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Abstract

This research paper studies the extent of how microinteractions are utilized in Microsoft
Teams and the impact that they have on workflow efficiencies, specifically in the creative
industry. In a novel time where Covid-19 virus has increased the demand of digital platforms,
the importance of research within remote meeting utilization, and the interaction possibilities
within, is of utter importance. Also, since we are missing out on the spontaneous interactions
that occur when meeting face-to-face, the microinteractions within digital meeting platforms

now carry a heavier weight when interactions are solely occuring remotely.

The data collection was achieved through a qualitative approach consisting of participant
observations and semi-structured interviews. The results of this research proved that
microinteractions are used frequently within digital meetings in Microsoft Teams, but in
different contexts and in different constellations. The results also identified that
microinteractions, which hold the right conditions, can streamline workflows in certain
scenarios. This study concluded in interesting data that answered the research questions but
also opened up for further research due to the topic being of a novel field and in a special time,

in this case referring to the pandemic and Covid-19.
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1 Introduction

This research paper represents the final project of the bachelor’s degree that is New Media
Design with a major in Informatics, sustained at Jonkoping University. The working process

for this bachelor thesis has been conducted during Spring 2021 and it values 15 ECTS.

1.1 Background
The abrupt arising of Covid-19 has educated the world that it is possible to gather in digital

conferences rather than physically in, for example, classroom settings. Physical proximity no
longer defines the workspace and has shown to have positive effects such as cost savings from
scaled-down offices (Passantino, 2021). Alongside this, digital meeting platforms have gained
a crucial role in the world of companies. Microsoft Teams has become one of the most popular

platforms, with a growth of 894 percent between March to June 2020 (Curry, 2021).

Due to the outburst of Covid-19, the topic of digital meetings has become a rising research
field. Prior to the Covid-19 pandemic, offline meetings had been well-studied. However,
research on digital meetings has not been inquired for in the same spread as offline meetings.
Employees and managers schedules consist of 3.2 meetings per week according to Lehmann-
Willenbrock (2012) and the quality is poor in 41.9% of these meetings. The hyperpersonal
model (Robinson & Turner, 2003) explains why individuals develop intimate relationships
online. Due to reduced social cues online one can meet other people with a greater openness
about one’s feelings. It is also shown that when it comes to stress, people often feel comfort
surrounded by other individuals in similar situations (Festinger, 1954). Keeping employees
satisfied is important, since it affects the overall attitude and perspective of meetings
(Lehmann-Willenbrock, 2012). Besides keeping employees satisfied, previous research shows
that high-quality meetings increase employee engagement (Yoerger et al. 2015). Employees
that are engaged are known to easily commit to organizational success and collaborative
relationships (Yoerger et al. 2015). Yoerger (et al. 2015) claims that organizations have
understood the benefits of employee engagement and finds face-to-face interactions as an
opportunity and powerful tool. Employees engage through sharing information and
contributing with thoughts and ideas. In order to participate in meetings, Yoerger (et al. 2015)
employees have to feel safe. When employees decide to participate they are more likely to think

innovatively and engage in ideas (Yoerger, et al. 2015).

The effect of having a virtual meeting is discussed and analysed in “Virtual Meetings with
hundreds of managers”. This study shows that by having a virtual meeting the decision's lead-

time was reduced with the time limits from the normal 6 months, to 4 weeks. The involvement



for the managers was shown to be greater as well. This was supported by the applied

technology (Arkesteijn, H et al. 2004).

Sanchez-Franco and Rodriguez-Bobada Rey (2004) describes how very little is known about
how to retain and entertain customers on online platforms, and that there is a lack of
knowledge regarding factors that make for effective interactions. Schwarz (et al., 2020)
conducted research regarding academic exchange through digital interaction, with a focus on
digital formats and tools (Schwarz et al., 2020). From examining academics’ digital
conferencing, results showed that the digital interactions formats help to reduce time and costs
as well as contribute to a diverse workplace. Concerning social interactions, Schwarz et

al. (2020) claims digital interactions formats struggle to generate them (Schwarz et al., 2020).

Previous research states that participation and employee engagement in meetings improve the
overall work experience (Yoerger et al., 2015). We know it is important that employees
connect, collaborate and discuss ideas in order to have successful meetings. We also know
employees need to feel safe in order to participate. With the pandemic and moving the meeting
climate online, research shows the social interactions don't work as smoothly and there is little
information about how to keep the interactions effective. Social interactions, such as liking
other individuals' content or messages, are increasingly treated as important interpersonal
communication that enable individuals to receive feedback from peers, as explained by Xi Xu

et al. (2020).

Microsoft are, themselves, working on how to innovate their platform in order to increase
human connection and make it more fun. Some of the innovations they have introduced are
custom backgrounds and being able to raise your hand by clicking an icon (Microsoft, 2020).
These types of interactions are small features that enhance the user experience and can be
described as microinteractions. According to Motti and Caine (2015), microinteractions
simplify the main task of the user by breaking it into smaller pieces and maintaining only user

interface elements in a simple and intuitive layout.

1.2 Problem Statement

There is a presence of research regarding digital meeting platforms and its topicality within
education. For example, there is research about Microsoft Teams and how it is utilized for
Distance Learning, as explained in the article “Utilization of Microsoft Teams 365 as an
Alternative for Distance Learning Media amid the Covid-19 Pandemic” (Wijayanto et al. 2021)
where the topic discusses digital meeting platforms within the education sector, specifically

when learning a language.



Digital, but also offline, meetings require progressive agendas and efficient decision-making,
especially in the creative industry. Amabile (1996) explains that creativity is the generation of
new and useful ideas. In order to foster creative cognitions, individuals need to feel free from
threat and work in supportive contexts (Wong et al., 2018). In workplaces, it is also important
that employees participate in decision making processes since it is considered as an important
means when creating immense rewards for organizations (Wong et al., 2018), and ideas
sharing in teams are important ingredients when promoting employee creativity (Shung et al.

2012).

There is a shortfall of research regarding technological interaction possibilities within digital
meeting platforms and its topicality in workplace environments. Thus, the research gap we
have identified within this specific research field is the lack of findings regarding
microinteractions in digital meeting platforms and how it is utilized in creative digital

workplace environments.

In a novel time where the Covid-19 virus has increased the demand of digital platforms, the
importance of research within remote meeting utilization, and the interaction possibilities
within, is of utter importance. In the research “Result of an experiment comparing the Analysis
of Chick-fil-A Case Study by virtual teams versus face-to-face teams" it is shown that virtual
integrations does not come near the success of face-to-face integrations, but Redman & Sankar
(2003) presents their findings about how the virtual meetings can be run more successful in
the future. What makes a virtual meeting successful according to them lays in the mutual trust
experienced in the group. The information technology infrastructure does also take a big part,
but “technology cannot substitute for the relationship that foster trust” (Redman & Sankar,
2003, p.56). The failure of a virtual group is most of the time caused by the lack of trust. To
avoid this, a face-to-face meeting at the beginning would play a huge part. Other factors such
as making sure that the whole group knows what purpose they work towards, feel accountable
for different tasks and being independent in a way that they contribute (Redman & Sankar,
2003). McGuire et al. (1987) explains how computer-mediated communication fosters equal

participation in groups since it reduces social restraints and the impact of norms.

Since we are missing out on the spontaneous interactions that occur when meeting face-to-
face, the microinteractions within digital meeting platforms now carry a heavier weight when
interactions are solely occuring remotely. We identify this research as an opportunity which
will hopefully lead to a valuable research outcome that can be utilized by various actors in the

digital software industry.

1.3 Purpose and research questions



In this study the purpose is to examine to what extent microinteractions are employed within
creative digital workplace environments such as at ICA Gruppen AB and in what situations
they are more or less present. Further, the motive is to identify if microinteractions enhance
and expedite workflows. The research is consequently aimed to lead the way for future

research regarding meeting improvements within digital meeting platforms.

The research questions are:

RQ1:
To what extent are microinteractions utilized within digital meeting platforms, such as e.g.

Microsoft Teams, in the creative industry?

RQ2:
How are workflows streamlined through microinteractions in digital meeting platforms, such

as e.g. Microsoft Teams, in the creative industry?

1.4 Scope and limitations

There are many rising digital meeting platforms on the market, though this investigation will
be limited to Microsoft Teams. Microsoft Teams is selected since they are one of the most
popular digital meeting platforms (Curry, 2021). They have also implemented several active

microinteractions and are constantly innovating their interface.

The study will focus selectively on how users are utilizing microinteractions, what
microinteractions they are using and how microinteractions can make employees participate
in meetings in order to achieve an effective workflow. The meetings that will be investigated
are decision-making, problem-solving, information and creative meetings in teams of

minimum. 3 participants.

There are numerous ways to interact on Microsoft Teams. The microinteractions that will be
investigated in this research are those that occur between participants and that may simplify
group main tasks in digital meetings. Even though we aim to limit the research to the
microinteractions stated below, we will be observant to other possible microinteractions.
Since the research concerns interaction and participation, microinteractions that only affect

one participant, such as saving messages, will not be included.



Chosen microinteractions:

Reacting to messages

“Raise hand” button

Change background image

Mark messages as ‘important’ and ‘urgent’
Set participants in spotlight

Reacting with symbols in-meeting

1.5 Disposition

The initial chapter labeled “Introduction” is focused on the background information of our
research topic. From the information in the background, an introduction of our research gap
is presented together with an explanation of the importance of filling it within the research
field. Furthermore, the purpose of the study is stated together with the defined research
questions. The research questions are to provide answers for the identified research gap, while
delimitations also have been stated. In the second chapter “Theoretical framework” theories
are referenced and explained on which this research is based on. The third chapter “Method
and implementation” holds a specific explanation of the method and implementation of the
research and how data will be collected and used for this research. The fourth chapter
“Results" presents the result of the data collection. It is also the chapter that contains an in-
depth data analysis, which is the foundation of the answers to the research questions. The fifth
chapter “Discussion” answers the research questions with the help of chapter four, and also
covers a discussion of the choice of methods. The final chapter “Conclusions and further
research” concludes the result of the complete research and discusses further developments

that could be made to a similar research.

2 Theoretical framework

The theories are grounded in previous research and carefully selected with the aim to answer
the research questions. Further on, analytic themes are created based on common ideas and
thoughts in the findings. The core themes in the data analysis are based on the theoretical
framework together with the analytic themes and are utilized to understand the empirical

findings.



Microinteractions

Social interactions such as liking other individuals’ content is increasingly seen as important
interpersonal communication (Xi Xu et al, 2020). These types of social interactions can be
described as microinteractions. To get a better understanding of microinteractions as a
concept, we have included the concepts trigger and feedback in the theoretical framework as
well. Microinteractions enable both user input and system output, or explained as “entry
command” and “response”, in different modalities (Motti and Caine, 2015). This concept is
also described by Sonya Betz and Robyn Hall (2015) but with two other terms; “Trigger” and
“Feedback”. Microinteractions occur, according to Vivian G. Motti and Kelly Caine (2015),
when users are able to complete a task, for example responding to an action or receiving a
notification, in a short amount of time with a low level demand of user cognition. Well-
designed triggers follow good usability principles and appear when and where the user needs
them, as described by Betz and Hall (2015). Microinteractions enable both user input and
system output, or explained as “entry command” and “response”, in different modalities

(Motti and Caine, 2015).

Microinteractions: Trigger

The term “trigger” means whatever initiates the microinteractions, which could be a login
button or an icon that launches an application (Betz and Hall, 2015). The trigger works as a
sign for the start of a microinteraction (McDaniel, 2015). For a trigger to be well designed, it
should follow the design principles. In this case, this means that it will appear whenever the
user initiates it and gives the result that the user predicts, for example pushable buttons
(Betz and Hall, 2015).

Microinteractions: Feedback

According to Csikszentmihalyi (1996), a website must be challenging, competitive and
provide feedback to its users in order to encourage the occurrence of flow. Betz and Hall
(2015) explains that “Feedback” is a term which means feedback that the application or
interface is providing back to users. Proper feedback gives users information where they
need it and which helps them navigate through different microinteractions (Betz and Hall,

2015).

Body language

Learning that face-to-face interactions affect trust and the overall meeting success (Redman
& Sankar, 2003), we believed body language was an interesting concept to use when
analysing the effectiveness of meetings online. Body language is a phenomenon which is

present when humans perceive and interpret each other’s non-verbal communication



methods (Mandal, 2014). Information is displayed through body postures, facial expression
and other physical practices (Mandal, 2014). Jaques et al. (2016) describes how body
language can be a rich source of information about a person’s mental state when conversing.
Body language is used in all different cultures, some more similar than others and some
more different than others. Mandal (2014) gives an example of the head gesture for “yes” and
no” is an example of a gesture which is not the same in all cultures. These gestures vary
depending on individual psychological factors where the type, quality and quantity of a body

language gesture can differ depending on a person’s personality (Mandal, 2014).

Group decision-making

Creative meetings require efficient decision-making (Amabile, 1996). In groups where team
members are eager to share different perspectives, developments of new services or products
are prone to enable better work efficiency and service or product development (Wong et al.,
2018). Prior studies have shown that there are cognitive benefits when achieving
participative decision-making. For example, in the study by Latham et al. (1994), there is
evidence of cognitive benefits when utilizing participative decision-making in their research.
The results in the study also implies that active participation in decision-making is further
helpful on complex tasks (Latham et al. 1994). Goal settings within a company, which are set
participatively by the group, also lead to somewhat higher goal commitment according to
Latham et al. (1994). This research on group decision-making was used to analyse the
findings in order to understand how decision-making scenarios in meetings affects the

overall workflow.

Visual hierarchy

As a digital designer, it is important to create effective visual hierarchies to make sure that
the visual cues accurately portray the relationships between different things on a digital
interface (Krug, 2014). Nested components, logical relations and size differences are traits
that increase scanning speed for users and fasten the process of finding what the person is
searching for on a digital interface (Krug, 2014). To understand how, and why
microinteractions are used in digital meetings on Microsoft Teams, it is of importance to
understand the impact of interface design. Therefore, the concept visual hierarchy was used

when analysing the findings.

Affordances
Affordances are visual cues in an object’s design that propose how users can utilize it (Krug,
2014). The concept of affordances helped the researchers understand certain user behaviors

amongst the participants, and contributed majorly to the findings. When scanning a page,



users are looking for a variety of visual cues that identify components that are clickable, such
as shapes in the form of buttons, tabs, etc. (Krug, 2014). For efficient and working
affordances, they need to be noticeable and visible enough so that people can notice the ones
they need to achieve task finalization (Krug, 2014). Hover is also an efficient way to show

change in some way when the user points the cursor at the specific component (Krug, 2014).

Emoji semantics

The basic semantic objective of emoji usage is to add nuances that shape the meaning
(Danesi, 2017). Semantics refers to “the meaning of any sign or sign form and the structural
aspects connected to it, such as location in a text (Danesi, 2017, p.51). Emojis does possess
inherited meaning which refers to certain concepts and emotions (Danesi, 2017). What can
be predicted as a common understanding of a happy smiley, may be perceived differently
depending on the user. Different design details in an emoji add semantic nuances that shape
the meaning. The thesaurus effect, included in the semantics of emoji, is produced by the
nuances that are built into emojis. Emojis evoke related cultural and symbolic concepts
when they are used in certain situations (Danesi, 2017). Since microinteractions in Microsoft
Teams include reacting with symbols, this theory on emojis was vital for the analysis. It
contributed valuable information when examining the usage of microinteractions during

digital meetings.

User Engagement

High-quality meetings increase employee engagement and when they do they are more likely
to think innovatively (Yoerger, et al. 2015). When it comes to the new era of technology and
innovation, Heather L. O’Brien and Elaine G. Toms (2008) explain that it is necessary for
designers to think beyond the concept of usability. In order to create successful interfaces
they need to be more than easy to use. In today’s society, where platforms are invented by
the minute, it is vital to design with the purpose of making users engage, and stay (O’Brien,
Toms 2008). The concept of engaging technology is defined differently between researchers,
but key attributes are that the interface has to be interesting, attractive and playful. O’Brien
and Toms (2008) also points out that when users engage they often get a feeling of control,

choice, challenge and feedback.

O’Brien and Toms’ (2008) study aims to research the definition of engagement. Their
proposed definition is: “Engagement is a category of user experience characterized by
attributes of challenge, positive affect, endurability, aesthetic and sensory appeal,
attention, feedback, variety/novelty, interactivity, and perceived user control.” Further into

the study, they interview a group of people in order to find out if the definition is valid. Their



focus has been not only to find out what engages users, but also what their intentions were
before entering the interface. In the results we can see that some users browse with a goal,
whereas some are more open-minded to a social and engaging experience. Regarding the
initial engagement, the aesthetics was an important part, as well as how the interface was
composed (2008). Getting users to keep engaging, mainly depended on the interactions.
Users stayed on the interface when they received feedback from interactions, when they felt
in control over what happened on the interface and when they felt challenged. We analysed
the findings with the help of previous research on user engagement in order to understand

when and specifically why people choose to participate or not.

Enjoyment

Enjoyment is one of the many important aspects within User Experience. Csikszentmihalyi
(1996) conducted a study to examine people who did various things that they enjoyed but
which they were not rewarded for with money or fame. The term “flow” is presented in this
article by the author Csikszentmihalyi (1996) which means optimal experience and describes
the feeling when things are going well as an almost automatic, effortless, yet highly focused
state of consciousness. The flow experience was recounted in almost identical terms regardless
of the activity that initially produced it. Csikszentmihalyi (1996) identified nine main elements
that were mentioned repeatedly when describing how it feels when an experience is enjoyable,
one of them being “There is immediate feedback to one’s actions”. This research on enjoyment,
and especially the term “flow”, has been used in the data analysis to grasp microinteractions

role in streamlined workflow.

3 Method and implementation

This chapter provides information regarding the chosen methods that are to be used when
examining the research questions of this study. Further, we will explain in detail how the study
will be conducted, how we established a research relationship with the different observation
groups, and how we have selected the interview participants from these observation groups.

We will also discuss eventual ethical concerns that may occur during our research.

