
design is to determine if an application is effective in achieving the purpose it is 
designed for.  
 
Another essential aspect of designing a digital product revolving the user is taking 
criticism and being open to all types of feedback. One advantage in involving users’ 
feedback in the development process is that the designer does not have to be an expert 
in user experience in order to implement efficient usability standards. To conclude, 
user centered design ensures researchers and designers to gather resourceful 
information which prevents different problems being implemented in a digital 
product. UCD does this by assisting the designers with remaining focused on the user’s 
essential needs. 

 

 

Figure 1- User centered development process 
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3 Designing for adolescent children 
In order to identify which features should be implemented in a digital product so that 
users such as teenage foster children would feel secure and motivated, we should first 
of all, look at the specific target groups and understand their issues and needs. Second 
of all, we need to observe similar studies where different design elements are used in 
order to immerse, motivate and teach users such as children and adolescents in an 
efficient way. Each point that is mentioned below is related to studies that revolve 
around adolescents users and different design features used for solving specific issues 
for the user.      

3.1 Adolescent users 

Concerning cognitive development during adolescence, according to Steinberg (2005), 
many of the sections of the brain being developed during that period of time, are 
responsible for regulating emotion and behavior, and to evaluate risk and rewards. 
Furthermore, the changes in motivation and changes that occur during puberty, 
creates a disconnection between the adolescent’s ability to regulate motivating and 
effective experience. Steinberg (2005) compares developments of early adolescence 
with starting an engine without having an experienced driver behind the wheel. Even 
though the brain is still being developed during early adolescence, Steinberg (2005) 
states that individuals show progress in, information processing and deductive 
reasoning.  
 
As mentioned earlier, when it comes to adolescent users and user experience design, 
there might be many differences when compared to younger children. According to 
Arteaga and Kurniawan (2011), adolescent users also known as teenagers, often want 
to socialize with their friends and peers. By implementing features and functions that 
can assist adolescent users in socialize with each other; the user experience can 
improve significantly. The authors suggest other aspects that can be effective for this 
particular user group which are competition, self-competition and rewards. Presenting 
challenges will encourage user in using critical thinking in an effective way which leads 
to relevant information being processed more efficiently. Another feature that is 
suggested by Arteaga and Kurniawan (2011) is simplicity. Most adolescent users are 
not interested in spending time learning how the product functions. This means that 
the product should be easy to use and understand for the users. 

3.2 Social Component 

In Arteaga and Kurniawan’s (2012) study which revolves around designing an 
application in order to motivate teenagers’ in physical activity, it is mentioned that 
teenagers are usually motivated in using exercise applications if socialization and 
socializing are involved. Knowing this, by implementing social components in a digital 
product, teenage users can be encouraged to socialize with other users. This can lead 
to users communicating, interacting and sharing information with each other. One 
example is sharing your experience and information on an online forum where other 
users can provide feedback by using the digital product. Another example can be the 
ability to create and invite other users to an outdoor activity by using a mobile 
application. The authors also suggest motivating users in socializing through virtual 
prizes which can be shared by friends. In addition, presenting users with challenges 
can also motivate teenage users in socializing with each other.    

3.3 Text 

Continuing with Arteaga and Kurniawan’s (2012) research in regards to presenting text 
to the users, the authors mention the minimum use of instructional text in their app. 
Since teenagers are not interested in reading or receiving too much information, 
designers should be cautious in presenting irrelevant information for the user. One 
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method that is used in Arteaga and Kurniawan’s (2012) application regarding 
information is the top-down approach. This approach focuses on placing essential 
information and options on the top. Gelmen (2014) writes that while designing for 
children and adolescent users, designers should rely more on the visual display and 
less on text explanations, considering that children and young adolescents have 
difficulties in scanning words on a screen. At the same time, designers should not make 
the information too simple for the user or in other words “dumbing down” the 
information. There should also be a right balance between text and white space on the 
display. If the users are presented with too much text, they will have difficulties in 
processing and identifying relevant information.  
 

According to Mayer (2001), compared to adults, teenagers are less tolerant towards 
pages that include a high amount of text. In order to make reading less overwhelming 
for the users, the design should break up the text using visuals. Here, Mayer uses 
cognitive theory to explain that having too many visuals and text, can overload the 
visual channels of the user. Furthermore, Mayar, Heiser and Lonn (2001) indicate that 
extraneous visuals which are purely decorative will take away the user’s attention from 
relevant content on a screen. A theory also known as the “multimedia principle” which 
was presented by Mayer (2001), suggests that people are able to process information 
better if words are associated with pictures than from using only words. Nevertheless, 
this does not mean that by only adding pictures to words will make receiving 
information more efficient. To summarize, to present information efficiently one 
should “select relevant information, organize it into coherent representations, and 
integrate it with other knowledge” (Mayer & Moreno, 2002, p. 111). However, as Mayer 
(2001) stated, in order to process information efficiently, the user needs to have a deep 
understanding of the material which includes mentally organizing the important 
aspects of the materials into a coherent cognitive structure when later is integrated 
with relevant prior knowledge. This means that the materials should be presented in 
specific ways in order to learn the materials with less difficulty. 
 
In order to prevent the user’s cognitive channels to overload, Mayer and Moreno’s 
(2003) suggest different methods for reducing cognitive overload in specific scenarios. 
One scenario is when one or both visual and auditory channels are overloaded by 
incidental and essential processing. Here, interesting but irrelevant materials should 
be eliminated in order to avoid cognitive overload. Also, providing signs and cues for 
how the materials should be processed will reduce the processing of irrelevant 
materials. In the next scenario, similar to the previous one, both of the channels are 
overloaded by incidental and essential processing. The difference is that the materials 
are presented in a confusing manner. By placing words close to the corresponding parts 
of graphics and avoiding the use of identical spoken and printed words, irrelevant 
cognitive load can be reduced. 

3.4 Sound 

Regarding sound and audio, Gelman (2014) mentions in her book that combining short 
audio segments with reading and animations works perfectly with adolescent users, 
specifically for users that have a short attention span. Mayer’s (2001) redundancy 
principle also suggests that by implementing sound alongside text, cognitive overload 
can be reduced. However, sound should not replicate, but to complement the text that 
appears on screen and designers should avoid presenting identical content in different 
methods. Additionally, environmental sounds and background music should be 
avoided according to Moreno & Mayer (2000). Particularly when a high amount of 
information is being presented to the user and heavy cognitive processes are required.  
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3.5 Rewards 

As mentioned earlier, one aspect that can motivate adolescent users in better critical 
thinking and processing information more efficiently is rewards, competition and self-
completion. Regarding teenage users, Fitton and Bell (2014) mention that the users’ 
sense of understanding inside their brain increases when they are presented with 
rewards and risks. When it comes to rewards and motivators, Arteaga et al. (2010) 
categorize the motivators into two groups, external motivators and internal motivators. 
The first type of motivators which are called external motivators can be defined as 
rewards for behaviors such as receiving a medal for winning a sporting activity, getting 
money for doing chores or praise from the teacher for doing your homework. Internal 
motivators however, are associated with personal rewards such as being happy, being 
excited or being satisfied.  
 
One example of rewards being used in a digital product is a family health app developed 
by Katule, Rivett and Densmore (2016) where virtual rewards motivate users in using 
the health app. The app uses badges as rewards in order to provide the user with a 
sense of accomplishment while at the same time uses leaderboards to help players feel 
socially connected and that they are collaborating with each other. Another example of 
using rewards to motivated users is a mobile fitness app called BunnyBolt. In this app, 
created by Lee et al. (2013), badges are used as a reward system and are given to the 
player by completing a variety of tasks. This way, by combining the practical concern 
of workouts with the entertaining aspect of an interactive game, the players will have 
an incentive to continue playing.   

 

Figure 2- Screenshot from the Family Health App (Katule, Rivett and Densmore, 2016) 

 
It is commonly known in the field of design that keeping the user’s attention on the 
information presented in a digital product can be difficult. Regarding adolescent foster 
children, in order to integrate into the foster system more efficiently, a large amount 
of information needs to be processed by the user. By implementing a reward 
component into the product, users’ engagement and motivation for going through the 
information might increase.  A summary of the design features for adolescent children 
mentioned in this chapter can be found in table 1 below.   
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Adolescent 
users 

Social 
Component 

Content Sound Rewards 

Interested in 
competition, 
self-
competition 
and rewards  

Interested 
socialization 
and socializing 
features  

Minimum use 
of 
instructional 
text  

Combining 
short audio 
segments  

Rewards 
help 
processing 
information 
more 
efficient  

Encourage 
better critical 
thinking  

Sharing your 
experience and 
information 

Avoiding 
irrelevant 
information 

Avoid 
environmental 
sounds and 
background 
music  

Users’ 
motivation 
for going 
through the 
information 
will 
increase 

Are not 
interested in 
spending time 
learning how 
the product 
functions 

 Presenting 
relevant 
information 
with help of 
images 

Sounds 
should not 
replicate 

 

Table 1- Summary of the design features for adolescent children 

 

4 Related Work   

4.1 Promoting sexual health through HCI 

In a study related to promoting sexual health by using HCI (Human-Computer 
Interaction), Wood et al. (2017) use user-centered design process and include 58 
adolescents as participants. In the study which lasted for 18 months, the participants 
were involved in the design and evaluation process for a multiplayer mobile game. The 
authors argue that technologies such as mobile phones have recently become a primary 
source for information about health and if used properly, many of the problems 
regarding health awareness can be solved.  The game aims to promote sexual health by 
peer-led interactions and bringing the participants out of their comfort zone when it 
comes to discussing sex and sexuality. Wood et al. (2017) use two different techniques 
for involving adolescent participants in the center of the design process. The first 
method was to treat the participants as ‘research informants’ while the second method 
was to treat them as ‘design partners’ where their suggestions and design input are 
included in the design process. In the end, Wood et al. (2017) suggest that digital 
approaches that are lightweight can be successful in making it easier among 
adolescents to talk about sex. Furthermore, the control of the conversation should be 
shared between all stakeholders and even problematic and uncomfortable interactions 
can turn into opportunities to discuss sex.     
 

