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We are an interdisciplinary
research team including

psychology, sociology, and
educational sciences working

on questions of age(ing) and
later life in regard to person-

environment exchange,
gender, social inequalities,

and human-technology interaction. 

We would like to thank the Volks-
wagenStiftung for its generous 

support af the project.

(LRTB: Dr. Friedrich Wolf,  
Dr. Miranda Leontowitsch,  

Dr. Anna Wanka,  
Prof. Dr. Frank Oswald,  

Prof. Dr. Ines Himmelsbach)

Artificial intelligence, smartphones, robotics 
and social media have created the digital age. 
What does that do with ageing today? How 
do we research later life and ageing in a digital 
age? Digital technologies usually aim to support 
older adults to live safely and independently in 
their familiar environment and maintain their 
physical and cognitive functioning, autonomy 
and quality of life. 

Indeed, growing demands of digitisation have 
pushed a growing number of older adults to 
develop digital skills and to enjoy new ways of 

navigating their world. However, a “digital divi-
de” persists between, but also within cohorts of 
older adults. The uptake of digital technologies 
is unequally distributed across Europe, and AI 
technologies are driving new inequalities.  What 
is also missing in most discourses is a biogra-
phical perspective that acknowledges that cur-
rent cohorts of older adults were involved in 
the development of technologies, used them in 
their professional life, and continue to use them. 
Against this backdrop, all topics of ageing and 
later life need to be seen through the prism of 
the digital age.

 The Pitch
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 The RILADA Quest
The Question 
How can older adults participate equally in 
digitisation processes across Europe, and 
what inclusive research strategies are nee-
ded? The Research Innovation Lab will ad-
dress this question and focus on: 

• Dealing with different levels of digital citi- 
 zenship across European countries 
• (In)equalities in participatory approaches  
 across research methods 
• Access to digital infrastructures for older  
 adults with care needs living at home and  
 in institutions 
• Technology development for increasingly  
 heterogeneous populations of older adults

The Research Innovation Lab 
The Research Innovation Lab aims to bring 
together docs and postdocs at all stages of 
their work, who are involved in cutting edge 
questions relating to ageing in a digital age. 
The heart of the Research Innovation Lab is 
a five day creative and interactive hackathon 
specific to developing non-technical solu-
tions to social issues: 

• to address the challenges and potentials of  
digitisation as outlined in the pitch, and  
to provide solutions and fur ther de-
velopments in terms of concept-  ual 
frameworks, new and innovative  
research methods, and educational ap-
proaches; 

• to promote inter- and transdisciplinary   
working and thinking on interrelated prob-
lems of the participants through the inten-
sive collaboration in diverse teams.

The Keynote Speakers 
On the first day, four distinguished experts 
presented keynote speeches and suggesti-
ons from various conceptual, methodological 
and empirical perspectives:

• Prof. Dr. Helen Manchester, University of  
    Bristol, UK: “Creative citizenship and digital        
    innovation: Co-design with minoritized ol-       
    der adults”
• Prof. Dr. Juliane Jarke, University of Graz,        
 Austria: „The ambivalences of a datafied  
 later life: A critical data studies perspective“
• Dr. Friedrich Wolf, Goethe University Frank-  
    furt, Germany: „Skills for Navigating the Di- 
    gital Age. A Perspective from the Educatio-   
    nal Sciences“
• Dr. Arlind Reuter, Lund University, Sweden:      
   “Digital Civics and ageing: co-designing par- 
    ticipatory citizenship in later life”

The Participants 
The 29 participants come from 11 countries 
(Canada, Czech Republic, Finland, Germany, 
India, Poland, Spain, Sweden, Switzerland, 
Turkey, UK) and represent 26 different discipli-
nes (e.g., Advanced Care, Arts and Humanities, 
Built Environment and Social Policy, Cognitive 
Neuroscience, Commerce, Comparative Social 
Policy, Computer Science and Engineering, 
Cultural Gerontology, Development Studies, 
Educational Sciences, Engineering, English 
Studies, Gender Studies, Geography, Global 
Ageing and Policy, Global Political Economy, 
Health and Wellbeing, Information Systems, 
Medical Anthropology, Philosophy, Psycholo-
gy, Public Administration, Social Gerontology, 
Social Research, Social Work, Sociology). The 
participants worked in five groups and deve-
loped ideas that are presented in the following 
five chapters.
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Trust in Tech?
- from trust to emotions

Group members:
Selina Staniczek,  
Federal Institute for  
Vocational Education and  
Training (BIBB), Germany
Dongyang Yu,  
Social Policy, University of Helsinki
Yijun Li,  
Psychotherapy and Diagnostics,  
TU Braunschweig, Germany
Amy Hicks,  
Bristol Robotics Laboratory,  
University Bristol, UK
Igor Matias,  
University of Geneva, Switzerland

11
The primary plan  

for our group was to
investigate why older
adults do not trust in

technologies. We kind
of changed theme

during the discussion
and survey.
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Our group‘s original plan was to inves-
tigate why some older adults don’t 
trust in tech and what causes this. Af-

ter the initial discussion, however, we found 
that answering the question of why some 
digital devices are not accepted or liked re-
quires a more open approach and a broader 
understanding of the multi-faceted reasons 
and associated emotions. But let‘s start from 
the beginning...

Creating personas
We created various types of personas to 
show the heterogeneity of older adults. 
Some of them use digital devices, some do 
not; some of them are independent, some 
are not; some of them are open to new tech-
nologies, some are not. Some of them trust 
technologies, some do not.

At the beginning, we had a hard time de-
fining what (mis)trust even means. To get 
a better idea of the contexts in which older 
people mistrust different digital technolo-
gies, we started creatively. We created per-
sonas – small figures cut out of paper, each 
with their own story to help us think less ab-
stractly and, in particular, to focus on needs, 
demands, and attitudes regarding techno-
logy use. Some of them used digital devices, 
others didn’t; and each of them had their own 
reasons for doing so. Building on this, we de-
fined categories that described reasons of 
non-use of digital technologies at an advan-

ced age: (1) mistrust (don’t trust), (2) fear (am 
afraid), (3) routine/habit (don’t like change), 
(4) unwillingness (don’t want), (5) economic 
reasons (too expensive, price-performance 
ratio, availability) and (6) lack of knowled-
ge. Certainly, all good reasons against using  
digital technologies, but they were all based 
on our own assumptions made when crea-
ting the personas (guessing-game-appro-
ach).

So how could we make sure they reflected 
actual experiences and not just reproduced 
our stereotypes? And was it really „just“ ab-
out (mis)trust? After recapitulating the di-
scussion so far, we realized that we needed 
to sharpen our approach.