This study focuses on how microinteractions are utilized within Microsoft Teams and how they
can streamline workflows through its core goal which is to simplify main tasks. The research
has been conducted with a qualitative approach. Utilizing qualitative research will help to
collect data that constitutes for how much microinteractions are used within Microsoft Teams,
but also if and how it streamlines workflows in digital meetings. The chosen qualitative

methods are semi-structured interviews and participant observations. The goal is to get a



qualitative data collection that represents the current situation and the present-day

availability of microinteractions in Microsoft Teams.

3.1 Participants and choice of industry

The participants consist of employees at a creative company that use Microsoft Teams as their
daily digital meeting software. The decision of examining a company within the creative
industry underlies in the argument that creativity requires intense discussion and quick
positioning within digital meetings. Groups that use computers to communicate are prone to
be less influenced by norms, and still equally as convinced of the choices they make both
digitally and when face-to-face, which was a result in the research “Group and Computer-

Mediated Discussion Effects in Risk Decision Making” conducted by McGuire et al. (1987).

The company that will be examined in this research is ICA Gruppen AB which is an established
corporation who distributes grocery stores in Sweden. The participant observations and semi-
structured interviews will be conducted on employees specifically in the marketing and media-
production department called ICA Reklam. The availability to examine employees at ICA
Gruppen AB depends on researchers’ contacts and will be discussed further on in the chapter

addressing validity.

3.2  Participants observations

The study was initiated with participant observations. Kuniavsky et al. (2012) explains that
observing people means to find what is obvious, but not always apparent and that finding what
is obvious sometimes requires close observation. The observations were conducted in order to
learn how the digital meetings in Microsoft Teams proceeded and to what extent the
predefined microinteractions were used to simplify designated tasks and streamline workflow.
Using participant observations was a necessary addition to semi-structured interviews since

the participants were not too invested and proficient in microinteractions as a concept.

We conducted observations within a team of colleagues in a working environment which
consisted of approximately 5-25 participants. We examined the digital meetings from a
singular computer, and inspected the participants' digital interactions that occurred during

the meetings through the computer screen.

Meeting Participants Agenda Length
(excluding
researchers =

3)



Coordination meeting 4 participants Final “say” of an upcoming 60

marketing product release. minutes
Employee general 30 participants The meeting enabled a forum 20
meeting where the employees could ask minutes

questions to the management

Planning meeting 5 participants Planning meeting before a 60
photoshoot where the goal wasto  minutes
find a fitting date and to
coordinate responsibilities

Quick coordination 6 participants Coordination meeting the day 30
meeting (follow-up before the photoshoot to check minutes
from the previous that everyone has completed their
planning meeting for different tasks, and that they are
photoshoot) up-to-date with everything before
the due date.
Observation guide

When the participant observations were conducted, a predetermined observation guide was
implemented. The guide included chosen microinteractions for this research together with
different digital meeting scenarios that are prone to occur (see Appendix 1). Some examples of
such scenarios can be read in the conference proceedings by Zurita (2006), which presents
meeting scenarios which involve activities such as brainstorming, problem solving, decision-
making, voting, social interaction, etc. Taylor-Powell and Steele (1996) explains how
observation guides are forms which can be efficient to use when observing many people. It is
important to arm yourself with an observation guide where you are able to write down
observations that you make and important comments throughout the process (Taylor-Powell

and Steele, 1996).

3.3  Semi-structured interviews

The data collection continued with semi-structured interviews in order to gain a broader
perspective on how users perceive their usage of microinteractions and how they experience
these features in digital meeting situations. The interviews were in-depth and individual.

The 3 participants had been observed during the previous observation occasions.

Participant Age Interview location

Subject 1 41 Microsoft Teams



Subject 2 40 Microsoft Teams

Subject 3 57 Microsoft Teams

Conducting semi-structured interviews, required preparation on when to stop gathering
information. According to Cleary (2014) this process is explained with redundancy of
information or saturation. Redundancy is explained by Trotter (2012, p. 399) as ‘the process
of sequentially conducting interviews until all concepts are repeated multiple times without
new concepts or themes emerging’. Saturation is explained as ‘all questions have been
thoroughly explored in detail [and] no new concepts or themes emerge in subsequent
interviews’ (Trotter, 2012, p.399). It is with the regards of redundancy and saturation we

controlled the information gathering.

Interview guide

To guarantee the quality of the interview and its data collection, we created an interview guide.
The interview guide followed a combination of standardized open-ended questions and the
general interview guide approach (Turner III, 2010). The former approach can be applied to
how the questions were constructed. They were open-ended in order to gain as detailed
information from the participants as possible (Turner III, 2010). Interviewing with open-
ended questions results in rich data but may also complicate the possibility of finding similar
themes within the responses (Turner III, 2010). Since we decided on semi-structured
interviews, also, the general interview guide approach can be applied regarding the follow-up
questions. This approach lets researchers formulate questions based on previous responses to
the questions in the guide. How researchers’ word questions, does therefore affect the research
data. This may lead to lack of consistency, amongst the different interviews

(Turner I11, 2010). This has been considered throughout the analysis of the empirical findings.

Background
1. What do you work with?
2. What is the role that you usually have in a Teams-meeting: Participant, moderator,

questioner, listener, etc?

Digital meetings on Microsoft Teams

3. Have the meetings become more efficient being digital rather than physical according
to you?
a. If yes, why?

b. If no, why?



4. Do you participate more in digital meetings in comparison to physical?

If yes, why?
a. If no, why?
5. Do you prefer the usage of Microsoft Teams or is there something that you don’t
appreciate?
6. In what situation do you experience struggles with the communication?
Microinteractions
7. Do you know what microinteractions are?
8. What type of microinteractions do you usually use during a digital meeting?

(Dig deeper into specific microinteractions and discuss reasons behind the usage)
9. In what type of situation do you use these microinteractions the most? (Decision-

making, discussion, questions, etc.)

Future Development
10. Do you experience that there is some kind of microinteraction that is missing and

would be an addition to digital meetings in Microsoft Teams?

3.4  Approach and implementation

The study was conducted in 3 main parts divided into 2 different qualitative

research approaches. Starting with the participants observations, which consisted of 1.
Conducting observations 2. Taking notes and adding to observation guide 3. Analysing
results. Further going on with the semi-structured interviews, 1. Conducting interviews

2. Transcription of the interviews 3. Analysing the results. The observations and interviews
were conducted digitally through Microsoft Teams due to the present Covid-19

constraints regarding physical meetings (as of March 2021, Jonkoping, Sweden).

Before each observation and interview we shortly informed the participants about the ethical
aspects of the research. We explained that no other individuals besides the authors of this
research have access to the names and other confidential information which were written
down during the observations and interviews. When conducting the observations, all
researchers joined the digital meetings without utilizing camera and microphone to

reduce possible influences on the research approach. Goodman et al. (2012) explains that
the researchers are only present to understand how they do the participant’s work,

not to enjoy their hospitality. The goal is that the participants work and thoughts should



be driven by themselves, and not the interviewee (Goodman et al., 2012). We observed how
the meeting proceeded and what microinteractions were utilized by the

participants during the meetings. By conducting observations of digital meetings we could
identify patterns which would help answer the research questions. When observing
individuals the goal is to examine the movements and interactions, amongst other vital
factors, with the goal to collect data within social settings (Mulhall, 2003). During the

participant observation session, notes were added into the observation guide.

When conducting the interviews, we proposed a time for the participant, sent an invitation
via mail, and then joined the Microsoft Teams meeting at the appointed time. All three
researchers were present at the interviews. Before the interview, we decided that Researcher
1 asked the questions in the interview guide, whereas the remaining two researchers were
able to tab in and ask follow-up questions together with managing the audio recording of the
interview. The participants had to give consent to the recording beforehand. Interviews
provide important pieces which further on are fitted into a considerable picture that is
gained through observational research (Mullhall, 2003). When conducting interviews we
were able to achieve a greater understanding of the participants' minds regarding
microinteractions. When interviewing participants, the interviewee engages in supportive
listening which involves exploring that furthermore is developed into in-depth discussion
(Rossetto, 2014). We could ask about reasons and causes to why they utilize
microinteractions in various ways inside Microsoft Teams. This was important data when

answering the chosen research questions.

Multiple researchers being present in observation and interviews are beneficial but require
certain security measures (Matteson, 2009). During qualitative interviews with multiple
interviewers there is always a risk that the participant feels uncomfortable, which results in
less rich data (Matteson, 2009). As of today, most studies regarding multiple interviewers in
qualitative research covers educational research (Matteson, 2009, Partington, 2001).
According to Partington (2001) multiple interviewers are vital when the aim is to understand
a range of participants in classroom and school activities. A scenario that can be compared to
the observations made during the digital meetings on Microsoft Teams. Deciding that
Researcher 1 asked the questions and the remaining researchers being more withdrawn, was
an active decision. This aimed to achieve a comfortable environment for the participant, but

still help us gain as much data and insight as possible.

In the beginning of the interview, Researcher 1 explained that we would write down the

complete interview in transcripts and that no names or positions would be added into the



transcript, with the intention that participants would be anonymous in the finalized
published report. Furthermore, a transcribing process was initiated and thereafter every
interview was individually analysed. The transcribing process was conducted simultaneously
as the data collection, which in this research are participant observations and semi-

structured interviews.

3.5 Ethical implication

When conducting qualitative research, key ethical concerns are: anonymity, confidentiality
and informed consent (Sanjari et al, 2014). It is with regards to all these concerns the research
has been conducted. Informed consent should be covered before carrying out the research.
The information should contain how the research will be conducted, which data will be
collected and how it will be used (Sanjari et al, 2014). Participants’ roles, purpose of the study
and how the results will be published should be explained as well (Sanjari et al, 2014).
Considering confidentiality it is the researchers responsibility to make sure no private
information is revealed (Sanjari et al, 2014). Sanjari et al (2014) explains that it is

recommended to let participants know who will take part of the information they give.

“It is getting increasingly common for research ethics committees to seek documented proof
of consent in a written, signed, and ideally, witnessed form.” (Sanjari et al, 2014, p.4). We
compiled a confidentiality agreement that was to be signed by the company and the
researchers sometime during the data collection (see Appendix 2 and Appendix 3). The
agreement included information about the purpose of the study and stated that our main focus
is how microinteractions are utilized which therefore meant that the confidential information
in meetings are not of interest. Further, we informed that the finished report is presented

without names of participants and without any confidential information from the meeting.

3.6 Dataanalysis

The recorded audio from the semi-structured interviews were transcribed. Even though the
transcripts describe the research, it does not provide explanations (Pope, 2000). To be able to
understand the collected data, it has been sifted and interpreted (Pope, 2000). When
explaining social phenomena within qualitative data, analytic categories are utilized, also
known as themes. In this research the categories/themes were defined inductively, and
therefore acquired from the already collected data (Pope, 2000). The themes were defined
after the data collection was finalized since it needed to be based on the observation guides
and the finished transcripts. The themes were used to understand common ideas, behavior
and phrases amongst the participants (Turner III, 2010. Pope, 2000). In order to find suitable

categories and take care of the collected data, the process of constant comparison was executed



(Pope, 2000). Each new item of data has been compared to the already existing data, in order
to initiate relevant themes for the empirical analysis. According to Pope (2000), the essence
of this process is inclusiveness. Therefore, the data analysis begins with multiple nuanced
categories that later are summarized into specific core themes. The core themes are based on
the theoretical framework and are utilized to understand the empirical findings. Since open-
ended questions and rich data may complicate finding themes (Turner III, 2010), we have

prioritized and structured this approach early on.

3.7 Validity and reliability

3.7.1 Validity
The target group consists of employees that interact daily in meetings on Microsoft Teams,

therefore the participants chosen are employees at the marketing and media production
department within ICA Gruppen AB. The reason for picking this specific group of people at
ICA is based on researchers’ contacts. Turner III (2010) explains the importance of choosing
relevant participants for the study. He presents two important characteristics of participants.
Those are that the chosen participants give credible information and that they are open and
honest to share their point of view (Turner III, 2010). It is also an advantage if the participants
feel comfortable in the research environment (Turner I1I, 2010). Since the chosen participants

use Microsoft Teams daily, their thoughts and ideas are credible to this type of research.

During the digital meetings that were observed, the in-depth interviews were presented

as well as the opportunity to participate. In order to receive a nuanced approach and result
the aim was to interview employees with different roles in the meetings, such as active
participants, moderators, questioners and listeners. The interview participants turned

out to be women only, since they were the ones available and willing to take part.

Fitting measures have been taken for this research in order to achieve a high level of validity.
Firstly, we conducted objective interviews where the participant could answer the questions
freely since there were no correct or incorrect answers. We worked efficiently by asking the
participant follow-up questions that would engage them into developing their thoughts. We
also utilized triangulation, which is a validity procedure where the researcher searches for
convergence among multiple and different sources of information (Creswell & Miller, 2000).
This was achieved in our case by utilizing both participant observations and semi-structured
interviews. When sorting through the data and thereafter finding common themes or
categories we can rely on the evidence since the narrative account is valid due to the different

information sources (Creswell & Miller, 2000).



3.7.2 Reliability
The questions asked during the interviews were picked from the predefined guide and only

asked by Researcher 1. The questions were open-ended and aimed to motivate reflection.
Follow-up questions were asked at times by all researchers when there was a need for
clarification or development. Since one of the research methods is semi-structured interviews,
asking new questions dependent on new information was encouraged. The researchers did not
ask questions about confidential information that was mentioned during the meetings. The
interview only covered their way of communicating, employees' view on digital meetings and
their use of microinteractions. Since follow-up questions have been asked by all researchers
with their own wording, there is a lack of consistency between all interviews. Although, the

follow-up questions have been necessary and valuable to deepen the data collection.

All interviews were held on Microsoft Teams, which adds to the consistency. The participation
was voluntary, the participants were informed about the data collection beforehand and they

approved that the interview would be recorded.

3.7.3 Generalization
The research participants only include employees at ICA Gruppen AB, which makes

generalization an important subject to be taken into account. “To generalize is to claim that
what is the case in one place or time, will be so elsewhere or in another time” (Payne, 20035, p.
296). Generalization becomes more complex when it refers to the social world, since
individuals may perceive the same actions differently, and therefore act differently upon those
inherited meanings (Payne, 2005). This and the size of our participant group should be taken
into account when generalizing conclusions about larger groups of people in similar

situations.

The lock-downs due to the Covid-19 pandemic has activated the discussion regarding digital
interactions for different areas of communication exchanges. The pandemic is forcing a lot of
corporations to work remotely (Soto-Acosta, 2020). This peculiar situation is not dependent
on specific companies but rather on all organisations that are reliant on communication within
their establishment. Various business sectors, but also academic instances, are forced to
quickly adapt through digital solutions that achieve safer working environments due to the
pandemic (Soto-Acosta, 2020). This research is conducted during the Covid-19 pandemic
where digital solutions, such as digital meeting platforms, are very topical within various

organisations in all industries, including the creative industry.

3.8 Considerations



During our first meeting, Coordination Meeting, we realised that the need to record the
meeting was unnecessary. We decided to only record the interviews for the transcripts, and
refrain from recording the observations. What also became clear to us duriwas that there was
an additional microinteraction that we found interesting for our study, which was the
“Reacting with symbols in-meeting”. We decided to add this microinteraction to the list of
microinteractions we had decided to focus on from the start. The observation guide fulfilled
its purpose already during the Coordination Meeting and was therefore not updated any

further except adding the extra microinteraction.

4 Results

This chapter will include the collected data, as well as the data analysis. The data presented in
this chapter is collected through participant observations and semi-structured interviews. For
clarification reasons, the findings will be divided into subcategories; observation findings and
interview findings. The collected data will be presented objectively whereas the data analysis

contains researchers’ interpretations and evaluations.

4.1 Collected data

4.1.1 Observation findings
During the Coordination meeting, which consisted of 4 participants, only female 4

used microinteractions (See Appendix 3). Female 4 used microinteractions when
initializing the meeting, during discussions, decision-making situations as well as when
the meeting ended. In the beginning of the meeting, when male 2 presented work,
female 4 reacted with the clapping hands symbol as well as the thumbs up symbol
(See Figure 1). During a discussion between all participants, female 4 reacted with the
clapping hands symbol. Further into the meeting, male 2 presented a draft and requested
feedback, whereas female 4 used the thumbs up symbol to respond. Female 4 also used the

clapping hands symbol when everyone said their goodbyes and ended the meeting.
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Figure 1: Reactions to an inside joke

During the Employee general meeting, which consisted of 30 participants, multiple
participants engaged in microinteractions (See Appendix 4). The participant who moderated
the meeting, initialized it by sending a message in the chat explaining who we, the
researchers, were and why we participated. This message received a thumbs up symbol
reaction. At one point in the meeting, good news was presented, which resulted in multiple
participants using the clapping hand symbol as well as the thumbs up symbol. Alongside, the
chat was used extensively. Female 1 wrote an inside joke, and the conversation kept going.
Participants reacted with symbols on the messages, using the laugh reaction, the love
reaction and the like reaction (see Figure 2). In these chat messages, plenty of participants
used the tag function when addressing a certain colleague. During a discussion scenario in
the meeting, female 2 used the “Raise hand” button to speak. 5 participants used blurred

backgrounds.
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Figure 2: “Raise hand” button

The Planning meeting consisted of 5 participants, and 3 of them used microinteractions (See
Appendix 5). At one point, female 1, used the “Raise hand” button but the moderator did not
seem to notice. It resulted in female 1 speaking up by herself. After giving her input, the
“Raise hand” button was still activated (see Figure 3) and a confusion occurred between
female 1 and the moderator. Female 2 did also raise her hand, but deactivated it since there
was a possibility to enter the conversation without disrupting. At one point female 2 raised
her hand to demonstrate she wanted to speak after the current topic, she got addressed
immediately which interrupted the current conversation. When participants used the “Raise
hand” button we noticed a hand icon next to their name as well as their circle icon. At times,

their video frame got a yellow border as well.
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Figure 3: “Raise hand” button

During the Quick coordination meeting, which consisted of 6 participants, microinteractions
were used by 2 participants (See Appendix 6). For this “on-the-go” meeting, where the
participants were moving to a location, the “Raise hand” button was frequently used. After
the moderator initialized the meeting by voice, female 4 used the “Raise hand” button to
mark that she wanted to discuss something. Female 1 used the “Raise hand” button as well,
but due to the meeting being on-the-go, participants were not paying attention to the screen,
so she was interrupted by another participant. Female 4 and female 1 raised their hand once
again to indicate that they wanted to add something to the discussion. For this meeting, no

cameras were used.