4.2 Application to Motivate Teenagers’ Physical Activity 

When it comes to physical activity for adolescents, Arteaga and Kurniawan (2012) 
realized that the lack of motivation for physical activity might be due to obstacles such 
as the parent’s busy schedule or the lack of safe environments. To solve this, 
community intervention programs were tested with some success. However, one issue 
with intervention program is that they can be problematic and expensive to maintain. 
This is why the authors believe that many of these issues can be solved by using 
technologies such as mobile applications. In their study, Arteaga and Kurniawan 



Methods and implementation  

 

(2012) present design guidelines for developing applications that are aimed to motivate 
adolescents to do more physical activity. Some of these design features include 
implementing voiceover for text inside the app or presenting users with rewards when 
completing a physical activity goal.  
 
The prototype which was developed for second-generation iPhones or iPod Touch 
platform includes a carnival theme where players (teenagers) can play two games, earn 
points and later trade those points for virtual rewards. The application consists of six 
components which include the simplicity component, variation component, 
socialization component, competition component, outdoors component and activity 
detection. By the end of the study, a modified set of design guidelines that included 
playing audio with texts that were believed the teenagers needed to read. Furthermore, 
it was revealed that collection rewards and bonuses for completing a physical activity 
task kept the players more motivated and happy.  

4.3 Evaluation of Web Usability Guidelines for Teens 

As mentioned earlier, very little research has been done regarding human-computer 
interaction and adolescents. Therefore, Bailey and Seals (2017) conducted a study in 
order to identify which design features are more appealing and satisfactory for the user. 
In their research, the authors use a web usability design guidelines created by 
McCloskey et al. (2013) and an evaluation method named BAM! The evaluation was 
done by asking eight teenager participants to rate a website based on aesthetic appeal, 
satisfaction, engagement and ease of use. McCloskey et al. (2013) usability guidelines 
cover a range of design recommendations amid for teenagers such as music, 
multimedia, videos, images, mobile devices social networking and so on.  
 
For this study, Bailey and Seals (2017) developed a web page that was based on 
McCloskey et al. (2013) usability guidelines. After interacting with the website, the 
participants rated “ease of use” as the best element of the site. The reason for this is 
that according to the users, making the information presented on the web page easier 
to read and understand made it easier for them to navigate throughout the web page. 
The satisfactory element was rated second while engagement and the aesthetic appeal 
were rated the lowest. In the end, the findings that were gathered in the study 
confirmed that the website and many of its design features are consistent with the 
guidelines that were used in this study. Three of the main elements that highlighted by 
Bailey and Seals (2017) was designing a teen-specific website and using mega menus 
and large clickable areas.   
 
While the studies that were mentioned above revolves around adolescent users and 
design guidelines, none of them focuses on identifying the needs for vulnerable users 
such as foster children. And since different types of users have different needs, it is 
essential that the user experience for a product is designed in a certain way that would 
assist the user in achieving their particular needs. As previously mentioned, one part 
of this study aims to identify the needs of adolescent foster children which will assist 
in creating a set of design guidelines. The guidelines will essentially contribute to 
designing and evaluating digital services for adolescent children in foster care. 
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5 Method and implementation 
5.1 Design 

In order to solve the problem presented earlier in this study, a new set of UX design 
guidelines needs to be presented, tested and evaluated. In order to do so, a type of 
prototype which includes these particular guidelines is needed. Having this in mind, 
the most suitable and efficient research method for this project would be “Design 
Science research methodology”.  According to Peffers et.al. (2007): 

“It (design science) involves a rigorous process to design artefacts to solve observed 
problems, to make research contributions, to evaluate the designs, and to 
communicate the results to appropriate audiences. Such artefacts may include 
constructs, models, methods, and instantiations. They may also include social 
innovations or new properties of technical, social, or informational resources; in short, 
this definition includes any designed object with an embedded solution to an 
understood research problem.” (Peffers et.al., 2007, p.49)  

In their research, Peffers et.al. (2007) present six activities that should be conducted 
in a design science research methodology. These activities include problem 
identification, defining the objectives for a solution, design and development, 
demonstration, evaluation and communication. 

 

 

 

 

 

 

 

 

As mentioned by Peffers et.al. (2007), while doing a design science research, the first 
activity is identifying the problem. Here the specific research problem and the value of 
its solution are defined and justified. Knowing the problem makes it less difficult to 
develop an artefact which will provide a solution. As mentioned before, the problem 
defined in this study revolves around adolescent foster children having issues 
regarding connectivity, integration and access to information. One solution may be 
providing a mobile service for teenagers and all the actors within the foster system. 
However, most of the user experience designs until recently were aimed at adults and 
not adolescent users. By doing a benchmark and going through similar projects, we can 
observe that there are not many products that focus on the needs of foster children in 
their adolescent stage. Projects that do focus on this topic however, are not well 
designed and can be confusing for the user. This implies that there are not many design 
processes which specify what type of features are more efficient for teenagers.  

Figure 3-DSRM process (Peffers et.al., 2007) 
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The second activity in the research is defining the objectives for a solution and if they 
are possible and feasible. One of the objectives for solving the problem is recognizing 
the user’s needs in a form of an artefact. For this study, the artefact includes a set of 
UX design guidelines which will assist with the development of digital services aimed 
for adolescent foster children. Additionally, the artefact includes a prototype which is 
developed, tested and evaluated based on the guidelines which are defined during the 
study. Identifying the requirements for creating a solution is done by conducting a 
literature review and gathering information from articles in areas related to the study. 
Additionally, information regarding the user’s needs is gathered by having workshops 
and interviews with users that fit the focus group criteria. By doing so, researchers can 
decide which aspect of the design they should focus on. Furthermore, in order to design 
a type of digital service mentioned earlier, we need to identify which UX design process 
and features are more suitable for the users. This aspect is also done by conducting a 
literature review regarding different design processes for adolescent children. As 
mentioned earlier, it was decided at the beginning of this study that information 
regarding the user’s needs should be gathered by having workshops and interviews 
with users that fit the focus group criteria. However, due to specific circumstances, this 
plan was discarded. Instead, interviews were conducted with experts within the foster 
care field and that are involved with foster children such as social workers or 
psychiatrists. These interviews are semi-structured, which means that even though 
there is some structure to the interview by including specific questions, there is the 
possibility for the interviewer to guide the conversation to another direction if needed, 
in order to gather additional details. The data gathered from the interviews is 
considered qualitative and the information that is relevant to the study is analyzed. 
Information such as the number of mistakes the participants make during the test 
session, the amount of times assistance is needed and difficulty interacting with the 
prototype. The reason that qualitative research was chosen for this study was the 
number of participants. In the beginning, it was considered to adopt quantitate 
research for the study. However, in quantitative research, statistical calculation of 
sample is required, thus, the size of the sample and number of participants is essential 
and since the number participants for the experiments were low due to limitations, it 
was decided to conduct qualitative research instead.  

Another way to gain information regarding the design process for adolescent users is 
to do a benchmark for similar projects and products. This way, we could get some kind 
of understanding which UX design features would be most effective for the user. 
Finally, by providing a new set of evaluation guidelines which are aimed at teenagers, 
we can figure out whether the UX design features are accurate and effective for the 
users or not. In order to identify the appropriate evaluation process, we need to go 
through different studies which revolve around gathering, documenting and analyzing 
data from adolescent participants.  

The third activity includes designing and developing the artefact. As mentioned earlier, 
the artefact for this study includes UX design guidelines methods for digital product 
amid for adolescent foster children. These guidelines are created based on the 
information and feedback which is gathered from similar studies and interviewing 
experts that are involved with foster children such as social workers or psychiatrists. 
At this point, the design software, Inkscape (2003) was chosen for designing and 
developing the prototype. The first iteration of the prototype will be developed in a low-
fidelity level which consists of paper sketches and wireframes.  It is during this process 
where user-centered design comes into play, for this study, in order to develop the 
appropriate prototype, not only do we need to focus on computer interaction and its 
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science, we also need to make the cognitive and psychological aspect of users the main 
focus of the design process. 

The fourth step is the demonstration activity of the research and is used for testing the 
artefact in order to understand if it will solve the defined problem. This involves 
methods such as experimentation, case study or other suitable activities. According to 
Lowdermilk (2013), during this step, the user should be the main focus of the process 
and the data should mostly be gathered by observing, interviewing, participatory 
design and workshops. In addition, the resources which are required for 
demonstrating the artefact should include knowledge of how the artefact should be 
used in order to solve the defined problem. The mentioned knowledge is gathered 
during the literature review of the study.  Before going further with the next step, the 
designers should use the feedback gathered in the current activity and re-design the 
artefact in the previous phase if needed. This process is done as many times as 
necessary until the designer is satisfied with the results. In the context of this study, it 
was decided to conduct a usability test and heuristic evaluation for the artifact based 
on Nielsen’s (1996) principles, with experts instead of testing the product with the 
focus group. The experts consist of two groups, one being UX designers that work at 
Semcon while the second group which was involved in the usability test included 
experts are involved with foster children such as social workers or psychiatrists. The 
aim of the usability test is to assess the validity of the study’s concept implemented in 
the prototype and if the design guidelines identified in this study are reliable. During 
each both tests, three scenarios will be given to the participants and they are asked to 
interact with the prototype based on that scenario. At the same time, the participant’s 
interaction is recorded and documented.  

In the fifth activity of Peffers et.al (2007) research model, the results that were 
gathered in the previous research process are evaluated and analyzed. This is done so 
the researchers can observe how efficient and effective the artefact supports a solution 
regarding the problem. One of the aims of the study was to use a mix of 
Csikszentmihalyi’s Flow theory (1975) and Read’s (2012) fun toolkit method in order 
to evaluate if the participants are immersed and engaged while interacting with the 
prototype. By using these particular methods, hopefully, we can evaluate the user’s 
feedback which was documented during the test session. As mentioned before, it was 
instead decided to conduct a usability test and heuristic evaluation test with experts, 
since there were difficulties in having access to the focus group which was adolescent 
foster children. Therefore, the results and information that are analyzed in this part of 
the process, are the ones gathered from the usability and heuristic evaluation test. 
Since the information gathered from each test session are qualitative data, by focusing 
on the testers’ reactions and relevant feedback, we can understand if the design 
guidelines contribute in solving the problem that is defined in this study.   

