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Social and technological developments, 
in particular, large data aggregation and 
collection initiatives are shifting power 
structures in western societies creating new 
opportunities for social change. However, 
there is inequality in the way these 
opportunities are distributed. 
The most advance methods of  data 
processing and knowledge extraction 
are employed mostly by state authorities 
and corporate businesses; while general 
audiences are being passively observed 
and measured by them. This is evident in 
the ways that social media services like 
Facebook and Twitter store and accumulate 
information about individuals. The public 
has access to some of  these data through 
e.g. open application programming 
environments (APIs). At the same time, 
an average citizen does not have 
the skills of  programming, data mining 
and information analysis that meaningful 
interaction with these services requires.  
This work argues that media design 

practices targeted at supporting civic 
engagement may address some of  these 
inequalities. The thesis suggests a model 
of  design for public use that is focused on 
sharing open data in between the public, 
the state and the market. The model is 
aimed at establishing a support system, 
which would allow active and meaningful 
citizen engagement with open data that is 
generated online. This constitutes a first 
proposal of  what can media design for public 
use be.
 
The model of  media design for public use 
and related implications are explored 
through the design and development of
a proof-of-concept prototype of  a service 
called Moi Helsinki. Moi Helsinki is a 
location-based event calendar for Helsinki 
area that aggregates and visualizes public 
events retrieved from Facebook, using 
the available API, reinterpreting and 
visualizing this data again. The prototype 
website provides thus the public with

an opportunity to engage with local data 
that, while usually stored in the Facebook 
database, is not currently meaningfully 
accessible through the standard FB 
interface. The interaction design solutions 
and the user interface have been iterated
to find flexible touch points in between 
users (in this case Helsinki citizens) and 
the data. The work carried on shows that 
relatively inexpensive methods could 
indeed be employed to let the public 
engage in meaningful ways with data 
extracted from social media. The next steps 
in developing the concept of  design for 
public use should also involve more active 
user participation in shaping shared data. 
Moreover to be genuinely democratic 
these kinds of  practices will also require 
engagement, support and facilitation from 
the state. At the moment, designers can 
already broaden up the horizon of  their 
practice to include a systemic vision of  data 
circulation in the society.

Abstract
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* Here and after I will refer 
to the citizens as the public. 
While the agents that are 
commonly known as 
“the public sector” will 
be pointed to as the state 
a dministration or the 
government.

It is March the 4th, 2016, the meme of  today in
the English-speaking web is “Donald Trump 
defending his penis size at the Republican debate”. 
A populist bullet flying through the news feeds 
was, probably, carefully crafted at the backstage 
of  the Republican Party PR office. On the video, 
the audience meets a punchline with cheers. It is 
exactly one month before four copies of  this work 
shall land on the table of  my university department. 
Graduation brings one closer to being an adult. 
An adult citizen should be interested in acting 
politically and participate in building the state. I find 
it difficult to be interested in the staged performance 
that is broadcasted to us today. On the other hand, 
the digital infrastructure today provides an opening 
for engagement that has never been possible before.

In one of  his YouTube videos, Hank Green 
tells a story of  “Mass Incarceration in the US” 
(VlogBrothers, 2014). He begins explaining how 
the video came to be. A company called Visually 
contacted him asking: “If  you could do a high quality 
animated video about any issue in the world, what 
would you choose?”. Luckily the choice fell not onto 
the political meme trending at that moment, 
but rather onto an actual problem that the United 
States are going through. Over one and a half  

In Favour of 
Design for Public 

Use*
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million people watched the fi nal video, making it 
one of  the top 50 on the channel. While the most 
popular video on the VlogBrothers channel is still 
about mating habits of  giraff es, the fourth in the list 
is “Why Are American Health Care Costs So High?”. 
The simplicity of  YouTube broadcasting made 
it possible for the Green brothers to focus on 
constructing the stories based on the facts and 
propagating education on the topics that are valid 
for their community. In the case of  the VlogBrothers 
community is not an abstraction. Through 
the hub known as Nerdfi ghteria the Green brothers 
encourage the followers to unite online. Generating 
the community this way allows to focus on
the knowledge rather than spin around 
the VlogBrothers’ personalities (Wikipedia, 2016a).

The two episodes described above are representative 
of  the gap that exists in between the “actual politics“ 
and the politics that take place behind the scenes of  
the election process. This work is an exploration on 
addressing such gaps. Figure 1 introduces the names 
of  the active society agents that will be referred 
to further in the writing. The public is a group of  
citizens and residents, which may consist of  single 
individuals, families or community groups. 
The public elects the state of  administrative 
lawmakers that are called to tailor the regime 
working in the best interest of  the public. 
The market is composed of  the private companies 
that are serving the interests of  both the 
government and the public. The market provides 
services in return for material profi t. This 
simplifi cation of  the social model further allows 
us to talk about the complexities of  knowledge 
aggregation in social networks.

The academic discussion regarding the role of  
technology in shaping society (and vice versa) has 
been prominent for the last two decades. The work 
of  Castells (2006), for example, points to the role of  
networking opportunities brought by contemporary 

1. Diagram of the infrastructure 
terminology used in this work

technologies and how this networking 
opportunity shapes current social dialog. 
In his work, Castells highlights both sides 
of  this change: liberation facilitated by 
technology and oppressive response to 
this liberation. Following this track of  
discussion, other scholars have noticed how 
organisational and economic structures 
of  the emerging society were aff ecting 
everybody, but are not inclusive towards 
everybody. This inequality eventually 
spreads from networked economy to 
networked access to knowledge and 
information (Gerloff , 2006).

Networked data has its hidden risks, like 
any tool that may come into the wrong 
hands. While talking about it Newton Lee 
has sounded, probably, one of  the most 
severe alerts. Lee (2014) speaks of  the Total 
Information Awareness (TIA) program, 
carried on by the US government and its 
legacy in nowadays social networks. Figure 
2 builds upon the earlier model of  the social 

infrastructure to illustrate that confl ict of  
opinions (Lee, 2014).
The careless treatment of  personal privacy 
that once got the media to rage against TIA 
is present in social networks. Earlier, the 
public was suggested national security in 
exchange for the cuts on personal privacy. 
Today using extended network services 
come with the same price. Facebook is one 
of  the digital services whose position on 
this matter is known. Mark Zuckerberg 
famously stated that “social norm is just 
something that has evolved over time” and 
it is the time to reconsider the boundaries 
of  privacy (Johnson and Vegas, 2010).

There are other researchers, who voice 
pragmatic scepticism mentioning that 
tools and skills of  digital participation are 
not commonly present among the general 
audience (Kennedy and Moss, 2015). Today, 
scholars oft en point out the need for
the government to embrace inclusive 
practices and collaborative structures 

2. A conflict of interpretation in  private data treatment by the US government 
(Lee, 2014).
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(Design Commission, 2014; Mossberger et 
al., 2013; Oliveira and Welch, 2013).
For example, Russon Gilman (2015) 
calls for building environments that 
allow meaningful participation of  the 
citizens in shaping the agenda of  the state 
administration. In a similar way as
the Green brothers’ initiatives do, Russon 
Gilman notices the importance of  creating 
“opportunities for citizens to self-organize 
to improve governance outcomes“. Driving 
motivation for such self-initiated action 
among the citizens is a matter of  particular 
interest. There are academic studies that 
show that the motivations for the public 
to participate in government-driven 
innovation are similar to these of  open 
source: “fun and enjoyment alongside 
with intellectual challenge and status” 
(Juell-Skielse et al., 2014). This observation 
means that public participation requires 

mechanisms of  support to facilitate citizen 
engagement. Moreover, previous attempts 
of  governments to become digitally 
available for the general audience have 
oft en failed to provide data in an accessible 
manner (Evans and Campos, 2013).

Media design for public use which I argue 
for with this work is a combination of  
communication strategy and support 
system provision. Figure 3 is illustrating the 
vision of  this design objective. 
The communication strategy must evolve 
beyond serving the information assets.
The data on the scheme is a shared resource 
that is built and executed cooperatively by 
the three core agent groups. The proposed 
goal is to engage the public in extracting 
value from the data. While the market 
keeps providing digital services to the 
audience, it is in the public’s best interest 

3. System of data handling that is based on joint effort of the 
state, the market, and the public.

not to associate this support system with 
the profi t it generates. Therefore, the means 
necessary for active engagement (support 
system) should be responsibility of  the 
state. 