4.1.2 Interview findings
The conducted semi-structured interviews have all been fully transcribed for this research

(see Appendix 7, Appendix 8 and Appendix 9).

Efficiency
When asking the participants about the perceived efficiency of the digital meetings rather than

physical meetings, the answers varied. Subject 1 explained that it varies between the different

meeting structures. This is also experienced by Subject 2 and Subject 3. Subject 1 experienced



formal meetings with a clear focus, to be more effective on Microsoft Teams. Subject 2
explained that the digital meetings are effective and functional, but that she finds the creative
meetings to be less fun digitally. Even though everything works, technically, she highlighted
the importance of having a good time when being creative. Regarding the meeting efficiency,
Subject 3 experienced both sides. On one hand, she experienced the digital meetings to have a
more outspoken reason for gathering, such as topic, and therefore perceived them as more
structured. On the other hand, due to the lack of small talk at the office, where small issues
can be solved, they usually need to plan fifteen minutes in their morning meeting to cover up
for that loss, which adds a couple of more minutes to the meeting, and therefore can be
experienced as more ineffective. Subject 3 experienced large meetings to be more effective on

Microsoft Teams, whereas she found the smaller ones to be quite similar to physical meetings.

Subject 1 also experienced the digital meetings to be more effective, because she found her
colleagues to be more content with their life puzzle in general. Meetings with the aim to
ventilate feelings and discuss the work environment are also more effective, according to
Subject 1. She explained that she is more prone to experience meetings in person negatively.
Subject 1 explained that she easily gets affected by other peoples’ feelings and that having
meetings on Microsoft Teams somewhat prevents this from happening. She also explained
that the office environment sometimes is affecting her work negatively, because she gets
interrupted, asked questions or overhears colleagues' conversations. The benefits of being able

to mute notifications and exclude sound has increased her level of efficiency.

Subject 2 explained that she thinks it harder to see other participants' reactions during
presentations when it is conducted digitally, however in less important meetings she feels that
digital meetings are convenient since she can, for example, take a walk outside at the same

time which makes her more alert rather than sitting in a crowded conference room.

Subject 3 mentioned that they used Microsoft Teams before the pandemic as well, but not to
the same extent. She explained that they used Microsoft Teams to be able to include employees
who could not attend on site. According to Subject 3, this was not optimal, since the employees
at site communicated freely whereas the digitally connected ones felt a bit left out. Subject 3 is
more satisfied with the effectiveness in digital meetings where everyone works remotely, and

encourages future meetings to have a similar setup.

Participation
All three interview subjects experienced themselves as participating at the same level as

before. Subject 3 found the participation rate amongst colleagues to be higher in digital



meetings. She specifically mentions that the chat function is being used extensively in larger
meetings. In physical meetings with 250 to 300 participants, there is not normally a wish to
talk. Whereas, in the digital meetings, employees use the chat to write opinions or
compliments. Something Subject 3 does not believe would happen in a physical setup. Subject
1 also experienced a new kind of confidence in digital meetings. She explained that, in physical
meetings, she is well aware of colleagues' body language, such as glances, eye rolls or raised
eyebrows. Being able to present digitally has left her more confident, and less affected by
others’ opinions. On the contrary, Subject 2 experienced the lack of body language to lower
the quality of the creative meetings, however she did believe that participants listen better
when the meetings are digital rather than physical. Subject 1 also explained that because of the
ability to use the chat or send reaction emojis, more colleagues are prone to share their opinion
and feedback. Subject 2 further mentioned that she thinks that an active chat during the
meeting enables a better group dynamic and that it would be very boring if it did not exist,
however she explains that the notification sounds can be annoying but appreciates the

function within Microsoft Teams where she can turn them off.

Communication struggles
Subject 1 explained that there have been certain communication struggles during the

meetings, although it has gotten better with time. Besides VPN complications, she explained
they experienced difficulties knowing when to speak without interrupting the current speaker.
This problem eased majorly when the “Raise hand” button was introduced, according to
Subject 1. Subject 2 mentioned how the “Raise hand” button was not utilized particularly much
when it was first released. She also explained that there are issues with the “Raise hand” button
that could be further developed. She gave the example of when a participant is presenting a

project in a meeting, the presenter is not able to see if another participant raises their hand.

Subject 1 finds the chat function helpful when she wants to give a quick input, rather than
interrupting the entire conversation. Subject 3 mentioned that the communication struggles
are relatively low. If they appear, they are due to technical issues, or that people talk over each
other, due to lack of experience with digital meetings. Subject 2, also mentioned technical
issues as a communication struggle. She explained that if there are issues with network
connections within the meeting, their solution is usually to turn off their cameras. Subject 1
also mentioned lack of experience regarding the channels and groups created in Microsoft
Teams. She explained that there are difficulties locating certain documents and conversations,

because of a somewhat unstructured system inhouse.



Subject 3 explained that to avoid communication struggles, some presenters start the meeting
with an image displaying meeting rules. These rules are made for clarifying the meeting
structure and what kind of behavior that is appreciated. For example, encouraging

participants to use the camera, wave or write in the chat.

Microinteractions
Asking the participants about microinteractions, neither was very familiar with the concept.

Subject 1 knew it was some sort of quick communication. When getting an explanation of the
concepts, she said that she uses them all the time, mainly by using the “Raise hand” button,
reacting and interacting in the chat. As explained previously, Subject 1 experienced digital
meetings to be more positive. The reason behind this, she explained, is because of GIFs, hearts,
applauds and thumbs ups. She does not enjoy the ability to use blurry backgrounds, since she
finds it distracting when the technique fails and parts of the faces get blurry as well. The
sharing screen function is highly appreciated by Subject 1, since she believes it streamlines

their work.

Subject 2 explained that there is often a lack of time to learn new tools that are released, and
is referring to when the “Raising hand” button was first implemented into Microsoft Teams.
Subject 2 also mentioned that when there are fewer participants in a meeting, fewer
microinteractions are used. She explained that when there are, for example, 4 participants in
a meeting they do not use the chat but instead speak directly to each other. Subject 2 also finds
the microinteractions to be more prominent in bigger meetings and gives examples of

participants sending heart symbols or using GIFs.

Subject 3 mentioned that backgrounds are used just for fun, meanwhile the “Raise hand”
button is a really good tool. The chat is also highlighted and is considered as super important,
according to Subject 3, especially in the bigger meetings. The negative part considering the
usage of the chat in these scenarios, is that the focus on the one speaking can be reduced. She
believed this can affect efficiency in a negative way. A feature Subject 3 believed affects
efficiency in a positive way was the notification reminding there is 5 minutes left of the

meeting.

Future development
When asking the participants about Microsoft Teams and suggested improvements, they

struggled to come up with any right away. Subject 1 mentioned she wanted to be able to react
with a star symbol. She explained that she uses the ones available, but wanted a specific symbol

more suited for saying “good work” or “you made it”. Subject 2 explained how she would have



appreciated it if there could be a cue with numbers for the “Raise hand” button so that the
meeting participants can see who pressed the button first. She also mentioned that she thinks
the participant who is presenting a project should be able to see if anyone raises their hand,

something that is currently not possible. Subject 3 had no suggested improvements to add.

4.2  Data analysis
The data analysis was initialized with multiple nuanced categories described as “Analytic
themes” which are thereafter summarized into specific “Core themes”, as mentioned in the

“Method and implementation” chapter.

4.2.1 Analytic themes
The analytic themes were primarily used to understand the common ideas, behavior and

phrases amongst the participants and to establish and analyze the many different aspects of
the achieved data collection. The analytic themes were established with the goal to get a
broader understanding of all the data collected, and to act as the foundation for the further

developed core themes beside the theoretical framework.

Confidence changes

During interviews with Subject 1 and 2, without specifically asking about it, the topic body
language was brought up. The participants mentioned body language when discussing
meeting efficiency, and their view on it differed from each other. Subject 1 felt more
confident without noticing colleagues' gestures, whereas Subject 2 felt the lack of body
language lowered the quality of the creative meetings. In general, we learned from Subject 1
and Subject 3 that employees who usually do not engage in physical meetings, spoke up

online by using the chat function and reacting with emojis.

Participant differences in microinteractions usage

During the observations we identified that the participants utilizes microinteractions to a
varying extent. While a few are using microinteractions frequently, there are some
participants who do not engage with microinteractions at all. We entered this research with a
purpose to receive nuanced answers from employees in different positions and varied
participation levels. Only the moderators and active users were willing / had the opportunity
to be interviewed. All interview participants seemed to share a similar view on the
microinteraction usage, and common ideas to why they use microinteractions are because
they are fun, encouraging, helpful and a way of giving quick feedback. We believe there can
be multiple reasons why participants do not interact with microinteractions, such as
technical skill level, attitude towards the meeting and state of mind. To understand the usage

of microinteraction, we will analyze user engagement further in the core themes and pave the



way for necessary future research.

Distractibility

A common pattern we noticed amongst the participants was that they sometimes experienced
distractibility due to functions in the interface. It regarded the ability to blurry backgrounds,
the “Raise hand” button and interacting in the chat function. What is interesting with these
findings is that these are Microsoft Teams functions that are designed with the purpose of
simplifying the user experience. It appears they might not do so. The participants in the
research are mainly tech novices, which should be taken into consideration when analyzing.
Although, a digital meeting platform used by companies in all sorts of industries, should be
easy to use. Learning that some meetings are introduced with a photo of meeting rules, also

indicates that the use of Microsoft Teams tools sometimes needs to be clarified beforehand.

The ability to blur backgrounds was found distracting by Subject 3, since the feature
sometimes blurred parts of herself or her colleagues instead of the background. This also
indicates a result of poor design. The “Raise hand” button was sometimes thought to be
distracting because it triggered confusion and discussion about the hand icon. We learned this
issue mainly occurs because the presenters are not able to see the hand icons during the
presentation. This is also problematic, in terms of the interface design. Subject 1 and 3
mentioned interacting in the chat as distracting. Even though the feeling of communicating by
audio and in the chat at the same time might feel effective, both Subject 1 and Subject 3
doubted it in fact is. Learning that the participants question their own efficiency, opens up

doors for comparing efficiency to distractibility.

A Microsoft Teams function that both Subject 1 and Subject 2 sees a great benefit
from is the ability to mute notifications. Subject 2 believes that this function

reduces distractions and Subject 1 mentioned it increases her level of efficiency.

Enhanced group unity

Due to the sudden shift from mostly physical meetings to digital meetings, the sense of group
dynamic can be experienced as reduced along with it. Subject 2 described the importance of
the chat function, and the contribution that the specific microinteraction brought to the
meeting in general. Subject 2, who was not personally using the chat frequently, could despite
this see that, and how it contributed to the group unity and sense of community for the rest of
the participants. Especially in the bigger meetings, where it was used the most. It was

perceived as being a contributing factor to the team spirit and unity within the group, because



of the ability to share documents, pictures and information that was not part of the actual

meeting, in a quick and effective way.

In a new and unfamiliar situation where facial expressions and supportive nods are reduced,
or even deprived, in our everyday life such as in meetings, the ability to react with a symbol to
a message or as a way to show understanding can play a great part in the sense of community,
which Subject 2 highlighted.

Different meetings, different microinteractions

The meetings with a more creative agenda, microinteractions such as the “Raise hand”
button and reacting with symbols were used with the purpose of showing support to
the issue of matter. In creative meetings, it seemed to be very convenient to use
microinteractions such as clapping hands symbol or thumbs up symbol as communication

channels when giving encouragement and to say “good job” to the presenter.

For the shorter coordination meetings, with fewer participants present, the
“Raise hand” button was common, and almost the only microinteraction being used.
Since there were a lower number of participants in the meeting, it seemed to be easier
for them to validate each other verbally rather than through microinteractions. Since
the meeting also had a quick flow with questions that could only be answered with “yes” or
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no” more or less, the room for utilization of microinteractions was not as big.

If the meeting instead consisted of a larger number of participants, the usage of
microinteractions increased. For these types of meetings, where participants had a more
bystander role, the chat function and reacting with symbols was more common, whereas the
usage of the “Raise hand” button decreased. It seemed to be a convenient way of establishing
a better relation to the group by using microinteractions. Another factor that increased
utilization of microinteractions in this bigger meeting setting seemed to be that the
participants wanted to respond in a way that would not interrupt the current speaker of the
meeting. So instead of several people verbalizing thoughts such as “I like that!” participants
could instead use microinteractions such as the thumbs up symbol or clapping hands symbol

to visualize that similar reaction.

One interesting finding when conducting the data collection was that the microinteractions
“Mark messages as important and urgent” and “Set participants in spotlight” were not
used at all during all of the participant observations. As recalled by Subject 2 in

her interview, this might be because of lack of knowledge and time to learn new tools.



Efficiency when utilizing digital meetings

A common idea that we have identified amongst all interviewees is that they perceive a higher
level of efficiency during digital meetings, because of helpful tools in the interface.
To the extent that Subject 1 wants to keep working through Microsoft Teams even when the
remote work comes to an end. From the findings, the most used and appreciated
tools seem to be the ones who help them streamline workflow by avoiding interrupting the
conversation. These tools are the “Raise hand” button, using symbols to respond during
discussions or by using the chat in bigger meetings. Other tools that are appreciated and
perceived effective, are to share the screen and the notification reminding that there is 5
minutes left of the meeting. Sharing the screen is a technical matter that makes it easier for
employees to complete their work tasks. The notification is a microinteraction that became
familiar to the researchers’ during the interviews, and valued as worthy of investigation since

it seemed to sharpen the participants’ focus and take care of the remaining meeting time.

New functions developed within Microsoft Teams

We have noticed there is a user demand regarding the functions and future development in
Microsoft Teams. As mentioned before, the participants found tools such as the “Raise hand”
button and share screen function as important in order to streamline workflow in meetings.
The “Raise hand” button was implemented in Microsoft Teams during the pandemic, and

Subject 1 noticed a significant reduction in communication issues after the implementation.

Subject 1 expressed a certain wish for a star symbol and Subject 2 wished for a queuing system
alongside the “Raise hand” button. Learning that participants find helpful tools important,
also tells that the selection of tools may have an impact on their level of usage. Not finding the
right tool, may naturally decrease the usage whereas finding suitable tools for certain
situations rapidly increases the usage. This indicates the importance of designing the interface

by listening to user feedback and needs.

4.2.2 Core themes
The core themes were based on the theoretical framework together with the many and

nuanced analytic themes which were defined prior to the core themes. The core themes were
utilized to understand the empirical findings, as mentioned in the “Method and
implementation” chapter, and to analyse and summarize the most important findings
retrieved during the data collection. The core themes were used as a foundation for the result

discussion in order to answer the research questions.



User Engagement

User engagement is a core theme in this research and will help us analyze to what extent
microinteractions are utilized. O’Brien and Toms (2008) research on user engagement is
quite an interesting theory to base the analysis on. They stated, it is vital to design with the
purpose of making users engage, and stay (O’Brien & Toms, 2008). Since this research
investigates meetings, the aspect of staying on an interface will not be analyzed. Analyzing
how participants engage during meetings are more relevant and interesting to this study. In
the observation findings we saw that microinteractions are used frequently. In the interview
findings we got a better understanding of why. O’Brien and Toms (2008) explained engaging
technology as interesting, attractive and playful. Something that agrees well with the

participants’ answers regarding the microinteractions usage.

We also learned from observations that not all employees use microinteractions. O’Brien and
Toms (2008) explained that user engagement can be dependent on what users aim is when
entering an interface. Some people have one single goal, whereas others are more open to
engage and socialize. This aspect is interesting when analyzing the usage of
microinteractions. Employees probably have different states of minds and aims when
entering the digital meetings. Some might be focused on the meeting agenda and finishing as
quickly as possible. Others might see the meeting as a chance to socialize, send encouraging

symbols and chat messages..

How participants engage and utilizes microinteractions also seems to depend on the tools
available to them. Relating to our theoretical framework, an underlying reasoning behind the
user engagement may be how certain symbols are interpreted by the participants. Danesi
(2017) explains emojis possess inherited meaning and therefore may be perceived differently
amongst different users. This is information that should be taken into consideration when
analyzing why people might not use microinteractions. People may not be able to find
suitable symbols for the situation, and therefore choose not to react at all. If this is the
occasion, the opportunity to customize the selection of symbols may in fact increase the

usage of symbol reactions.

We also learned that the usage of microinteractions diverged due to different factors of the
meeting such as meeting length, pace, amount of participants, and topics. Well-designed
triggers follow good usability principles and appear when and where the user needs them
(Betz & Hall, 2015), for example the in-meeting symbols within Microsoft Teams consisting
of a thumbs up, heart, clapping hands, smiley and the “Raise hand” button. In our

observation of a bigger meeting we noticed that the usage of microinteractions was more



frequent then in the smaller meetings. This was afterwards also supported by Subject 2 in
one of our semi-structured interviews who explained that the heart symbol was frequently
used in bigger meetings. Using microinteractions in-meeting seemed to be a non-disturbing

way of expressing reactions and feeling without verbally interrupting the current speaker.

Another aspect of user engagement is that it seems to be increasing digitally amongst
participants who usually don’t engage in physical meetings. Body language and confidence
are topics that have been discussed throughout the data collection. As mentioned in the
theoretical framework, body language is a way of non-verbal communication and can give
information about a person’s mental state when conversing (Mandal, 2014). At an early state
of this research we found the concept of body language to be interesting, since there
naturally is a lack of it when communicating digitally. What is interesting with our findings,
is that body language affects digital meetings both positively, and negatively, and it seems to
correlate with personal confidence. Some participants feel more comfortable experiencing
others’ body language live whereas others feel more confident not seeing others’ gestures at
all. It also seems that microinteractions are a simplifying way for participants who normally
struggle to participate, to do so. There are varied opinions regarding working behind a
screen, but from these conclusions it would be interesting to learn if there is a possibility to
reach some sort of middleground by continuing to develop microinteractions. If there could
be a digital meeting scenario in the future where all participants feel confident, and where
the people who miss the social interaction, can find comfort in well developed

microinteractions as a substitute.