The sixth and last activity of the research method involves communicating and relating 
together the problem, the artefact, its design and its effectiveness to the study and other 
relevant aspects. In this section of the research study, the thesis paper needs to be 
structured in a way that every aspect of the study such as problem definition, 
theoretical background, hypothesis, data collection, analysis, discussion, and 
conclusion, are connected to each other appropriately.  

5.2 Semi-structured Interviews 

In order to understand the focus group’s challenges and get a better insight in their 
everyday life, interviews were conducted interviews with people that work closely with 
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foster children, many topics about foster children such as information regarding work, 
popular app among children, important information and their sources, age range, and 
features that should be digitalized. The interviews that were conducted in this study 
are semi-structured and the data which was collected from the interviews is considered 
qualitative and the information that is relevant to the study is analyzed. Furthermore, 
the questions that were asked in the interviews consisted of open questions with no 
predefined answers. The interviews were documented by recording the session and 
taking notes at the same time. A script of the interviews can be found in the appendix 
chapter of this study.  

5.3 Heuristic evaluation 

One important aspect of designing a product is to identify any problems that might 
occur while interacting with the product. One of the most popular methods in 
evaluating the design of a product is Nielsen’s (1990) heuristic evaluation. Jakob 
Nielsen alongside Rolf Molich presented 10 design guidelines called “Usability 
heuristics”. By applying these principles, designers can identify potential problem 
areas within the product's design and determine if the product follows common design 
standards. The principles proposed by Nielsen (1996) consist of: 

5.3.1 Visibility of the system’s status  

When developing a digital product, the designers should make sure that the user 
interface is as simple as possible in order to avoid confusion for the user. 

5.3.2 Match between the real world and the system  

It is important the user can understand the language that the product is being 
presented in. This is why it is essential to know who your users are. 

5.3.3 User freedom and control 

There are many situations where the user press or uses a function by accident which 
leaves the user lost and confused. Here the system should provide options that allow 
the user to navigate wherever they desire without any difficulties. One example is 
including an undo and redo function, or having a home button that takes the user to 
the home page of the system. 

5.3.4 Consistency and standards    

One of the major components in designing a product is the consistency of design. Users 
should know that different words, actions and interaction are always the same thing 
throughout the different designs. For example, one design feature that is used in 
mobile UI’s is the menu bar. Here, users know that by taping the menu bar, they can 
access the menu navigating bar.   

5.3.5 Preventing errors 

When a user enters data in a field box or interacts with a button, some type of feedback 
should occur in order to acknowledge the action. Error message and tutorial messages 
are some of the methods used to provide feedback to the user. While it is important to 
have simple error messages, designers should always do their best to prevent any type 
of errors from happening. One way to achieve this is by removing unnecessary 
functions, buttons and fields from the system.     
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5.3.6 Recognition rather than recall 

Designers should know that there is a higher chance that first-time users will feel lost 
while interacting with the product’s screen. The interface should include simple 
navigation cues, especially cues that indicate a way to return to the home screen. This 
will lead to the user’s memory load decreasing. 
 
 
 

5.3.7 Efficiency and flexibility of use 

While designing the system to simple for first-time users can be effective, it might be 
cumbersome and confusing for more experienced users. This is why designers should 
implement less obvious or hidden shortcuts for common functions.  

5.3.8 Minimalist and aesthetic design  

Using a service should not be demanding and complex for the user since it requires a 
higher memory load which in turn, decreases the integration level for the user. Having 
simple and straightforward commands on a screen will lead to the user’s memory load 
decreasing. This will also lead to the user’s memory load decreasing. 

5.3.9 Help users recover from errors 

Error messages should be as simple as possible since having complex error messages 
lead to the user being frustrated and confused. However, if having complex messages 
cannot be avoided, the system should provide the user with instructions on how to 
contact someone for assistance with interpreting the error.     

5.3.10 Documentations and help 

One thing that is consistent with help screens is that it is usually used by advanced 
users. By having tutorials and instructions that focus on the main tasks and how the 
user can get started, beginners will be more encouraged in reading the “help” feature 
of the service. 

5.4 Wireframes and user flow 

Before developing the prototype, the structure of the design was first formed by using 
sketches and wireframes. By having a low-fidelity outline of the prototype, it makes it 
less difficult for the designer to assign their content architecture early one in the design 
process.  



Methods and implementation  

 

 

Figure 4-User Flow 

 
The next step is to create a mockup which can be considered as the skin product and 
usually are strictly visual.  
 

 

Figure 5-High fidelity mockups 

 

The final step before developing the actual prototype is creating a user flow. User flow 
also known as UX flow is considered a mix between visual interfaces and traditional 
flow charts. This type of technique is used in order to deliver a complete visualization 
of the entire path that the user follows while interaction with the product. By using this 
type of flowchart, the user’s journey from start to finish while completing a particular 
task can be more easily facilitated. 
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5.5 Prototype 

As mentioned earlier in this study, the prototype used in the thesis is developed based 
on UX design guidelines which were identified from the literature review and the 
interviews sessions with people who have been working with foster children. 
Furthermore, the elements that were identified in the theoretical background chapter 
such as social components, type of text, suitable color palettes, sounds, challenge and 
rewards were also implemented into the prototype. 
 
The prototype used for this study was designed and developed using Adobe Illustrator 
(1985) and Axure RP (2016). Adobe Illustrator is a vector graphics editor which is used 
for designing graphics such as diagrams, charts, logos and illustrations. The program 
was used for designing the front end and graphical aspect of the prototype. 
Furthermore, in order to develop a digital product for the participants to interact with, 
Axure RP was used for creating an interactive prototype.  
 

 

Figure 6-The prototype being designed in Axure RP 

 
The prototype consisted of different tasks and scenarios which the participant needed 
to complete. There are three scenarios presented in the prototype in total. These 
specific scenarios were chosen based on the information gathered from the literature 
reviews and interviews that were conducted early in the design process. Furthermore, 
each scenario relates to one of the main challenges that foster children face in everyday 
life which were identified earlier in this study.   

5.5.1 Scenario #1: Learning about LMA card 

In the first scenario, the user is presented with a notification regarding the LMA card. 
The participant is tasked to follow the instruction and gain more knowledge regarding 
the LMA card. Afterwards, the user is asked to finish a short quiz about the information 
that was presented.  The task is repeated once again but this time, the participant is 
asked to access the LMA page from the home page. 
 

5.5.2 Scenario #2: Getting more information about the family 

The second scenario revolves around the participant receiving a notification regarding 
a new foster family which from there, the user has the ability to navigate through 



Methods and implementation  

 

specific information that is related to the new family, information such as the house, 
family members and the city. Similar to the first scenario, the participant is asked to 
complete the task again and discover the relevant information by starting from the 
home page.  

5.5.3 Scenario #3: Joining an event 

The last scenario is similar to the previous one where the user is presented with a 
notification about a new activity. Here if the user chooses, they can view the activity 
page for more information.  However, in order to join the event, a request needs to be 
sent and approved from the user to two other actors. In this scenario, the two other 
actors are the foster parents and the guardian. This scenario was specifically based on 
the feedback that was received from the last interview with Västra Hisingen where it 
was suggested that if the foster child wants to attend this event, they need to send a 
consent request to the foster parents and their guardians. After getting approved by 
both parties, the foster child is able to join the event. Similar to previous scenarios, the 
task is repeated again starting from the prototypes home page.  
 

5.6 Participants 

Before the study started, the main plan was to find at least 8 adolescent foster children. 
Also, the participants needed to have specific conditions and criteria which are: 

• Between the age of 15-18 
• Are currently or has been at one point been placed in foster care 
• No psychological disabilities 

At first, many communities and foster homes in Gothenburg were contacted. During 
the conversation, the aim of the study and why it is important to have a workshop 
session with the focus group was explained in detail. Afterwards, they were asked if any 
foster children were willing to participate in the workshop but unfortunately, none of 
the organizations were able to help. This was mostly because of ethical issues and how 
foster children might feel uncomfortable participating in a workshop. Due to time 
limitations, it was decided to have design experts from Semcon to conduct a heuristic 
evaluation. Furthermore, having the prototype being tested by experts in the field of 
foster care and user experience could be an alternative way to know if the design 
features in the prototype are suitable for foster children. For this, the Västra Hisingen 
community in Göteborg was contacted and asked if any of the social workers that work 
with foster children would like to participate in a test session. Fortunately, the 
community was very interested in the study and was willing to participate in the test 
session. 

Overall, the usability test and heuristic evaluation were conducted by two design 
experts working at Semcon and one psychiatrist from the Västra Hisingen community. 
Each participant was made aware of the aim of the research and what the results from 
the test session will be used for. More importantly, the consent of each participant for 
observing and documenting their action was gathered before the session.  

5.7 Procedure 

Before carrying out each test sessions, it was important that the participants would be 
in an environment where they felt the most comfortable. Also if possible, the test 
sessions were done individually. After explaining the problem area and the aim of the 
study, the participants were given a specific scenario and then asked to interact with 
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the prototype based on the scenario. While interacting with the prototype, the 
participant’s actions were observed and documented through voice and video 
recordings. After finishing each test session, their feedback and comments were also 
recorded and documented. 

5.7.1 Usability test 

For the usability test session, the participant was asked to think out loud while 
interacting with the prototype. This way, it can be understood what the participant is 
thinking every step of the process.  The test session took about 20 minutes to complete 
while the discussion that followed after that took about 40 minutes to complete. As 
mentioned earlier, before testing the prototype, the main goal of the study was 
explained to the participants. Next, the participant was asked to complete a number of 
tasks in each of the three scenarios.  While interacting with the prototype, specific 
actions from the user were observed and documented which were: 

• How many mistakes did the participant make during each scenario 

• How many times did the participant ask for assistance 

• Were there any difficulties the user encountered while interacting with the 
prototype 

 

After completing the test, an open discussion was held with the participant about each 
scenario and the solutions that were presented in the prototype. 