This environment may look simple 
on the graph, with only a few focal 
points. However, there are complicated 
relationship ties in between the agents in 
this social ecosystem. Social media has 
reinforced communication links within 
the public to the extent that has never been 
possible before Castells (2006). 

Google ID is more eff ective and useful in 
daily life than the state ID (Bratton, 2014). 
This is a strong and simple claim, that 
can be aspirational in its simplicity. Tim 
Wisniewski (2015) notes that the illusion of  
government being a locked monolith leads 
to high disengagement among voters and 
civilians. Immediate interface reactions 
seem to disperse civic activities in silos 
of  theirs social network connections. 
Parliament representation may seem 
delusional as aft er one has voted there is 
little opportunity to infl uence the process 
(Russon Gilman, 2015).

At the same time, establishing a connection 
with the state seems impossible for many 
citizens (Wisniewski, 2015). On top of  
this complexity, social technologies that 
drive people together generate data, which 
eventually can be turned a unique kind of  
knowledge. However, private companies on 
the market own this innovation, and 
the fruit of  the resulting knowledge is 
locked from the public (Balkan, 2014; 
Kennedy and Moss, 2015). The following 
paragraphs open up the context of  the 
overload in which we may fi nd ourselves 
today.

In Brazil, where participation in 
the election is compulsory for all 
the citizens, the project Non cancellable 
Newsletter (newsletterincancelavel.com.
br) refl ects upon visibility of  politicians’ 
work as a succession of  acts of  individuals. 
Aft er the state administration is elected 
citizens are informed about the work of  
their candidates only occasionally. Non-
cancellable Newsletter in line with many 
similar initiatives is aiming to illustrate 
the opening for political engagement 
of  general audience that the web has to 
off er. The authors of  the project question 
whether the publics themselves pay enough 

Age of Overload

“IF YOU DON’T APPEAR UNTIL PAGE FIVE 
OF THE GOOGLE SEARCH RESULTS FOR A 

SPECIFIC TERM, YOU MIGHT AS WELL NOT 
EXIST AT ALL.”

(INGRAM, 2014)
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attention to the politicians that they have 
granted with the vote. The service allows 
a voter to subscribe to news about the 
chosen group of  political figures. 
A generative news block is sent to the user 
during the four years of  the administration 
staying in power. There is no way to 
unsubscribe from this newsletter. 
The project’s creative writer, Tiago Pereira 
(2015), described the context of  the work in 
his portfolio the following way: “Elections 
in a country where short-term memory and 
corruption dominate politics”. 
The project has been released with 
the slogan: “Politicians, you are being 
watched”.

Castells (2006) points out that in the case of  
the Internet “the first thousands of  users, 
were, to a large extent, the producers of  
the technology.” When the World Wide Web 
was being envisioned its visioners aimed 
to unify the data and build a common 
stack of  it, for everyone to access and edit 
it according to their needs. This tendency, 
however, faded out for a while until later, 
when blogs and wikis reestablished it to 
some extent (CERN, 2008). The decades that 
the web was accessible led to accumulating 
collective intellectual effort online. Today, 
finding a needle in a haystack can be 
an easier task, than finding online a single 
bit of  information that you need. Artificial 
intelligence and technologies like artificial 
neural network are showing promising 
advancement lately (Pannu, 2015). It is 
likely that open searching requests in native 
language would be possible soon. 

Development of  knowledge management 
on the technology market is without a doubt 
good news. However, an aspect of  concern 

at this moment in time is the proprietary 
nature of  this knowledge accumulation. 
We are currently at the state of  digital 
oligopoly, domination of  a few firms over 
the market (Ingram, 2014). Companies like 
Google, Facebook and Amazon are directing 
vast amounts of  web traffic. Google 
claims (2011) to aim at the “focus” and 
“effortlessness” in its experience design. 
Company interprets filtering the data as 
“getting all the other clutter out of  your 
way”. This objective does not change the 
fact that Google’s algorithm is proprietary 
and even the specialists can not tell why do 
some of  the pages drop their position in 
the search output (Ingram, 2014). This 
literally means that users can never fully 
engage with what the system serves as 
the search result.

“A POST-DIGITAL SENSIBILITY 
OF MUSIC COMES WITH AN 
INHERENT QUESTIONING 
OF THE OWNERSHIP OF THE 
SPACES WHERE MUSIC TAKES 
PLACE.”

(FLEISCHER, 2013) 

In his article for e-flux Rasmus Fleischer 
(2013) develops the thoughts he earlier 
announced in his Post-digital Manifesto 
(2009). The article talks about the music 
production as a political act in the world 
that has been shaken by technology and 
new efficient ways of  mass media in 
particular. The understanding of  positions 
of  power has shifted in both politics and 
music production and the path has opened 
for many opinions to pour out as well as for 
many musicians to digest existing musical 

footage and use available channels. 
The ability of  many to express themselves 
fully is leading to series of  “local 
dictatorships” emerging in parallel next to 
each other. Listeners (be it the political or 
music performance) are left to transition 
free in between these dictatorships. 
Fleischer concludes stating that easy access 
to music copies is significantly lowering 
the production threshold for a wider 
audience. Earlier he claims: 

One of  the outcomes of  the disengagement 
with data and letting the machine process it 
for us is the opening for algorithmic crimes 
(Goodman, 2016). ‘Black Box’ algorithms 
are present in all aspects of  our lives. Such 
algorithms often drive major decisions in 
market and statistics. 

A notable example has occurred in 
2013 when on April the 13th the Twitter 
account of  Associated Press was hacked 
(Foster, 2013). A note said: “Breaking: 
Two Explosions in the White House and 
Barack Obama is injured.” US market 
instantaneously lost billions in value. 
The loss was temporary and the value was 
regained after the alert was found untrue. 
The Syrian Electronic Army claimed the 
responsibility for this attack. The target 
of  the attack was not as much the Twitter 
feed of  the trusted agency itself, as the bots 
and the algorithms running the market on 
the speed that no human could manually 
control (Goodman, 2016). 

There is a multitude of  factors that make 
things valuable for us. These things become 
the drivers of  the individual’s action. 
Everyday experiences we leave are deeply 
woven with how we see the world around. 

Klaus Krippendorff (2005) in his writings 
has described this awakening of  meaning-
driven artefact design as the “semantic 
turn”. Since early years on we learn to 
interpret objects, events and behaviours in 
relation to the context. We learn reading 
from left to right and later some of  us re-
learn in order to master a foreign language. 
Krippendorff opens up describing 
the traditional interface of  an artefact as 
the one that is meant to be learned. Nothing 
in the visual shape of  the bus tells 
the user that it can take him from the point 
A to the point B, this is the knowledge 
we have to obtain from the map. When 
it comes to learning the news concepts, 
traditional design relies on the user’s 
patience. Semantic approach to design, that 
Krippendorff advocates, begins from the 
user’s experience of  the object. The way 
the interface should be modeled, is the 
way that helps the individual in the most 
efficient use of  an artefact. 

In his writing Krippendorff does not limit 
the definition of  the artefact. A service can 
be as much of  an artefact as a coffee mug. 
Seen from these prospective design of  
communication models deserves 
the semantic turn of  its own. The ways 
in which we present and read everyday 
information are influencing the quality 
and intensity of  our discussions (Galloway, 
2012). Non cancellable Newsletter is an 
example of  the work that is targeted 
to change the level of  discussion among 
the public. The state is often treating 
modern communication technologies in 
an utilitarian manner, engaging with it 
largely in the share-only manner (Castells, 
2006). In his work on the networked society 
Castells (2006) points to the change in 
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communication that has already taken 
place and the environment is set for 
the active public engagement. He claims 
that talking of  this change as futuristic 
is counter-productive and argues the 
state is missing on the full potential of  
communication technology.
 
Another futuristic vision popular today 
is The Hunger Games dystopia depicting 
a society with a death match broadcast 
annually. This metaphor is every bit as real 
as the one Castells defends, talking of  the 
change in public communication dynamics. 
Much of  our discourse is circling around 
the default definition of  a “single winner”, 
while the rest is the loser. In her book The 
Tyranny of  Choice (2011) Renata Salecl 
paints a picture of  anxiety that 
the fear of  imperfect choice drives us into. 
She describes how the desire to buy “the 

perfect cheese” combined with 
the pressure of  the context brings a person 
to devastation. Making wrong choices is 
nearly worse than not making any choice 
at all. In day to day experience there are 
shades of  grey to this struggle. 