How do older people feel about using 
digital technologies? 
Basically, we were more concerned with the 
emotions involved and decided to just ask 
about it. Our decision took us to different pla-
ces: An electronics store from a well-known 
brand – where else can you find people who 
can talk about what they love about their  
digital devices? – and a lecture it is more of 
a workshop for older adults learning about 
how to use their smart phone.

The lecture
We observed the lecture and were allowed to 
ask a few questions afterwards. In exchange, 
we explained that we would like to gather 
some informal impressions on the topic of 
technology use in older age on behalf of our 
studies at the university. After that, the par-
ticipants were free to decide whether they 
wanted to exchange their opinions with us.

A workshop aimed at teaching older adults to 
use smartphones held in Frankfurt. What do 
they think of new technologies? It seems that 
it was not about trust. For example, someo-
ne said: “Smartphones designed specifically  
for older people we hate like the plague!”, 
which means that they vigorously reject  

Trust in Tech? 

- from trust to emotions 
Group members: 

Selina Staniczek, Federal Institute for Vocational Education and Training(BIBB), Germany 

Dongyang Yu, Social Policy, University of Helsinki 

Yijun Li, Psychotherapy and Diagnostics, TU Braunschweig, Germany 

Amy Hicks, Bristol Robotics Laboratory, University Bristol, UK 

Igor Matias, University of Geneva, Switzerland 

 

Our group's original plan was to investigate why some older adults don’t trust in tech and what causes this. After the initial 
discussion, however, we found that answering the question of why some digital devices are not accepted or liked requires a 
more open approach and a broader understanding of the multi-faceted reasons and associated emotions. But let's start from 
the beginning... 

Creating personas 

 

At the beginning, we had a hard time defining what (mis)trust even means. To get a better idea of the contexts in which older 
people mistrust different digital technologies, we started creatively. We created personas – small figures cut out of paper, 
each with their own story to help us think less abstractly and, in particular, to focus on needs, demands, and attitudes 
regarding technology use. 

Some of them used digital devices, others didn’t; and each of them had their own reasons for doing so. Building on this, we 
defined categories that described reasons of non-use of digital technologies at an advanced age: (1) mistrust (don’t trust), (2) 
fear (am afraid), (3) routine/habit (don’t like change), (4) unwillingness (don’t want), (5) economic reasons (too expensive, 
price-performance ratio, availability) and (6) lack of knowledge. Certainly, all good reasons against using digital 
technologies, but they were all based on our own assumptions made when creating the personas (guessing-game-approach). 

The primary plan for 
our group was to 
investigate why older 
adults do not trust in 
technologies. We kind 
of changed theme 
during the discussion 
and survey. 

We created various 
types of personas to 
show the heterogeneity 
of older adults. Some of 
them use digital devices, 
some do not; some of 
them are independent, 
some are not; some of 
them are open to new 
technologies, some are 
not. Some of them trust 
technologies, some do 
not. 



7

a corresponding design. You could notice 
that on an emotional level as well. It felt un-
pleasant to ask questions about said topic. 
But why? 

It quickly became apparent that an “age-ap-
propriate” design would have a discrimina-
tory effect on the respondents due to its age 
attributions. These smartphones are desig-
ned to be very simple and easy to use and 
thus embody a deficit model of ageing; as-
sumed weaknesses in this context seemed 
to be centred here. This gave respondents 
the impression that older people are no lon-
ger able to teach themselves how to use con-
ventional smartphones – in this respect, they 
felt deprived of engaging with technological 
progress, cut off from an increasingly digital 
society, and detracted from their maturity 
and agency/ability to act. Therefore, the lec-
ture they attended, and the knowledge they 
acquired there, was able to tie much better 
with their image of age(ing) or older people 
as competent and willing/able to learn.

The electronics store
We had identified a problem, that older peo-
ple felt singled out by technology designed 
for them. We wondered, why is this techno-
logy making people feel bad? Is it due to so-
cietal perception? Is the technology reflec-
ting this? To flip the question upside down, 
we considered, why do people love their 
tech? Which affiliations imbue the tech user 

with a positive selfperception? 
We went to the Apple Store in Frankfurt to 
look for answers. Participants gave us their 
reasons for using an iPhone, or other Apple 
products. These reasons were security, ease 
of use, convenience, great system, and con-
nection with family. Besides the original na-
ture or features of an iPhone, connection with 
family kind of attracts us. Digital devices are 
not just tools, they also carry emotions for
users.

At the electronics store we found people who 
really enjoyed their tech, were loyal to it, and 
were happy to tell us about their association 
with the brand and items they owned. We 
found this successful product design inspi-
ring and began to wonder if this could solve 
some of the negative emotions and asso-
ciations older people were having with their 
tech.

Technology must do one thing above 
all: feel good!
After talking to older people at the workshop. 
We realized that technology only has value 
if it makes people feel good! This is true for 
everyone, and should include older adults. 
So, what is value of technology?
To ensure that new digital technologies do 
not miss the target group, it is important to 
understand the underlying needs and asso-

The electronics store 

We had identified a problem, that older people felt singled out by technology designed for them. We wondered, why is this 
technology making people feel bad? Is it due to societal perception? Is the technology reflecting this? To flip the question 
upside down, we considered, where do people love their tech? Which affiliations imbue the tech user with a positive self-
perception?  

 

At the electronics store we found people who really enjoyed their tech, were loyal to it, and were happy to tell us about their 
association with the brand and items they owned. We found this successful product design inspiring and began to wonder if 
this could solve some of the negative emotions and associations older people were having with their tech. 

Technology must do one thing above all: feel good!

 

To ensure that new digital technologies do not miss the target group, it is important to understand the underlying needs and 
associated emotions. To convey this in a playful and humorous way and at the same time to train empathy, we developed a 
game. 

This card game involved selected prompt cards from three separate stacks. These stacks were ‘technology’, ‘feeling’ and 
‘action’. The players selected cards from each stack and used them to complete the sentence: My blank makes me blank when 
I’m blank. Now a prompt sentence was constructed we invited players to imagine a story which explained why this situation 
could be happening. 

And this is what came out when we played it with others for the first time: 

We went to Apple Store to 
look for answers. 
Participants give us their 
reasons for using an  
iPhone, or other Apple 
products. These reasons 
were security, ease of use, 
convenience, great system, 
and connection with family. 
Besides the original nature 
or features of an  iPhone, 
connection with family 
kind of attracts us. Digital 
devices are not just tools, 
they also carry emotions of 
users.   