5.8 Ethical Considerations 

Regarding ethics in experimenting and research, Fouka and Mantzorou (2011) write: 
 

"Research ethics involve requirements on daily work, the protection of dignity of 
subjects and the publication of the information in the research." (Fouka and 

Mantzorou 2011, p. 3). 
 
One of the major issues in ethics and informed consent according to Fouka and 
Mantzorou (2011) is preventing any attacks on the participant’s personal liberty and 
integrity, and protection of the autonomy for the patient. Another major concern 
mentioned by Treece and Treece (1982), is when a study is done on a group of people 
without getting their consent, or when personal details such as sex, age, hobbies are 
not kept confidential.  
 
For this study, UNESCO’s code of conduct social science research was followed closely 
in order to maintain a high standard of accountability, responsibility and integrity for 
this research which relates to all aspect of the study such as recording, collection, citing 
of the scientific material. For example, according to UNESCO’s code of conduct, 
participants have the right to refuse to be a part of the study which they should be fully 
aware of. For this research, before each test sessions, it was explained to the applicants 
that they can withdraw from the experiment at any time. As mentioned earlier, all 
information and results related to the participants were kept confidential which they 
were informed of. 

 



Findings and analysis  

 

6 Findings and analysis 

Since the data that was gathered for this study is qualitative, therefore, qualitative data 
analysis and methods were applied to this research. 

The Västra Hisingens district was one of the communities that agreed to provide us 
with some insights regarding the needs of the foster children. During the two 
interviews, many topics about foster children and their needs were discussed. Topics 
such as information regarding work, popular app among children, important 
information and their sources, age range and features that should be digitalized. As 
mentioned in the previous chapter, the interviews that were conducted are semi-
structured and the data which was collected from the interviews is considered 
qualitative and the information that is relevant to the study is analyzed. Furthermore, 
the questions that were asked in the interviews consisted of open questions with no 
predefined answers.  
 

6.1 First Interview with Västra Hisingens community 

6.1.1 Information and sources 

One of the topics that were discussed revolved where the foster children usually get 
their information from.  According to the Västra Hisingen, the main source where the 
foster family usually relies on for essential information is from the social services 
(Socialtjänst). Other sources of information were provided through different meetings 
organized by the city for the foster families. However, the timing of the meeting was 
not always suitable for many of the foster families which prevented them to attend 
these meetings. Furthermore, the amount of information at some points seemed 
overwhelming which led to confusion and frustration. 

6.1.2 Age groups 

When asked about different age groups that are placed in foster care, it was mentioned 
that the foster children in family homes are as young as five years old. Moreover, 
unaccompanied children that are also considered as foster children usually falls under 
the age group between 14-17 years old. During the interview, it was pointed out that, 
foster children from the age of 14 to 18 are more engaged with their smartphones and 
different apps compared to other age groups.  

6.1.3 Actors in the foster care system 

For many, foster care only includes foster parents and foster children. However, while 
researching and discussing about foster care, it was clear that many other actors are 
involved and have an effect on the foster care process. Actors such as special educators, 
psychologists, curators, child secretaries, family home secretaries and more, are tasked 
with making the foster placement as efficient as possible both for the foster family and 
children.    

6.1.4 Features and scenarios that should be digitalized 

One major problem inside the foster system is that many of the actors such as social 

workers and psychologists might have a confidentiality agreement regarding the 

information about the foster children in their care. In order to share this information 

with other foster homes, a confirmation needs to be received from the police first. This 

will make gathering information from different organizations regarding the foster 

children, more difficult and long. Knowing this, it might be useful if a digital feature 
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would allow actors within the foster care system to give a digital signature if they want 

to share any information without needing any confirmation from the police.  

Another element that would be beneficial if it was digitalized, is the ability to teach 

foster families how to interacted and treat their foster children. Furthermore, giving 

foster children the ability to connect with each other (even anonymously) and making 

themselves heard with less difficulty can affect the placement process in many positive 

ways.  

6.2 Second Interview with Västra Hisingens community 

For the second interview, different scenarios were created and presented based on the 

feedback that was gathered from the first interview. Each scenario included different 

actors completing a specific task within the foster system. After presenting a scenario, 

the interviewee was asked how the task is completed in the real world and if it is 

possible or feasible to digitalize the process. 

6.2.1 Scenario #1: Access to information 

In the first scenario which was presented, it was discussed if a foster child can access 

essential information. According to the Västra Hisingen, it depends on the age of the 

child whether they can access the information or not. For example, if the child is 

younger than 13, then the guardian responsible for the child will provide the necessary 

information. Regarding information before the placement process, it was mentioned 

that the children usually do not have any information about their new foster family or 

foster home. It is during the placement process where social services will usually have 

a meeting where the children and the family can meet each other and have some kind 

of activity in order to see if they fit with each other. Another example that was given 

regarding essential information was children wanting to know more about LMA cards 

which are used to identify someone as an asylum seeker. It should be noted that LMA 

stands for “Lagen om mottagande av asylsökande” or “Swedish Reception of Asylum 

Seekers Act” in English. Many children do not have any information about what kinds 

of services an LMA card provides. Here it is suggested that the children should be 

informed about these services by the migration offices before the placement process. 

Another method of providing information for foster children is having meetings at 

school when they are at the age of 14 to 15. During these meetings, the children are 

provided with a variety of information regarding school and any other topics that the 

school finds necessary. One issue regarding this method is that if a foster child misses 

any of these meetings it would be difficult for them to get access to the information 

afterwards. In general, one of the main problems regarding access to information is 

not being aware of it and not being notified and reminded about it. One suggestion by 

Västra Hisingen is to develop a digital service which makes the user aware of different 

types of information. However, it should be noted that the amount of information 

regarding foster care is very high and presenting everything to the user can be 

confusing and time-consuming. This is why it is important to know which information 

should be presented at each stage of the placement process to the user.  

6.2.2 Scenario #2: Communication 

The second scenario which was presented included the foster child trying to contact 
anyone within the foster system such as social services or guardian. An issue that 
usually occurs in this kind of situation is that the children are not aware that they have 
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the ability or freedom to contact the appropriate person for help. Another issue is that 
even if the children are aware of this, they find it difficult to trust anyone that they are 
not familiar with. Here it is suggested that it would be more efficient if, at the beginning 
of the process, the essential actors and their roles should be explained to the children. 
It is also suggested that this particular process such also be digitalized where the user 
can have access to information about a verity of people that are associated with the 
foster process. This way, the child will know who they should contact in a particular 
situation and how. Other topics that were discussed regarding communication were 
that the children usually communicate through calling or texting or that the social 
services generally are not in contact with the foster child after turning 18 and leaving 
the foster system.   

6.2.3 Scenario #3: Events/Activities 

The last scenario which was presented revolves around the foster child wanting to join 
an event or activity and if they are required to do a specific task or if this process is 
done automatically by the social services. Here, it was explained that if the foster child 
is under the age of 18, they need to have consent from their guardian in order to apply 
to any events. Furthermore, if social services consider that the foster parents are 
qualified to be guardians, then the children can get consent from them instead.  
However, if the parents are not qualified social services will be responsible regarding 
the matter. One of the questions during the interview was how can the foster children 
be aware of such activities and events? According to Västra Hisingen, social services 
are usually responsible for organizing these activities and making everyone aware of 
them. There are also a few organizations that plan different events such as meditation 
activities for children around the age of 9 to 13 that are feeling stressed. Also, it is 
important that both family home and other actors be aware of these activities. When 
asked how actors within the foster system get notifications and become aware of events 
and activities, it was usually through text messages. To solve this type of issue, Västra 
Hisingen proposed implementing a feature into a digital service such as a mobile 
application where the children, parents and guardians receive notifications about new 
events and activities. Furthermore, if the child wants to attend this event, they can send 
a consent request to the foster parents and their guardians. After getting approved by 
both parties, the foster child is able to join the event.  

6.2.4 Open discussion 

Before finishing the interview, an open discussion was held about other issues and 
solutions regarding the foster process. As mentioned earlier one of the main issues that 
Västra Hisingen touched upon was sharing and having access to essential information. 
As the children grow older the two main topics that foster children are concerned about 
are their economy and their rights. However, for many foster children, the amount of 
information regarding these topics is vast which requires a lot of time and energy. It is 
suggested that in order to achieve equality of opportunity, it is important that all the 
essential information should be shared with everyone. Additionally, information such 
as sexuality, relationships and other information that are not connected to social 
services should also be accessible to children. Here, Västra Hisingen believes that all 
of the information should be presented at once. Instead, there should be a service that 
makes the user aware of the appropriate information depending on their age and the 
stage of the placement process there are currently in. Lastly, another issue that was 
mentioned is that many of the foster children are not aware that they can contact 
people such as a student counselor and plan a meeting at any time. These meetings can 
be helpful for the children since they can discuss topics such as future plans or the 
fields the children want to study in. 
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6.3 Heuristic Evaluation 

For the heuristic evaluation test, the two design experts from Semcon were asked to 
interact with the prototype and provide feedback based on Nielsen (1996) evaluation 
principles. After completing each task for each scenario, all ten principles were applied 
to the prototype in order to see if the criteria are fulfilled. It should be noted that since 
the prototype is not an actual functioning mobile application, some of the criteria does 
not apply to this test session. Each test session took about an hour to complete and 
afterwards an open discussion was held.  

6.3.1 Observation  

 

While interacting with the prototype during the first scenario which tasks the user in 
learning more about the LMA card, one of the feedbacks was related to “visibility of 
system status” principle where the text should be bigger for the user. The next principle 
that was brought up was “Match between system and the real world”. The reason for 
this is that some of the text presented in the prototype did not seem natural and logical. 
Another of the principle that was brought up was “user control and freedom” where 
the arrow buttons should be closer to the page numbers. Another control issue for the 
user was that if the user pressed the menu button, then the user was forced to press 
one of the choices or press on the menu button again to close the side menu. The user 
should be able to leave the side menu by clicking somewhere else on the screen and not 
just only at the menu button. Furthermore, the evaluators also believed that the button 
“back to list” presented in the LMA page should be changed to “back to learn more” 
and the labels in each page should be consistent to the navigation buttons. Also, the 
menu buttons have different options in one order, and the options presented in the 
home page is in a different order which is not consistent. These feedbacks fall under 
the “Consistency and standards” principle. At one point, the “recognition rather than 
recall” principle was mentioned and that menu navigation button seemed unnecessary. 
The reason for this was that the number of taps or clicks that was required in order to 
navigate to other pages by using the menu button was the same as using the home 
button in the navigation bar. The last principle that was mentioned in the first scenario 
was “Help and documentation” and by having a “more info” button in the LMA page, 
the user is able to access more information if needed. 
 