When the state and the market have 
to react on the technology advancement, 
companies and governments face multiple 
choices considering further development 
(Goldstein et al., 2013). Decisions at 
this level are most often linked back to 
semantics dominating in the given society 
at the given moment (Krippendorff, 2005; 
Reilly, 2014) Subjectivity of  these decisions 
can and should be challenged if  the aim 
is to represent the public in a just manner 
(Visvanathan, 2009).

For the last years, young veterans returning 
from the service overseas have faced 
unemployment in the US. In their report for 
the Center for American Progress Chopra 
and Gurwitz (2014) mention that “as of  
August 2014, nearly 15 percent of  young 
veterans ages 20 to 24 were unemployed 
— a rate 4.2 percentage points higher than 
their nonveteran counterparts.” This gap is 
growing because the skills of  the veterans 
are hard for employers to translate outside 
the military context. The resolution of  this 
problem requires multiple changes. In his 
interview (2014) Aneesh Chopra mentions 
that while serving as a CTO of  the US he has 
requested the consultation from 
a specialists in media and technology on 
various questions. Recommended solution 
to this problem aggregated many changes 
in the treatment of  data online. Instead of  
investment in new IT system, creating 
a simple listing of  the jobs suitable for the 
veterans, an open data collaboration has 
been initiated. The suggested objective 
was to organize a “job posting” schema for 
interested employers, which would allow an 
employer to signal quickly availability for 
the cause. The White House administration 

has gathered the leaders of  Schema.org 
(a network including Google, Yahoo, and 
Microsoft) suggesting the implementation 
of  the common meta-tag (Chopra and 
Gurwitz, 2014). The launch of  the initiative 
rapidly tagged over 500 000 available jobs 
with suggested microdata.

In his late prose Anton Chekhov was 
building a scene of  the idea, rather than 
leading directly towards it (Shapiro, 2015). 
The reader was left to dig for the sense 
and own the result. The meta-level signs 
in the context of  the play were serving as 
interpretation guidelines. Similar thinking 
lays in the definition of  the semantic web as 
a network of  data linked together through 
the meaning. This pre-scripted association 
allows a machine or a person to navigate 
through the unending chain of  the database 
(W3C, 2013). The original idea did not mean 

Semantic Order

“WE EXIST AT THE 
INTERSECTION OF 

TECHNOLOGY AND SOCIAL 
ISSUES.”

MARK ZUCKERBERG 
(LEE, 2014)
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that a machine would comprehend the data. 
The semantic web was supposed to allow 
intelligent processing of  data. 
The team developing the concept continues 
the work. However, there are voices in 
the field arguing that the idea of  
the semantic web has failed to deliver on its 
promise (Shadbolt et al., 2006). Co-founder 
of  Wikipedia, Jimmy Wales, discussing this 
topic has been pointing out that the system 
has not come fully equipped with the tools 
ready for implementation (Big Think, 2012). 
Wales noted that in his opinion keyword 
search is doing the decent job for data 
retrieval with no need for the machine 
to analyse the content of  the page.

The majority may agree with Wales, who 
finds the keyword search legible. 
At the same time the big players of  
the web keep pushing the concept further. 
Google has taken the first steps moving 
the direction “from being an information 
engine to becoming a knowledge engine” 
(Google, 2012) Google introduced 
the Knowledge Graph as both, the method 
and the growing database proprietary 
to the system. Other large searching 
engines like Microsoft Bing and Yahoo! are 
known to be working on similar projects. 
Much like in the case of  the semantic web, 
a Google Knowledge Graph interprets some 
of  the most popular searching queries as 
nodes of  larger data networks. Structured 
information related to these nodes 
is present for the user on the sidebar next to 
search results. For example, the request “Da 
Vinci” will return the list of  the artist’s work 
along with the list of  the other painters 
of  the era, that user might not 
have discovered yet. 

Facebook has started experimenting with 
a similar approach a year later, releasing 
Facebook Graph Search in collaboration 
with Microsoft Bing in 2013 (Facebook, 
2013). This update has allowed users to type 
in searching requests in natural language 
(e.g. “my posts from the last year”). 
The way to these changes was paved by 
the Facebook Platform launched in 2010 
(Fang, 2011). This platform utilized 
the model of  representation that in 
the context of  the Internet became known 
as the social graph (Wikipedia, 2016b). 
The model of  the Facebook Graph Search 
has derived from the graph theory and 
used mathematical analysis rather than 
relational representation to generate 
the mapping of  the network.

Mark Zuckerberg, founder of  Facebook, 
had announced that one of  Facebook’s 
objectives is to expand the use of  this 
network outside the project (Farber, 2007). 
The Facebook Graph API is a primary way 
for developers to get data in and out of  the 
platform (Facebook, 2016a). 
It is a low-level HTTP-based API, which 
returns information from the social graphs 
accumulated by Facebook. With close to 
zero development effort, static blocks of  
information can be extracted through 
the Graph API Explorer. The system stores 
information in the “objects”. This model 
bundles together data assets as attributes 
of  a single entity (e.g. “user” object must 
have an id stored as a number, the first and 
the second name stored as individual text 
strings) (Facebook, 2016a).

A general user of  the Facebook website 
is not aware of  that her data is being 
accessible in such systematic ways like this. 
Moreover Facebook Graph search, which 
could have made it evident, has failed as 
a product (Stone and Frier, 2014). 
Facebook’s objective to open up data to 
the developers does not necessarily 
spread onto their operation with the users. 
Algorithms of  the system remain closed 
(Lee, 2014). The system makes “subjective” 
choices based on the mathematical 
procedures, that are not clear for 
the general public. This in turns makes 
the final data output of  the official Facebook 
website less usable for practical purposes 
of  the general audience. Other systems 
are aiming for exclusion or limitation of  
subjective factors from data presentation 
(DeLaCruz and Claveria, 2007). 

For example, one of  the largest online 
dating systems, OkCupid, explains their 
matching algorithms (Wilf, 2012) 
to the users in public videos (Rudder et al., 
2013; Wilf, 2012). One may argue that this 
information is not targeted at OkCupid’s 
audience and even if  it was there is no 
practical implication of  this knowledge. 

Yet, knowing why the system returns 
you particular data, brings up a wider 
vision about how we get our data served 
and what we can change to influence it. 
The UI aspect of  this evolution can still 
be pushed further to make the final user 
aware of  the flexibility of  this type of  
search. An example of  such guides built into 
the UI can be seen today on the YouTube 
“Recommended” feed (Google Support, 
2016a). Registered users are getting their 
history saved and processed by the website. 
Previous search queries are being suggested 
for further exploration in a single feed on 
the top of  the user’s landing page. If  a user 
chooses to reject some of  the content, there 
is an option to fine-tune the suggestions by 
deleting the stored “theme” from the list 
altogether. However, the single location for 
suggestion criterias still cannot be found 
on the website. The closest hint to this is the 
log of  the search history, by editing which 
the user may influence the results of  the 
recommendations. (Google Support, 2016b) 

Kennedy and Moss (2015) suggest 
the distinction in between “known” and 
“knowing” publics. Their paper speaks 
of  the beneficiaries of  social media data 

Objective Web



mining urging closer attention to
 the alienation from the data experienced 
by the general public. Fleischer (2015) is 
building upon a similar concern saying 
that venture capitals are employing hacker 
surplus. At the same time, the state is not 
investing enough on hiring information 
technology talents. At the same time, 
the public is lacking the skill to monitor 
the data daily collected by corporations. 
Initiatives like Minun Data (My Data) 
group in Finland are aiming to change 
this situation by developing a possible 
architecture of  a data repository for 
personal data awareness (Poikola, 2013). 

Similarly, there is promising potential 
for the general public to get to know 
themselves hidden in the jungle of  social 
media data (Kennedy and Moss, 2015). Some 
individuals may not yet associate Google’s 
output with their personal space. 
Yet the bond in between them rapidly 
becomes tighter and personalisation of  
search results is raising moral and technical 
questions (Feuz et al., 2011). The average 
social media user does not yet experience 
significant narrowing of  information 
caused by the machine-filtering of  
the feed (Thurman and Schifferes, 2012). 
The general audience may never have heard 
of  companies like MetaFilter taken off the 
market solely by Google’s decision. On a 
day to day basis, we let Google Maps decide 
upon “the closest” supermarket or Facebook 
to tell us “events our friends are going to 

today” (Haughey, 2014). 
And these decisions are made by the 
machine “subjectively”, based on its image 
of  us that the system generated through its 
data. The minor subjectivity of  the system’s 
response is likely to go unnoticed: we are 
likely never to pass the neighbour’s block to 
find a store not marked on the map or 
an event that the Facebook algorithm 
excluded, simply because the friends going 
there did not chat with you in the last few 
months via the platform. 