After talking to older 
people at the workshop. 
We realized that 
technology only has 
value if it makes people 
feel good! This is true 
for everyone, and 
should include older 
adults. So, what is value 
of technology? 

So how could we make sure they reflected actual experiences and not just reproduced our stereotypes? And was it really 
"just" about (mis)trust? After recapitulating the discussion so far, we realized that we needed to sharpen our approach. 

 

How do older people feel about using digital technologies? 

Basically, we were more concerned with the emotions involved and decided to just ask about it. Our decision took us to 
different places: An electronics store from a well-known brand – where else can you find people who can talk about what 
they love about their digital devices? – and a lecture on how to set your smartphone in a user-friendly way, that we luckily 
found by chance. 

The lecture 

We observed the lecture and were allowed to ask a few questions afterwards. In exchange, we explained that we would like to 
gather some informal impressions on the topic of technology use in older age on behalf of our studies at the university. After 
that, the participants were free to decide whether they wanted to exchange their opinions with us. 

 

For example, someone said: “Smartphones designed specifically for older people we hate like the plague!”, which means that 
they vigorously reject a corresponding design. You could notice that on an emotional level as well. It felt unpleasant to ask 
questions about said topic. But why? 

It quickly became apparent that an “age-appropriate” design would have a discriminatory effect on the respondents due to its 
age attributions. These smartphones are designed to be very simple and easy to use and thus embody a deficit model of 
ageing; assumed weaknesses in this context seemed to be centred here. This gave respondents the impression that older 
people are no longer able to teach themselves how to use conventional smartphones – in this respect, they felt deprived of 
engaging with technological progress, cut off from an increasingly digital society, and detracted from their maturity and 
agency/ability to act. Therefore, the lecture they attended, and the knowledge they acquired there, was able to tie much 
better with their image of age(ing) or older people as competent and willing/able to learn. 

  

A workshop aimed at 
teaching older adults 
to use smartphones 
held in Frankfurt. 
What do they think of 
new technologies? It 
seems that it was not 
about trust. 
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ciated emotions. To convey this in a playful 
and humorous way and at the same time to 
train empathy, we developed a game. 

This card game involved selected prompt 
cards from three separate stacks. These 
stacks were ‘technology’, ‘feeling’ and ‘ac-
tion’. The players selected cards from each 
stack and used them to complete the sen-
tence: My blank makes me blank when I’m 
blank. Now a prompt sentence was cons-
tructed we invited players to imagine a story 
which explained why this situation
could be happening.

And this is what came out when we played it 
with others for the first time:

• My VR makes me exhausted when I’m 
eating – because it is difficult to find my 
mouth.

• My robot makes me embarrassed when 
I’m on the toilet – because it keeps talking 
to me and analysing the smell and the

    time I spend connecting to my life-style.

• My robot makes me embarrassed when 
I’m dancing – because it can’t move pro-

perly; it looks unnatural and stupid (also
   might be good to dance with someone)!

• My smart watch makes me curious when 
I’m on the toilet – because many people 
are using technology/social media while on

   the toilet. They learn new information and 
get curious/get new research ideas.

• My voice assistant makes me afraid when 
I’m singing – nobody should be subjected  
to that.

• My laptop makes me exhausted when I’m 
dancing – this makes me think of a future 
where we might need a laptop at all times 
in interaction with others or that laptop 
tech has gotten bigger and when dancing 
it is harder to carry; this makes me think of 
“user-friendly” design.

My VR makes me exhausted when I’m eating – because it is difficult to find my mouth. 

My robot makes me embarrassed when I’m on the toilet – because it keeps talking to me and analysing the smell and the 
time I spend connecting to my life-style. 

My robot makes me embarrassed when I’m dancing – because it can’t move properly; it looks unnatural and stupid (also 
might be good to dance with someone)! 

My smart watch makes me curious when I’m on the toilet – because many people are using technology/social media while on 
the toilet. They learn new information and get curious/get new research ideas. 

My voice assistant makes me afraid when I’m singing – nobody should be subjected to that. 

My laptop makes me exhausted when I’m dancing – this makes me think of a future where we might need a laptop at all 
times in interaction with others or that laptop tech has gotten bigger and when dancing it is harder to carry; this makes me 
think of “user-friendly” design. 

 

After this summer school, 
we realized that  although 
new technologies have 
become  embedded in every 
corner of life, there are still 
a lot of questions to be 
answered, whether from the 
technological, or social 
perspective. We are looking 
forward to interdisciplinary 
research considering ageing 
in a digital age, and the 
engaging of creative 
research methods to explore 
this.  

The electronics store 

We had identified a problem, that older people felt singled out by technology designed for them. We wondered, why is this 
technology making people feel bad? Is it due to societal perception? Is the technology reflecting this? To flip the question 
upside down, we considered, where do people love their tech? Which affiliations imbue the tech user with a positive self-
perception?  

 

At the electronics store we found people who really enjoyed their tech, were loyal to it, and were happy to tell us about their 
association with the brand and items they owned. We found this successful product design inspiring and began to wonder if 
this could solve some of the negative emotions and associations older people were having with their tech. 

Technology must do one thing above all: feel good!

 

To ensure that new digital technologies do not miss the target group, it is important to understand the underlying needs and 
associated emotions. To convey this in a playful and humorous way and at the same time to train empathy, we developed a 
game. 

This card game involved selected prompt cards from three separate stacks. These stacks were ‘technology’, ‘feeling’ and 
‘action’. The players selected cards from each stack and used them to complete the sentence: My blank makes me blank when 
I’m blank. Now a prompt sentence was constructed we invited players to imagine a story which explained why this situation 
could be happening. 

And this is what came out when we played it with others for the first time: 

We went to Apple Store to 
look for answers. 
Participants give us their 
reasons for using an  
iPhone, or other Apple 
products. These reasons 
were security, ease of use, 
convenience, great system, 
and connection with family. 
Besides the original nature 
or features of an  iPhone, 
connection with family 
kind of attracts us. Digital 
devices are not just tools, 
they also carry emotions of 
users.   

After talking to older 
people at the workshop. 
We realized that 
technology only has 
value if it makes people 
feel good! This is true 
for everyone, and 
should include older 
adults. So, what is value 
of technology? 