The second scenario as mentioned earlier puts the user in a situation where they are 
presented with information regarding an event and are tasked to join the event. While 
interacting with the prototype in this scenario, the first principle that was mentioned 
was “visibility of system status”. After receiving both consents, instead of being 
presented by the text “going”, a join button should appear which gives the users the 
ability to join the event. Another suggestion was having only two buttons, one "Join" 
and the other "Not interested". After the user has clicked "Join", then the prototype 
will present two options for sending a request to the foster parents and the guardian. 
This might require an extra click for the user, but the result would be a more clean 
design. The next feedback was related to “user control and freedom” and that the user 
should be able to change the "joining" status to “not join”. Regarding the “Consistency 
and standards” principle, it was mentioned that the icon in the "notification bar" 
should have the same icon as the "EVENTS" button on the home page. The last 
principle that was pointed out was the “Aesthetic and minimalist design”. While in the 
event page, it was suggested that the information regarding location, time and date, 
need to be bigger. Furthermore, the text "going" which shows the user’s status 
regarding the event should be the same design as the rest of the app. 
 
For the third and last scenario where the user is tasked to go through the information 
related to the new foster family. The first feedback was that when pressing “The House” 
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button in the family page, it will take the user to a page titled “Your room” which can 
be confusing since the user might expect that there will be more information regarding 
the house. This comment relates to the “Visibility of system status” principle. The next 
comment was linked to “match between system and the real world”. Here, one of the 
evaluators mentioned that the information presented in the house and city pages might 
not be interesting for the user (child). This is important since different types of users 
have different needs and process information differently, the words and phrases inside 
the system should speak the users’ language. The next feedback was related to the 
“User control and freedom”, “Flexibility and efficiency of use” and “Consistency and 
standards” principles. The suggestion was that the user should have the ability to 
navigate between pages without having to go back to the main menu. Finally, the 
“Aesthetic and minimalist design” was brought up. Pointing out the font sizes are not 
always the same in different pages and that the different pages under the same head 
menu should be designed in the same structure (font size, spaces between the rows and 
so on). 
 
By analyzing the information gathered from the test session, we can recognize which 
aspects are essential to include in the design which are: 

• Text size 
While implementing the information into the digital service, the size of the text should 
be big enough so that the user does not have difficulty reading the information. Here 
is where having the focus group involved in the design process will help the designer 
in identifying which text size is more suitable for the user.   
 
• Relative information 
The information that is presented should be consistent and relevant to the user group 
and theme of the digital service. 
 
• Follow standard functions    
Designers need to be sure that their product follows the standard and up to date design 
guidelines. For example, almost every users know that by tapping anywhere on a 
mobile the screen, the side menu should close. 
 
• Consistent labels   
Designers should be careful while designing a digital service so that the labels on each 
page is consistent with the navigation buttons. 
 
• Giving the user the option to access more information   
Presenting the relevant and essential information for the users is crucial. However, 
sometimes presenting all the information for the user can be confusing. Here the 
designers should only present the information that is the most important and give the 
users the option to access the rest of the information if they are willing to learn more 
about the topic. 
 
• Making navigation smoother and easy to understand    

Many designers would suggest that fewer users have to tap or click on an object, the 
better the user experience will become. This might not be the case however since in 
order to minimize the number of taps or clicks, designers mostly design their product 
in a way that it might be difficult to understand for an average user. At times, the user 
might rather do an extra tap or click in order to avoid confusion. Here the designers 
should identify when the extra tap or click is beneficial for the user. Moreover, users 
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should have the ability to navigate between pages without having to go back to the main 
menu 

• Consistent icons 
Designers should make sure that every icon for each label is the same in order to avoid 
confusion for the user.  
 
• Appropriate fonts 
Not only should designers use fonts that are relevant and appropriate to the 
information being presented to users, but the number of fonts should be kept to a 
minimum. Having too many font types leads to high rate of confusion for the user. 

6.4 Usability Test 

As mentioned in the previous section, the participant was asked to complete a number 
of tasks in each of the three scenarios. These tasks consist of navigating the prototype 
to access information regarding the LMA card, access information regarding the new 
foster family and joining a social event. While interacting with the prototype, specific 
actions from the user such as the number of mistakes and the number of times the 
participants asked for assistance were observed and documented. 

   

6.4.1 Observation 

As mentioned before, the participant was asked to think out loud when interacting with 
the prototype. While observing the participant during the first scenario, the first thing 
that the tester mentioned was that the text was too small and they had to zoom in order 
to read the information. Afterwards, while reading through the pages about the LMA 
card, the participant understood the information that was presented to them and also 
recognized the navigation features within the page.  In the next stage, the prototype 
asks the user to take a quiz about the information that was presented to them. One 
thing that was noticeable was that the participant did not realize that they were taking 
a quiz and still believed that they reading information regarding LMA card. Later, the 
participant was asked to repeat the task from the homepage and without receiving any 
notifications. This time, instead of going to the LMA card page from the home page, 
the participant decided to go to the event page and thought that it was part of the task. 
After being reminded about the task, the tester went back to the home page and was 
able to complete the scenario and quiz without any difficulties. During the session 
however, it was noticed that the participant did not use any of the top navigation 
buttons such as the hamburger menu. When asked about it, the user mentioned that 
they noticed the navigation buttons but since they did not have that much experience 
working with mobile applications, they decided not to interact with the navigation 
buttons.        

For the second scenario, the user is giving a notification regarding information about 
a new foster family. After being taken to the family page, the participant decided to tap 
the “The Family” button and learn more about each family member. Here, some basic 
information about the family members is presented. However, the participant believed 
that by taping on each box, more information about the family members would become 
visible.       



Findings and analysis  

 

 

Figure 7-The family page 

 
Furthermore, the user seemed very interested in the pages that provide essential 
information regarding the foster family’s house and the city they are living in. Here, 
the participant noted that it is important that during the placement process, 
information such as house pets that lives in the house should also be available for the 
foster child. When asked to access the same information from the home page, the 
participant did not have any difficulties navigation the specific pages related to the new 
foster family.  
 
For the third and last scenario, the task consists of the user receiving a notification 
regarding a new event that they can join. For this test session, the event was presented 
as a day trip to the amusement park in Liseberg. As mentioned earlier, in order for the 
user to join an event, they need to get consent from their guardians and their foster 
parents.  
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Figure 8-Event page 

 
After “receiving” both consents and joining the event as seen in the image above, the 
participant had some difficulties understanding what to do next or if there is any other 
task to do. At one point, the user taped the event picture believing that an action will 
occur. Afterwards, similar to previous scenarios, the same task was asked to be 
completed by starting from the home page. After the tasks were completed, the 
participant mentioned that it was not very clear what the event was about and that 
there should be more detailed information regarding the activity such as, the organizer, 
the location itself and additional information.    
 

6.5 Guidelines 

6.5.1 Design Features 
 
Judging by the information presented above, it can be argued that the design aspect 
that should be implemented in a digital service for adolescent foster children, should 
be: 

• Making the information clear to the user 

While identifying and presenting the essential information to a specific user group is 
important, designers should do their best to make the information as clear and 
understandable for the user as possible in order to avoid confusion. For example, 
having a text presented in a formal way to a younger user might lead to them becoming 
uninterested and not processing the information correctly.   
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• Making the task clear to the user 

Presenting a task to the user can be motivating, but designers should also remember 
to make the task as clear as possible for the user in each step. This way, the user does 
not have to spend additional cognitive process for remembering what the task is.   
 

• Implementing features for both inexperienced and experienced users 

When it comes to younger users, there is always a possibility where the user does not 
has much experience with using a digital service such as a mobile application. For these 
situations, designers should implement features that are simple, clear and obvious for 
the user. However, users with higher experience might find these features boring and 
distracting and would rather use shortcuts and more advanced features. Having this in 
mind, designers should tailor the product in a way that both advance and basic options 
are available for both types of users.   

• Making clear which objects the user can interact with 

As mentioned earlier, the participants assumed that some of the objects within the 
prototype are intractable. This is why designers should consider designing objects in a 
way that it would be apparent for the user if they can interact with it or not. One visual 
technique is to visually design these objects similar to buttons, where the users can 
easily recognize if the objects can be interacted with or not.    
 

• Identifying the essential information that will help solve the user 
group’s problems 

Knowing your user group that is using your product is essential when deciding which 
information should be included in the service. When using a service such as a mobile 
application, users are always looking for information that would assist them with a 
specific problem. Including non-convenient information in the product will lead to the 
user using irrelevant cognitive process which also leads to confusion and them 
becoming uninterested in the service.  

• Making it clear for the user when a task is complete   

Even though it is important that the user is given clear instructions how to complete a 
task, it is also important that the product notifies the status of the task and if the user 
has completed the task.  

• Including additional details in order to make the main information 
more clearer    

As mentioned earlier, designers should avoid adding additional details and 
information when possible. However, in some situations having extra details attached 
to the main information can help the user understand the context of the information. 
One example is adding details such as location, time and name of the organizer to the 
main information regarding an event.  
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• Motivating the users in using the product 

It would be useful if the designers would include features that make the user as 
motivated as possible in using the service. This can be done by presenting the user with 
rewards and risks by completing different tasks. 

 

6.5.2 Context Specific Features 
 
While the design features mentioned above are important in order to design an 
effective digital service for a user, designers should absolutely have knowledge of the 
context specifics of the cultural, social and political elements surrounding vulnerable 
user groups such as foster children. Designers should achieve these goals before 
entering the design process:  

• Creating trust 

Judging by the information gathered from the literature study and interviews, it was 
understood that a challenge for foster teenagers is trusting people that are involved in 
their daily life. Thus, before starting any research or design process of a service aimed 
at vulnerable groups such as adolescent foster children, it is essential that designers 
are sure that they will create a reliable sense of trust with the user before proceeding 
any further. This way, designers can receive and document data and feedback as 
efficient as possible when researching foster children and other groups that are 
excluded by society. 

