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If invited, we would love to use the platform of this workshop to explore possible participatory approaches that exist in
computing ethics education that account for the culture and contexts of educational settings, the commonalities and
methodological intersections between philosophy for children and participatory design, as well as some challenges that
community foresees in the act of combining philosophical praxis, agency, and well-being together. Our objectives in
participating in this workshop are two-fold: (1) to solicit feedback on this position, and (2) brainstorm participatory
approaches to fostering youth’s technological wisdom in service of building their agency in their technology interactions.
Our main contribution to the workshop would be our respective expertise combined with an innovative approach
to teaching critical reflection about technology using methodologies new to computing, such as techniques from

philosophy for children, in order to foster increased feelings of autonomy for youth, leading to better overall well-being.

1 WHY WE WANT TO PARTICIPATE

The impact of emerging technologies on youth and their well-being has been a trending topic in recent headlines.
Parents are wondering how they might talk to their children about A.I chat bots [4], state officials are deciding to
intervene and limit children’s screen time [21], and social media apps like TikTok made headlines in congressional
hearings [19] and empty promises alike [17]. It is not longer easy to ignore the extensive impact technology has on
children’s lives - and academia agrees. The flourishing body of work exploring the ways in which educators are thinking
about children’s relationship with technologies [2, 10, 11] show the academic interest in this topic as well. In their article,
Vakil et al. [27] outline the ways educators engage youth with technology, while implicitly or explicitly laying out their
underlying worldview of the role and status of technology in our society. In their work, the authors suggest positioning
youth as philosophers of technology as a innovative way to both teach about and with technology - proactively moving
away from previous approaches which often endorse technological solutionism and existing power structures [12], and

instead looking to develop technological wisdom with and for young people. Centering a critical inquiry approach to
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thinking about technology engages youth in looking at technologies in their lives not as given facts, but rather as fluid
and contextual artifacts, thereby encouraging the questioning of the role of technology and their own place alongside it,
as consumers, designers, and citizens of the digital world [27].

In other lines of research, youth have been shown to be capable of the type of reasoning and critical thinking
[5, 22] that technological wisdom seems to require. Developing this technological wisdom involves reflecting on their
interactions with technology and its potential negative impacts, all the while grounding themselves in their own lived
experiences and situated knowledge. These types of critical thinking skills are rarely taught in mainstream education
venues. One pedagogy may be an exception; the field of philosophy for children (P4C). Philosophy for children [15, 24],
taught formally and informally around the world, emerged as a praxis-based approach to engage children in representing,
discussing, and working through fundamentally philosophical questions - ranging from the ethical, epistemological,
and metaphysical queries they often encounter as they go through the world. Literature examining the practice shows
the effects of doing philosophy with kids has on both their cognitive abilities [6, 7, 13], as well as the positive effects
on children’s affective and social skills [9, 18, 25]. At its core, philosophy with kids requires developing both critical
thinking and good discourse skills; being able to think beyond the facts, reflecting on one’s own positionality and
listening to a peer speak and respond thoughtfully. These are all skills that are crucial to doing philosophy with kids -
and creating youth as philosophers of technology as well.

In a parallel narrative, researchers have made tremendous strides in learning how we may design technologies that
not only avoid impacting youths’ mental health, but actively work to improve it and their overall well-being. Work
in positive technologies [1], experience design [8], and positive computing [3] among others have made it clear that
designing for well-being is not only possible, but imperative as we move forward into the digital future and invite
youth to it. The Motivation, Engagement, and Thriving in User Experience (METUX) model [20], for example, draws on
self-determination theory (SDT) and its emphasis on designing for user autonomy and competence when interacting
with technology [16].

Our line of research seeks to make the link between developing youth’s technological wisdom using the methodolog-
ical tools philosophy for kids presents, in order to increase their sense of autonomy and agency when interacting with
technologies. By doing this, we argue that youth will be able to uncover many of the black boxes technologies, such
as AL, machine learning and social media sites often present themselves to be, and encourage youth to rethink their
relationship to these innovations. This may, in turn, increase youth’s sense of autonomy and agency when interacting
with the digital forces they face, and contribute to their overall well-being. Our objectives in participating in this
workshop are two-fold: (1) to solicit feedback on this position, and (2) brainstorm participatory approaches to fostering

youth’s technological wisdom in service of building their agency in their technology interactions.

2 WHAT WE CAN CONTRIBUTE

The authors of this workshop application are both published scholars in their respective fields, converging on this
exciting new frontier of working towards increasing youth’s well-being by philosophical praxis. We bring expertise
in technological well-being and computing education. We also bring experience teaching and developing curricula
for a wide range of topics, such as philosophy for children as a model for ethical discourse and ethical viewpoints on
technological advancements .

Rotem is a PhD student with developing expertise in critical computing education and creating positive technology
experiences for youth, with prior experience in curricula design and teaching both children and adults. Rotem is

an author of an IDC 2023 publication that sought to gain deeper insight into how creators of children’s technology
2
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operationalize child well-being, and developed a framework outlining current industry conceptualizations of designing
for child well-being, with the depth of well-being support mapped to one axis and respect for children’s agency mapped
to the other [14]. Both Rotem and Jean also collaborated on an IDC 2023 paper looking into children’s perceptions of
algorithmic injustices, and contributed a more nuanced understanding of children’s situated reasoning of technology,
suggesting their potential for critical engagement, as well as a blueprint for engaging children in scaffolds yet open-ended
sense making around algorithmic fairness, informing the design of tools, curricula, and other learning experiences for
children [22].