After this summer school, we reali-
zed that although new technologies 
have become embedded in every 
corner of life, there are still a lot of 
questions to be answered, whether 
from the technological, or social per-
spective. We are looking forward to 
interdisciplinary research conside-
ring ageing in a digital age, and the 
engaging of creative research met-
hods to explore this.
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Method Matadors
Creative Research with VR22

Group members:
Lotta Aavikko,
University of Eastern Finland, Department of 
educational sciences and psychology, Finland
Janina Ewert,
Interdisciplinary Ageing Research (IAW)
Faculty of Education, Goethe University  
Frankfurt, Germany
Carlotta Grünjes,
Rheinische Friedrich Wilhelms Universität 
Bonn, Department of Psychology, Bonn,  
Germany

Ocaklı Burcu Özdemir,
Ankara University, Department of Social 
Work, Türkiye
Laura Rinker,
Department of Business and Organizational 
Psychology, University of Hohenheim, Stutt-
gart, Germany
Nora Winsky,
Human Geography, Institute of Environmen-
tal Social Sciences and Geography, University 
of Freiburg, Germany

The result of our work 
is an ideal (?) case 

study to understand 
and present the  

complexity of this 
methodological  

fusion.
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C  itizen Science: A walk through an  
 AR-based ideal (?) case study

As self-proclaimed methods matadors, we 
set out to work on research methods of the 
future for the group work portion of RILA-
DA. We first started out with a broad range 
of topics: From critically examining research 
methods and distinguishing good and bad 
methods in different disciplines, to crea-
tive, inclusive, and participatory research 
approaches, to communicating research to 
participants. We quickly discovered that in 
addition to the diversity of our disciplinary 
backgrounds, there was also methodolo-
gical diversity in our group. Thus, we be-
gan to think more about the combinations 
of qualitative and quantitative methods in 
the study of technology, but also to explo-
re how technology can be incorporated into 
research.
The result of our work is an ideal (?) case 
study to understand and present the  
complexity of this methodological fusion.

Project-preparation & Kick-off
Our case study takes place in a small city. 
Our research team would come to the city 
and, supported by the city’s institutions like 
council, schools, medical and care services, 
would introduce and promote the idea of a 
research project for, with and partially by 
the residents of the town. It is important 
to reach everyone in town, to get a diverse 
sample and views, and data, especially from 
unterrepresented groups. After informing 
about the project and recruiting participants 
to the research team also from the institu-
tions, we plan a festival and research kick-
off party that takes place in the marketplace 
of the town, while it is also possible to join  
virtually. With this festival, we want to in-
troduce the research team and everything 
related to the project. With this festival, we 
hope to excite all citizens for the project, va-
lue their contribution beforehand, gain their 
trust, start listening to their concerns and 
wishes, and of course get their consent.

AR glasses as research tools
Functionality 
In our case study, we want to use augmen-
ted reality (AR) glasses as a revolutionary re-
search tool that can seamlessly merge virtual 
elements with the real world. This´technology 
enables the comprehensive study of various 
interactions (e.g., face-to-face,´technology-
based, hybrid). Our AR glasses, complemen-
ted by AI algorithms, record and´evaluate 
interactions, including their timing, location, 
duration, participants, and purpose (e.g., 
social or transactional) along with interacti-
on-free intervals. Our imagined AR glasses 
open up a rich toolbox for us to collect valua-
ble data. They can capture various physicalß 
indicators, including eye movement analy-
sis that provides insights into attention and 
focus. Furthermore, the AR glasses facilitate 
language-based measurements through 
realtime transcriptions and content analysis 
of conversations. They can detect nuances 
in tone of´ voice, speech patterns, and volu-
me variations. These linguistic cues can re-
veal underlying emotions and sentiments. 
In sum, the data collected by the AR glasses 
allows for the identification of mood, social 
patterns, and movement patterns within the 
studied interactions, painting a comprehen-
sive picture of human behavior.

Ethical concerns
Our research project assuredly raises some 
ethical concerns. With the advent of AR
glasses, concerns regarding privacy, trans-
parency, and social inclusion have emerged. 
One of the primary concerns associated with 
AR glasses is the potential invasion of priva-
cy. The technology‘s ability to capture audio 
and visual information in real-time raises 
questions about individuals‘ right to main-
tain personal boundaries in public spaces. 
Providing individuals with the choice to opt-
in or opt-out of data collection and AR glas-
ses usage allows for greater autonomy over 
their personal information. Moreover, an-
onymizing collected data, removing perso-
nally identifiable information, is a critical step 
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in safeguarding privacy and ensuring that 
research outcomes are not traceable back to 
specific individuals. Furthermore, obtaining 
informed consent from participants is para-
mount. This process should comprehensive-
ly detail the purpose of data collection, how 
it will be used, and the measures in place to 
protect privacy. Transparency is crucial in any 
research endeavor, and AR glasses introduce 
a level of opacity regarding the recording, use, 
and storage of data. This opacity extends to 
the operations of algorithms and artificial in-
telligence systems that may process this data. 
Transparency regarding data storage is es-
sential. Knowing where data is stored and for 
how long ensures that participants can make 
informed decisions about their involvement. 
Participants should understand whether they 
have the rights to see, delete, or modify their 
data once collected. Moreover, understan-
ding the key players involved in the research 
project—be it a company, research institute, 
or local government—provides insight into 
potential biases or interests that may influ-
ence the study‘s outcomes. Also, implemen-
ting safeguards against potential misuse of 
collected data is vital. This includes protecting 
against manipulation for political or com-
mercial purposes. The adoption of AR glasses 
may inadvertently lead to social exclusion, as 
those who choose not to use or cannot afford 
such technology may find themselves margi-
nalized in various social contexts. In this case, 

collaboration with nonprofit organizations 
and government agencies as the gatekeepers 
to increase participation will be the policy to 
be followed.

Processual & participatory research 
tools
As „Method Matadors,“ our particular interest 
lies in exploring the utility of AR glasses within 
the realm of scientific research and the po-
tential for enhancing existing methodologies 
or even facilitating entirely novel approaches.

As Method Matadors, we have 3 main aims:

 1 Innovate Methods!

 2 Include Everyone!

 3 Democratize Research!

In our case study, we want to look at each of 
those goals and evaluate if and how the use 
of the AR glasses could help us to reach these 
goals. Thinking about methods and the new 
possibilities using the AR glasses, we will use 
the mixed-methods approach of netmap-
ping, and evolve it for use with AR glasses. The 
Netmap method is a social network analysis 
technique that visually represents and analy-
zes the relationships and connections among 
individuals or entities within a network. It is 
commonly used to study communication pat-

Methodology                 Name of Method  Goat/Outcome

Mixed-Method          Netmapping via AR • different layers of how urban      
    spaces are used/not used
• who is socially excluded

Qualitative             Inerviews  
              (semi-structured)

• Do they want to get integrated?
    How?
• Automated translation and 
    transcription
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group or organization. (e.g., Lelong et al. 2016). 
This method could profit from the use of AR 
glasses: with every (co)-researcher wearing 
the glasses, a realtime netmap could be gene-
rated and then enriched using the traditional 
approach. This novel netmap approach could 
shed light on Person environment exchange. 
how different layers of urban spaces are (not) 
used, and give hints to possible social exclu-
sion of individuals or groups. The same pro-
cedure could be used to modify other exis-
ting methods (Person environment exchange 
interviews) for the use with AR glasses, and 
thus to innovate methods and to enable par-
ticipatory research. The use of the AR glasses 
could also help to democratize the research. 
We came up with a scenario of a co-design 
workshop, where the aim is the co-creation 
of interventional methods. Every citizen is 
invited to take part in the workshop - either 
completely virtual or in person. While ever-
yone is wearing their AR glasses, the citi-
zen can co-create the virtual blueprint of an 
ideal urban space, for instance the (re)design 
of the marketplace. With the help of AI, the 
ideas of the participants appear as a layer of 
virtual sketches on their glasses, that can be 
moved and altered in shape.