• Adding experts in the area to the design process 
It is crucial to include experts such as psychiatrist, teacher and mentors, in the area in 
the design process. Going through the information from the interviews done for this 
study, it can be understood that in many occasion, users from vulnerable groups 
(Foster children) find themselves in a new environment and do not have any clear 
picture of what their needs are. This is where experts that the focus group trusts, can 
be extremely helpful with identifying the user’s needs and building trust between the 
designers and the user.  

 
• Identifying the ethical issues revolving the focus group 

While working closely with vulnerable groups such as foster children, traditional user 
research methods and approaches can be considered invasive for the focus group that 
might lead to anxiety which would slow down the research process. Thus, it is 
important that all the ethical issues should be considered before moving on to the 
research and design process 
 

• Identifying the exact limitations that the focus group faces 

When working with vulnerable groups such as foster children, it is essential for 
designers to identify and understand the exact limitations for the focus group, 
especially economy and tech limitation.  
 
 
 
 



 

 

7 Discussion and conclusions 

As mentioned at the beginning of this study, regarding UX design for adolescent users, 
there have not been many studies regarding users such as teenagers and until recently, 
most of the user experience designs have been aimed at adults. More specifically there 
have not been many studies regarding adolescent foster children. Since this type of 
user group has different needs and challenges compared to other children, there is a 
major need for digital solutions for foster children, specifically in Sweden. For these 
reasons, the main purpose of the study is to identify which factors inside user 
experience design will lead to a more efficient experience for adolescent foster children 
between the ages of 15 to 18. In order to do so, a prototype was created using Adobe 
Illustrator and Axure RP where the UX design features were implemented. These 
features which will be discussed in the next section were identified by literature studies 
regarding adolescence foster children and design guidelines for teenage users. 
Furthermore, by conducting interviews with people that work closely with foster 
children, we were able to identify the focus groups needs and the challenges that they 
face. After completing the user research phase of the study, it was realized that there 
are three main areas where foster children need the most assistance which are 
communication, access to essential information and integration. The aim of the 
prototype was to put the user in scenarios that are related to the three problem areas 
while flowing the UX design guidelines that were identified earlier. The prototype 
included three scenarios. The first scenario, the participant was tasked to follow the 
gain more knowledge regarding the LMA card. Afterwards, the user is asked to finish 
a short quiz about the information that was presented. In the second scenario, the user 
has the ability to navigate through specific information that is related to the new family, 
information such as the house, family members and the city. The third and last 
scenario, if the user chooses, they can view the activity page for more information.  
However, in order to join the event, a request needs to be sent and approved from the 
user to two other actors. In this scenario, the two other actors are the foster parents 
and the guardian. 

7.1 Discussion of method 

In order to present, test and evaluate UX design guidelines, a type of prototype which 
includes these particular guidelines is needed. To achieve this, the most suitable 
research method for this study would be “Design Science research methodology”. 
Furthermore, when it comes to user experience design, it is essential to put the user’s 
needs in the center of the design process. And since the focus group for this study 
includes adolescent foster children which have specific needs and challenges, it is 
important to apply a design method that that revolves around the user’s and their 
needs. This is why for this study, “User Centered Design” or UCD was used. This 
method of design not only focuses on computer interaction and science but also focuses 
on the cognitive and psychological aspect of users in order to make information 
systems easier to use. Another design method that falls under UCD, the main plan was 
to include participants from the actual focus group which was adolescent foster 
children in the design process. This method was called participatory design and allows 
users from the focus group to participate in designing the concept for the artefact. This 
technique is usually used during workshop sessions. By using this method, the focus 
group is placed in the center of the design process which makes identifying what the 
user’s needs would be less difficult. However, not being able to have access to the focus 
group, it was decided to discard this particular method.  



 

 

As mentioned in the beginning, the research question asked in this thesis is: 

“Which UX design guidelines are considered more efficient when designing a digital 
service, especially eHealth services, aimed for adolescent foster children?”  

This means that a new set of UX design guidelines or artifact that aims to contribute to 
the research and problem area needs to be identified. Furthermore, a prototype which 
includes these particular guidelines is needed. Having this in mind, the “Design 
Science research methodology” was the most suitable for this study. As mentioned 
previously Peffers et.al. (2007) writes, these artefacts include models, methods, 
contracts, new assets and informational resources. The methodology has six activities 
that should be conducted in a design science research methodology. These activities 
include problem identification, defining the objectives for a solution, design and 
development, demonstration, evaluation and communication. 

Another aim of the study at the beginning was to present an evaluation process that is 
more effective in evaluating the particular features which were implemented into the 
prototype that the users will interact with.  While doing the literature review and 
researching about related works, one evaluation method that was considered for the 
study was Csikszentmihalyi’s Flow theory (1975). The method is used to evaluate if the 
participants are immersed and engaged while interacting with the product. The plan 
was that by using these particular methods, the user’s feedback which was documented 
during the test sessions could be evaluated. While flow theory is a good method to 
measure if a user is engaged and immersed in a certain activity, it can be problematic 
when this method is used for younger users. Asking and interpreting questions are not 
always straightforward when it comes to children participants and formulating a 
suitable response is always difficult. To solve this, Read (2012) presents a method 
called the fun toolkit which is a selection of tools designed for gathering and recording 
feedback from children when they are interacting with a product. The participants only 
use essential communication methods and at some points use pictures to convey 
information.  In general, a mix of the two theories was planned to be used after the test 
sessions in order to evaluate and examine if the UX design guidelines aimed for 
adolescent foster children are efficient or not. As mentioned earlier, unfortunately, due 
to specific circumstances and limitations, this was not possible. Instead, it was decided 
to conduct a usability test for the prototype which is designed based on the UX design 
guidelines. The test was conducted by one psychiatrist at the Västra Hisingens district 
where they work closely with foster and unaccompanied children. Also, a heuristic 
evaluation test using Nielsen’s (1990) heuristic principle was conducted by two UX 
design experts in order to identify design problems that might occur while interacting 
with the product. During both test methods, the participants were presented with the 
three different scenarios and were asked to complete a specific task. During the session, 
the user’s interaction was observed and documented. At the end of the heuristic test, 
the participants were asked to apply each of Nielsen’s (1990) principles to each of the 
scenarios presented in the prototype. 

7.2 Discussion of findings 

During the user research regarding adolescent foster children, it was discovered that 
one of the main challenges that the focus group faces is having access to essential 
information. According to Hedin, Höjer and Brunnberg (2011),  receiving information 
about foster care, responsibilities, activities and routines, is one of the children main 
issues and can affect the integration process of the foster children significantly. 
Another important problem area is communication between the actors within the 



 

 

foster care system. Hedin, Höjer and Brunnberg (2011) mention that all foster children 
want to communicate with their foster family and be part of the family activities. Also, 
in a report written by the Children’s Partnership (2009), due to placement instability 
and limited coordination between social service providers, leads to problems and 
miscommunication between foster families and foster children during the placement 
process. The third problem area is foster children integrating inside the foster system 
which according to Leathersa et al. (2012) suggest that the children’s integration is one 
the most important aspect of the foster care process. One factor that can advance foster 
home integration is providing the child with a sense of “belonging” among the family 
members. Going through the information gathered during this study, it was 
understood that since there is are major communication issues related to the foster 
care process, designers should first create a reliable sense of trust with the focus before 
conducting the research. By having experts within the area take part in the research 
and design process, a trusting relationship between the designers and users can be 
achieved more easily. Furthermore, including experts in the research process will help 
designers identify the user’s needs more efficiently since according to socialstyrelsen 
(2013), many foster children suffer from anxiety, health and mental problems which 
will make gathering information from the focus group more difficult. More 
importantly, designers should identify and consider all the ethical issues and the exact 
limitations that the focus group faces. The fact that during the actual focus group were 
not able to participate in this study due to cultural and social limitations corroborates 
this claim.  

Capozza, Morrow and Park (2016) state that using electronic information services can 
help create innovative solutions for the challenges that face foster teenagers. However, 
to create these types of solutions, specific design features need to be identified which 
would help solve these challenges more efficiently. At first, we need to see what kinds 
of design elements apply for adolescent foster children when it comes to user 
experience design. According to Arteaga and Kurniawan (2011), design aspects that 
motivate teenagers in socializing with their friends and peers can be useful. These 
aspects can include challenges that encourage critical thinking in a more efficient way 
which leads to relevant information being processed more efficiently. This feature can 
be seen in the first scenario of the prototype where the user is asked to complete a quiz 
which they will receive a reward at the end. Arteaga and Kurniawan’s (2012) 
furthermore explain that implementing design features that motivate teenagers’ in 
physical activity, can lead to them socializing with other users. This can also lead to 
users communicating, interacting and sharing information with each other. This type 
of feature was implemented in the prototype where the user had the ability to join an 
event or outdoor. By researching further about presenting information to adolescent 
users, according to Arteaga and Kurniawan’s (2012), it was discovered that the 
minimum use of instructional text is essential when designing a digital service such as 
an app for teenage users. Since teenagers are not interested in reading or receiving too 
much information, designers should be cautious in presenting irrelevant information 
for the user. Gelmen (2014) writes that while designing for children and adolescent 
users, designers should rely more on the visual display and less on text explanations, 
considering that children and young adolescents have difficulties in scanning words on 
a screen. Also, According to Mayer (2001), compared to adults, teenagers are less 
tolerant towards pages that include a high amount of text. In order to make reading 
less overwhelming for the users, the design should break up the text using visuals. 
Another design feature that can motivate adolescent users in better critical thinking 
and processing information more efficiently is rewards, competition and self-
completion. Fitton and Bell (2014) mention that regarding teenage users, their sense 
of understanding inside their brain increases when they are presented with rewards 



 

 

and risks. This type of feature was used in the prototype where the user would receive 
a reward after completing the quiz regarding the LMA card. As mentioned earlier, 
Steinberg (2005) states that adolescent children show progress in information 
processing and deductive reasoning during early adolescence stage. However, it is 
important to design the elements that the user can interact with as obvious as possible. 
This is why the interactive features in the prototype were either shaped like a button 
or had some “button” characteristic to it. 