Jean is a postdoctoral scholar with expertise in computing education for children. Her prior research investigated how
children develop understandings of code, researching the factors contributing to their understanding and developing
techniques to scaffold their learning of code. She has worked with educators to translate her research findings into
classrooms worldwide through professional development and curriculum design. She is currently applying that expertise
and experience towards studying how children understand the role of technology in their lives and society. She is
interested in exploring how techniques from philosophy for children and other participatory approaches can scaffold
children in developing technological wisdom.

Our main contribution to the workshop would be our respective expertise combined with this innovative approach
to teaching critical reflection about technology using methodologies new to computing, such as techniques from

philosophy for children, in order to foster increased feelings of autonomy for youth, leading to better overall well-being.

3  WHAT WE WANT TO GET OUT OF THE WORKSHOP

If invited, we would love to use the platform of this workshop to explore the following questions with this community

of experts:

e What participatory approaches exist in computing ethics education (or related fields) that account for the
culture and contexts of educational settings [23, 26]?

e What are the commonalities and possible methodological intersections between philosophy for children and
participatory design? How can one enhance the other?

e What are some challenges that community foresees in the act of combining philosophical praxis, agency, and

well-being together? How might we prepare for these collaboratively?

We hope that by participating in this workshop we might have a chance to both learn and impart our knowledge,
be inspired by fellow community members who are experts in their respective fields, and form bonds for future

implementations of our shared visions that may bring about the change we think we need to see in the world.

REFERENCES

[1] Cristina Botella, Giuseppe Riva, Andrea Gaggioli, Brenda K Wiederhold, Mariano Alcaniz, and Rosa M Banos. 2012. The present and future of
positive technologies. Cyberpsychology, Behavior, and Social Networking 15, 2 (2012), 78-84.

[2] David Buckingham. 2003. Media Education. Literacy. Learning and Contemporary Culture (2003).

[3] Rafael A Calvo and Dorian Peters. 2014. Positive computing: technology for wellbeing and human potential. MIT press.

[4] Christina Caron. 2023. The A.I Chatbots Have Arrived. Time to Talk to Your Kids. The New York Times (Mar 2023). https://www.nytimes.com/
2023/03/22/well/family/ai- chatgpt-parents-children.html

[5] Merijke Coenraad, Jen Palmer, Diana Franklin, and David Weintrop. 2019. Enacting identities: Participatory design as a context for youth to reflect,
project, and apply their emerging identities. In Proceedings of the 18th ACM International Conference on Interaction Design and Children. 185-196.

[6] M Luisa Sanz de Acedo Lizarraga, M Dolores Ugarte, M Dolores Iriarte, and M Teresa Sanz de Acedo Baquedano. 2003. Immediate and long-term
effects of a cognitive intervention on intelligence, self-regulation, and academic achievement. European journal of psychology of education 18 (2003),
59-74.


https://www.nytimes.com/2023/03/22/well/family/ai-chatgpt-parents-children.html
https://www.nytimes.com/2023/03/22/well/family/ai-chatgpt-parents-children.html

157
158
159
160
161
162
163

164

166
167
168
169
170
171
172
173
174
175
176
177
178
179
180
181
182
183
184
185
186
187
188
189
190
191
192
193
194
195
196
197
198
199
200
201
202
203
204
205
206
207
208

Woodstock ’18, June 03-05, 2018, Woodstock, NY Landesman et al.

(7]

(8]

(9]

[10]

(1]

[12]

[13]

[14]

[15]

[16]

[17]

(18]

[19]

[20]

[21]

[22]

[23]

[24]

[25]

[26]

[27]

Joyce I Fields. 1995. Empirical data research into the claims for using philosophy techniques with young children. Early Child Development and Care
107, 1 (1995), 115-128.

Marc Hassenzahl. 2010. Experience Design: Technology for All the Right Reasons. Vol. 3. Synthesis Lectures on Human-Centered Informatics. San
Rafael, Calif.(1537 Fourth Street, San Rafael, CA 94901 USA): Morgan & Claypool Publishers (2010).

Mehrnoosh Hedayati and Yahya Ghaedi. 2009. Effects of the philosophy for children program through the community of inquiry method on the
improvement of interpersonal relationship skills in primary school students. Childhood & Philosophy 5, 9 (2009), 199-217.

Mizuko Ito, Heather A Horst, Matteo Bittanti, Becky Herr Stephenson, Patricia G Lange, CJ Pascoe, Laura Robinson, et al. 2009. Living and learning
with new media: Summary of findings from the digital youth project. The MIT Press.

Henry Jenkins, Sangita Shresthova, Liana Gamber-Thompson, Neta Kligler-Vilenchik, and Arely Zimmerman. 2016. By any media necessary. In By
Any Media Necessary. New York University Press.