Giving back to the community
During and after a year-long research pro-
ject, we plan on giving back to the communi-
ty as frequently as possible. At the end of the 
project, we plan another community festival, 

the “results-festival”.  Again, everyone is in-
vited, in-person and virtually, to join the fes-
tival at the marketplace. This time, we want 
to show and explain the results of our various 
studies, highlight how the citizens have con-
tributed and talk about possible implemen-
tations of the results. This way, the citizens‘ 
way of participating in the decision-making 
processes has potentially increased and they 
don’t need us as developers anymore. We 
want to value the effort, work and contribu-
tion of all citizens and also show the meaning 
and importance of research. Further, we invi-
te them to evaluate the project for when the 
project moves to another city. There will also 
be the possibility to become a research-am-
bassador for the next city for anyone who is 
interested.
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Introduction
In the course of the week, RILADA – Re-
search Innovation Lab on Ageing in a Digi-

tal Age we formed a group of six, which was 
staffed, both, in a international (five different 
home countries) and interdisciplinary (six 
different disciplines) manner. Our working 
group wanted to face digital well being, con-
sidering it in a lifecourse approach. Our main 
interest can be summarized in the following 
research question: 

Which barriers and difficulties are  
experienced in the use of digital  
devices (e.g. smartphone, social  
media etc.) and do they differ by 

different generations? How is the use  
of technology linked to well-being? 

With regard to this question it seemed to be 
important, to highlight the correlation of the 
use of information and communication tech-
nologies (ICT) and well-being out of different 
life and age perspectives. We wanted to use 
the opportunity of letting go of our daily sys-
tematic scientific work routines and apply-
ing a creative and adventurous approach 
plus thinking out of the box. To be honest, it 
wasn’t that easy to leave our daily working 
routines behind and we could barely leave 
our systematic research routines. So we de-
cided to gather data in a street survey at the 
campus of Goethe University Frankfurt and 
in the city centre. With the whole bunch of 
well-known work steps -literature research, 
the development of a semi-structured ques-
tionnaire, gathering data, data analysises 
and interpretations- we finally interviewed 
twenty-nine persons from different gene-
ration, we met randomly during our survey 
process.

Our work process was connected with a lot of 
work during the two days of our work phase, 
but it was very creative. Of course, the diffe-
rent experts, especially Helen Marshal and 
Friedrich Wolf, helped us, on the one hand, to 
focus us in the interpretation process and, on 
the other hand, to breathe life into our data, 

e.g. in practicing story-telling. In the follo-
wing, we would therefore like to present the 
results of our work during the RILADA week 
and the recommendations, we generated. 

Main goal: Letting go of systematic  
scientific work routines and applying a  

creative/adventurous approach - especi-
ally because most scientific theories and 

methods are one-sided and limited in their 
explanatory power and comprehensibility

Main interest: Which barriers and difficulties 
are related to the use of digital devices  

(e.g. smartphone, social media etc.) and  
do they differ by different generations?  
How is the use of technology linked to  

well-being? 

We argue that the use of digital devices and 
their association with well-being need to be 
understood from the perspective of different 
generations.

Method and Analysis
Our primary objective was to break away 
from traditional scientific methodologies 
and embrace a more creative and adven-
turous approach. We recognized that many 
existing scientific theories and methods are 
often one-sided and limited in their capacity 
to explain and comprehend complex pheno-
mena. With this in mind, our main focus was 
on understanding the barriers and challen-
ges associated with the use of digital devi-
ces, such as smartphones and social media, 
and exploring whether these challenges vary 
across different generations. Additionally, we 
sought to investigate the correlation between 
technology usage and overall well-being. To 
achieve these goals, we conducted a study 
involving a purposively selected sample of 29 
individuals, comprising residents of Frankfurt 
and members of our campus community. 
Through semi-structured interviews, we del-
ved into their digital device usage patterns, 
assessed the impact of technology on their 
quality of life, and gauged their interest in 
potential training programs designed to en-
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hance their well-being in the digital age. Our 
commitment to gender equality was evident 
in our sample selection process.

Personas
We conducted interviews with twenty-nine 
participants who willingly responded to our 
semistructured questionnaire on the street. 
After transcribing their narratives, we cate-
gorized them into three personas. 

Alice is a twenty-five y/o Chi-
nese fashion student at an 

international university in 
Frankfurt. For financial rea-
sons, she has as part-time 
job in a bubble tee house 
near the main station. Her 
smartphone is used most-

ly for everything in her dai-
ly life (streaming, navigating 

and googling). Besides she uses 
a laptop and tablet for her studies. 

She can be seen as a digital native, but 
somehow feels sometimes lost in the virtual 
world, when she scrolls through social media.

Barbara is a sixty y/o, who lives 
in Offenbach and has a full-

time job at an international 
tourism office in Frankfurt. 
She loves travelling to fo-
reign countries and uses a 
smartphone and laptop, 
both, for her private and 

working life. Her digital de-
vices enable her to stay in 

contact with her loved ones. In 
her apartment she has a hoover 

robot, that helps her with her domestic 
work. However, she faces some problems 
with specific denominations of some tech-
nical terms and fears, losing private date in 
online-shopping. 

Jack is eighty-se-
ven y/o, and has 
lives in Frank-
furt for nearly 
his whole life. 
He loves drinking 
red wine and has 
recently bought a 
smartphone, because 
he realized that it became 
more and more important for his daily life, 
e.g. online-banking purposes and informa-
tion. As he has never used a smart device in 
his life, he struggles with some features, e.g. 
font design and password-management. In 
order to enhance his smartphone skills, he 
is currently looking for some sort of training 
opportunities, but he hasn’t found any ap-
propriate information for training possibili-
ties in his neighbourhood yet.