During the two interviews with the Västra Hisingen district, many topics about foster 
children and their needs were discussed. Topics such as information regarding work, 
popular app among children, important information and their sources, age range and 
features that should be digitalized. After documenting and analyzing the information 
gathered from the interview, three scenarios that include the problems areas were 
created based. These scenarios were presented alongside the design features in a 
prototype for the Västra Hisingen district. During the test session, it was realized that 
the participant always tried to zoom in to read the information. It should be noted that 
the participant mentioned before the session that they do not have much experience 
working with the mobile application. However, it is not curtained if this is relevant to 
the participants trying to zoom in or that the text is small for the user. When came to 
the navigation aspect of the prototype, the participant did not have any difficulties in 
recognizing the navigation features within the page. One other aspect of the user test 
that was noticeable was that the participant did not realize that they were taking a quiz 
and still believed that they reading information regarding LMA card. One suggestion 
is to inform the user in the notification message that a quiz will be taken after reading 
the information. Furthermore, the participant did not use any of the top navigation 
buttons such as the hamburger menu. However, according to Nielsen’s (1990), the 
interface should include both simple navigation cues and hidden navigation cues both 
for experienced and non-experienced users. Another discovery was that some elements 
inside the prototypes such as text boxes where thought of like buttons and that by 
interacting with it more information will be presented. One solution might be to 
present the information in a way that it would be clear for the user that cannot be 
interacted with. One thing that the participant found interesting was presenting 
essential information regarding the foster care process. The tester noted that it is 
important that during the placement process, the appropriate information should be 
presented to the foster child in specific stages of the placement process. Another 
discovery that was made from the usability test was that for some objects inside the 
prototype, there needs to be more detailed information regarding these objects. For 
example, during the second scenario, it was mentioned that the information regarding 
the event was not very clear and that there should be more detailed information 
regarding the activity such as the organizer, the location itself and additional 
information. 

While carrying out the heuristic evaluation test, one of the design aspects of the 
prototype that was pointed on by the design experts was that the text in some pages 
should be bigger for the user. Also, some texts needed to be presented in more natural 
and logical that would be more suitable from a user’s perspective and speak their 
language. For example, a teenage foster child might not be so interested in detailed 
information about the city that they are going to live in.  Another feedback regarding 
the design was that all the labels on each page should be consistent with the navigation 
buttons.  If a user taps on a button named “learn more”, the next page should also be 
labeled “learn more”. One suggestion given by the designers was that there should be 
an additional feature or button such as “more info” button in the LMA page, which will 
give the user the ability to access more information if needed. As mentioned before 



 

 

adolescence foster children might not be interested in detailed information. However, 
there should always be an option if a user decided to learn more about a specific topic. 
Another suggestion for the design was that in order to make the experience smoother 
for the user, they need to perform extra steps. This is suggested when the testers were 
tasked to join the event and had to press two buttons to send a request. After the 
requests had been accepted by the guardian and foster parents, instead of 
automatically joining the event, another button labeled “Join” would appear for the 
user. Of course, this feature needs to be tested on an actual focus group. Other design 
feedback revolved around standard design guidelines such as the user having the 
ability to navigate between pages without having to go back to the main menu or that 
the user should be able to leave the side menu by clicking somewhere else on the screen 
and not just only at the menu button.  

7.3 Conclusions 
 

When it comes to user experience design, it is important to place the user’s need at the 
center of the design process. It is also essential to learn what challenges a specific group 
of users face in everyday life and what kind requirements are needed in order their 
problems. When it comes to adolescent foster children, the three main challenges that 
they face compared to other children are having accesses to information regarding 
foster care, communication between all actors within the foster system and integration 
during the foster placement process. By using digital services such as android 
application, there is a possibility to help create innovative solutions for the challenges 
that face foster teenagers. However, each user groups is different and have a different 
way of thinking when it comes to UX design. So it is necessary to know which kind of 
UX design methods and guidelines should be used when designing such solutions.  
Additionally, before designing such a digital service for adolescent foster children, it is 
crucial that UX designers should have knowledge of the context specifics of the 
cultural, social and political elements that surroundes vulnerable user groups such as 
foster children. Creating a trusting connection with the user before conducting any 
research will help designer gather feedback and information from the users more 
efficiently. Experts in the subject area such as psychiatrist, teachers and social works 
should be included in the research process if possible. 
 
When designing a digital solution for adolescent foster children, it is important to 
implement a feature that allows them to socialize with their friends and peers. Also 
since one of the main challenges for the focus group is communication, there should 
be features that will assist the user in socializing with other users. This can also lead to 
users communicating, interacting and sharing information with each other. Also, when 
it comes to presenting information, there should be minimum use of instructional text 
which appropriate size and format. This will lead to the texts becoming easy to 
understand since teenagers are less tolerant towards pages that include a high amount 
of text. Furthermore, it would be useful to make the user as motivated as possible in 
using the service. This can be done by presenting the user with rewards and risks by 
completing different tasks. Other design aspects that designers should consider 
including in these situations are standard design functions, consistent labels, 0ption to 
access additional information, having smooth navigation features, consistent icons, 
clear tasks, features for both inexperienced and experienced users, making clear which 
objects the user can interact with, making it clear for the user when a task is complete 
and including additional details in order to make the main information more clearer. 
Finally, since adolescent foster children are required to learn much specific 
information, it is important to design your digital service in a way that specific 
information would be presented in specific times and not all at ones which would make 
the user confused and frustrated.  



 

 

 
One contribution that this study will hopefully give to user experience design and 
future studies is that if researchers plan to develop a digital solution such as a mobile 
application, they can have a better understanding of what kind steps they should take 
and what kind of features they should use in order to make the system more efficient 
for a specific user group such as adolescent foster children.  
 

8 Future Work 
 

In future studies, it would be interesting to be able to have actual adolescent foster 
children being included in the participatory design process which would be a more 
efficient way of identifying the user’s needs. Also, by testing the concept and prototype 
on a focus group, it can be easier to understand if the guidelines implemented in the 
design are suitable for the users. Furthermore, as mentioned earlier, the main plan of 
the study at the beginning to also include guidelines to evaluate the UX design 
guidelines that were identified during this thesis. Lastly, by using Csikszentmihalyi’s 
Flow theory (1975) and Read (2012) fun toolkit, would help evaluate and examine if 
the UX design guidelines aimed for adolescent foster children are efficient or not. 
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10 Appendix 

10.1 First Interview 

What kind of information should be important for the foster children to have access 
to?  

• LMA card, specifically for unaccompanied children 

• Also, the seventh point of the card is a feature called ATOND.  

• If ATOND is written on the card, it means that the children have work permit 

(arbetstillstånd). They state that this feature is based on if the children have 

done an “ID handling” from the beginning, they would get a work permit on 

their card. 

• There have been occasions that the child have not done a “ID handling” but 

still got a work permit and Vice versa 

• Abesultrbetsförmedlingen needs conformation from the migrations office 

regarding ATOND 

• The child need to bring the conformation to Abesultrbetsförmedlingen and 

register themselves  

• Luckily, only the four last digits are required  

• I am not sure if the children will be registered in the work system or if it’s just 

for show.  

Explaining the reason why we changed the focus group   

• At first are focus group were foster and unaccompanied children  

• Too large for a thesis study  

• Include unaccompanied children in the future 

• Unaccompanied children are directly or in directly part of the foster system 

and the only different being the language barrier  

• However, some the unaccompanied children are placed in accommodations 

(boende) rather than foster care 

Where do the children get their information? 

• We need to know where and how the kids are getting their information 

• Socialtjänst are responsible for giving children the essential information  

• “Samhälls informatory” in Välkommsten were organizing meeting to give 

information about the Society (Samhälls) but the time was not suitable, many 

had kids and did not know what the meeting was about. 

• The amount of information was too much and the meeting was not very 

efficient. 

What are the age group’s within the foster system? 

• In family home 

o From 5 and upove  



 

 

• Unaccompanied children 

o From 14-17 

• Less children are arriving every year 

• Foster Children that are familiar with apps often are from 13 to 18 

o From 18 above are seen as adults 

• Focus group should be from 14 or 15 to 18 

Is the age based on the migration office or their cognitive level? 

• Many of the children that are in contact with us are being recognized 

as adults by the migration office since they decide to add 2-3 years to 

children that are 15 years olds (For some reasons) 

• Their biological age is important  

What the main problem areas? 

• Integration  

• Communication 

• Information 

Are there any other problems we need to focus on? 

• There is a group that follows the development process of the children in  

school 

• The group consists of special educator (specialpedagog), psychologist and 

curator. 

• They observe and see if the children’s are learning process is going as it 

should.  

• The problems depends on their family homes 

• For example, there are families that take care of everything for the children 

and provide them with all the information. At the same time there are families 

that are not involved with then children and do not put any effort. 

Are children able to contact you or any other organizations if they are not happy 

with their foster families? 

• At Socialtjänst, there are people that called child secretary (barnsekreterare) 

and family home secretary (familjehem sekreterare).  The first is responsible 

for the children while the other is responsible for the family home.  

• The child secretary is frequently in contact (meeting in person, by telephone, 

text, email) with the children and asks about their situation and if they are 

comfortable. 

•  There have been children that to me and said that their foster family does not 

pay any attention to him and do not receive any help from them. 

• In these cases, usually there is an economical reason for the child to be placed 

in that foster family. 

• We talk with the child’s “barnsekreterare” and suggested that they should pay 

more attention to the child.  

• In some situations, the child is transferred to other foster families.  



 

 

Can the child contact the “barnsekreterare” in case of emergencies? 

• Yes, the children have their contact information (mostly for teenagers) 

• However, this depends on their age since if the child is too young, they might 

not know when and how they should contact someone.  

Is it practical for all the actors in the foster system in connect with it each other 

through the app? Is it even legal? 

• There are meetings in schools called “Västbusmöten” where Socialtjänst, the 

school and the foster family meet to discuss different issues regarding the 

children. 