Efficiency

Efficiency is the second core theme which will cover how microinteractions within Microsoft
Teams are affecting the work efficiency in various ways. When looking at the findings
regarding efficiency, we can see that the participants include varying aspects within their
definition of the word effective. The participants often connected efficiency to reasons
beyond microinteractions, such as a general well-being amongst colleagues, positivity and no
physical interruption at the office. Those findings are of interest, but to be able to find
answers to the research questions and fulfill our purpose, we will put a greater focus on

analyzing how, specifically, microinteractions are used to streamline workflow.

Microinteractions have previously been explained to occur when users are able to complete a
task, for example receiving a notification, in a short amount of time with a low level demand
of user cognition (Motti & Caine, 2015). They should also appear when and where users need

them (Motti & Caine, 2015). A clear example of this situation is the notification towards the



end of the meeting that lets users know there are 5 minutes left. According to one of the
participants, this notification shows up when needed and makes the entire team more

focused and sharp.

From the observations, as well as the interviews, we learned that microinteractions were
mainly used during moments of discussion or decision-making. It appeared that employees
used microinteractions to share opinions and feedback. This is interesting to analyze with
the help of the group-decision making theory by Wong et al. (2018) mentioned in the
theoretical framework. According to Wong et al. (2018), teams that share different
perspectives are prone to enable better work efficiency. It is also mentioned that active
participation in decision-making is helpful when competing complex tasks (Wong et al.,
2018). From this, we can tell that since employees are more likely to participate and give

feedback through microinteractions, there could be a positive impact on the work efficiency.

From the interviews, we understood participants experience meetings to be efficient, when
there is a low level of conversation interruption. The “Raise hand” button is found necessary
by all participants and is used frequently when wanting to speak. From the findings, there
are no visible problems that decrease efficiency with using the button from the clickers’
perspective. This can depend on design choices and affordances in the Microsoft Teams
interface. As mentioned before, affordances are visual cues in an object’s design that propose
how users can utilize it (Krug, 2014). For them to be efficient and working, they should be
visible enough to make users notice the ones they need to achieve task finalization (Krug,
2014). This also corresponds to the theoretical term “trigger”, which means the
microinteraction appears when being initiated and gives results according to the user's
predictions (Betz & Hall, 2015). The efficient use of the “Raise hand” button can also be
compared to Csikszentmihalyi (1996) term “flow”, which relates to an optimal and enjoyable
experience, which results in direct feedback on their actions. Using the “Raise hand” button
returns immediate feedback. A hand icon is put next to their username, letting the user know

they have used the function successfully.

Distractibility

Distractibility became a recurring theme throughout the findings and analytic themes, which
makes it necessary to analyze further. To be able to answer whether microinteractions
streamline workflow or not, the efficiency aspect needs to be compared to the distractibility
one. The distractibility experienced by the participants does relate to functions such as the

“Raise hand” button, using blurry background as well as interacting in the chat.



As understood, the “Raise hand” button works efficiently from the clickers’ perspective,
but seems to obtain certain issues from the receivers’ perspective. Firstly, the presenter
who shares their screen is not able to see the “Raise hand” button, which requires
someone else in the meeting room to moderate. Secondly, when multiple participants
have used the “Raise hand” button, there is not a possibility to see in which order they pressed
the button. These distractions seem to be a result of poor designing. Looking at design
principles such as visual hierarchy, the “Raise hand” button is not portraying the relationships
between different things on a digital interface (Krug, 2014) clearly enough which causes
unnecessary confusion. Looking at design principles such as affordances, there is a lack of

visual cues in the design that proposes how users can utilize it (Krug, 2014).

Another function that may endanger work efficiency is interacting in the chat. From the
interview findings, we learned the chat is mostly used to give quick input and feedback without
interrupting the ongoing conversation. Although, as we can see from the observations, the chat
was mainly used for socializing, telling jokes and having a good time. Since the participants'
explanation of the chat function during the interviews does not correlate with the observations

we made, the usage of the chat function probably varies from day to day.

5 Discussion

5.1 Answering our research questions
The purpose of this research, as mentioned in the introduction of this research paper, is to

examine to what extent microinteractions are employed within creative digital workplace
environments such as at ICA Gruppen AB and in what situations they are more or less
present. Further, the motive is to identify if microinteractions enhance and expedite
workflows. We have used the core themes as a foundation for the result discussion in order

to answer the research questions.

RQ1:
To what extent are microinteractions utilized within digital meeting platforms,

such as e.g. Microsoft Teams, in the creative industry?

As presented in one of our core themes, specifically under the headline “User Engagement”,
microinteractions have in this research been shown to be frequently utilized. However, they
are used in various frequencies depending on different user engagement aims, efficiency
goals and distractibility experiences. There is also a tendency which shows that
microinteractions can be a simpler way of communicating and participating, especially for

participants that are less confident with expressing reactions verbally in meetings.



Microinteractions have also been shown to be increasingly utilized in larger meetings as a

way of communicating without interrupting the current verbal conversation.

RQ2:
How are workflows streamlined through microinteractions in digital meeting

platforms, such as e.g. Microsoft Teams, in the creative industry?

As presented in two of our core themes, specifically under the headlines “Efficiency” and
“Distractibility”, participants experience that the workflow is streamlined through
microinteractions, since it comes with the ability to give inputs without interrupting as well
as reaching a common agreement quicker by reacting with symbols. Since participants also
mention the opportunity to multitask and the self-awareness that multitasking might not
always be effective, due to distractibilities, the answer to this research question becomes
quite complex. The answer is that microinteractions hold the right conditions to streamline
workflow and in many scenarios does, but that there might be a case of inefficiency when

users fail to multitask or when microinteractions are utilized with a solely playful purpose.

5.2 Method discussion

The decision of using a qualitative approach consisting of participant observations and semi-
structured interviews has helped us to get a deeper understanding of how microinteractions
are utilized in groups, but also how certain individuals from these observation groups think

and feel.

In the participant observations we as researchers did experience us as being fairly unnoticed
due to it being digital and not in an actual physical setting and since the participants seemed
to be very natural and unaware of our presence within the meetings. We therefore believe

that the observation was very successful considering the rewarding results we obtained.

In the semi-structured interviews we were able to understand the participants’ minds
regarding microinteractions from the in-depth discussions that were made. This qualitative
approach was therefore successful since we gathered interesting data which many also
supported the data received during the participant observations. However, we do regret not
interviewing more varied participants in terms of gender, position, age, etc., but due to time

constraints this was not possible for this research.

The choice of implementing two different qualitative approaches into this research has led to

a reliable triangulation within the complete data collection. Interesting and valuable data



collected during the initial observations were in many cases supported afterwards by the data
retrieved from the semi-structured interviews. The choice of utilizing “Analytic themes”
jointly with “Core themes” has also appointed this research paper with an in-depth analysis
and discussion of the data collection which afterwards led to a well grounded answer to the

research questions.

6 Conclusions and further research

6.1 Conclusions
We believe this research clearly indicates that microinteractions are used regularly during
digital meetings on Microsoft Teams. They are used in various frequencies depending on

different user engagement aims, efficiency goals and distractibility experiences.

The research also indicates that microinteractions hold the right conditions in order to
streamline workflow and also does so in certain scenarios. Since the use of microinteractions
in order to streamline workflow are affected by distractibility, there needs to be further

research done in order to get an even more detailed conclusion.

6.2  Further research

When applying the conclusions from this research to new research in the future,
some implications need to be considered. Due to our limitations, the conclusions are naturally
limited as well. These include the time frame, chosen digital platform,
chosen microinteractions and group of participants. For example, the participants
for the interview were women only. We believe this should be taken into consideration
when pursuing further research, dependent on our conclusion. To get a richer
understanding of this topic, it would be of interest to observe a larger group of participants

and also include men in the interviews to identify gender differences.

Because of our focus on the pandemic and physical meetings turning digital, the
participants in this research obtains a quite low experience level. When conducting further
research on microinteractions, it is necessary to know that our conclusions are dependent on
technical experience, and that the findings most likely would turn out different if the research

were conducted on companies with more experienced Microsoft Teams users.

The lack of usage regarding microinteractions, is a perspective that we did not manage to fully

examine. Since only frequent users wanted to participate in the interviews, the conclusions are



based on their view. Further research could add greater depth to these conclusions, by

examining why users do not use microinteractions.
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Appendix 2 Confidentiality

Agreement

Detta Sekretessavtal ("Elsa, Catherine, Moa x ICA Gruppen AB”) ar mellan Elsa
Andersson, Catherine Quassdorf och Moa Stromland och ICA Gruppen AB..

PARTERNA bendmns individuellt "PART” och gemensamt "PARTERNA".

1. BAKGRUND

1.1. Mot bakgrund av att PARTERNA har inlett diskussion om ett samarbete
rérande undersékning fér C-uppsats i programmet New Media Design pa
Joénkdping University har AVTALET uppréttats eftersom konfidentiell
information kan komma att utbytas mellan PARTERNA.

1.2. Med "Konfidentiell Information" ("KONFIDENTIELL INFORMATION")
avses varje uppgift - teknisk, kommersiell eller av annat slag - oavsett om
uppgiften har dokumenterats eller inte som en PART &verlamnar till den
andra PARTEN direkt eller indirekt, skriftligen eller muntligen, med
undantag fér uppgifter som ar eller blir allmant kdnda eller som kommit
till allménhetens kdinnedom pa annat satt &n genom brott mot
bestdammelserna i AVTALET.

2. SEKRETESSATAGANDE

2.1. PARTERNA férbinder sig att inte for utomstdende, sasom t.ex. fysiska eller
juridiska personer eller myndigheter, avsldja KONFIDENTIELL
INFORMATION.

2.2. Mottagaren férbinder sig endast anvanda erhéllen KONFIDENTIELL
INFORMATION for det syfte sddan KONFIDENTIELL INFORMATION
éverlamnas och inte fér eget affarsmassigt syfte.

23. Sekretessatagandet enligt AVTALET omfattar dven anstallda hos
PARTERNA, konsulter hos PARTERNA eller andra personer som kan
komma i kontakt med KONFIDENTIELL INFORMATION.

24 Sekretessatagandet enligt denna punkt galler utan begransning i tid och
aven efter att samarbetet mellan PARTERNA i 6vrigt har upphort.

3. ATERLAMNANDE AV KONFIDENTIELL INFORMATION
3.1. Om samarbetet mellan PARTERNA upphor ska all KONFIDENTIELL
INFORMATION omedelbart aterlimnas. Aterlimnande av



KONFIDENTIELL INFORMATION ska dven ske om nagon av PARTERNA
kréver detta.

4. ANDRINGAR
Andringar och tillagg till AVTALET ska, for att vara géllande, vara skriftliga
och undertecknade av bada PARTER.

AVTALET é&r upprattat i tva (2) likadana exemplar, varav PARTERNA tagit var sitt.

Elsa Andersson, Catherine Quassdorf, ICA REKLAM (ICA Gruppen AB)
Moa Strémland

Datum: 25/5—2\ Datum: 2,5/5 “2.

Ort: 36(\\(6@'«\9 Ort:

Nam'n: Elsa Andersson Namn: SR

()

Nmmerine Quassdorf

Nar’ru: Moa Strémland



Appendix 3 Observation guide in Coordination meeting. Names and other confidential

information is marked over with red color.

Meeting 24/3 10:00-11:00, G

F

Reacting to “Raising Change Mark Set Reacting
messages hand” button | background | messages as | participants with symbols
image “important” in spotlight in-meeting
and “urgent”

Initializing o
meeting Clapped
hands and
thumbs up to
show
appreciation
that digital
meetings
enables
easier
presentation
of work
(showing
projects in
illustrator for
example)

started off
the meeting
with a gift
“I'm ready to
go” as the
startoff!

Discussion -
Clapping
hands to say
“good job!"

Participants
want to
speak

Decision-ma -
king Thumbs up
situations to show that
she thinks
the draft
looks good

Questions
from
participants

Ending )
meeting Clapping
hands to say
“thank you!”

Other notes




Appendix 4 Observation guide in Employee general meeting. Names and other

confidential information is marked over with red color.

Meeting 25/3 8:10-8:30,

Reacting to “Raising Change Mark Set Reacting
messages hand” button | backg d as | particij with sy
image “imp: 4 in spotlig i
and “urgent”
Initializing Message
meeting informing
that we are
participating
for our
research,
thumbs up
on message
Discussion Inside-joke Good news
“effektiva = People use
sl o154
hands” and
gets
recognition “thumbs up”
through to show
:::gs':"::';\ appreciation
ges.
way of to the good
“laughing” at news and
her inside that they
joke agree in
in-meeting what is said
The
conversation Discussion
continues i
with answers SRy
that also get Viktigt med
a lot of
reactions! :
etc.”
Participants One
want to participant
speak raised hands
to talk and
answer
discussion
question
asked by
another
participant
Decision-ma
king
situations
Questions
from
participants
Ending
meeting
Other notes | Tagging Background
specific is blurryon 5
participants of meeting
in the chat participants
asa (MAYBE
confirmation/ hiding
direct “storande”
question. background)
Happened 2
times. Approx 15
participants
used video
to create a
feeling of
communion

due to covid.



Appendix 5 Observation guide in Planning meeting. Names and other confidential

information is marked over with red color.

Meeting 25/3 12:30-13:30 CEEEEE—
D

Reacting to “Raising Change Mark Set Reacting
messages hand” button | background | messages as | participanis with symbals
image “important” in spotight in-meeting
and “urgent”
Initializing
meeting
Discussion

Participants P
want to aising hand

speak 1o get
attention (but
seems that it
wasn't easily
noticed by
moderator)

Yellow
border when
the person
with raised
hand is
talking {but
not all the
time)

The
“moderator”
did not know
if was
raising the

same hand
as before or
if she was
raising a
“new hand”

-raised

her hand, but

removed it
and talked
instead
Raising
hands is
thoroughly
utilized in
this meeting
. raise
hand

Decision-ma

king

situations

Questions

from

participants

Ending

meeting

Other notes .’a:sgn
her hand
because she
wanted to
speak after
the current
topic, she
got
addressed
immediately
which
affected the
conservation

Raising hand
icon stays, it
does not
disappear
automatically
after
someone
“gets the
word”




Appendix 6 Observation guide in Quick coordination meeting. Names and other

confidential information is marked over with red color.

Meeting 29/3 08:30-09:00, (I

Reacting to “Raising Change Mark Set Reacting
messages hand” butfon | background | messages as | participants with symbols
image “important™ in spotlight in-meeting
and “urgent”
Initializing
meefing
Discussion

Participants - raises
want to hand when
speak another
person is
speaking lo
show that
she has
something to
add to
discussion.

D
raises hand
as well but is
“interrupted”
by another
participant
who does
not see that
she raised
her hand.

raises hand
again,

raises
hand again.

Decision-ma
king
situations

Questions
from
participants

Ending
meeting

Other notes In general an
effective
“on-the-go”
meeting
where the
participants
are moving
to location.
The
microinteract
ion “raising
hands” suits
asa
convenient
tool.

No cameras.




Appendix 7 Interview transcript: Subject 1

INTERVJU: SUBJECT 1

Hér har vi

*%

Och **
Hej

Och vi skriver ju d& var kandidatuppsats for att knyta ihop sacken av vara tre ar pa hogskolan
Ja

Yes
Forstar det
Nu skriver vi dd@ om mik, hur man anvander mikrointeraktioner, i just Teams
Mm
Vilket &r ndgot vi inte har hangt s& mycket i darav lyckats jag tacka nej till méten och haha, diverse grejer,
men vi [6ste ett méte har nu i alla fall

Ja

Ja, men sa vi kommer bara stalla dig lite frAgor nu och ar det ndgot annat du undrar 6ver sa ar det bara att
tjoa till liksom

Absolut

Sa forst och framst, vad &r det du jobbar med?

Jag ar ** ansvarig pa ** och assa ingen dag &r den andra lik. Det kan vara allt ifran att jag ska kvalitetssakra allt
som ska ga ut i vara kanaler, se sa att dom gar under liksom vart, supermarket och icas, varumarke. att vi inte bryter nagra
lagar, eller sager nagonting som &r fel. till att stétta med fragor, vart material ligger, jag ar med pa valdigt valdigt manga méten,
for att ica ar sa stor organisation, s jag ar liksom lite spindel i natet och samlar upp s mycket information som jag bara kan
och trattar ner det s& att det blir enkelt och tydligt till alla som sitter p& supermarket. ibland kan det handla om att vi far material
till oss som vi ska géra om, assa det &r ett centralt maner som ica tagit fram som vi ska géra om sa att det kanns som att det ar
supermarket, for supermarket pratar pa ett speciellt satt och supermarket ser ut pa ett speciellt satt. man skiljer sig fran de
andra profilerna da. finns ju nara, supermarket, kvantum och maxi. Nara &r lilla narbutiken, supermarket ar ju, jag brukar saga
det, jag som &r lite dver 40. nér jag vaxte upp fanns bara ica, d& akte man till ica, sen fanns det inga mer, men sen kom alla de
har profilerna, och da blev den vanliga ica supermarket da.

