
About me 

• My name is Alex Kayal 
• I’m a 3rd year PhD candidate at Delft University of Technology, The 

Netherlands 
• I’m a part of the Interactive Intelligence group 
• Background: computer science, interaction design, usability 

engineering, and artificial intelligence. 
• Interests: social media apps and mobile technology. 



My interest in the workshop 

• Topic of the workshop aims towards creating technologies that 
empower offline interaction using online technology, like mobile 
devices. I work on the same topic, social apps for children. 

• Parents are increasingly using mobile and wearable gadgets to 
monitor their children whereabouts. Is that ethical? And is that the 
purpose for which want to use these devices? 

 



My Work 

• Socially adaptive mobile app for families with 
children between 6-12 years old 

• Aims to solve the value tensions that might occur in 
this domain 

• For example, while some of the apps on the market 
aim to promote the child’s safety, they harm another 
value such as the child’s independence. 

• Socially adaptive apps attempt to do so through 
allowing users to create normative contracts 
between them, also known as Social Commitments.   



App description 

• Similar to 
Foursquare, 
children can 
check-in at 
locations, and 
share with family 
and friends. 

 



App description 

• Users can add 
other users to lists 
of family, friends, 
and “others”. 



App description 

• Users can choose 
with who/from 
who to share and 
receive check-ins. 

 



App description 

• Users can create 
their own custom 
locations on a map, 
and give them their 
own names 



Social Commitments “afspraken” 

• Most importantly, users can create 
customized agreements as to whether or 
not share or receive check-in information 
under specific circumstances. 



Afspraken example 



Ontology 

• I want <person>  

• to <share, receive, 
not share, not 
receive> check-ins 

• with/from <me, 
family, friends, some 
user,  all>  

• if <they are at certain 
location, it’s a certain 
time> 



Lifecycle 



Evaluation 

• We created two app versions: v1 without 
afspraken, and v2 with afspraken. 

• (main) Hypothesis 1: v2 will provide better 
overall support for human values than v1. 

• Hypothesis 2: v2 will be perceived as more of 
a social actor be users than v1. 

• Hypothesis 3: v2 will be perceived as a more 
useful/usable app than v1. 

 



Experiment 

• At a daycare center, with roughly 14-15 children. 

• Within-subject, counter balanced (which means users split in 
two groups, each using a version of the app each session). 

• Children will perform “missions” mimicking real life scenarios 
using the app and running around the different rooms of the 
daycare center. Missions will include “virtual” parents. 



Experiment 

• After every session’s “missions” are over, 
children will answer a questionnaire 
measuring their perceived “values” and their 
impression of the app. 



Finally… 

• Experiment sessions are scheduled 
for mid-November. Feedback on 
experiment and evaluation would be 
appreciated! 