• For example, if the child is having weight problem, the people responsible will 

be contacted and included in these meetings 

• These meetings are seen from the school’s perspective.  

Which processes within the foster care system can be transformed in a digital service. 
 

• One problem is that the actors within the foster system might have 

confidentiality and privacy (tystnad blick) towards each other. This will make 

it difficult in gathering information from different actors. 

• For example, there are children that are constantly getting in trouble and need 

our conformation that shows the police that they have been in contact. 

However, the content if the meeting is not given to the police. 

• There can be a feature in the app where actors can give a digital signature if 

they want their information to be shared.  

• This aspect is important, especially with the new GDPR laws 

How can we gather information from different sources? Which sources are better for 
gathering information regarding foster care? 

• Socialtjänst has the most information 

• For example, the schools are very limited when it comes to taking the 

necessary actions. If they are worried about a child, the school will send a 

report to Socialtjänst. After that, Socialtjänst will have the power to do what is 

necessary. 

• If anyone witnesses a problem with the foster family, they are responsible to 

report it to Socialtjänst 

Is Socialtjänst can be trustworthy?   

• Yes, but a few years ago when there were more unaccompanied children 

coming to Sweden, Socialtjänst had to give some responsibilities to a third 

party organizations. 

• Many of these organizations were fake and were only doing this for the 

money.  

• After the situation got better, Socialtjänst took care of most of these children. 

• Some of these fake organizations did not educate or consult any of the 

children just to save money.  

Where are the children usually placed?   



 

 

• Barnhem 

• Foster Family 

• HVB hem 

• Biological family  

o  Which are considered normal children 

Is it possible for social workers from other communities to contact each other and share 
information (including confidentiality)?  

• Socialtjänst have meeting sessions where they are able to train foster families.   

• In these sessions, different families can share their experiences and 

information.  

• Many foster families want to learn and grow so that they can take better care 

of their foster child. Some families however, do not want to spend any time in 

learning new things. 

How do different family homes meet with each other? 

• Allekommun organizes different meetings and activities (such as picnics). 

• Here, many foster children from different foster family can meet and interact 

with each other.  

• Unfortunately, many of the families do not have the time to participate in 

these kinds of events.  

• Socialtjänst, made it possible for us to plan these events. 

• From 15 families, only 5 participated.  Some families believe that these 

meetings are not useful.  

• Family houses or educators (such as psychologist) are among the actors can 

give tips and share information digitally 

Can there be a person that would be responsible for checking the forum for 

example? 

o Yes 

Which essential elements can and should be digitalized? (Aim being the foster 
children)  

• Some foster families did not want to give the children the ability to grow or 

learn, which affected them in a negative  way and turn them into victims  

• Foster families should be trained how to interacted and treat the foster 

children 

• Also, foster children need to have the ability to make themselves heard 

Which aspect related to communication can help foster children improve their daily 
life?  

• If only children are contacting each other for information and advice, the 

outcome might not be very efficient and might strengthen some negative 

beliefs and viewpoints. 

• It would be good if an experienced person anonymously contact and assist the 

children with different issues. 

• The connection between the children should not be destructive. 



 

 

In what legal level is it possible for the children to contact any adults in the foster 

system? 

• Children are able to go to “ungdomsmottagning” by themselves and have a 

conversation.    

• Unless the child is in serious danger, we do not tell anyone that they are in 

contact with us 

Which steps should be taken is we want to include foster children in a workshop? 

What is the process? 

• By contacting Socialtjänst where they will contact foster families  

• For foster children that also live with their biological parents every now and 

then, consent needs be acquired by their biological parents. 

• Children need to get consent from a guardian  

• Unaccompanied children need to get consent from their “God man” 

• Some children that are registered as 18 and an adult do not need to get 

consent from their “God man” or guardian  

• Too many actors in the system can be confusing for the children.  

• We need to know when, how and how much information we should present 

to the children. 

10.2 Second Interview 
 

1. We explained the first scenario where the foster children wants to know about 

specific information  and the asked is a foster child can get access to important 

information? 

• It depends on the age (the focus group is 16 to 21) 

• If they are below 13, the barnsekretess should be responsible of making 

the children aware of these information. 

• In the first step (before the placement process) of the foster process, 

social services has a list of families that have expressed their interest in 

taking in a child.  

• For example, they can decide if they want a child under 13 or have two 

brother and sisters. 

• These families will be checked by social services. 

• The children do not have any information about their new foster family 

or foster home. 

• During the placement process, social services will usually have a meeting 

where the children and family can meet each other and have some kind 

of activity in order to see if they fit with each other. 

2. If the children want to know more about LMA card, where can they get more 

information about it? 

• They should get then information from the migration office.   

• This aspect is also “before the placement process”. 



 

 

• Many children do not have information about what the can do with an 

LMA card. 

• This can be considered a “pain point”. 

3. Many of the children or parents are not aware that these types of information exist. 

If you were able to create a service that would address this problem, what would it 

be? 

• At the age of 14-15, the children would have an information meeting at 

the school (If they are lucky). 

• The problem is that if someone misses that specific meeting, they might 

not learn about the information ever. 

• Social services should be responsible for making everyone aware of this 

information, because nobody else would. 

• Social services should introduce the digital service (app) to the children 

before the placement process and explain to them how it works. 

• We don’t have any control when the placement process will take place. 

• We can only know if a child has been place in foster care through social 

services. 

• You can request the information from social services. 

• The interviewee brings up one example from Elgiganten where you can 

press a button in order to give feedback (smiley faces). 

• The main problem is not being aware of the information and not being 

notified and reminded about it. 

• Most of the situation for these children are very chaotic and they do not 

have the time or energy to receive all of the information (it’s too much). 

• The service should automatically present the information at the right 

time.  

• Each child has a barnsekretess (if they’re under 13) and socialsekretess. 

• They have the socialsekretess number and they can contact them 

through text or phone calls. 

• They should be times where the child can evaluate the social worker of 

the foster/family home by using the app.  

 

4. Here we brought up the communication issue regarding foster care and asked, do 

the children have the freedom to contact anyone? 

• Yes, but the problem is that they are not aware of this freedom 

• Another thing is that they are not sure about contacting anyone and they 

do not really trust everyone.  

• There should be a brief explanation in the app of the main points 

regarding every role in the foster system (have a help button in the friend 

list page). 

• It would be better if in the beginning of the process, the essential roles 

should only be introduced to the children. 



 

 

5. What is the process if a child has a question and need to contact their 

socialsekretess? 

• Depends on the question but the socialsekretess assures the child that 

they can ask anything (uses gym as an example) 

6. Has a child ever contacted their socialsekretess through video call? 

• No, usually they contact them by calling or texting them. 

7. Are there people that are still in contact with their socialsekretess even after the 

foster process?  

• If social services decided that the foster kid need more help even after 

they have left the foster system, the socialsekretess will have some 

follow up meetings.  

• When they turn 18, they will automatically leave the system. 

8. Will social services contact them afterwards? 

• No, they are not part of the system and social services do not have 

enough recourses. 

 

9. The last scenario presented was related to events and activities where we asked, if a 

child wants to join an event or activity, are they required to do something or is this 

done automatically by social services? 

• Children under 18 need have their guardian’s consent to apply anywhere. 

• If social services consider that the biological parents are qualified to be guardians, 

then the children can get consent from them instead.  

• If they are not qualified, social services will make decisions regarding events and 

other matters. 

• After they turn 18, they can make decisions by themselves. 

10. How can they (foster kids over 18) can be aware of such activities or events? 

• Social services is usually responsible for these activities and should be responsible 

for making everyone aware of these activities. 

11. Does your organization ever plan any of these activities? 

• No, but there is an organization that has meditation activities for children around 

the age of 9-13 that are feeling stressed.  

• (I give an example from Facebook where you can create events and that I was 

thinking about implementing this feature to the prototype.). 

12. What are the activities that the children are allowed to go? Are they even allowed 

to create and invite people? 

• Not sure but by law, you need to be above 18. 



 

 

• Maybe there is some sort of description of the rules on Facebook that explains 

who can and cannot create events. 

• There are organizations other than social services that plan events and the 

guardian usually helps the child join these activities. 

• It important that both family home and other actors to be aware of these 

activities.  

13. Can it be reasonable to have a function in the service that gives notifications to 

then children about things like events and activities? 

• Yes, it would be also good if the notifications got to the parents as well. 

14. How does social services inform the children about these events in the real world? 

• Usually through text or SMS. The children may not be available for calls, for 

example they might be in class.  

15. Is it feasible to use a feature similar to Facebook to create events? 

• Yes, however I’m usually in contact with the children through text. 

16. Has your organization ever used Facebook to organize an event? 

• No, we have a Facebook group but due to privacy problems we don’t often use 

them. 

• However, at some schools, the teachers need Facebook in order to communicate 

with their student. (informal area) 

• After each meeting from these groups (Järntorget) the content of the meeting is 

then uploaded online so that everyone can have access to it. 

16. Do parents also have Facebook to communicate with the teachers?  

• No, they use it separately. 

• Systems such as Facebook is very important for foster care. 

• They should be an administrator that controls who uploads what on the system. 

17. If you had the ability to create an app or a service that would help foster children, 

what would that be? 

• Children that become older, have concerns about their economy and their rights. 

• Many children are on their own and do not have time to keep up with everything. 

• Some children get support from their foster family and guardian. 

• In order to make everything equal, it is important to share important information 

to everyone 

o Information such as sexuality, relationships that are not connected to 

social services should also be accessible for children.  

• She talked about the meeting she has with the children where depending on their 

age, she will give them important information. 

o One example is the meetings where the children (usually above 15) are 

educated about sex and that they can have access to things such as 

condoms for free if they need any. 



 

 

• Something as simple as being able to talk to the student counselor at any time is 

not made aware of. These meetings can be helpful for the children since they can 

discuss topics such as future plans or the fields the children want to study in.  

• It can be good if each organization can send some sort of notification, informing 

the children about a specific recourse that they can have access to.   

• Many people that come to Sweden (unaccompanied children) are not aware which 

recourses they can have access to.  

• Depending on the focus group, it should be prioritized which information at what 

time should be presented to the user. 

 

 

 
 