The situation dramatically changes when we 
think of  letting the machine make choices 
of  life and death. An ethical dilemma of  
this kind was illustrated by TED-Ed (Lin et 
al., 2015) on the example of  the self-driving 
car. The dilemma unfolds with the question, 
what should the car’s onboard system 
prioritize in the case of  the accident. 
Should the car be saving the driver ignoring 
all possible casualties on the road — it may 
turn into a pre-programmed homicide 
machine. On the contrary, what if  the 
onboard computer is going to make 
a calculation of  victims and decides to spare 
the driver, should the driver be warned? 
When we let the machine decide for us, we 
deserve to know the reasoning behind the 
choice. This level of  objectivity is currently 
not present in web design.
 
This is the objective web, 
which we can strive for.

“Wrangling APIs, scraping, and 
analysing big swathes of data 
is a skill set generally restricted 
to those with a computational 
background.”

Boyd and Crawford 
(Kennedy and Moss, 2015)
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Structure of the work

The first chapter Media Design for Public Use 
opens up the definition of  the public. The 
vision of  the society model used in this 
writing is similar to the structure described 
by John Dewey (1927). This vision expands 
onto the tasks of  design and the public 
as their beneficiary. Openly shared data 
becomes the clay for designers. One of  the 
largest accumulations of  data immediately 
connected to the public is social media. 
In this chapter I suggest an approach 
to media design, in data intensive 
environments. 
That begins with the system planning and 
through the usability methods opens up 
towards the product design stage. 

The second chapter From Knowledge to 
Knowing describes three stages of  work 
with data. At first, data must be collected 
from social media. However, unstructured 
raw data is not valuable for the public 
(Reilly, 2014). That is why the second step 
is knowledge extraction. Unlocking data 
always brings interpretations. The nature of  
these interpretations is connected to power 

distribution in society (Visvanathan, 2009). 
To enable democratic data sharing, the 
public has to engage actively in 
the process of  knowledge management. 
This engagement subsequently implies 
changes in the transparency of  digital 
services and planning of  the interfaces. 
Most importantly, the power balance shift 
in the society should be recognised

Following the chapter documents the proof-
of-concept prototype called Moi Helsinki. 
There are several aspects of  suggested 
media design approach that have reflected 
in the practical work. One of  the project 
goals was to give a tangible illustration of  
the concepts described above. This includes 
retrieving relevant user-generated data 
from a social network API. Another goal 
was to build a demo of  the user interface 
that allows users to productively reconnect 
with the information pulled from social 
media. This chapter is followed by 
the discussion and further work 
suggestions.
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Publics and Public Use

Earlier in the introduction, the public 
was defined as the citizens in contrast to 
the state represented by the government 
and the market consisting of  private 
firms. Media design for public use is thus a 
system engaging all the three segments 
in manipulations with the common data. 
Engagement in the system spreads on other 
levels: beyond sharing, towards new forms 
of  dialog, where previously non-existent 
knowledge is extracted from the data. Such 
engagement requires support system for 
the public to participate in it actively. 

A similar conceptual model of  structuring 
society agents has existed for nearly 
a century. For example the work of  John 
Dewey (1927) who defines “the state” as an 
elected body and “the public” as 
the electorate, making a note on 
the citizens’ composition not being stable. 
Dewey’s opinion is that “the public” does 
not come into being until a negative change 
in the environment calls it into being 
as an active agent. 

The seed of  the argument that Dewey 
established with his work calls for 
the understanding of  the public as 
the problem-solving mechanism embedded 
in society. This discourse urges 
the recognition of  the attributes on which 
this wave of  social dynamics occurs. 

Similarly, Wallerstein (2004) suggests 
a world-system analysis, as an improved 
approach to the detailed study of  the global 
systems. He suggests that the “boxing” of  
disciplines, that we adopted historically is 
more of  “an obstacle” on the way 
to progress, rather than the pathway. 
The world-system approach is leaning 
towards social analytics while tending 
to ignore the nation state as the boundary 
of  the study.

Defining public use as a participatory 
system, boosts the importance of  
motivation of  the general audience 
to collaborative engagement. Among 
the other early writings on the topic of  
the social dynamics, the works of  Émile 
Durkheim stand out due to the role that he 
assigns to interpersonal communication 
(Sokolov, 2015). The study of  religious 
behavioural patterns leads Durkheim 
to claim individual and individual’s rights 
as a new object of  worship in modern 
society (Durkheim and Swain, 1916). It is 
important to notice the role that Durkheim 
assigns to face-to-face communication. 
His work describes our daily encounters as 
fundament for the ideas of  what is trivial 
and what is religiously sacred. Durkheim 
explains that the nature of  our driving 
motivations is social. 
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Game theory has an example called 
Prisoner’s dilemma that has become 
a general illustration of  typical cooperation 
behavior (Sally, 1995). Most commonly 
the model is framed the following way: two 
criminals are arrested and not allowed 
to communicate. Both of  them have 
to choose to either betray each other and 
be released (while the betrayed criminal 
will serve three years) or stay silent and be 
sentenced to a year in prison. In case both 
of  the criminals betray each other each gets 
a two years sentence. The experiment shows 
that in the vast majority of  instances both 
of  the prisoners will betray each other if  
the opportunities to negotiate a cooperation 
are not present. Even though a rationally 
planned forward-thinking strategy should 
lead both players to “cooperative” silence 
— experiments show that such an outcome 
is rarely the case in real life (Fehr and 
Fischbacher, 2003). This study, however, 
received extensive criticism for not letting 
enough attention to the opportunity of  
communication in the realistic setup. 

Selecting an option that is not in the 
individual’s interest to later benefit from 
the actions of  the others is “credible 
commitment.” (Miller, 2000) Typical 
illustrations of  such restrictions come 
from the military tactics. For example, 
Chinese military general Han Xin is known 
to place his soldiers with their back to 
the river, cutting them the way to escape, 

therefore leaving them no option but to 
fight the enemy. The concept of  credible 
commitment was introduced by Schelling 
(1960) during the Cold War. Originally 
deriving from the global politics this model 
finds its implementation in day to day 
practice (Miller, 2000). Individual, who 
gives up smoking, for example, may let 
everyone around know about his decision. 
In this case, the stakes of  returning to 
the habit are higher, since involving 
the public implies such social concepts as 
honor and shame.

Goffman’s essay Fun in Games presents 
the “rules of  relevance and irrelevance”, 
that are coming in power when a person 
playing a role in game neglects the facts 
that are irrelevant for the game-flow 
(Goffman, 1961). Transferring this model 
to the social interactions, Goffman 
illustrates how an individual can only then 
develop an interest in the game when there 
is no border in between the played-self  
and real-self. This approach argues that 
the dedication to the action is only possible 
with the person fully merging with the act. 

Studies mentioned above underline 
the earlier mentioned statement that it 
is “fun and enjoyment alongside with 
intellectual challenge and status” that bring 
interest in individuals to cooperate (Juell-
Skielse et al., 2014).

“OUR EXPERIENCE SHOWS THAT WHAT GETS MEASURED CAN 
BE CHANGED. THAT IS WHY IT’S SO IMPORTANT TO MAKE THIS 

INFORMATION AVAILABLE TO EVERYONE.”
ROBERT ZOELLICK, WORLD BANK PRESIDENT, APRIL 2010 

(SMITH ET AL., 2014)

A concept that is worth mentioning 
alongside with the drivers of  strategic 
behavior is “focal point”. Its definition 
the game theory context originates from 
the same source as the “credible 
commitment” and defines the solution 
that people choose as the most intuitive, 
trying to cooperate when the means of  
communication in between them are cut off 
(Schelling, 1960). The following experiment 
is often used to illustrate the concept: two 
players, who are not able to communicate 
with each other, are presented with four 
squares, out of  which one is red. To win they 
both have to point the same square, in most 
cases, they both will select the red square. 
This choice does not give players any benefit 
in comparison to the other ones. 
For the majority, it will seem reasonable. 
Schelling (1960) introducing the same 
concept was using another example. 
He asked a group people the same question: 
“Tomorrow you have to meet a stranger in 
NYC. Where and when do you meet them?”. 
The most common answer he received 
was “noon at the Grand Central Station”. 
Following the concept of  focal point, 
Schelling concluded that common tradition 
has led to prioritising this location 
over the others.