Ja
sen ar det kvantum som &r lite mer inspirerande och lite sdhar for lite mer matalskare som &r lite mer picky och
vill ha lite finare och sen ar det ju maxi dar de &r, ja, stormarknad under ett kdp, eller haha, under ett tak, det finns liksom
Juste haha
Yes
Ja haha
Ja, men nu né&r métena har liksom forflyttats en del till det digitala, vad brukar du vanligtvis ha for roll? fér nu
sager du att du ar spindeln i natet, &r det du som liksom ar moderator eller *tekniska problem*
Det beror verkligen pa vad for typ av méte det &r.
Mm

men jag haller ju sjalv i ett mote i veckan for alla kreatérer som heter kreatérsmote och da ar det for final art. och
sen har vi valdigt mycket avstamningar, interna avstamningar. och jag ar val kanske san som person, som tar stafettpinnen och
brukar dra igang alla liksom.

yes

och eftersom jag vet mycket om, ja eller, mycket om lite, lite om mycket menar jag, haha.

haha

sa brukar jag vara den som liksom tar tag i och stéller fragor som kan kannas relevanta for att vi ska komma
vidare och blandar in ratt personer och aa sanna saker. sa darfor, jag brukar ofta ta stafettpinnen men sen néar det galler
supermarket s& har jag alltid, nastan 90 %, stafettpinnen. men sen nar det galler ica stora, liksom ica centralt om man sager
andra avdelningar, da &r det ju andra som har bjudit in till méten.

mm

och da ar det ju dom som haller i det, om det &r en dragning till exempel, att sdhar ska vi se uti sommar,

ja
ja

da presenterar dom en verktygslada, och dom presenterar hur vi ska tanka, tonalitet, och farger och s&dar och d&
ar det ju dom som har gjort det som vidarebefordrar informationen till oss, eller det finns nagra till creative lead pa ica, och s&
kanske grafisk formgivare och content writer och sen sa trattar vi ner det liksom till supermarket da och da ar det kanske jag
som bjuder in till det métet *tekniska problem*

Mm, men, for att teams, har ni anvant det innan pandemin?
Vi anvande teams till att bara chatta, det var varat chattprogram
Okej, sa att snabb kommunikation liksom?
Ja, s vi har haft chatt och mail men video och liksom anvande vi ju inte alls,
N&
helt nytt sd att det kom verkligen som, ja det va en nyhet for oss alla for ett &r sen
Mm
Ja
Och det var ju valdigt, folk
Men
Folk glémde mutea, och folk gick pa toaletten och at knackebréd och det var liksom verkligen helt galet
Haha ja



Haha
Och du vet, aa det &r ju som den déar filmen man har sett som gar runt liksom att ndn kommer fér sent och nan
glébmmer att aa som sagt mutea,
ja
nan glommer satta pa sig klader liksom haha, det ar verkligen hogt och lagt,
ja
men nu har vi ju lart oss det verkligen s nu gar det ju jattebra men i borjan var det ju
det blir ju ocksa nya...
liksom var lite radd for att anvanda det ocksa
Jagudja
Man blir oséker
jag sitter, jag har alltid tummen fér,
Haha
Ja precis, man vill inte synas
N&a
Och da fanns ju inte, da var ju inte, teams har ju utvecklats under det har aret ocksa tycker jag for att i borjan sa
sattes ju kameran och ljudet pa per automatik
mm
nu ar det ju tvartom, att det ar avstangt och vill du aktivt delta sa far du trycka pa
juste
eller racka upp en hand och det finns &ven dom har kanns, sa teams har ju utvecklats verkligen och forstatt
behovet tycker jag
ja
sa att ja, det har blivit battre och béattre, mm och lattare
men om du, om du snabbt ska liksom kolla nanting med en kollega, startar du ett teams méte da eller mailar
du fortfarande ocksa eller liksom en snabb chatt typ?
Ofta ar det en snabb chatt
Aa, | teams d&?
Ja precis
Mm
vill man sen ha lite forklarande eller att det ar valdigt manga personer inblandade d& skriver jag alltid ett mail,
eller bjuder in till ett méte via teams, jag lagger en bokning i kalendern, och sen Klickar i att det ar ett teams-méte s att alla far
en lank och sa kopplar alla upp sig samtidigt och det som ocksa ar ganska haftigt tycker jag, forut kunde det vara lite sdhar
dven néar vi var pa plats att, ja men du vet, folk kom lite sena, och det var ett méte som drog ut pa tiden och andan i halsen och
liksom sadar, nu ar alla extremt punktliga.
Aa
Mm
Om nan &r liksom en minut sen sa bara, &h da far vi ringa upp den har personen nu kan vi inte vanta langre
Ja
Det ar valdigt sahar punktligt och effektivt pa ett satt
Aa, men, vad, det tar oss faktiskt in pa var andra frdga, att sdhér, tycker du métena har blivit mer effektiva
nu nar dom &r digitala &n fysiska?
Ja, det tycker jag, alltsa sen sa har man lite olika typer av méten tror jag, for att nar man...
mm
Samlas i en grupp, dd, aa men da pratar man om projektet eller uppgifter eller problemet du ska l6sa och &r
ganska fokuserad pa det. men sen har du andra typer av méten dar du kanske bara ringer in nagra styckna och sa bara sahar
jag upplever det s&har och s& behdver man bara krackas lite 6ver liksom
mm
situationen eller livet eller informationen
juste
som &r dalig liksom men dom &r ju mycket samre och negativiteten tycker inte jag blir lika stor for att
aa
nar du ar p& kontoret och nagra som ar arga s& smittas det av pad dom som sitter bredvid
verkligen
och det finns *tekniska problem* det blir inte, jag som &r en s&n person som suger at mig valdigt mycket, lite
hogkanslig, sa jag suger &t mig valdigt mycket far ju en mycket mer negativ kénsla av att allt & daligt nar vi &r pa kontoret
kontra nar vi ar digitalt, det & mycket mer pepp, det ar gif:ar, och det &r hjartan, och det ar applader, och tumme upp
mm
verkligen
och det &r liksom pa ett annat satt sa jag tycker att det kdnns som att mitt team kanns battre, mar battre av att
jobba hemma, for att livspusslet blir battre
mm
och att man kan dela skarm, live som vi gjorde, bara visa pa ett tydligare sétt
verkligen, gud va intressant det dar
jag tycker det varit effektivare
jatteintressant med, just med energierna
verkligen
aa
jag kan verkligen fatta att en skarm, fér da stanger man ju av sen och sé séhér da ar inte dom runt omkring
langre
precis, da *tekniska problem*
aa, nar du brukar vara med i moéten d&, tycker du att du deltar mer nar dom &r digitala &n fysiska, genom att
du liksom reagerar eller nu brukar du kanske halla i dom iférsig?
ja, alltsa jag, jag &r nog med lika mycket skulle jag tro.
mm



daremot s ar det ju samma sak déar, nar man haller ett méte pa plats

mm
ser man liksom att en del typ sitter nastan och halvsover, haha
haha ja
och en del liksom du vet hojer pa 6gonbrynen om man sager nagot s& det skapar en storre osakerhet hos mig
bara
mm
dom har sma blickarna, eller tittar bort, eller suckarna
mm

vilket jag inte upplever, jag far nastan battre sjalvfortroende framfor en skarm

aa, gud va harligt

i och med att jag inte ser dom andras himlandes med 6gonen, eller “jag haller inte med i vad du sager” eller en
suck eller ointresse

ja

ehh.. och det kan jag ocksa tycka ar ganska skont for da kor jag p& mitt race och sen far dom tycka vad dom vill
haha

bra

sen vet inte jag, sen sa slapper jag det bakom mig, det &r inget jag gar och tanker pa, pa samma satt som om jag
hade sett en kollega himla med 6gonen och da kanske jag hade kant varfér gjorde hon det och vilja prata med den héar
personen, var jag otydlig nu? eller sa jag ndgot dumt nu?

mm, s& ska du fortsatta ga runt den personen

ja men precis

mm, men, skulle du séga att du trivs dd med anviandandet av teams? eller finns det n&got du ej uppskattar
med det?

Det &r ju lite som jag sager, det ar bade positivt och negativt.

mm

for att visst, det ar skont med manniskor som ger valdigt mycket energi och ar glada och positiva att ha runt
omkring sig, da ger det energi saklart. men att ha lika madnga som kanske &r negativa det tar ju lika mycket, och just i min roll
dar jag ar standigt liksom papassad eller liksom. Aa eller, jag har varit utmattad ett tag, ett par ganger ocksa, och det &r ju
ocksa for att det &r ljud runt omkring mig, det &r folk som knackar mig pa ryggen, samtidigt som dom pratar dér borta och jag
hor vad dom s&ger och d& maste jag lagga mig i, for jag vet vad som galler.

juste, du har svaren

ja, och sa plingar det i mailen, och i chatten liksom, har kan jag ju ta bort allt annat ljud. s& darfor har jag ju lattare
att koncentrera mig och jag tycker, jag sitter i s& pass mycket moten, att jag far det sociala anda.

mm, skont

jag har min familj, jag bor hér lite pa& landet, jag far det jag behover, s& for mig &r ju det ultimata att fortsatta jobba
hemifrdn, men att allt annat 6ppnar upp sa att jag kan traffa mina vanner liksom och hanga med dom p& helgerna utan att vara
radd for att bli smittad liksom

aa, det ar en helt ny varld

det ar sékert inte alls alla som tycker som jag, det finns ju dom som tycker det har &r svinjobbigt, men mig
personligen s& tycker jag att det ar valdigt skont

mm, men nu kande du att moten har effektiviseras, men upplever du ibland att det kranglar, med
kommunikationen? antingen att man pratar i mun, eller tekniska strul? Brukar det vara sant?

alltsd i borjan var det ganska mycket tekniskt strul, for att, det jag marker, ar att vi ar uppkopplade mot en vpn ju,
och nar vpn:en gar ner av ndgon anledning, d& kastas vi ut fran teams. da far man ju starta om, da racker det inte med att
starta om teams, utan hela datorn. och fa igdng vpn:en, och da kan man ju bli lite stressad. men da, jag har ju mobil ocksd som
alltid funkar, som inte paverkas av vpn:en och da kan jag skriva liksom “jag blev utslédngd, jag kommer sa fort jag kan”, det tar
val fem minuter max att komma in igen. da kan jag kanske lyssna medan jag startar om datorn, i mobilen liksom. men visst, vi
blir utslangda ibland, men det har ocksa blivit battre. forut var det kanske 1-2 ggr om dagen, du ar det 1 gang i veckan, eller 2.
s& dom har ju 6kat pa kapaciteten, ganska mycket sen start.

Men om vi bortser fran just det tekniska liksom, och ser mer pa sjalva kommunikationen, ar det, har det blivit
battre med det har med att man i bérjan kanske pratade i mun p& varandra och ingen visste nar man skulle prata, har det, hur
funkar den kommunikationen?

Det tror jag, sen handen kom s& har det blivit béttre.

Har den kommit under er tid?

Ja. Det har den gjort.Och da var det nog att man prata mer i munnen, tror jag. Och chatten &r ju ocksa smidig om
man kanner, jag kommer inte riktigt till tals har, eller det & manga som pratar, eller att man bara vill ge ett kort inspel sa chattar
man det, bredvid métet, i méteschatten liksom. som alla kan gé tillbaka och kolla pa sen ocksa.

juste

lite som minnesanteckningar, eller det har maste vi ta vidare. da har man den informationen samlad. men sen ar
ju teams krangligt pa sa sétt att vi har en server, och sa har vi teams. var ska vi spara all administration som s&gs i ett méte?
och alla briefar och allt sant? det har ju vart liksom, det har varit ganska rorigt att det varit ofantligt manga tradar, och det ar
grupper och man ska hitta i dom har grupperna, och man ska g4 tillbaka till nat méte dar nan har skrivit, man vet knappt vad
man ska stka efter, s det ar ju lite svart, och lite krdngligt. s& jag tanker om man skapar manga nya tradar, men med samma
personer, sen kanske det ar annat innehall, aa det har varit rorigt, vart ligger filerna? ar dom bifogade i teams? eller ligger dom i
servern? eller bade och? vilken &r den senaste som ar uppdaterad? ar det ndgon som har gatt in och andrat nanting har ?
stammer det? den osékerheten finns ju. &n om dom bara hade legat pa servern. och eftersom man kan g& in och redigera i filer
i teams pa& ett annat satt an vad du gér om det ligger pa servern, da ser du ju mer vem som sparat senast, ja det kanske det gor
i teams ocksd, men aa det &r inte alltid latt att hitta i teams. och det &r nog valdigt jobbigt fér administratérerna framfor allt, jag
jobbar ganska mycket mot servern. men alla som sitter med det har, ar ju jobbigt, och jag far ju ocksa sdka massa ibland. det
ar tur att man har ganska bra minne, s att man minns vilka som var med p& moétet sa far man soka liksom och s&, men det ar
ju en problematik absolut. och det tror jag ocksa att ica har fattat s& dom har gatt in och stangt ner massa tradar och gamla
saker och kanaler och allt vad det &r. for att rensa upp. sa dom forsoker att hitta ett battre system for det eftersom att det inte
riktigt ar hallbart nu nar vi suttit hemma sa lange, sa det skulle val jag kunna séga ar lite jobbigt.

nu kom min strom till liv har, s& det borjar pipa Gverallt



har du varit stromlés?
ja, vi har haft lite stromavbrott har, men nu har dom fixat det, s& nu kommer min pappa och léser
vérldsproblemen
hérligt
haha ja, var uppsats handlar ju just om mikrointeraktioner, nar du hor det fenomenet, vet du innebérden av
det? vad det ar?
nej, inte riktigt, jag tanker pa snabba, snabb kommunikation
ja, i det stora hela &r det hur man kan integrera med varandra pé ett snabbt satt. och vi teams har de lite
olika verktyg, lite som att racka upp handen, man kan skriva i chatten, du kan skicka gif:ar, dela liksom din skarm, andra
bakgrund och
reagera pa varandras meddelanden ocksa
ja men precis
och nar du far héra om det har, kanner du igen dig i ndgra? att du brukar anvanda vid métena?
ja, valdigt mycket, hela tiden egentligen, skulle jag saga. jag saknar en stjarna bland dom har reaktionerna
aa?
det finns ju applader och sadana saker men ibland sa vill man bara saga, karlek hela tiden, men sahér, spoton,
du &r en stjarna, du har lyckats liksom! s kan man bara...
det ar valdigt sant, for vissa kanske kan kanna att ett rott hjarta ar liksom
lite val
ja precis
lite mer jag alskar dig, men en stjarna, vilken bra idé
haha
ja det var ju jatte
ja
men, for vi var med pa ett 6ppet hus tror jag, har en morgon pa ica
ja
och da var det valdigt madnga som hade suddiga bakgrunder, &r det ndgot som du ocksa brukar anvanda?
nej, jag brukar inte ha det, jag tycker att det &r sa stérigt nar man forsvinner lite ur bild och sadar, det stér mer &an
det ger, sen har jag bara garderober bakom och sitter valdigt nara ett fonster sa ibland blir det valdigt morkt, for skarmen ar
direkt mot fonstret liksom, sa att min profilbild inte syns. men d3, jag har ju persienner, men det &r a&nda ganska starkt, sa det ar
val lite en problematik, men alltsa jag behover inte ha pa den har kameran for jag jobbar ju hemma s jag ser ju ut som kriget
varje dag, sa da kanner jag ah jag behdver inte ha p& den, sitter pa min land sahar aja
Det ar vad det ar liksom det blir inte battre &n sahar *tekniska problem* men
Take it or leave it
Ja, men jag brukar inte ha pa den, jag hade den under en period, men jag kdnde sahar jag forsvann ur bild och
bara tyckte det var jobbigt sd att, och det var kanske snarare en reflektion dver att jag tyckte det var s jobbigt, utan jag storde
mig pa andra. nar dom hade pa det och kande att det vill inte jag ha liksom.
Ja
Jag storde mig pa det hos andra och da ska inte jag ha det heller.
Nej. Ehm, men liksom generellt i ett méte liksom, nér tror du att du anvander mikrointeraktioner som mest?
ar det liksom i uppstarten av ett méte, eller under diskussion, eller i slutet?
Alltsa det &r ju, det &r ju nar man pratar om nagonting eller visar nagonting. sa kan det vara liksom en tumme upp
eller s&har men oftast sa ar det nog &nda chattarna som jag anvander dom mest i skulle jag séga.
Mm
Mm, typ reagera?
Att jag har tagit det vidare eller, bra liksom.
Mm
Ehh
En liten foljdfraga pa det bara, tycker du liksom att nar du reagerar pa i métena, nar man till exempel visar
nagonting, tycker du det har forbattrat kommunikationen sa satt, &n nar det ar fysiskt, att ge feedback pa det viset?
Ja, alltsd, mitt team, som jag kallar dom da, lilla mamman har, brukar jag ocksa ha ordet, eller brukar jag kallas!
Haha
For jag brukar se till s att folk ska ma bra. P4 alla satt, jag ar ingen chef, men. Dom vander sig liksom till mig for
jag ar ju ingen lonesattande chef, men dom vet att jag &r en sdn som agerar och reagerar och tar saker vidare, jag har lite svart
att lata saker och ting vara

Japp

Ehh, och vad var det jag skulle komma med det, nu tappade jag trdden, haha
Haha jo men,

Jo
Aa

men s& tycker jag liksom att for supermarkets del har det liksom varit ett team dar vi traffas fysiskt som ar, ehm,
dom har né&stan aldrig gett berém, eller ger berém till varandra, dem &r extremt tysta
Mm
Ehhm, s&ger aldrig att ndgonting &r bra, vill helst inte visa nagonting, vill helst bara jobba bakom sin egen skarm,
for dom &r radda att bli bedomda eller ddmda eller kritiserade
Mm
Mm
Ehh, och jag har ju markt liksom att dom personerna, dels sdnna som har varit valdig valdigt alltsa, som har
forsvunnit i massan pa ica som ar s stor, som jag kanner sahar jag har inte riktigt koll p& vad den héar personen gar for, s& har
den har personen borjat visa mig saker for att vi sitter digitalt och det blir en helt annat dialog
Mm
Sa att den har tjejen, den har killen &r ju skitduktig, varfor har jag inte sett det forut, nej for att dom har helt gomt
sig pa kontoret for att dom har tyckt att det varit jattejobbigt, eller personer som aldrig har sagt nagot forut, valdigt tysta, och
helt plotsligt kommer det hjartan i chatten eller “tack sa jattemycket, vi ar sa glada att vi har dig!”
Haha



Eller, ass& det &r en helt annan, s att jag kanner att jag far mer kéanslor bakom den dar skarmen &n vad jag far
nér jag faktiskt moéter dom for det ar lite svart, det ar svarare att visa kanslor och saga “du, jag tycker faktiskt du ar skitbra” och
titta nagon i 6gonen och saga det, an att bara skriva sahar “vad grym du ar, jag uppskattar verkligen allting du gor, tack”, liksom
och ett hjarta. det ar lattare

Mm
Men, for att kontra det da, ehh, har det blivit lattare att liksom ta upp daliga saker ocksa da?