FINDINGS 
More than half of the participants belonged
to the 20-49 age group, and all of them were 
using digital devices. However, among the 
50+ year-old age group, there were individu-
als who were not using digital devices. When 
we asked whether the usage of technology 
enhances did quality of life, most of the par-
ticipants had the opinion that it did. However, 
in the 20 to 49 age group, some participants 
were unsure about whether it enhances their 
quality of life. Finally, the majority of people 
in the 20–49 age group expressed that they 
did not require any training, but among the 
50-plus age group, half of them believed 
that they needed training. We conducted a 
study among a convenience sample of 29 in-
dividuals in both the city of Frankfurt and the 
campus to investigate the usage of digital de-
vices, their impact on the quality of life, and 
the participants’ interest in possible training 
programs for digital spaces and technologies 
to improve their wellbeing. We used semi-
structured interviews. We aimed at gender 
equality.
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The findings of our study revealed intriguing 
insights. A significant portion of our parti-
cipants fell within the 20-49 age bracket, all 
of whom were active users of digital devices. 
Conversely, among individuals aged 50 and 
above, some were not engaged with digi-
tal technology at all. When probing whether 
technology usage contributed to an impro-
ved quality of life, the majority of respondents 
believed that it did, though a degree of uncer-
tainty was observed among the 20-49 age 
group.

Regarding the need for training programs, a 
noteworthy distinction emerged. A substanti-
al proportion of the 20-49 age group expres-
sed that they did not require any additional 
training. In stark contrast, among the 50-plus 
age group, approximately half of the respon-
dents acknowledged the necessity of training 
to navigate the digital landscape effectively.

These findings underscore the importance of 
considering generational perspectives when
addressing the challenges and benefits of di-
gital device usage. Our departure from con-
ventional research approaches allowed us to 
gain valuable insights into the intricate rela-
tionship between technology and well-being, 
emphasizing the need for tailored interven-
tions and support systems for different age 
groups.

Recommendations
In light of our research, which underscores 
the importance of promoting healthy tech-
nology use among older individuals, we offer 
a comprehensive set of recommendations. 

Firstly, we advocate for government support 
in building infrastructure that facilitates digi-
tal detox spaces, providing respite for those 
seeking a temporary break from the digital 
world. Simultaneously, we propose the esta-
blishment of community-based digital retre-
at programs tailored specifically for older in-
dividuals, creating environments where they 
can disconnect, engage in social activities, 
and acquire essential digital literacy skills.  
To bolster their digital wellness, we empha-
size the need for widespread digital educa-
tion initiatives, encompassing workshops, 
seminars, and training sessions. Moreover, 
we suggest the creation of a network of Di-
gital Diplomats or Ambassadors, tech-savvy  
seniors who can mentor and guide their 
peers in navigating the digital landsca-
pe. Public awareness campaigns will play a  
pivotal role in informing older citizens ab-
out the advantages of digital detox and di-
gital wellness. Collaborative efforts with 
technology companies to design seni-
or-friendly digital tools should be active-
ly pursued. Continual data collection on  
digital habits will inform tailored program 
development. Regular evaluation and ad-
justments based on feedback are essen-
tial, and public-private partnerships can 
offer additional resources. Lastly, ensuring 
long-term sustainability through funding,  
volunteer engagement, and clear gover-
nance structures will underpin the suc-
cess of these initiatives. It is crucial to 
involve older individuals in the decision- 
making process to align programs with their 
preferences and requirements, ultimately 
contributing to a healthier, more digitally  
empowered older population.
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AND WE SAY

1 Older adults are a heterogenous group 
that cannot be reached with one-fitsall 

learning.

2       The need to support people in a conti-
nuous way and to facilitate independent 

living. 

3Provide space to meet new friends and 
maintain social participation and enga-

gement - social inclusion and combat lone-
liness. 

4 Lifelong learning opportunities (3rd age 
universities, digital labs, NGOs, technical 

support teams, participatory design work-
shops, informal learning environment). 

5 Emphasise the personal benefits, such 
as ‘staying in contact with relatives’ rat-

her than ‘learn how to use a smartphone’. 

6 Further research and studies should be 
conducted to identify the sociodemo-

graphic factors to help policymakers to bet-
ter shape the future recommendations. 

7 Safe and playful learning facilitates to 
overcome negative attitudes, beliefs, 

and fear towards digital devices and services. 

8 More knowledge is needed concerning 
these so-called ‘hard to reach’ older 

adults that do not participate in digital skills 
training.
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Curating the Care-Full Home:  
Satirical Interdisciplinarity in 
Social Research

Digitisation and population ageing are among 
the most profound contemporary social forces 
shaping human life around the world (WHO 
2022). Many opportunities and challenges at 
the intersections of these two forces demand 
genuine interdisciplinary engagements, ex-
tending far beyond the traditional intellectual 
terrains of any single field (Peine et al 2021). 
Such efforts are now emerging through ini-
tiatives such as the Socio-Gerontechnology 
Network. However, sincere interdisciplinarity is 
rarely easy. Its pursuit can generate innume-
rable opportunities for different ethical, me-
thodological, epistemological and ontological 
commitments to collide, sometimes painfully 
(Klein 2021).

The film entitled “The Care-Full Home” is the 
culmination of an innovative and playful expe-
riment with the potential uses of creative satire 
as a methodological approach to cultivating 
rich interdisciplinary engagements with ageing 
and technology. The project was developed 
over two days by the working group “Unkno-
wing Thyself” during the 2023 Research Inno-
vation Lab: Ageing in a Digital World (RILADA) 
hackathon, hosted at Goethe University. The 
group was made up of five scholars at different 
career levels from five different countries and 
five different disciplines (anthropology, demo-
graphy, gerontology, philosophy, sociology), 
with a shared specialism in digital ageing.
Unknowing Thyself was formed by asking all 

attendees to write their personal research in-
terests on pieces of card that were then handed 
over to hackathon organisers who grouped 
the cards thematically. Unknowing Thyself was 
formed around interests in “home”, “ambiva-
lences of care”, “new materialism”, “self-care” 
and “data assemblages”. The group was given 
48 hours to deliver a project of our choosing 
relating to our interests, facilitated through the 
availability of a collection of expert consultants 
and the various physical and digital resources 
of Goethe University.

Given our nebulous brief and diverse back-
grounds, the first task was narrowing down 
a project, i.e. what we wanted to achieve and 
how we planned to do it. Some group mem-
bers had considerable experience in creati-
ve methods and multimedia, and we quickly 
alighted on the idea of making a film to best 
use our collective expertise. Through consul-
tation with experts, we decided to make a film 
about a future smart-home, optimised to ‘care’ 
for its older resident. Some group members 
specialised in datafication, and we therefore 
decided to focus on exploring the boundaries 
of (un)data, questioning what we might and 
might not intuit as collectable and usable data 
as a medium, and even means, of care.