The latter example allows drawing 
an assumption that the public; that earlier 

was defined loosely can have a common 
focal point when locally considered. 
In other words, locals of  a particular area 
would have a shared semantic image. 
With this assumption in mind, further 
application of  the principle allows 
suggesting, that given a location-tied 
problem, locals are likely to cooperate with 
the lower threshold of  communication. 
Information technology already has a log of  
experiences in activating the public based 
on its locality, for example when it comes 
to urban planning (Horelli, 2013). Horelli 
defines technology-mediated participation 
of  the public in the city shaping as 
e-planning and the individuals themselves 
as glocals (global locals). She employs 
the concept of  glocalisation, coined in 
the 1980s concerning the global localization 
of  export goods and gained the attention 
of  academics in 2000s. With e-planning 
Horelli uses the concept of  “glocal” public 
to address complicated participatory 
schemes of  locals addressing global 
problems. Interestingly the idea of  
the public (now globally local) shaping with 
the negative change seems to be
 as relevant as it was a century ago 
when Dewey formalized it.

Communication & Localisation 



31

Media Design for Public Use •  Data as Medium of Design

The development of  a new product most 
oft en requires an asset of  skills from cross-
functional areas (Vissers and Dankbaar, 
2002). Through the last years, we witness 
the shift  in design practices towards 
the fi nal user that in some cases lead to 
co-creation (Sanders and Stappers, 2008). 
When design landscape changes, fi nding 
a name for the design discipline to which 
the work belongs becomes inherently 
complicated. Moreover, the implementation 
of  the work oft en spreads into several areas 
of  knowledge, far beyond the physical 

product alone. Before focusing on the role 
that data plays in media products we should 
name some of  the overlapping design fi elds, 
and theirs aims. Establishing the general 
view of  the design practice required for 
the task will secure product from further 
inconsistencies. 

The term media design has already 
appeared in this writing without an 
extended defi nition. Figure 4 depicts 
the three core components which I propose 
to consider when speaking of  media 

Data as Medium of Design

4. Schematic introduction to the infrastructure 
terminology used in this work.
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design: system, user-centered and product-
centered design. Each of  these areas is 
a discipline of  its own, and each of  them 
contains even more precise orientations. 
The figure only touches upon the practices 
that are relevant to the context of  this 
thesis, and even there the aims of  
the listed subdisciplines are branching 
wide. It is important to define the 
components of  what we call “design” to 
identify the origins of  the values that drive 
further work (DiSalvo, 2011a).

System design is laying the fundamental 
architecture of  work, defines its 
components and modules (Wikipedia, 
2016e). In the case of  developing a product 
for the public use, we may identify the 
system’s need for the social, communication 
and persuasion design disciplines. 
Social design stands for the application 
of  the traditional design in the social 
context (Design Commission, 2014). 
Communication design is an activity of  
conceiving the product that will have 
the impact on the public’s knowledge. 
The outcomes of  such intellectual activity 
are interaction and graphic design which 
shape the actual product (Frascara, 2004). 
Probably, the most exotic in the list is 
design for persuasion and contestation 
design. Both of  these actions aim to have 
an effect on public’s action. The difference 
is that the former is targeted to educate 
individuals (Frascara, 2004) and the latter 
is used to promote political agendas in 
contesting areas (Hirsch, 2008). All of  the 
above can classify as “the concepts” of  
design. Or design thinking paradigm. 
They allow framing the work in relation 
to the aim.

User-centered design, rather an approach 
consisting of  its particular method, than 
a systematic overview of  the action 
(Sanders and Stappers, 2008). Practices 
focused on the final user has been gaining 
popularity and made their way to 
the lever of  the state innovation as well 
(Design Commission, 2014; Dragoman et 
al., n.d.; Teli et al., 2015). Service design 
is a human-centered methodology 
of  product development. Its aim is to 
envision and “choreograph” otherwise 
undiscovered aspects of  the product in use 
(Holmlid, 2009). Considering human as 
an actor (rather than a “factor”) has lead 
to estimating emotions and attitudes that 
associate with the product. 
These parameters constitute the user 
experience (UX) which can be influenced 
by design (Teli et al., 2015). In human-
computer one of  the core aspects of  such 
control interaction is the user interface (UI) 
(Fatland, 2007).

Lastly, web- and graphic design come 
into the equation not as two independent 
disciplines, but as a resulting artefact 
(Frascara, 2004). Both these areas have 
their quality drivers. However, united in 
the single system vision and implemented 
through user-centered methods, they 
intertwine to the degree, where one can not 
be separate from another. 

It is important to outline creative practice 
disciplines to see the development drivers 
establishing the work. These drivers are 
the parameters shaping the idea of  “high 
quality” in designers’ mind. This vision of  
the quality reflects on the product. In his 
talk on alternative agriculture, Carl DiSalvo 
(2011a) speaks about the need to re-adjust 

these drivers to match the reality of  product 
user. DiSalvo introduces the definition of  
“cultural imaginary”, the ideas that we have 
about potential function of  the artifacts. 
His claim is that designers are responsible 
for the creation of  many of  these cultural 
imaginaries. It results in the situation 
where a lot of  these ideas take their root 
in the designer-author quality standards 
(the quality levels of  the professional 
discipline), rather than in the reality of  
the user. DiSalvo argues that to facilitate 
public’s fluency in technology, designers 
have to embed small local factors into their 
cultural imaginaries of  the globally scaled 
vision (DiSalvo, 2011a).

DiSalvo’s method to establish openings for 
local realities to enter the larger design field 
is a co-creation workshop. His method of  
using the “event as the medium of  design” 
inspired this chapter, that claims that data 
is another medium of  design, that can bring 
some facts back to the table. 
The combination of  design practices 
outlined above has a potential to lead 
the vision of  the product development. 
Systematic framework is called to unite 
the different branches of  design with 
a single goal.  This frameworks consists 
of  the data collection, processing, and 
distribution master-plan. Once established, 
this structure will be able to coordinate 
the quality demands coming from the other 
fields. The layer on top of  this system core 
is user-centered methodology. Usability 
focus brings the individual’s needs to 
the developers’ table before their artistic 
ambition. The combination of  these two 
gives a frame for the art of  the product 

building performed visually (graphically) 
on the web.

A practical example leading towards local 
utilization of  the data is Gapminder World 
(currently Gapminder Bubble Chart), 
a web tool developed by a Swedish non-
governmental organization. Gapminder 
has taken advantage of  using available 
information technology to communicate 
complicated health issues. The innovation 
of  the tool is in its ability to represent 
dynamically the data that commonly were 
locked in the spreadsheets (Rosling and 
Zhang, 2011). For example, relationship in 
between income per capita and 
the amount of  HIV-positive adult 
population can be compared for the US 
alongside with Tanzania. Such visual 
comparison, displaying several decades of  
the epidemic progression illustrate that 
the infection occurrence is not a simple 
derivative of  the income level. There must 
be another parameter driving the HIV 
spread. Rosling suggests to involve cultural 
parameters for finding the reasons. 
The Gapminder user is allowed to 
the multiple options for adjusting such a 
graph to track the possible influence of  
other factors on the statistics. 
The development focus of  the Gapminder 
team is information accessibility and 
utilization (Rosling and Zhang, 2011).
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Hans Rosling has based original Gapminder 
Bubble Chart on the idea, that the way we 
engage with data depends on the shape in 
which we have received it. This seemingly 
self-evident statement is often hard
to turn into the objectives of  work 
during the development of  a complex 
communication platform. Esteve Pannetier 
in his work as a human factor consultant for 
complex negotiations is urging 
the importance of  the details in addressing 
the opponent (Pannetier, 2013). 
The approach suggested by Pannetier has 
been practiced by the populists politicians 
and advertising agencies for a long time. 
Recently with the partial dispersion of  
the top-down management model such 
techniques became increasingly relevant 
for smaller teams. In cases when team 
communication is tied to social networks — 
the interfaces of  these platforms become 
an integral part of  the language.