Amy J. Ko, Alannah Oleson, Mara Kirdani-Ryan, Yim Register, Benjamin Xie, Mina Tari, Matthew Davidson, Stefania Druga, and Dastyni Loksa.
2020. It is time for more critical CS education. Commun. ACM 63, 11 (2020), 31-33.

Chi-Ming Lam. 2012. Continuing Lipman’s and Sharp’s pioneering work on philosophy for children: using Harry to foster critical thinking in Hong
Kong students. Educational Research and Evaluation 18, 2 (2012), 187-203.

Rotem Landesman, Jenny Radesky, and Alexis Hiniker. 2023. Let Kids Wonder, Question and Make Mistakes: How the Designers of Children’s
Technology Think About Child Well-Being. In Proceedings of the 22nd ACM International Conference on Interaction Design and Children.

Matthew Lipman. 1982. Philosophy for children. Thinking: The Journal of Philosophy for Children 3, 3/4 (1982), 35-44.

Kai Lukoff, Ulrik Lyngs, and Lize Alberts. 2022. Designing to support autonomy and reduce psychological reactance in digital self-Control tools. In
Position Papers for the Workshop “Self-Determination Theory in HCI: Shaping a Research Agenda” at the Conference on Human Factors in Computing
Systems (CHI'22), Vol. 5.

Sapna Maheshwari. 2023. TikTok Claims It’s Limiting Teen Screen Time. Teens Say It Isn’t. The New York Times (Mar
2023).  https://www.nytimes.com/2023/03/23/business/tiktok-screen- time.html?action=click&amp;pgtype=Article&amp;state=default&amp;
module=styln-tiktok- bans&amp;variant:showA(’Sion:BELOWfMAINfCONTENT&amp;block: storyline_flex_guide_recirc

Stephan Millett and Sheila Flanagan. 2007. Philosophy in the talented year 8 classroom: Improving thinking (and a lot more) through philosophical
inquiry. TalentEd 25, 1 (2007), 1-10.

Kari Paul and Johana Bhuiyan. 2023. Key takeaways from TikTok hearing in Congress — and the uncertain road ahead. The Guardian (Mar 2023).
https://www.theguardian.com/technology/2023/mar/23/key-takeaways-tiktok-hearing-congress-shou-zi-chew

Dorian Peters, Rafael A Calvo, and Richard M Ryan. 2018. Designing for motivation, engagement and wellbeing in digital experience. Frontiers in
psychology (2018), 797.

Associated Press. 2023. Utah’s new social media law means children will need approval from parents. NPR (Mar 2023). https://www.npr.org/2023/
03/24/1165764450/utahs-new-social-media-law-means-children- will-need-approval-from-parents

Jean Salac, Rotem Landesman, Stefania Druga, and Amy J Ko. 2023. Scaffolding Children’s Sensemaking around Algorithmic Fairness. In Proceedings
of the 22nd ACM International Conference on Interaction Design and Children.

David Touretzky, Christina Gardner-McCune, Bryan Cox, Judith Uchidiuno, Janet Kolodner, and Patriel Stapleton. 2022. Lessons Learned From
Teaching Artificial Intelligence to Middle School Students. In Proceedings of the 54th ACM Technical Symposium on Computer Science Education V. 2.
1371-1371.

Steve Trickey and Keith ] Topping®. 2004. ‘Philosophy for children’: A systematic review. Research papers in Education 19, 3 (2004), 365-380.
Steve Trickey and Keith J Topping. 2006. Collaborative philosophical enquiry for school children: Socio-emotional effects at 11 to 12 years. School
Psychology International 27, 5 (2006), 599-614.

Judith Uchidiuno, Tamara Clegg, June Ahn, Jason Yip, Elizabeth Bonsignore, Daniel Pauw, Austin Beck, and Kelly Mills. 2017. Learning about
learning through participatory design with families. In Participatory Design for Learning. Routledge, 45-58.

Sepehr Vakil and Maxine McKinney de Royston. 2022. Youth as philosophers of technology. Mind, Culture, and Activity (2022), 1-20.


https://www.nytimes.com/2023/03/23/business/tiktok-screen-time.html?action=click&amp;pgtype=Article&amp;state=default&amp;module=styln-tiktok-bans&amp;variant=show®ion=BELOW_MAIN_CONTENT&amp;block=storyline_flex_guide_recirc
https://www.nytimes.com/2023/03/23/business/tiktok-screen-time.html?action=click&amp;pgtype=Article&amp;state=default&amp;module=styln-tiktok-bans&amp;variant=show®ion=BELOW_MAIN_CONTENT&amp;block=storyline_flex_guide_recirc
https://www.theguardian.com/technology/2023/mar/23/key-takeaways-tiktok-hearing-congress-shou-zi-chew
https://www.npr.org/2023/03/24/1165764450/utahs-new-social-media-law-means-children-will-need-approval-from-parents
https://www.npr.org/2023/03/24/1165764450/utahs-new-social-media-law-means-children-will-need-approval-from-parents

	1 Why We Want to Participate
	2 What We Can Contribute
	3 What We want to get out of the Workshop
	References

