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RESEARCH TOPIC:

Adolescents as prosumers of social 
media and mobile games are frequent-
ly in the centre of critical discourses 
on digital media technology, without 
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times, the discourse lacks either em-
pirical grounding or technological 
expertise. 
This project aims to bring both 
aspects together through an inter-
disciplinary approach. 
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RESEARCH 
QUESTIONS

• �+RZ�GR�DGROHVFHQWV�QHJRǦ�DWH�SHUVXD�
sive design integrated into social media 
and mobile games? 

• How can related digital competences 
be conceptualized and transferred 
WKURXJK�D�SDUǦ�FLSDWRU\��SOD\IXO�DS�
proach?

SERIOUS GAME 
STORYLINE 
  

$ǌ�HU�KHHGOHVVO\�DJUHHLQJ�WR�D�QHZ�
DSSšV�WHUPV�DQG�FRQGLǦ�RQV��WKH�
player and her/his digital companion 
suddenly get sucked into their smart-
SKRQH��:RUNLQJ�WRJHWKHU��WKH\�KDYH�
WR�PDVWHU�VHYHUDO�FKDOOHQJHV��ZKLOH�
learning about various aspects of 
social media along the way. Eventu-
DOO\��WKH\�KDYH�WR�DSSO\�WKLV�NQRZO�
edge in order to escape from the 
smartphone.

METHODOLOGICAL 
APPROACH

7KH�FROODERUDǦ�RQ�EHWZHHQ�6RFLDO�DQG�
&XOWXUDO�$QWKURSRORJ\��&RJQLǦ�YH�6FLHQFH�
and Computer Science is based on 

I empirical research and 

II GHYHORSPHQW�RI�D�VHULRXV�JDPH��

LQ�FR�FUHDǦ�RQ�ZLWK�DGROHVFHQWV�

1. LEVEL: SOCIETY 

CULTURAL AND SOCIAL 
ANTHROPOLOGY 

Goal: Understanding the interplay between 
SHUVXDVLYH��FRPPHUFLDO�DQG�SOD\IXO�GLJLWDO�VSDFHV�
LQ�UHODǦ�RQ�WR�ERUHGRP��ZDLǦ�QJ�DQG�VXVSHQVLRQ�
among marginalized adolescents in Viennese 
youth centres. 

Methods:�3DUǦ�FLSDQW�REVHUYDǦ�RQ�DQG�LQWHUYLHZV�
in Viennese youth centres.

2. LEVEL: INDIVIDUAL 

COGNITIVE SCIENCE

Goal: Understanding persuasive design and 
gami-
ƽ�FDǦ�RQ�RI�VRFLDO�PHGLD�H[HPSOLƽ�HG�E\�D�SKHQR�
PHQRORJLFDO�VWXG\�RI�DGROHVFHQWšV�FUHDǦ�YH�XVDJH�
of Snapchat Streaks. 

Method: 6HPL�VWUXFWXUHG�H[SHUW�LQWHUYLHZV�

3. LEVEL: TECHNOLOGY

COMPUTER SCIENCE

Goal:�'HYHORSLQJ�D�WHFKQLFDO�VROXǦ�RQ�ZLWK�WKH�
goal to foster transparency in the everyday usage 
of digital media technology. 

Methods: Serious game including a dialogue 
V\VWHP�DV�LQWHUIDFH��SDUǦ�FLSDWRU\�JDPH�GHVLJQ�
workshops. 
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