Ja, det tycker jag. Och sen har jag ju alltid, aa jo men det tycker jag, fast jag ar ju sa att, jag vill ju inte vara en
polis i min roll, det &r inte min personlighet och det &r inte s jag sjalv vill bli behandlad. jag har ju suttit pd manga roller dar
man kanner liksom att dom som &r under, som dom som jag coachar nu liksom, att man k&nner att man inte duger nagonting
till, och man far bara héra nar nagonting &r daligt, da var det ndgon som reagerar ehh eller liksom, det har vart sdhar*tekniska
problem* da blev jag valdig valdigt osaker och tycker att det &r valdigt jobbigt

Mm

Jag har forsokt hela tiden sahar, men du, vad hander om vi gor sdhar istallet? Kan vi testa det? Sa far vi se,
valdigt mycket sdhar trial and error, och liksom jag rekommenderar att vi gér s&hdr, inte att nu goér vi s&hdr, ja har mandat att
gOra det i min roll att séga kill your darling och bara gér om,

Mm

men jag forsoker liksom hitta sétt att att dom l&r sig att utvecklas sjélva, ehh och som sagt, rekommenderar eller
tesa, vi forsoker, ehh skriv dom har frdgorna for vi behover svar pa det har annars kommer vi inte kommer vidare och det tycker
jag ehh da &r det lattare ocksa att faktiskt saga sahar vi testar ndgonting annat och jag tycker inte att reaktionerna blir sa starka
heller, s& fran att helst inte velat visa nagonting for mig éver huvud taget, varken som grafisk formgivare som jag var innan eller
creative lead, s &r det helt annat, for dom har ocksa forstatt sdhéar att jag maste visa grejer for hanna,

Mm
juste

det &r hennes roll. jag tycker det har &r skitjobbigt. s& har vi moten och s& marker dom att jag ar ingen polis, jag
liksom forsoker bara fa alla att, att alla ska fa ses, alla ska horas och alla ska tycka att dom levererar bra, vilket gor att dom har
forstatt att okej jag kommer inte att bli mosad av hanna utan vi kan ha det har motet och sé kanske jag utvecklas och det ger
nagonting, och det &r liksom sa skont

aa

fran att liksom tvinga sig in, far jag se era saker? kan ni inte visa? till att sd hanna vad tror du om det har? tror du
det blir bra?

mm

mm

och det &r ju s skont att slippa lagga energi pa det, dom kanske tycker jag &r skitjobbig, men dom visar det
iallafall inte haha jag ser det inte och jag k&nner det inte

haha

dom kommer nar dom behdéver hjalp, dom vet att jag finns dar om dom behdver det, och det tycker jag ar
jatteskont, ehm, och sen &r det en sak ocksa, vi har ju dom hér kreativa métena som jag sa en gang i veckan, da &r det alla
final art tillsammans med grafisk formgivare, och sa kollar vi igenom massa saker och kanske drar information eller s&, liksom
sadar, eh, och sen nar teams kom och det var mycket att gora, s kande jag att jag inte riktigt hann med det har, och jag visste
inte riktigt vad dom tyckte om dom har motena, for manga ganger s& kanns det som att jag pratar med en vagg, da sitter dom
bara s&dar, dom s&ger ingenting

nej

sd var det i borjan, det har blivit battre, men sa vart det i bérjan, inga gif:ar, inga glada gubbar, det var helt tyst,
dar satt jag och pratade, jag holl monolog i en timme

haha
haha

utan nagon feedback tillbaka, man ba, jag kande liksom men gud assa dom kanske inte tycker dom hér *tekniska
problem* métena ar sa himla bra sa jag ba vi pausar dom, och sen sa kommer det ju ndgra manader efter “du nar ska vi starta
kreatérsmotena igen?” det ar sa bra, vi saknar dom, det ar sa bra nér vi far traffas och pratas och sadar, och ba ja det var ju kul
att hora men ni kunde ju liksom hjalpt mig pa traven lite under det har halvaret nar jag har stangats och klamt ut grejer vi ska
prata om, och lagt tid pa det

mm

och sen har det varit noll reaktion, och sen innerst inne tycker dom att det &r ett bra méte. kunde ni inte sagt, d&
hade jag tyckt det varit roligt ocks3, jag har liksom haft jattedngest infor dom dar moétena, nér jag sitter och pratar och pratar
och sen sahar “halla? ar det nagon dar? sover ni? eller vad gor ni?”

mm
det har blivit battre, och mycket mer dialog och aa, reaktioner.

men hade du, eller har ni alltid haft sdnna final art méten innan pandemin ocksa? alltsa fysiska d&?
ja

for upplever du att dom, alltsa, &r mer med nu nar nar du har det...
ja det gor jag faktiskt

aa

det gor jag nog faktiskt, for dom var extremt svara att fa igdng aven pa fysiska méten, jag stod ocksa och pratade

och till slut fick man ju n&astan tvinga pa nagon, hérru du vad tycker du om det har?
mm
dom ba ehh jag vet inte, det &r véal bra typ, man ba
aa
det &r jattesvart..
ja, jag undrar om tystnaden blir mer pataglig i ett s&nt har méte, an i verkligheten, for d& kan man liksom
sitta och jag vet inte, kdnna varandras néarvaro

fast nar nagra nastan sitter och sover och man marker att dom lyssnar ju inte, det &r nastan det ar alltid sdhéar att

tva-tre stycken &r aktiva och resten verkar ju skita i det, det dr nastan jobbigare att se det *tekniska problem* faktiskt
ja
mm



sen s&, sen sd lar man ju sina sig, sina medarbetare mer och mer sé jag borjar ju liksom alltid métet, inte s&
mycket om form eller nat, utan ba hur ar laget och s beréttar jag ndgon konstig grej eller ndgot jag upplevt, eller nat sahar,
bara for att fa dom att borja prata, for har dom bara 6ppnat munnen, sa ar det ofta inte s svart att prata om det andra

mm
men jag maste fa dom till att bara 6ppna munnen och bara saga hej jo men det &r bra, eller aa, sen kan dom
bérja babbla pd, s& man maste hitta sina sahar gen, eller kluriga vagar till att fa dem att bara 6ppna munnen
aa, gud det &r, man ska tanka pa psykologi och allting
ja
men, for att boérja runda av har, upplever du att det &r nagot som saknas med teams som, nu har du ju
namnt stjarnan
ja, juste
véldigt bra, det var riktigt bra tillskott, men &r det ndgot mer du kanner skulle forbattra métena? som du har
tankt pa, bara spontant?

ehm, née, inte direkt,

men vad...

jag tycker, en sak som jag har glémt séga, som jag tycker &r fantastiskt med teams, det &r att man kan spela in
sina moten, sa ar det ndgon som har missat en dragning eller missat ett final art méte sa kan dom ju skicka s&har, kan du inte
spela in final art motet, eller om vi gor nat sahar lite tips och tricks liksom, kan du inte spela in det har sa kan jag ga tillbaka och
kolla p& det har sen, jag kanske inte riktigt & narvarande just nu eller att vi kan dela saker mellan teamen ocks3, jag hade ju
utbildning om det hér vill du ha det?

mm
och det &r en fantastisk funktion faktiskt.. ehh.. att man kan ga tillbaka och spara, sa att man inte behéver dra
samma sak om och om och om igen utan man kan hanvisa till en viss métesfil till exempel
mm
men saknar, mm, det finns det sékert men
sen vet man kanske inte det férran man...
na..
har handen dar
precis
och blir bekvam med det, men vad frackt att ni har fatt anvanda det, for nu har vi ju bara kastats in med att vi
ser att man liksom kan racka upp handen ehh, men att ni fick vara med i den utvecklingen
mm

ja men precis! absolut, férst kom ju handen, sen kom ju dom har haha, att man kan appladera

ja haha, dom &r valdigt séta

ja

man blir ju glad
ja och det okar ju verkligen en del av interaktionen, som ni sdger, man behdéver inte sdga nagonting men man
visar att man lyssnar och att man har tagit at sig av vad nagon har sagt, s& att man vet bara att dom ar med pa banan
mm ja, men fantastiskt, kanner vi att vi vill klimma ut ndgot mer av hanna innan vi..
nej jag tycker det har varit jattebra, vi har fatt mycket intressanta svar kanner jag
ja
det &r bara att s&ga till om ni har nagra frgor eller sa val i efterhand, nar ni sitter och ska sammanstalla allting
harligt
men stort stort tack att du!

Appendix 8 Interview transcript: Subject 2

INTERVJU: SUBJECT 2

D& hoppar vi bara ratt in i kalaset! Vi laser ju d&, ja vi &r pa vara 2 sista manader tror jag pa var... pa vart
kandidatprogram hér i Jonkoping

Det ké&nns skont eller?

Det ar int-

Ar det nervost?

Jag tror inte vi hinner tanka riktigt for nu ar det bara s in i kaklet, men liksom... Ehm, men da skriver vi som
sagt om hur man anvander mikrointeraktioner i just Teams som ni gor lite p& ICA. Sa da tankte vi bara borja med forst - vad du
jobbar med, vad din roll &r?

Ja, jag jobbar som **, en forkortning som man ofta séger, men det &ar **.

Right up our alley. Ehm, och nér du vanligtvis &r med i ett Teams-méte, vad brukar du ha for roll d&? Ar du
moderator eller mest deltagare?

Det beror helt pa vilket mote det ar. Ass3, i vissa moten sa ar det alltsd jag som styr motet. Men, det ar ju allt ifrdn
arbetsméten till kundmoten. Ehm... jag har ju liksom kundméten bade dar vi bara har avstamningar och ibland har jag
presentationer sa det ar liksom... det varierar. Sen kan jag ju vara i méten dar det liksom ar 300 pers...

Mm

...och dar lyssnar jag bara. Det finns ju inte ens liksom... Vi far inte ens interagera i stort sett mer &n att kanske
sahar. Ehm... klappa hander eller skicka nagot hjarta eller nagon GIF eller nagot i chatten men... vi ar for manga. Utan d& ar
det bara dom som ska prata som far lov att prata.

Mm

Sa det varierar!

Det varierar. Men jag.. hander det ibland att du har liksom ett, ett team under dig typ som du samlar ihop
och dar &r du... ja... moderator da?

Nej men, ja... bade ja och nej. Jag ingar i flera olika team och det beror pa vad métet ska handla om for att ar det
jag som kallat till métet...

Mm



...da &r det jag som haller i det. Enm... och da &r det oftast att det mer handlar om négot som har med nagon idé
att gora eller nagot grafiskt eller nagot liknande. Men, annars sa ar det ju... om det liksom &r/har med projektets gang att géra,
da ar det snarare projektledaren som har bjudit in till métet. Och sen beroende pa-, for vi har morgon avstamning varje morgon
och... oftast skulle jag val saga att det &r mina projektledare som &r dom som oftast ehm... haller i det. Men det beror lite ocksa&
pa vem som far mest att saga for att om jag har valdigt mycket som jag maste dela med mig av, sa... ehm... kanske jag dnda
haller 1ada ratt mycket. Men generellt s skulle jag saga att jag férsoker att inte vara den som alltid haller lada for jag ar valdigt
duktig p& det haha

Haha

Ehm... sa att... for att andra ska fa komma till tals s& maste jag ibland... sa lite...

Men... jag kan tdnka mig att det blir *tekniska problem* nu sen coronas start. Ehm... tycker du att métena
har blivit mer, mer effektiva sen dom har blivit digitala?

Ehm... Ja. Det tycker jag. Sen... aterigen beror pa vilket typ av méte det ar. For att om vi ska ha ett kreativt
ehm... brainstorming-méte sa

Mm
Det funkar digitalt, jag ska inte s&ga att det inte funkar for det gér det, men det &r inte lika roligt
Nej

For ibland sa handlar det ju faktiskt om att ehm... det ska kénnas hérligt! For att da blir det battre ehm... det ar
ocks& enk-, &ven om man kor videos s& har manga ganger men ibland ar tekniken dalig och det liksom...*tekniska problem*
nar man brainstormar och nar man liksom sd, kér presentation. S& nar man inte ser folk och man inte ser reaktionerna i nagons
ansikte eller far 6gonkontakt med folk sa ar det inte samma grej. Ehm... sa jag skulle sdga att, ja men jag kan sakna vissa
moten IRL ehm... men det handlar mer-, inte om att det inte funkar digitalt bara att dom kanske ibland skulle bli battre ehm... i
verkligheten. Medans andra méten kan jag kénna att ehm... som dom méten dar jag bara ska sitta och lyssna.

Mm

Att sitta i ett konferensrum... men typ dar inte ens alla far plats ehm... och dar halften far sta upp. Och da har vi
anda inte alla pa plats. Ehm... och dar det inte finns luft, ja men alltsd man somnar ju nastan! Sa att... jag sitter ju ofta och-
eller, pa sddana méten &r jag oftast ute och gar nu istallet! F&r man lite traning haha samtidigt som man ar mycket- lyssnar
mycket battre.

Aa
Ehm... och eller... jag kanske stadar under tiden haha
Aa
Eller gor nagot annat sant dar som man da slipper gora pa sin fritid men jag ehm... skulle &ven saga att &ven om
man gor samma saker... jag lyssnar da mycket mycket battre! Sa att ehm... det ar win-win skulle jag saga.
Mm
Dom som snackar och ska férmedla ndgot ehm... fyller liksom- man lyssnar béattre pa dom!
Mm

Och... man- och det hdr som jag sa innan vi far liksom inte sahar pa nagot satt ehm... satta pa ljudet och snacka.
Vi far fortfarande skriva fragor i chatten s att vi kan ju séklart. Ass& s vi kan- nufértiden kan vi det. Ett tag s& ehm... kunde vi
inte vara hela ICA Reklam i ett och samma mote s& dom var tvungna att sanda live. Jag har fér mig att man kunde sahér stélla
fragor dar ocksd, men métet &r ju redan langt. Staller man fragor under dom métena sa blir det ju &nnu langre. Det kanns som
att man kan stélla dom fragorna man far vid ett annat tillfélle. Eller man kan maila ehm... hogsta chefen om man sa vill. Eller
liksom ehm... vi har &ven- ndgot som jag tycker &r extremt bra &nda sedan dom digitala métena kom det &r att... men bade att
en gang i veckan s& har ledningen, varan ledning, liksom borjat- det har inte bara med digitalt att géra utan det har att géra
med att vi har en ny organisation. Vi har gjort en omorganisation och vi ska &ndra vilket satt och... Men vi har 6ppet hus en dag
i veckan

Mm!

Man far stalla vilka fragor som helst ehm... bara for att det ska vara valdigt ppna! Sa det ar skitbra! Och ehm...
jag tror att fler deltar pA dom motena nu nar det &r digitalt. For jag kan tanka att vissa sitter och jobbar samtidigt. Hade det varit
i ett konferensrum pa kontoret sa hade inte lika ménga deltagit. Ehm...

Nej

Och dven om man ska ta ICAs hogsta ledning, alltsd dom som sitter uppe i *, dom har tidigare liksom haft ehm....
sandningar som har varit... Man har kunnat se dom pa intranatet men det gér man inte for man knappt vetat nar dom kommer,
eller i alla fall jag som har liksom suttit och haft skitmycket att géra och det har inte varit lattillgéngligt. Helt plétsligt nu under det
har aret s kommer alla sddana bokningar, det far man liksom i en kallelse i kalendern! Och det blir liksom ett sddant har mote
dar liksom ICAs hogsta ledning har méten med alla pa ICA

Mm

Sa att jag kan kanna sahar... jag har ju faktiskt inte under det har sista aret tyckt att hela ICA blir involverade pa

ett helt annat satt

Mm

i liksom som... hogsta hogsta ledningen @nda ner till botten, om man far uttrycka det s&
Haha

Haha! Ehm och *tekniska problem* har gjort att tillgangligt om man har letat efter det liksom..
Mm

Ehm... ja. Sa att-
Men...

Manga-, jag maste bara *tekniska problem*
Ja!

*Kaffepaus*
Men jag ténkte dar du sa med dom kreativa métena. Har ni ehm... har ni liksom nagon oskriven regel att
alla maste ha pa kameran eller ska det komma fran var och en eller hur...
Nej det beror p4, jag skulle s&ga... &r man inte s& manga sa férsoker vi ha pa kamera
Mm
i dom flesta métena skulle jag saga. Sen gér det ocksa till hur bra ar tickningen den dagen! F6r marker man att-,
ja men hor man inte vad folk sager d& stanger liksom av kameran. Men &r vi inte s& manga kor vi kamera oftast.
Mm



Ehm... sen &r det inte lika ofta-, jag kor ju typ néastan aldrig kamera d& p& morgonmétena for d& &r jag ute och
promenerar haha

Haha ja! Det ar en heltids-

Jal!

Ehm... Skulle du séga att du, du deltar i mer nu nar det har blivit digitalt? Som liksom &r med i diskussioner,
eller ar det same same?

Eh ja! Jag har alltid deltagit valdigt mycket haha

Ah, haha det spelar ingen roll vilken vad, nej

Jag pratar garna haha!

Ehm, skulle du séga att du trivs av anvandandet av Microsoft teams, eh generellt. Ar det ndgot som du
liksom tycker funkar béttre

Sen har jag inte anvant ndgot annat program med jobbet, sa jag har inget annat att jamféra med, men jag tycker
att det funkar bra. Daremot fastan man har hallit pa i 1 ar, sa kanns det som att det fortfarande finns, sen vet inte jag vad/vilka
funktioner som fanns for ett ar sen

Nej!