There are study cases that illustrate such 
dependency on the social network design. 
Pauliina Seppälä (2012) in her writing 
documents several experiments of  engaging 
the public through Facebook. Initially this 
social network provided an opportunity for 
instant connection, that expanded beyond 
digital communication, into physical acts. 
Seppälä points out that the design of  
the Facebook website provides a limited 
range of  technical options. 
In the cases when compromise depended 
on the flexibility of  the communication 
platform (for example, in the case when the 
unification of  the project branches required 
renaming all the pages) rigid regulations 
lead to disagreements in the team.
The group of  voluntary participants, 
initially tied by a common motivation was 
eventually dissolving due to 
the miscommunication and decreasing 
interest.

Social Media as a Public Data
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There is an opinion that services like 
Facebook or Twitter do not focus on 
facilitating teamwork. Such a situation is 
originating from the primary market aim of  
capital accumulation, which makes 
the commercial agents at the marker biased 
towards the end users’ needs (Bah Thibault 
et al., 2016). At the same time, there are 
still precedents like the cases described by 
Pauliina Seppälä, which show that easy 
access to the tools like Facebook Groups 
and Facebook Pages generates the demand 
for particular service features. Social media 
presence is so pervasive that the public 
sector organizations are facing a need for its 
strategical adoption (Sharif  et al., 2015). 
The U.S. federal government units 
already had several waves of  social media 
engagement (covering both Facebook 
and Twitter) for the promotion of  their 
activities (Mergel, 2013). Studies estimate 
that around 80% of  the public sector agents 
have a social media presence (Oliveira and 
Welch, 2013), however, it seldom spreads 
as far as actual interaction (Mergel, 2013). 
Eirik Fatland (2007) mentions a personal 
anecdote in the conclusion of  his work. 
While finishing his work on “democratic 
interfaces” (tools for online facilitation of  
online democracy) he has received 
an invitation to join a Facebook page called 
“Constitutional Facebook.” The author 
of  the page was irritated by the privacy 
violations performed by the service and 
rolled out this initiative to confront 
the owners of  the platform.

Democratic Interfaces suggested by Eirik 
Fatland (2007) represent an alternative 
branch to integrating public services into 
the existing social networks. He argues for 

establishing an independent platform that 
combines discussion forum with the wiki-
type interface for archived petitions. Wiki 
is a website format open for collaborative 
modification (Wikipedia, 2016). Fatland’s 
work provides extensive descriptions of  
the specific interface layouts and may serve 
as an excellent illustration of  legislative 
collaboration software. 
The weakness of  the concept alerted by 
the author himself  is the lack of  service 
perspective to the design proposal. While 
the interface of  the system can lower the 
motivation of  the users to communicate, 
possible encouragement to participate 
can not be driven from the interaction 
design alone. Developing user engagement, 
through system design, has shown its 
potential in the recent years (Design 
Commission, 2014; Gebbia, 2016; 
Mossberger et al., 2013; Oliveira and Welch, 
2013) and going deeper into the subject 
would be the goal of  the following chapter.

Early on in this writing mentions social 
media as the place where design may 
meet the public, the state and the market. 
Kennedy and Moss (2015), give three 
reasons to justify this choice. Firstly, 
they see the potential in Application 
Programming Environments (APIs) 
to engage the public and the state, since 
technically the access to such tools is 
usually open, even though it requires 
technical skills to access. Secondly, they 
claim that the policy of  social media data 
mining (analytical personal data study) 
requires critical attention. Researchers 
argue that while social media in itself  
is seen as interactive, users are being 
locked out from the data which represents 
them. Lastly, Kennedy and Moss see 

the publics are emerging through social 
media interaction. They track the history 
of  observation in this field naming 
“networked” (connected via social media) 
and “calculated” (studied through social 
media) publics as essential milestones on 
the way to the new turn of  engagement. 
In sum, their greater agenda is to empower 
the publics through the data associated with 
them and the environments that can open 
this information up.

The scope of  data processed by social media 
is unprecedented. Today it is proprietary, 
and it puts the entire idea of  the services at 
risk, surrounding them with negative flare 
(Bah Thibault et al., 2016). At the same time, 
the programming environment that allows 
experimentation is leaving the chance 
to use this situation as an incubator for 
the new generation of  design. Design that 
sees the system as a whole and focuses
on the value of  the data.

“The depth and breadth of information 
flow is breathtaking, with Twitter 
generating an estimated 55 million 
tweets a day (“Twitter blog: Measuring 
tweets.,”), Flickr amassing more than 
6000 photos each minute (Flickr), 
YouTube accumulating over 24 hours 
of video a minute, taking up more than 
10% of all internet traffic (YouTube), and 
Facebook having more than 400 million 
active users, making it the most visited 
site on the Internet in the USA. ”

(Kavanaugh et al., 2012)
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Talking about the data without previously defining 
it in depth is much like making a joke about 
Schrödinger’s cat on the beauty pageant. 

This chapter speaks of  data as a valuable asset at 
stake of  crowds that we have earlier defined as the 
public, the state and the market. The enormous 
assets of  data flows both through social media 
(Kavanaugh et al., 2012) and the state registry 
systems (Goldstein et al., 2013). Media visionary, Lev 
Manovich (2011), speaking of  the current state 
of  the things has claimed that there is “the data” 
that we process on our computers and there is 
“big data” of  unmanageable scale that requires 
supercomputers. The trend, however, suggests, 
that this border will soon blur. 
For the big data Manovich suggests three categories 
of  engagement: there are “ those who create data 
(both consciously and by leaving digital footprints), 
those who have the means to collect it, and those 
who have expertise to analyze it” (2011).

“It is important that we realise 
today that those skills of 
tomorrow will have little to do 
with how to operate computers 
and a great deal to do with how 
to use augmented intellects, 
enhanced communications, and 
amplified imaginations.”

Howard Rheingold, Tools for Thought 
(Rheingold, 2000)
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Social media aggregates amounts of  user 
data that are hard to comprehend. Digital 
activist Aral Balkan (2014) has assigned 
it a name of  “corporate surveillance” and 
later branded it as a “spyware”, calling 
for the special attention towards this 
issue. Researchers have pointed that 
generating significant amount of  metadata 
is a prominent byproduct of  social media 
colliding with the popular culture (Beer and 
Burrows, 2013; Kennedy and Moss, 2015). 
Kennedy and Moss (2015) further notice 
that metadata hiding behind the content 
of  social media user profiles is a highly 
demanded kind of  property. Companies are 
ready to pay for the statistics of  personal 
preferences associated with particular 
demographics. This data is being widely 
mined upon request of  the market 
or by the market ventures themselves. 
Aral Balkan assumes that this private 
information is not so much “born” in within 
social networks as it is “farmed” (Bah 

Thibault et al., 2016). This behavior Balkan 
calls “people farming”, arguing that 
the business models of  the social media 
tools do not allow them to act otherwise. 

Therefore, the first sort of  data we may be 
looking for is the personal metadata 
of  an individual user. Earlier mentioned 
initiatives are lobbying for providing access 
to the information stored by 
the service on the client’s demand (Poikola, 
2013). The following paragraph provides 
a deeper insight regarding potential 
implementations of  the data that user can 
receive this way. 

One of  the headliners of  the data-driven 
public practices are the U.S. major city 
administrations (Flowers, 2013). 
These offices collect and distribute data on 
the various aspects of  urban life. 
Data of  this kind is often highly regarded 
by the public: findings in the Pew Research 

Center showed that 40% of  adults online 
have gone online looking for raw data about 
the state administration spendings and 
activities (Kavanaugh et al., 2012). Some 
municipalities share this data with the 
public. However, it is rarely done via 
social media. Most often, such databases 
exist solely on state-owned websites (Reno-
Weber and Niblock, 2013). 
Following the popular demand and the 
example of  the Non cancellable Newsletter 
project, we may allocate the government-
related data, as the information of  
particular interest. Flowers (2013) makes a 
significant remark pointing at the fact that 
aggregating information and providing 
“connected data” are not the same things. 
He illustrates it with the example of  two 
different public services removing the 
fallen tree and fixing the damaged caused 
by this tree. 
If  earlier connecting these two events would 
have been close to impossible — today it is 
entirely feasible. To summarize, one of  
the possible objectives of  information 
retrieval is raw linked state-related data.