We set about storyboarding our film, spe-
cifying four scenes, each containing several 
quirky forms of datafication. Recognising the 
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characteristic ambiguities of care datafica-
tion, particularly at the frontiers of (un)data, 
we soon alighted on satire as a productive 
medium of critical engagement. Amidst a 
wider interest in humour across the social 
sciences, satire is increasingly recognised 
as a valuable methodological tool (Lockyer 
& Weaver 2022). It sits within a wider turn to 
creative methods across the social sciences 
as offering more critically praxis-conscious 
strategies for pursuing and doing transfor-
mative social change (Barron et al 2021).

Critically, for our purposes, satire blurs the 

normative boundaries between the good 
and the bad, and between fact and fiction. It 
opens up a fertile space for audience parti-
cipation in social science by leaving certain 
things productively under-evaluated and 
under-explicated. For instance, if we pro-
pose a smart-mirror can record and assess 
appearance, and translate that assessment 
into recommendations, different audiences 
may interpret this as more or less desirable. 
This interpretability can be useful vis-à-vis 
datafication as a response to moral panics 
regarding digital technologies and their con-

sequences for the self, particularly in relati-
on to ageing and care. Here, satire can offer 
a salve to social scientific finger-wagging, 
without contrarily cheerleading those same 
research phenomena or fashioning an intel-
lectually underwhelming aesthetic of impar-
tiality.

The capacity of satire to engage with and it-
self manifest the ambiguities of care digita-
lisation were poignantly exemplified when 
something of particular interest occurred 
toward the end of our first day. We discove-
red that almost all our suggestions for fea-
tures of the ‘Care-Full’ Home were already 
available in the real world. For instance, we 
were surprised to find that our imagined 
smart-vibrator could be purchased for $229, 
replete with a mobile app, AI capabilities, 
biofeedback, and a plush imitation of the 
vibrator for your pet. That which we had de-
vised as representing the more farcical end 
of prospective digitisation, had in fact been 
genuinely developed by others who presu-
mably considered such an entity worthwhile. 
In this instance, satire had enabled us to in-
advertently further our own capturing of the 
ambiguities of datafication.

Beyond its operation as a means for critically 
reflecting on the nature of self-care datafi-
cation in later life, satire also functioned as 
an important method of doing good inter-
disciplinarity, with good here denoting the 
enjoyability as much as the productivity of 
the doing. Following an evening of discus-
sion with various scholars from other hacka-
thon groups, it became apparent that the 
intense interdisciplinarity was becoming a 
defining feature of our collective experience. 
For many, this was challenging. However, we 
were having a good time, genuinely enjoy-
ing the process and feeling that the work was 
worthwhile.

Intrigued, we engaged with this problem and 
followed it more deftly through our own work. 
Again, satire emerged as a useful method for 
navigating our interdisciplinarity, or rather, it 
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had already emerged as such, and we gradu-
ally came to appreciate this. At a basic level, 
humour can evidently be an effective social 
and political lubricant, but we would argue that 
satire can do more than this. While its poten-
tial for facilitating multiplicity has been docu-
mented in relation to research dissemination 
(Batty & Taylor 2019), what we did here went 
further methodologically. By centring satire in 
the doing of interdisciplinarity, we conjured a 
space wherein different perspectives could co-
exist relatively smoothly, even enjoyably, and 
thence be brought into fruitful relations of co-
production.

This work and our experience of curating it chi-
mes with contemporary theorisations of inter-
disciplinarity as fundamentally multiple, that is, 
as definition defying heterogeneities that exist 
within their practice, without any universal 
characteristics or grander conceptual schema 
(Klein 2021). What happened here, somewhat 
unwittingly thanks in large part to satire, was a 
valuable interdisciplinarity, with diverse actors 
bringing their expertise to bear on something 
far greater than any single contributor could 
have created.

While potentially easing interdisciplinari-
ty through certain frictions, the interpretive 
spaces opened up through satire can present 
opportunities for new divergences that can 
themselves turn sour. For instance, creators 
have a distinct lack of control over how ambi-
guous depictions of research problems will be 
perceived and used in the wider world, parti-
cularly when compared with the exactitudes 
of traditional academic publishing. Satirical 
outputs that purposefully channel ambigui-
ty potentially intensifies the risks of our work 
being misused by bad actors or interpreted in 
harmful ways by other audiences. Hence, it is 
far from an unproblematic strategy.

Despite its growing importance, satire is still 
typically featured as something of an aside 
in most methodological discussions, briefly 
mentioned in concluding paragraphs, even 
where it has seemingly played an important 

role (Lockyer & Weaver 2022). We hope that 
this project will exemplify some of the many 
possibilities that playful satirical approaches 
can offer by way of interdisciplinary engage-
ments with contemporary social issues.
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The origin story
In July 2023, seven researchers met in 
Frankfurt to work on ageing in a digi-

tal age. Wise professors had sent them on a 
mission: to conduct a creative and interactive 
hackathon specific to developing non-tech-
nical solutions to social issues. For hours and 
hours, the group discussed research questi-
ons, theories, models, data sources, gaps in 
the literature… They mapped the mess:

Mapping the mess
However, there was an elephant in the room. 
The group of researchers noticed that we al-
ready know so much; we are all experts in 
the field of ageing and know all the studies, 
findings, best practice examples and policy 
recommendations. They felt that no further 
study, research design or example of best 
practice would change the world. They felt 
that the system they were trapped in had to 
be tackled first. This was when the Ministry 
for Messy Research was founded.

Our solution to enable ground-breaking 
research: the invention of the Ministry for 
Messy Research!

Ministry Introduction:
• It’s the Year 2064
• Every citizen has the RIGHT TO RESEARCH
• There is allocated ‘Unicorn’ funding  
     reserved  for every citizen
•  The funding can be used at any stage of  
     life
• The ministry pairs facilitators and  
    researchers through critical feminist AI
• The facilitators are experienced in the   
   researcher‘s chosen subject and support  
     the research
• This AI adopts a „transformative approach        
     to AI that aligns with the wider values of      
     care and the common good“  
    (McQuillan, 2022)

Ministry Overarching Funding Focus:
• How do we live together?
• How do we care together?
• How do we age together?
• How do we die together?