Om jag ska va helt arlig, for den handen tog ett bra tag innan liksom ba “Ah men man kan stracka upp handen”
och man ba okej haha! Amen assa det &r s&har att man &r ju mitt i, man jobbar skitmycket och sa far man liksom nya verktyg
eh nagra ganger har man liksom inte sahar tid att helt kanske satta sig in, utan det ar nar folk kommer med tips. Sa att idag har
vi ju, anvander vi ju vissa av dem hér verktygen i teams eh.

Mhm

Men vi anvander dem inte alltid fullt ut och s& effektivt som vi skulle kunna géra. Och det &r fortfarande bara sa
att nar man presenterar, & man den som presenterar s ser man inte t.ex. om folk racker upp handen och det &r nagot som jag
kanner sahar att vi ar ratt daliga pa dar kanner jag att vi méste ha béttre att ha ndgon som ansvarar for att, om man ar den som
presenterar maste man se till att nagon ansvarar for att maste nagon annan i gruppen sahar outa sahar att “okej, nu ar det
nagon som presenterar, den personen kommer inte se nar ndgon racker upp handen, vem ansvarar for sdhar att séaga att nu,
for att &ven om man racker upp handen goér man det for att man inte vill stéra.

Mhm

Men pa nagot satt maste man anda bryta in ndgonstans. Eh... och det &r &nda det som &r svart digitalt, det klart
det ar lattare ifall man har video pa. Men ar man manga i métet sd kan man intet ha video pa genom hela samtalet om man &r
25-30 pers liksom. Eller kan kan man ju men det kan and3, jag ser ju anda inte alla samtidigt. Sa jag ser ju &nda inte om nagon
sitter och vinkar haha! Kanske ser 8 pers liksom av 30 liksom, sa att...

Men jag tanker eh, ni blev ju ratt inkastade i det har forstar jag eh, fick man liksom nan &r det ndn som &r ett
Microsoft Teams proffs som har gatt igenom hur man kan liksom anvanda de har olika funktionerna?

Vi har haft flera moten under aret, s& det finns nagra pa vart jobb som bara jobbar med séhar tekniska, trakiga
program haha. Vi har ett helt team liksom som jobbar med sant. Sa att dem, det &r dem som har tagit reda p& saker och sen
spridit information.

Du namnde forut att har man pa kamera och sahar ljudet hamnar efter da far man stanga av, eh upplever du
att det har varit ndgon annan situation dar man upplever att kommunikationen kranglar?

Ah du menar att det inte har med tekniken att gora?

Ja!

Nej! Utan det &r tekniken

Och da hittar man vagar runt det da?

Jag har en liten snabb fraga for att flika in dar, nar vi diskuterar det har med att racka upp handen, upplever
du att, sag att den funktionen skulle forbattras lite och vaga upp for det som den strular med idag, tror du att det skulle vara mer
effektivt idag &n om fysiska méten, hur man liksom, vem som bdrjar prata, hur man liksom tar, vem bérjar prata liksom kontra
eh irl méten hur ni da jobbar d&? Kanske jag forklarade det jattekonstigt?

Nej men jag forstar hur du menar, nej jag tror fortfarande att det fortfarande att det & samma personer som har
brutit in och sagt ndgot pa eh moten som irl, det &r dem som gor det digitalt ocksd. Daremot s& &r det sa att bade digitalt och i
verkligheten ar det mindre grupper ar det d& folk vagar prata. Ar man liksom inte en utétriktad/6ppen person sé& tar du aldrig
plats i ett stort mdéte. Spelar ingen roll om det &r i verkligheten eller digitalt.

tror du att funktionerna, racka upp handen, gor det mindre, vad ska man saga, mindre laskigt att vaga prata i
motena eller tror du att det &r samma niva pa& bada?

Nej! Samma. Récka upp handen skulle jag sédga har bara med att man inte ska stéra den som pratar, eller liksom
det som har varit lite som jag kan k&nna har saknats i den, det &r att det borde komma upp en siffra som talar om i vilken
ordning folk har rackt upp handen. Ibland kan det vara att 3 - 4 pers har rackt upp handen och da ar man sahar “jag tror att du
kan vara fére mig”, s kan man ha en diskussion om vem f*n det var som hade rackt upp handen forst liksom haha eh. S&
ingen ska bli klamd pa tarna haha.

Nej svart, nar man framférallt &r den som presenterar och inte har liksom sa...

Det ar ocksa en grej att det hade varit bra att ha en en funktion sa att om man presenterar ser vem som racker
upp handen. Det hade ju underlattat. For det marker man ju om man presenterar i verkligheten, det ska jag ocksa saga, jag
skulle hellre vilja presentera i verkligheten an digitalt. Det &r mycket roligare pa alla satt och vis. For dar ar det som att prata in i
en vagg, bara ratt in i min presentation och sa &r det helt knapptyst for alla har liksom stangt av ljudet s& det hors ju inte ett
knyst och sa bara pratar man. Ibland jag har gjort sa att har jag langa presentationer sa gor jag olika pauser for att “nu sétter vi
pa kameran, ni har inte haft nan fraga, ar det nan som liksom har nan fraga sa ta dem nu”, sa dricker jag lite vatten eh ah om
det &r langre liksom, bara for att forsoka fa till nat. Men alla tycker ju likadant.

Ah

P& den fragan liksom s att dar. Samtidigt &r det ju s& att de senaste &ren sa den kullen jag har mest kontakt
med, dem bor, eh dem bor haha, vi &r runt géteborg allihopa, sa att da har vi kunnat traffats i verkligheten. Men tidigare sa har
jag liksom hallit en presentation 6ver telefon och da har det varit en ica handlare som har fatt en pdf som de sjélva ska klicka
fram. D& har jag kant “att snalla forsok att inte klicka vidare innan vi sager att ni ska”, de kollar ju liksom igenom hela. Eh sa att
teams i de lagena, nu har jag inte varit i ett snt projekt pa flera ar, men fér dem personerna som jobbar mot handlare som
kanske &r i Norrland eller liksom vi aker inte dit, eh &ven om vi har kunnat haft videosamtal med liksom kanske vissa inom ica,
sa har vi aldrig haft en ica handlare. Men nu har ju alla teams, vilket innebér att d& kan vi sdhar, da skickar inte vi en pdf till
dem. S& jag kan tanka mig att de som da presenterar det idag, de skapar ju ett sdnt har méte och sa delar dem sin liksom ah
presentation och sa kan liksom dem fa sin liksom ah presentation skickad till sig. Sa jag skulle saga att dar, dar &r det ju



jattepositivt att genom jamfort med att suttit, inte ens sett varann utan man hor bara n&gons rést och s& ska man forsoka fa
nagon att tro pa ens ide, over telefon.
Ah

Det har varit en utmaning haha!

Det &r jatteklurigt s, eh men nu har ju vi varit inne lite p& mikrointeraktioner, och spontant nar du hor det,
det ordet, har du nagot hum om vad det handlar om?

Jag googlade ju haha!

Haha!

Och da férstod jag ju att det var alla de har fiffiga funktionerna liksom, amen som att racka upp handen eller i
chatten, eller att man kan se vilka deltagare som har blivit inbjudna, vilka har loggat in eh, kameran till exempel kanske, ass&
alla sddana har liksom alla sma funktioner som finns, som pa nat satt.

Precis! Och vad ar ehm...

Jag vill saga en till sak!

Ah!

Jag vill faktiskt lagga till en sak, det som &r svinbra, det &r inspelningsfunktionen, och tidigare nar vi bara haft
moten, i verkligheten da, vissa har ju forsokt spelat in. D& har vi haft en videokamera pa plats i konferensrummet, det har bara
varit pa dem stora métena. | dagslaget sa spelas ju alla méten in.

Mmh

Vilket gor att &r man eh som jag da, ibland pa fotografering eller filminspelning och inte kan vara med pa méten,
eller ar man sjuk, eller & man pa semester, eller &r man pa ett annat mote for att det krockar med det har andra motet, sa
spelas det in. | stort satt s spelas alla moten, p& nat satt alla informativa eller alla liksom viktiga méten som &r bra att alla
lyssnar pd, dem spelas in och sen delas. Sa vill man kan man d& eh ta igen det, och det var ju inte innan. Sa att hade inte det
h&ar kommit s& hade inte det funnits och det ar svinbra.

Ehm skulle du séga att det &r ndgon annan funktion som du valdigt ofta anvander? Ar det liksom, &r du ofta
pa ett mote och bara ar, eller brukar du ha pa liksom kamera, racka upp handen?

Jag skulle sdga att jag blivit battre p& det. | bérjan skulle jag sdga anvanda vi knappt kameran. Racka upp
handen vet jag inte ens om det fanns fran bérjan eller om det var att vi bara inte visste. Eh sa att vi har definitivt blivit battre pa
det. Sen beror det pa vilket méte. Ibland s kan man sahéar racka upp handen i en evighet, s& da det slutar med att man bryter
in &nda for att ingen har sett att man har rackt upp handen. Men som sagt jag tror att ni var med pa natt avdem motena ah
men det flera som satt i bilen, assa som sagt man har ju liksom méten lite varstans liksom, vilket ar svinbra. Eh for det ar
mycket lattare att fa till ett mote dar alla kan vara lite var som helst. Och da ar det kanske inte sa latt att anvanda sig utav alla
funktioner for att man sitter och kér. Jag har varit med p4 massa méten nar jag kort liksom, och ibland kanske man har ljudet pa
hela tiden fastan det blir brétigt for alla andra. Beroende pa vilken typ av kérning man gor for man vill inte halla pa och pilla pa
sin telefon nar man kor liksom. Ehm. Ibland har man video p4 ibland inte. Eh och ah.

Du namnde tidigare fran stormoétena dar du sa att ibland kan man liksom géra annat samtidigt och lyssna lite
i bakgrunden nar man ar produktiv pa annat satt och vis. Kanner du att du dd anvander nagon typ av mikrointeraktion, liksom
t.ex. applader eller tumme upp eller sana saker nar du hor nagot som du kanner “ah men det var bra”. Kanner du att du
anvander ndgon mikrointeraktion da for att visa det pa det lilla sattet som gar p& det motet isafall?

Mhm Ja men det gor jag eh badde om jag inte gor annat eller om jag gor saker. Eh men jag skulle saga att nagot
jag anvander valdigt lite nar jag ar p& mote &r att vara inne i chatten. Valdigt manga &r inne i chatten och skriver och skriver och
det plingas och plingas, och jag har valdigt svart att Iasa chatten och titta p& en j*vla massa gif:ar och ja jag laser ikapp efter
om det ar ndgot jag kanner. For jag har valdigt svart att samtidigt koncentrera mig pa att lasa det folk skriver och samtidigt
lyssna. Det &r en sak att typ sahar, att stdda och promenera, fér det &r liksom ingenting som kraver, jag anvander hjarnan till
haha. Inte s& mycket iallafall. Men att sitta och lasa andra saker, pd samma satt som *tekniska problem* samtidigt som man
skriver ett mail, men eh vissa andra arbetsuppgifter skulle jag aldrig géra samtidigt som jag t.ex. laser en bok eller lyssnar pa
musik. For att de arbetsuppgifterna eh behover inte ha den koncentrationen att liksom att sdhéar att bade lyssna pa en bok och
fatta vad dem s&ger, och ta till mig och inte missa nan viktigt information samtidigt som jag ska formulera ett mail samtidigt som
det later ratt. Och att man inte gor stavfel, eller tonen inte ska bli fel, for det tycker jag oftast det &r svart med mail och chatt
liksom, att folk ska, men oftast &r man s kortfattad som mdjligt och man kan lata mycket hardare och ibland liksom ibland lite
negativ p& mail och chatt fast man egentligen inte ar det. Man vill hitta ratt ton haha. Och da klarar jag inte av att ha igang flera
saker samtidigt.

Men, for du &r inte inne s& mycket i chatten d& forstar vi, men hander det att

Men valdigt manga andra &r ju det! De kanske klarar av det pa ett annat satt, eller sa lyssnar inte dem haha jag
vet inte!

Tror du det kan ha, ar det, inte for att du ska klumpa ihop alla dem, men skulle du séga att det &r sddana
som inte pratar s& mycket. Tror du att det &r lattare for dem att skriva dar?

Dar skulle jag saga att det &r bade och. Jag skulle absolut sdga att vissa av dem som jag upplevt inte pratar lika
mycket, dem kan absolut skriva i chatten. Men det &r fortfarande mest dem som brukar prata, som &ven skriver sina fragor dar.
Det kdnns mer som man anvander den funktionen for att inte stora.

Men ocksd i ett sant storméte som ni har lite da och da, ehm liksom hander det da att du reagerar med t.ex.
sma hjartan trots att det ar typ 300 pers?

Ja, men det kan jag gora! Aja, absolut. Men oftast gar jag in efter haha. Och s& markerar vissa saker sa eller ah.
Jag kan ocksa slanga in en gif, men d& &r det pa slutet.

Det ar pa slutet, inte under tidens gang?

N&, men som sagt. Jag vet inte, men det & manga andra som gor det under tiden. Sa det ar absolut en funktion
som jag vet att folk gillar. Daremot vet jag ocksa att vi har fatt till oss nar vi har varit paA méten med andra som inte tillhor ica
reklam, men ica, att vi ar valdigt sa gif:iga och sa valdigt mycket hurra och det plingar och plingar och plingar och folk blir helt
galna typ. Jag kan ju tycka, man kan ju stang av ljudet, vilket jag tycker &ar en j*vligt bra funktion s& man slipper héra det har
plingandet. S& om man blir inbjuden till ett méte man ej kan delta pa, s& kommer man fortfarande héra plingandet. Men man
kan ju stanga av plingandet, s& kan man ga in och lasa chattarna eller da ta del av sjalva motet for att man inte kunde just da.

Ar det en fordel med att kunna chatta s4, eller skapar det liksom négonting i gruppen som, i motet

Jo! Absolut! Men jag skulle siga att teamkanslan, ass& om vi &r 300 pers, hade ingen lagt ndgonting i chatten, eh
ibland kan jag stora mig pa att jag sjalv inte klarar av att ga in dar for att det stor mig for att det ar javligt skont, det skapar den
har “vi-kanslan”. Att liksom, det hade varit skittrakigt om inte den fanns. Dar delar man ju ibland saker som man kanske inte



delar p& skarmen under métets gang, men man vill dela med sig av nét s& lagger man liksom bilder eller n&t sant saker som
anda ar relevanta i chatten.

Kanner du da att det &r viktigt att man kan reagera pa andras meddelanden i chatten? Som liksom, som ett
meddelande i motet?

Mhm, absolut!

Eh, nu sa du ju da att i slutet av métet hander det att du gick in och markerade och “gick loss” i chatten, eh
skulle du saga att under ett mote, generellt, vanligtvist, brukar du liksom, finns det ndgon viss tidsaspekt dar du anvander flest
funktioner? Ar det i bérjan? Eller &r det mitt under nar du récker upp handen? Eller...

Ah jag vet faktiskt inte, det ar nog lika under hela métet tror jag. Ehm. Generellt i alla méten skulle jag saga att,
beror pa vilket méte man ar pA men na.

Typ sdhar att nar man ska avsluta motet, ar det sdhar att man har en vink emaoiji, eller liksom en tummen upp
emoji nar motet avslutas? Eller om det brukar vara...

Njae, fast ja p& stormotena sa skickar manga sahar eh gif:ar eller hjartan som sager nagonting, eller sdhar, men
har vi ett mindre méte dar det ar sahéar 4 pers, sa ar det inte sa att vi anvander chatten for att sdga hejda sen haha. Eller
skickar nat hjarta eller sd, utan det &r nar man avsutar motet da ar det avslutat liksom. Och, ju farre personer man &r, desto
farre funktioner anvander man. Ar jag med bara en person, da anvander jag endast kameran, och séklart delningsfunktionen.
For den ar ju svinbra. Bortsett fran det, jo jag skulle nog kanske kunna anvanda chatten ocksa men oftast inte.

Dar har jag en till fraga om anvander ndgon nan gang reaktioner nar ni ska, antingen att ni ska ta nagra
beslut eller att det &r en diskussion, att det ar “reagera med den har om du tycker sahar” eller liksom i just de situationerna?

Men det finns ju ndgon san héar funktion dar man kan gora en san har omrostning, den har jag sjalv aldrig gjort,
men vid de har 3 punkterna, under dar, man kan stilla en frga och sen far man upp alla svar

Okej!

S& det har vi pa alla storméten. Skulle vi vara en san hér liten grupp skulle vi ah...

Ja nej, haha. Eh nu har du ju namnt dar lite om lite sahér siffer ordningen pa att racka upp handen, ar det
nagot mer som eh, det kanske ar svart att ta fram pa studs da, men &r det nat mer du har tankt som sahar “gud det hade varit
kéackt om det har fanns eller inte fanns ifall det stér mer &n bidrar.

Nej inte vad jag kommer pa just nu. Bara det med ordningen och med den som presenterar att man ser.

Bra grejer!

Jatteviktiga grejer!

Jag tror vi var med pa nat méte med dar man inte hade koll p& vem som hade réackt upp handen, sa da
tycker jag verkligen att det hade varit bra sa...

For aven om man har ndgon d& som ska ansvar, sa bryter man ju &nda den som pratar. Eh s& att det blir 4nd&
liksom sd har att det hade varit &nnu battre om den som presenterar ser om nagon racker upp handen.

For det klart, man kan inte ta in signaler pd samma sétt via en skarm som i verkligheten. Ehm kéanner du att
det ar ndgot annat du hade velat ta upp innan vi avrundar var session?

N4 inte vad jag kan komma pa hahal!

Stort tack for din medverkan!