Even if  such data assets were present on 
social media, there are two obstacles on the 
way of  the general audience getting hold 
of  them. The first, is the lack of  skill among 
the publics necessary for retrieving 
the information from the platform 
(Kennedy and Moss, 2015). Social media 
platforms are currently populating the 
market have little to none opening for 
the general audience into the data 
analytics that does not require the use of   
programming skills. The second obstacle is 
that the companies tend not to share all the 
information available via API (Manovich, 
2011). Therefore even provided the aim to 

the specific data and the necessary coding 
skills — the public will not be able to access 
the information. This restriction returns 
us to the initial point of  the discussion 
and Aral Balkan. His social enterprise Ind.
ie is centered around the “Ethical Design 
Manifesto” calling to respect human rights, 
effort, 
and experience in one’s design practice. 
The company actively challenges corporate 
IT companies operating venture capitals. 

The amount of  data we can access today 
brings both the potential of  use and 
the regulatory complexity. Memorandum 
for the Heads of  Executive Departments 
and Agencies (Sunstein, 2011), has, 
a recommendation list of  quality 
“characteristics of  smart disclosure”:

1. Accessibility.
2. Machine readability.
3. Standardization.
4. Timeliness.
5. Market adaptation and innovation
6. Interoperability
7. Personally identifiable information and 
protecting privacy.

In his earlier work Manovich (1997) 
forecasts what Sterling (2014) will claim 
only two decades later. He compares 
the Internet to the Soviet commune flat, 
where everyone spies on each other and at 
the same time there is an overflow of  
the personal junk spread around. 
Nowadays, talking of  the API, Manovich 
(2011) claims that even the limited field of  
data access is broad enough to provide an 
opportunity for value extraction from this 
shared resource.

Collecting Data 
From Social Media
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Unlocking access to the raw data is far 
from the last milestones on the way to 
meaningful public engagement with it. In 
classical system theory, raw data is 
the material that has no inherent 
significance (Reilly, 2014). Corporations 
that Kennedy and Moss have mentioned 
as customers for social media data are not 
paying to get to see all of  the data about us 
that the platform has ever stored. Most of  
the information we have carefully loaded 
online and crafted into profiles that reflect 
our personality are of  no worth, they are 
the afterglow of  technology leading straight 
to the trash bin (Sterling, 2014). However, 
what Flowers (2013) has called connected 
data and what Facebook, for example, 
stores in their social graph is a chain of  
semantic associations. Demographic 
relations to customer preferences are the 
easiest examplea of  marketable data asset. 
Strategies capturing organized data and 
developing it “to maximize returns on 
intellectual capital” is a classical definition 
of  the knowledge management, that has 
been around since the early 1990s 
(Reilly, 2014).

The importance of  data interpretation 
can not be underestimated. Without it 
one may stumble up on the Simpson’s 
paradox, “where the same set of  data show 
opposite trends depending on how it is 
grouped.”(Liddell et al., 2016) For example, 
one of  the two hospitals can show the lower 
survival rate simply when the number of  
the death was calculated against 
the total patient count. Same hospital 
shows a higher rate if  the mortality count 
is done against the number of  the patients 
in poor condition. The data stored on 
social media has many more vectors of  
variability, than the hospital could have in 
this example. So much so, that researchers 
like Sahasrabudhey and Avinash Jha that 
“organizable by the new technologies” 
can be the subject of  knowledge management 
(Reilly, 2014).

Knowledge extraction is the process of  
reflection upon data. For this analysis to 
nourish democracy among the public, we 
have to empower individuals with access to 
analytic tools just as much as with the open 
data itself  (Kennedy and Moss, 2015).

Knowledge extraction: 
Unlocking Data
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Local Public 
Engagement

Earlier we have already listed Gapminder 
as an instrument that shifts interpretation 
opportunity from the selected few 
to the general audience (Rosling and 
Zhang, 2011). While Gapminder allows for 
cooperative work through sharing 
the dynamic graphs, it was not built 
to facilitate targeted communities to their 
particular context. 

The difference in the situation in which 
the public finds itself  locally 
(in the particular place, time and crowd) 
brings up “different ways of  knowing” 
(Reilly, 2014). Addressing these varieties 
is a necessary milestone on the way to 
public engagement. This paragraph 
introduces several aspects of  knowledge 
processing and presentation that may 
undermine public engagement and suggests 
guidelines for their prevention.

“Opening up data is the 
equivalent of the tree falling in 
the woods — it is not [given] that 
people know about it.”

Todd Park
(Chopra, 2014)
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One of  the most debated aspects of  open 
data is privacy (Balkan, 2014; Lee, 2014). 
To find a compromise, each of  the agents in 
the process must let go of  the part of  their 
claims. Both Lee and Balkan underline that 
the way current social networks provide 
free service is indirectly paid by the public 
with their personal information, that is 
later sold to the state or the market. In this 
light the desire of  Zuckerberg to see privacy 
demand declining (Johnson and Vegas, 
2010) is similar to the announcements of  oil 
companies about climate change. 

Ease on the information fluidity is vital for 
Facebook’s and Twitter’s business. Facebook 
was losing its young users for the last 
five years (Business Insider, 2015), which 
many attribute in part to the lack of  trust. 
There are authors who suppose, that for 
the general audience “there is a distinction 
between social privacy (controlling which 
people within their networks get access to 
their information) and institutional privacy 
(the mining of  personal information 
by social media platforms and other 
commercial companies)” (Kennedy and 
Moss, 2015).

To maintain the social media service each 
of  the core agents (the public, the market 
and the state) have to take steps towards 
regulated transparency, a condition under 
which collected information serves all. 

In the ideal case, the service itself  should 
be redesigned by the market (Balkan, 2015; 
Lee, 2014). The tools of  data collection and 
knowledge extraction must be transparent 
to the audience in a democratic system. 
At the moment, these aspects of  
the product are rarely accessible for public 
supervision (Kennedy and Moss, 2015). 
This argument will be incomplete without 
bringing up an issue of  accountability. 
Kennedy and Moss (2015) point out studies 
showing that forcing companies into 
algorithm disclosure will not inevitably end 
up in the public’s understanding 
of  the data. Accountability of  the service 
must be built along the way, even though 
one is not possible without the other today. 

The state in its turn has to become more 
accessible for the third party cooperation 
(Alfred and Alfred, 2013). Robinson et 
al. (2009) argue that government needs 
to “reduce the federal role in presenting 
important government information 
to citizens.” This radical claim is 
understandable considering the resource 
that it takes to process the data today 
(Manovich, 2011). The state has historically 
been the information provider, but 
currently, this role has weakened. One of  
the options in this situation is letting go of  
creating websites and focus on providing 
credible and accessible open data (Robinson 

et al., 2009) 
However, in this case, the risk is high that 
information will be used politically against 
the state by those who want to undermine 
the current authority. The fear of  such an 
outcome often holds the governments back 
from letting go of  the interpreter’s role 
(Newsom, 2013). Even in the case when data 
is technically accessible, it often remains 
legally locked (Alfred and Alfred, 2013). 
Legislative regulations around data use 
are yet another standpoint in the way of  
democratic knowledge generation. 

The moment is near when individuals 
too will have to question the privacy of  
data on personal level. Materials shared 
by Welle Donker and Van Loenen (2015) 

Regulated Transparency

show that development of  technology is 
so rapid, that even the bits of  anonymous 
data spread across various collections 
may mold into the personal information 
through the computations. The same study 
illustrates that “data protection regulations 
in Europe and Open data bite each other”. 
The objective of  the EU to release as much 
information as possible, unless the data 
is private, is delusional with the present 
legislation. 

Flowers (2013) noticed that for the the state 
to be “data-driven is not primarily 
a challenge of  technology; it is a challenge 
of  direction and organizational leadership.”
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Planning Information Interfaces

If  extraction of  knowledge is the process 
of  reflection upon data, then the process of  
knowledge management becomes 
a dialog (Reilly, 2014). This change shifts 
the focus from the immediate data 
representation towards the pluralism of  
the interpretations (Robinson et al., 2009). 
Practical examples show that unsuitable 
communication interface can consequently 
lower down the participants’ motivation for 
cooperation (Goldstein et al., 2013; Seppälä 
et al., 2012; Teli et al., 2015). Fatland (2007) 
presents several case studies in which 
various platforms have experimented with 
the communication democratization. 
These cases reveal aspects of  the interface 
that may undermine the driving impulse 
for participation in discussion. 
For example, some platforms allow 
the users to suggest fixes for the product. 
Communication takes place in forums and 
the listing of  issues organized by their 
popularity. In case of  the rating-based 
feedback output, new topics have little 
chance of  getting high response rate, since 
the older unsolved once clutter the way. This 
delay makes initially motivated user to give 
up trying communicating with 
the feedback platform. In this sense, 
the black-box algorithms of  the social 
media systems play against the cooperation 
of  the public around the output. 