Imagined Scenarios to explore the pitfalls 
and benefits of messy citizen research:

Scenario 1 
Exploring the influence of family and friends 
on researcher decision-making processes
Text message exchange between a citizen 
researcher and their parent:
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Scenario 2 
Unpacking the principles of ethical research 
and care-full‘ approaches:

Hearing from the Ministry for Messy Re-
search Ethical Collective 

As the Ethical Collective 
for the Ministry of Messy 
Research, we would like 
to reiterate the principles 
of conducting ethical re-
search, as it has come to 
our attention that some 
applications do not follow 
our guidelines. 

In June 2064, an applica-
tion for funding a research 
project in the field of bio-
medical engineering was 
submitted to our collecti-

ve. The proposed research involved human 
participants from a specific ethnic/religious 
group and aimed to enhance human longe-
vity. The research outlined a detailed process 
of using surgical and hormonal interventi-
ons on the human body to extend telomere 
length to test different ways of prolonging 
human lives.

The main principle of the ethical collective is 
to ensure ‚no harm to all humans and non-
humans.‘ However, the research applicants‘ 
data collection process involves genetic in-
terventions that do not account for possi-
ble risks that participants may experience. 
There is no clarification on how and in what 
ways the participants in such research would 
be affected mentally and physically after the 
intervention. Issues of consent regarding 
participants are not clarified and do not align 
with the collective‘s guidelines.

Moreover, the ethical collective is concerned 
that there might be ill-conceived ideas and 
goals to prolong human lives that prioritise 
a certain ethnic/religious group over the ge-
neral population.

As a result of identifying the above ethical is-
sues, the collective has decided to reject the 
funding application. We urge the researchers 
to follow care-full research practices. This 
practice adopts the principles of feminist et-
hics of care. Thus, it adopts a reflexive per-
spective that builds on imagination, critical 
thinking, responsiveness, and attentiveness.
Any research application that does not ac-
count for such principles will be considered 
unethical and will be rejected by the ethical 
collective.

Scenario 3 
Exploring the consequences of a glitch in the 
AI pairing process
Video message from the prison:

“Hello, I am a male researcher. I am spea-
king to you from prison. My tragedy started 
when I handed in a grant application to the 

Ministry of Messy Research. And as you 
know, they have this feminist AI matching 
algorithm that is used to select the appli-

cations that will be funded. The AI has been 
trained with angry feminist literature and 

data and discriminates against cis men, di-
rectly sending them to prison – please send 
help; I really need to finish some important 

publications!!!”



26

Scenario 4 
The pitfalls of lobbying on influencing  
research funding and direction

WE WANT YOU 

Spend YOUR research time 
at Marlbara Researcher Job  
advertisement

About us: 
We are a company that 
promotes the sale of ci-
garettes worldwide. Our 
corporate strategy is to 
make a profit; all other 
objectives are subordi-
nate to this. Our compa-
ny consists exclusively 
of men; women are only 
allowed to enter the buil-
dings for cleaning. 

In recent years, studies have repeated-
ly shown that cigarettes harm children and 
adolescents and can lead to addiction. We 
would like to refute these unfounded accu-
sations and prove that smoking contributes 
to the development of children and ado-
lescents and makes them more successful 
people. 
We would like to prove this in an empirical 
study and look forward to receiving your 
meaningful application. 

Your tasks: 
• We want to make our products avai-
lable to a larger target group. Therefo-
re, one of your tasks is to develop sa-
les strategies for cigarettes to minors.

• We would like to expand our plan-
tations to produce more goods. 
One of your activities will, there-

fore, be to investigate how legal 
guidelines can be bypas-

sed to grow our tobac-
co in nature reserves 
for these activities.

Our Offer:
• We offer a job in an attractive company and 
an annual salary of 900 000 euros. In addi-
tion, you have three cars and a private plane 
at your disposal, with a maximum of 90 hours 
of work per week.
• Your place of work will be far away from your 
home. You, therefore, have the advantage of 
not having to take on care activities or child-
care in your family. Here, we take the view that 
women are better suited for these activities.

Scenario 5 
Understanding the potential problems of 
over-reliance on human-led digital connecti-
vity

++ Breaking News +++ Great heat +++ Ser-
ver house on fire +++ All servers down +++  
Canine unit fatally injured +++  Digital ap-

plications process of the Ministry for Messy 
Research disrupted +++ Warning against 

panic +++

You wonder what happened? 
At 3 p.m. on Thursday, 27 July 2064, the Uni-
corn Fire Department (UFD) was called to a 
fire in the server house near the Ministry for 
Messy Research. Some of the cooling systems 
had caught fire and failed. However, the first 
arriving crews were not on the scene for over 
an hour as other fires in the city also needed 
to be brought under control. In the weeks be-
fore, the region had already been confronted 
with great heat and other extreme events, so 
water supply from other regions had to be or-
ganised first. Unfortunately, the canine unit 
deployed to guard the server house perished 
shortly after raising the 
alarm. The Ministry for 
Messy Research finally 
informed the UFD that 
the application pro-
cess could no longer 
be done digitally. The 
situation became very 
chaotic, and people 
were asked to remain 
calm and not panic.
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Scenario  6 
An example of crazy, beautiful research: A citizen-led piece of research using poetic enquiry 
to explore the impact of community living with animals aboard a ‘care-full’ arc to create an 
inclusive, age-friendly space.

Conclusio
We hope we have given you a picture of what democratic research could look like in 
examples of messy world futures. Now, back to the present to invite you to help us 
shape better research futures...

Our Research Pledge: “We believe everyone has the right to research; we believe that 
research should be ethical and care-full; we believe in equal knowledge production; 
we believe in a better research future”. 

 We invite you to make your own pledge in your own communities

How do we live together?
How can we live together, you ask? 
Never fear the most daunting task, 

Don’t believe that the power is gone, 
A new age of messiness has just begun, 

The goddess of death rides the waves of change, 
The pieces of time we can re-arrange, 

If you have no home, 
then make it with me, 

We will set sail to find it at sea, 
Together, 

no longer afraid to face the dark, 
Come aboard the care-full arc, 

We shall travel with the animals, 
the cats and the plants, 

How we will lead age such a merry dance, 
Launched into the waves by research right, 

To find treasures of knowledge that shine bright, 
Drown your fears to set them free, 

We will face it together, 
you and me. 
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Impressions66
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From left to right:  
Prof. Dr. Juliane 
Jarke, University of 
Graz, Austria; Prof. 
Dr. Helen Manches-
ter, University of 
Bristol, UK; 
Dr. Arlind Reuter, 
Lund University, 
Sweden.
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above:
Dr. Miranda Leontowitsch, 
Dr. Friedrich Wolf, Goethe 

University Franfurt,  
Germany
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