Appendix 9 Interview transcript: Subject 3

INTERVJU: SUBJECT 3
Spela in film undrar jag hela tiden
Du undrar det?
Vad ar det for fel?
Hahaha
Ah nej... Det ar egentligen, vi borde ha dig pa forsta sidan har nu med din vackra vackra bakgrund
Eller hur, och nu kommer jag visa, s&hér ser det ut egentligen nér jag ar pa arbetsplatsen
Hahaha
For vi hade s&har vi har nagra som skickade ut nagra som var ute och fotade hur det sag ut i lokalen...
Ja
...s& man ha kunde liksom lite sahar sa det ser ut, eh ah hur vi har det, mhm
Men det blir valdigt mycket roligare
Det blir mycket roligare, s& sen kan man gora sahar att ibland sa vill man
Ar det du som sitter har nu?
Va?
For vi sdg pa nagot moéte att alla hade suddat sina bakgrunder
Ah precis
Mhm
Sahar ser det ut nar man gar och tar kaffe, s& nu ses vi vid kaffeautomaten
Ahh
Hahaha
Det maste anda skapa lite sdhar, lite trygghet
Jag vet inte, men det ar valdigt roligt att ga tillbaka till att sdhar ser det ut pa kontoret och s& har brukar det vara
sahar...
Snabbkaffe, da star man liksom vid...
Ah men precis att man sitter i loungen och snicksnackar lite da ser det ut sahar
Mmm och s& ska ni flytta nu!
Ah, om nagra ar, vi far val se...
Va var det sa langt?
Ah man vet inte riktigt. Nu ska vi se, sdhar ska vi se, ja det &r jatteroligt, ah sahar ser det ocksa ut p& ica. Mhm.
Jag har ju varit utanfor dar! Tror jag
Ja det har du, pa ute i Kungalv i R&dsbro industriomrade. Den hér bilden som ar backdroppen pa min nu ar fran
HK i Solna. Men annars sd, ah men precis. Vi har ju usla lokaler faktiskt. Vi sitter ovanpa stora stora ehm lagret. Ass&
centrallagret. Vastra Sveriges centrallager. Sa dar man kor truck och har sig. S& ovanpa dar har man liksom pa taket byggt ett
stort kontorslandskap sa det ar ju jatte jattestort. Vi &r ju 300 pers sa det ar ju jattestort.



Mhm. Det ar en liten Maxi helt enkelt, kdnns det som
Ah

Ha men du
Hmm

DA tankte vi starta med att frdga dig vad ar det for roll du har? Vad jobbar du med?
Ja min roll heter ** p& ICA Reklam

Nice

Och jag ar ocksa ** det betyder att jag &r ** for gruppen. Vi har inte ** langre utan vi har ** som leder eh ah de

olika rollerna i olika grupperingar.
Det lat ju riktigt fancy **
Ah
Men nu sitter du i en del teamsmoten kan jag tdnka mig
Mhm
Och eh vad brukar du ha fér roll vanligtvis? Ar det du som &r liksom moderator och startar upp métena, eller
ar du mest deltagare?

Ja det beror ju pa, assa alla varianter, for igdr morgon da jobbade jag med en pa ica det stora med nya
konceptet, horni, grejen ar sdhar nu nar vi jobbar hemifran sa ar det precis sahér, jag sitter och jobbar s& som jag sitter med er
nu.

Ah

Da sitter jag och mina kollegor och sitter och jobbar ihop sahar och jobbar. Det ar inte sahar “nu har vi méten, hur
ser agendan ut vad ska vi ga igenom” den typen av méten har vi ju ocksa. Men liksom i andra forum. Jag har suttit hela
formiddagen med ledningsgruppen, da sitter vi liksom i sdna har méten och s& har man en agenda och sa byter man
powerpoint upp med den och sant dar och da &r jag ju deltagare racker upp handen néar jag vill ha nagonting att séaga, skriver i
chatten for den delen, ehm eller skickar hjartan eller tummen upp det gor vi hela tiden da.

Skulle du saga
Sen sd har jag punkt och da far jag dra den sa att saga, da lagger jag upp min powerpoint bild och ah ni fattar.
Men tror du, kanns det som att det ar fler assa méten nu eller interaktioner an nar ni sitter fysiskt pa plats?
Ah men det beror pa vad du menar for interaktioner
Integrerar alltsa att man gar in i ndgons kontor, nu startar du liksom en...

Jamen assa det klart att det &r, for att nu, vi ses ju inte p& ndgot annats satt. Om du jamfér med nér vi satt pa
kontoret s& pratade vi ju hela tiden. D& behdvde man liksom inte boka till ett mote for att satta sig. D& kunde man satta sig
sdhar bara skicka 6ver pa skrivbordet till ndgon annan eller snicksnacka. Men jag vet inte om det var din frdga? For liksom nu
blir det konstruktivt, nu blir det bokade tidsatta moten istéllet for interaktioner.

Och d& maste man vara tillganglig da kan jag tanka mig for att
Mmh
Ah for att inte slippa undan. Eh tycker du att de digitala métena &r liksom mer effektiva &n om du jamfér med
dem mer vanliga fysiska som ni har haft innan?
Bade och far jag saga.
Mhm

Pa ett satt eh... Pa ett satt blir det de for att man har uttalad anledning till att ses sa att saga. Man liksom, man

pratar inte i mun p& varandra, man vantar och sant. D& blir det ju kanske effektivare &n annars.
Mhm

Samtidigt sa blir det ju mer i och med att man inte ses, i och med att man inte har sma talk i korridoren, eller gar
pa lunch eller tar en kaffe och sant dar, ni vet bara sant dar vanliga nar kommunikationen bara loser sig saker och ting man far
nagonting eller ger nagonting till nAgon annan, assa nagon uppgift eller fraga eller sadar, allt det dar behover ju knos in i
métestiden, och blir ju att det blir en del chitchat i ett méte ocksa. S& nar vi har till exempel, nar vi har vara, for det ar d& man
ses, alltsd nér vi har vara incheckningar pa morgonen brukar vi ta forsta, en halvtimme varje dag, forsta kvarten till att liksom
ahmen hur mar ni idag, eller hur gick det med det, eller sant dar bla bla bla... Sen andra delen till att faktiskt prata, bocka av
saker och sadar. Eh sd att, kanske lite mer effektivt kan man tycka.

Mhm

Och andra sidan blir det sdhar ocksa att man bjuds in nar det beror lite pa vilken fraga som ska hanteras ska jag
sdga. Om man &r ett litet team som jobbar ihop, da kan det ju bli hur effektivt som helst oavsett om man ses live eller digitalt.
Men nar det ar en storre frdga och man ska samlas 30 pers i ett rum sd, och ga igenom nagonting och informera eller sadar, ah
da kan det nog bli mer effektivt shar kanske.

Mhm va viktigt kan jag tdnka mig att ha dem dér chitchat minuterna
Mhm
Eftersom att det &r s& mycket som eh liksom har tagits bort fran en eller vad man ska saga
Mhm
Eh men nu vet jag att du &r inte den som &r radd for att racka upp handen eller prata eller s& men skulle du
saga ser du nagon skillnad i ditt deltagande om du &r med mer nu eller mindre?

Mhm eh allts& det ar mycket mer deltagande i stora méten nu &n om vi sitter i stora konferensrummet. S& nar
som vi till exempel nu var ju ni med pa 6ppet hus eller hur? Nar vi var kanske 50 pers. Men nar vi samlar alla &r vi nastan 250-
300 pers i ett stort stort konferensrum, da &r det ju ingen som racker upp handen, da dér man ju hellre &n att sta upp och alla
ska titta pa en. Assa sa funkar det ju va hahaha sa da fast da brukar jag iférsig ha mikrofon och springer runt och ger till folk
s&dar va och tvingar folk att prata

Ar det du som gor det?

Jajamen men s& men men nu pa p& nar man har storméten nu da kan det bli ett jadra liv i chatten for da kan man
skriva man &r inte anonym men man kan liksom skriva saker man kan hélsa “gud va bra du ar” eller “vad snygg du ar i haret”
kan man skriva och sadar du vet hahaha men det sitter man ju inte pa ett storméte och tjoar “fan va snygg du ar i haret” det
gOr man ju inte?

Nej!

Stéller fragor eller foljdfragor eller du vet, sa det blir mer interaktion i dem stérre forumen tycker jag.
Mhm, och dem mindre?

Ahmen det & same same liksom
Mhm, ehm, skulle du saga att du trivs med anvandandet av Microsoft Teams



Mhm
Da det blir en del
Mhm, det &r valdigt bra!
Mhm

Mhm och det utvecklas ju hela tiden, nu &r inte jag en guru pa det har men jag &r ju med hur de sitter i sina
workshop, det kanske ni kénner till, men en ny grej de har levererat &r en grej &ar liksom néar man blir tilldelad i grupper som man
bara “fjong” flyger in i ett rum

Jal

Utan att kunna styra det sjalv
Ah

Ah det &r ju jatteroligt!
Hahaha

Det ska vi kéra nu p& varan kick off som vi ska ha nasta vecka nar vi ska ha after work pa den sa ska man fa

“fiong” flyga in i ett rum och sen sa “fjong” flyger man in i ett annat
Ah for oss ar det mer en mardrém for d& betyder det mer att man ska presentera nagot i mindre sa ah
Aha
D4 blir man bara sa utkastad fran tryggheten. Ehm men sa jag forstar dar eftersom nar ni, nar corona
startade hade ni anvant er utav Microsoft Teams innan dess?

Vilken bra frdga. Ingen nej ingen pft ja hade vi det? Ja det hade vi! Helt och hallet intran&t och allting uppbyggt pa
365 och Teamsgrupper har teamschattar och sadar assa ar ni med? Grupper pa teams och sa. D& jobbade vi med det mer
som ett verktyg. Absolut. Men s& mycket digitala méten hade vi inte haft eh pa det séattet. For d& hade vi oftast, for da hade vi
inte teams pa det sattet hade vi nog inte.

Nej

Eh jag tanker nu for jag kommer inte riktigt ihdg hahaha ehm. D& var det lite grann sahéar snarare att om inte alla
var i rummet som skulle ha ett méte, sag att vi ar 10 pers och 2 inte dar, s& kunde de va med pa telefon istéllet sa hade man
telefonmote. Helt vardelost for att hahaha kanske inte teams ocksa fér den delen men du vet da blir det som att alla andra i
rummet sitter och pratar som ar med i rummet sa sitter man digitalt sjalv, man blir bara utanfor da. Sa darfor ar det har mycket
battre dar alla &r med istallet pA samma villkor.

Mhm
Nu kanske jag svarade pa en annan fraga

Jag tanker
Mhm

Det ska bli valdigt spannande att se sen nar allt kommer bli béattre igen hur man fortsatter utnyttja
Ahmen precis det jag sa nu

Ah

Ar det en skréck vi har som jag har pratat med flera om att hur det blir sen hur man ska jobba om vissa &r p&
kontoret, det blir fan battre om alla sétter sig vid sin dator. An att vi tre sitter, sen sitter ndgon annan separat. Ah det blir
spannande att se.

Eh i vilka situationer skulle du saga att kommunikationen kranglar i ett teamsmote?

Har du forslag pa& hur du menar?

Ehm kanske om liksom att teknik strular eller om hur ni gar tillvaga da eller liksom funkar handuppracknings
funktionen eller pratar ni i mun pa varandra?

Mhm, det gor vi hahaha! Men det funkar! Assa de flesta har ju lart sig vid det har laget &r vi nog rétt disciplinerade
far jag saga. Men det klart assa den dar roliga filmerna som ni har satt som ligger ni vet hur ett digitalt ett zoom méte live nar
nagon plotsligt ar dar och aker ut och in s har det varit tusen ganger och det &r ju jatteroligt.

Ah

Eller tekniken oj nan ska dela ndgonting och sa syns det inte eller inte far med musiken s& méste man koppla om
och greja sant tekniskt jox men i och med att alla haller pa sa lar vi oss ju ganska snabbt. Jag tycker faktiskt att det har ar
forhallandevis ganska lite tekniskt strul.

Ah men for det &r ju nytt &ven for oss och vi har aldrig riktigt heller jobbat i sddan har. Men har ni fatt, har ni
lite oskrivna regler for ni har kameran pa eller vi eh hur man forhaller sig?

Ehm en del méten har, eh nar vi &r fler, d& har man oftast som man lagger p& en powerpoint, sd nar man kommer
in till en bild d& kan man ha spelreglerna dar. Satt pa bilden, vinka, skriv garna i chatten eller liksom man talar om hur man ska
bete sig i det har métet. S&har forvantar vi oss att du gor.

Mhm

Sé finns det ibland. Eh och sen sa regelbundna méten ah da blir det kanske oskrivna lagar, eller sé regler pa hur
man gor.

Och learning by doing kanske

Ja eller iforsig s finns det oftast ett uttalat 6nskemal om att ha kameran pa for att det blir s& jadra stor skillnad
och det ar mycket trevligare. Men det ar inte alltid natet haller for det.

Nej
Och da kan det vara sahar att man hejar sahar och sen s tar man bort sig liksom sa.
Ah bara for att skapa en san
Mhm
Gemensamhet. Ehm, om jag sager mikrointeraktioner
Mhm
Far du upp liksom nagonting da, har du, &r du bekant med ordet sen innan?
Ah men da tanker jag pa en av mina basta vanners dotter som haller pa och skriver en kandidatexamen hahaha.
Det kanns bekant hahaha! Namen...
Annars ar det inget begrepp jag skulle anvédnda annars nej
Nej men i vart sammanhang har nu da handlar det om hur man kan integrera med liksom sma smidiga
verktyg eh som ett annat kommunikationsverktyg och just i Microsoft Teams kan det ju d& va racka upp handen, man kan byta
bakgrund, kommunicera med emojis, reagera, skriva i chatten, eh, ar det nagot du kanner dig bekant med att du anvander?
Hela tiden!
Hela tiden?



Mhm
Och det 6verallt och det ar i chatten och det &r p3, ah fint, hahaha

Sa! Nu ska jag inte byta mer!

Hahaha! Ehm &r det ndgon speciell som du kanner att du anvander dig mest utav?

Bakgrunderna ar roliga tycker jag!

** har varit duktig pd att anvanda det, men jag har inte riktigt kommit dit.

Det eller hur man gor?

Jag har nog inte riktigt, liksom...
Ahmen det &r dem dar tre prickarn dar uppe. Det &r bara att trycka pa dem.
Ah
Men gor det! Ah precis dppna background effect
Aha dar!
Hahaha!
Hahaha! ** har gjort!
Gud det har kanns lite som Microsoft assa sahér i borjan
Den har hade jag nér vi gjorde retro vi jobbade med sdhar agila processer da skulle man ha aterblickar da hade
vi gjort retro de andra hade nan himla vinyl. Ah man kan ju ladda ner och bara ladda upp egna bilder. Det &r jatteroligt!
Jag sag en bekant vars kollega hade printscreenat min bakgrund.
Ah det ar roligt!
Da sag det ut som att den personen satt med mig. Ehm...

Jo men jag tycker det ar kul men bakgrunden tycker jag ar for att det ar roligt och lustfyllt tillfér en dimension att
man inte bara behdver bara sitta hemma. Annars tycker jag racka upp handen &r jattebra! Jag vet inte om chatten &r en
funktion for den k&nns superviktig tycker jag.

Mhm och du tycker inte det tar liksom bort... Nu sa du att i stormdten anvandes den en del?

Mhm

Det tar inte bort fokus pa den som pratar? Eller dar emellan nar det &r tyst.

Jo det gor det! Och det &r alltsd den stora grejen. Att man parallel prioriterar hela tiden och dubbelarbetar hela
tiden. Och stanger jag av kameran sitter jag genast och gér massa andra grejer. Assa det ar ju helt galet! S& att blir vi mer
effektiva, ah vi tror ju det for vi gor ju tre saker samtidigt.

Ah

Men vet inte om det &r sd i slutdndan. Men helt klart att det ar sa. Mhm.

Ah lurigt det dar for nar man & hemma da har man ju s& himla mycket saker man kan liksom ta tillvara pa.

Hahaha

Om man vill, diska bland annat.
Ja
Upplever du att det saknas nagonting eh i métena for att forbattra effektiviteten eller &r det ndgon

Ah men till exempel s& kom det en uppdatering for inte s& jatte jattelange sedan nar det kommer upp nar det &r 5
minuter kvar av métet. Kommer det upp en san dar uppe. Det tyckte jag var skitbra! Har ni sett det? Det kommer upp dar 5
minuter kvar. Det ar valdigt bra for d& vet man att man ska avrunda. For i vart liv sa lever vi med outlook liksom alltsa det &r
kalender, man bockar in varandra i méten bara och da lagger man ju inte in kissepaus eller kaffepaus for den delen. Utan det
ar liksom close an hela tiden. For d& &r det valdigt bra att det kommer dar 5 minuter. Fér d& maste man skarpa sig och
avrunda. Mhm s4 att alla ska kunna byta miljo.

Men vanligtvis nar ni har méte, da har ni satta tider da eller?
Aa absolut!
Men hander det att man drar 6ver p& dem eller?
Ja det kan det va och d& skriver man i chatten att man maste man lamna och poff sa ar man borta.
Mhm eh
Svarade jag p& nagon frdga dar vet inte om jag duckade?
Jo du tyckte valdigt mycket om nedrakningsgrejen
Hahahah
Sként! Enm... Ar det nagot mer du vill liksom tillagga nar du, sjélva anvandandet utav de har smé extra
verktygen?

Jag vet inte, men jag maste verkligen saga att jag &r ju inte teknik manniska, men jadrar vad jag klarar det har

bra, valdigt valdigt vardefullt tanker jag.
Ah har ni har ni liksom fatt lektioner eller?

Man det finns kurser pa det intranatet som vi har d& p& ICA s& man kan klicka in och lasa liksom, se nan film lite
sant ah, men annars har man ju fatt lara sig, och nu har vi ju sen haft storméten ocksa finns liveevent dar man sitter i en liten
studio och man producerar och grejer. Ah man far lara sig. Men det &r bara roligt!

Ah
Jag tycker faktiskt att det funkar riktigt bra! Mhm
Ah ehm ah har vi ndgon annan fraga mina kompisar har uppe i
Tror ej det va?
Ah lycka till horrni! Bra jobbat!
Tack s& mycket!
Stort tack att du ville vara med!



9 Figures

Figure 1 Reactions to an inside joke in the chat window in Employee general meeting. Names
and other confidential information is marked over with red color.
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Figure 2 “Raise hand” button in Employee general meeting. Names and other confidential
information is marked over with red color.
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Figure 3 “Raise hand” button in Planning meeting. Names and other confidential
information is marked over with red color.
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