Indian scholar Shiv Visvanathan suggested 
the concept of  “cognitive justice” to be able 
to discuss topics of  knowledge plurality 
(Reilly, 2014). Cognitive justice is the ability 

to recognize and accept other forms of  
knowledge existing together in different 
contexts (Visvanathan, 2009). The general 
message of  this concept links back to 
the world-system analysis and the works 
of  Wallerstein. Through modernization 
theory, we have established the knowledge 
aggregation and processing system that 
aims at feeding itself  and permanently 
proving itself  right (Wallerstein, 2004). 
However, to face the global change we have 
to investigate local reality. 
John Dupré (1994) was bringing a warning 
“against scientific imperialism”, 
the term that came to describe how western 
mentality of  extended power and influence 
became contagious for the scientific 
practice. Chipchase (2012) notes that even 
though”imperialist tendencies” in research 
methodology cause a lot of  generalisation, 
they tend to reveal the facts about locals 
that they could not see anymore due to 
the routine. 

There is an opportunity to combine both 
of  the two worlds planning information 
interfaces. In the camp of  the classical 
modernization theory is aiming for 
the universal truth and the single correct 
answer to any issue. As opposition, we have, 
world-system analysis and the concept of  
cognitive justice insisting on the dialog of  
the different forms of  knowledge. 

Traditional research methods  may 
challenge the ideas of  the locals about 
themselves. For example, Warner (1959) 

has been describing Americans as if  he was 
an imperial explorer studying Australian 
natives, his studies allowed to reveal the 
aspects of  American life that were not 
previously noticed. At the same time, 
the plurality of local context must shape 
the frameworks for the dialog 
(Visvanathan, 2009).

The described conflict of  opinions 
is reflected directly in our culture of  
displaying the information. The very 
process of  placing keywords into 
the searching query of  Google is 
restrictive. Multiple factors are not going 
to be filtered out, because the user has no 
channel to feed the system with relevant 
tangible information. (Vorontsov, 2016) 
Differentiating, sorting and filtering are 
a keystone of  many services such as Airbnb 
or Foursquare, and each of  them provides 
a unique way of  dealing with the topic 
(Meier, 2015). In Google’s case sorting itself  
is filtering, as most of  the users never make 
it past the first page (Ingram, 2014). With 
this being said, another suggestion can 
be outlined. Digital data presentation should 
be dynamic (Victor, 2012) and interconnected 
(Flowers, 2013) to reflect upon the plurality 
of  possible uses. 

Most mechanisms of  the web 
personalisation are aimed at serving 
the public with the information relevant 
for them. However, allowing the machine 
to make a selection based on numeric data 
brings up an opportunity of  different user 
groups expulsion. (Feuz et al., 2011) Pariser 
(2011) has described a problem that he has 
called a “filter bubble”. 
He signals that tailoring content of  the web 
to individuals results in online alienation, 

where users of  the digital services are 
separated algorithmically. Pariser along 
with other scholars (Kennedy and Moss, 
2015) warns that such segregation results 
in the weakening of  democracy. The deep 
personalization eliminates the drivers that 
in other cases enable members of  the public 
to see each other inhabiting a shared social 
environment. This consideration underlines 
the need for knowledge plurality being visually 
introduced to the users, instead of  sitting in the 
separate database silos. 

The last statement, however, does not 
immediately imply that the presentation of  
content should be in no way curated. Studies 
of  the “recommender systems” (algorithms 
suggesting options for the system users) 
revealed that the users following the 
recommendations show a lower tendency 
to narrowing the selection, than people 
browsing the options “naturally” (Nguyen et 
al., 2014). Researchers suggest constructing 
recommendation algorithms in such a way, 
that selection narrowing will occur slower 
over time. For example, the Duolingo 
project team did significant work on 
the algorithms supporting user engagement 
(Randall and Jašková, 2014). Originally 
suggested as a tool to democratize language 
learning, while simultaneously translating 
the web, the resource gained momentum 
(von Ahn, 2013). Developers paid attention 
to the inclusion details of  global audiences, 
opening up the conversation feed under 
each exercise and reacting to the feedback 
with updates (Randall and Jašková, 2014). 
These suggestions lead to the conclusion 
that the interface of  the system that aims to 
be inclusive of  the variety of  users should be 
regularly updated.
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businesses bring changes the way 
the companies offer their services. 
Moreover, with some users approaching 
sharing as a source of  income, many 
countries have to address the legislative 
challenges of  the sharing economy. 

Should we observe our “connected” 
presence and we will see how deeply tools 
like Airbnb influence the structure of  our 
society dependencies. Today, in case of  
the disaster “tangible assistance” comes in 
shape of  information among other shapes 
(Conneally, 2010). Conneally points that 
in the early days after the earthquake 
mobile phone charging stations called for 
more attention than fresh water. People 
desperately wanted to get in touch with each 
other. As McLuhan (1967) pointed out the 
mediums, such as the electric light, 
the plane, the phone, the website — change 
the surrounding with no regard to their 
particular application. They transform 
the matter of  our relationship to the 
environment: 

“...FOR THE ‘MESSAGE’ OF ANY MEDIUM 
OR TECHNOLOGY IS THE CHANGE OF 
SCALE OR PACE OR PATTERN THAT IT 
INTRODUCES INTO HUMAN AFFAIRS. 
THE RAILWAY DID NOT INTRODUCE 
MOVEMENT OR TRANSPORTATION 
OR WHEEL OR ROAD INTO HUMAN 
SOCIETY, BUT IT ACCELERATED AND 
ENLARGED THE SCALE OF PREVIOUS 
HUMAN FUNCTION, CREATING 
TOTALLY NEW KINDS OF CITIES AND 
NEW KINDS OF WORK AND LEISURE.”

Developers of  social media services often 
underestimate engagement level of  the 
users just as much as the scholars do. 

One of  the noticeable examples is 
the redesign of  the Kinopoisk movie 
encyclopaedia that had (BBC, 2015) Yandex, 
the owner company of  the website, have 
taken the course onto updating 
the encyclopaedia to the full-fledged online 
cinema. The community of  users has not 
accepted the new design, since the data 
they have been aggregating with a common 
effort meant for many more than a catalog 
record. Social networks have allowed the 
initiative of  a strike to spread and soon 
Yandex was forced to put down a new 
version and return the encyclopaedia to the 
users, restoring all the data that got hidden 
during the redesign. For situations like this 
Simon Kavanagh suggests 
the design principle of  “listening louder”, 
when in order to find mutual understanding 
the developer “tunes to the user wave” 
during the dialog and speaks of  the world 
through the user’s definitions (McCarthy, 
2013).

Kennedy and Moss (2015) suppose that 
once the general audience can practice 
data mining, the public will enter a state 
of  “knowing” a new evolutionary state 
of  engagement. Reilly (2014) suggests 
that cognitive justice and knowledge 
management pave the way to democracy. 
Multiple experiences collected by Goldstein 
(2013) in his book illustrate that some of  
the government authorities are catching up 
with new technologies. It is a great moment 
for media designers to channel effort into 
this field as well.

Galloway (2012) suggests that computers 
are controlled by “profiles”,
not personalities.

Commonly, data is collected and 
turned into knowledge for the benefit 
of  a commissioner. And usually, this 
commissioner is not the public. Present 
social media networks work much like 
the Matrix dystopian reality: users are 
plugged into the system with only intention 
of  the business owners to harvest 
the data to sell it later (Balkan, 2014; 
Kennedy and Moss, 2015). The image is 
changing when we decide to open up 
the service for a dialog with the user. 
The expert authority, for example, is 
fundamentally incompatible with this 
concept and needs to soften (Visvanathan, 
2009). Even though it is debatable, how 
much can the general audience influence 
current technology. 

Scholars like Kennedy and Moss (2015), 
notice, that general audiences are lacking 
skill in obtaining the data from social 
networks. This statement is fairly true in 
relation to complex data sets and access 
to the APIs. On the other hand, Reilly 
(2014), speaking from the point of  view of  
social science, points at democratization 
of  the data processing in general. Reilly 
notices publicly funded data sets (e.g. 
World Bank’s Open Data initiative: http://
data.worldbank.org) and the presence of  
various analytics and visualisation tools. 

Some of  the resources she links two are not 
present anymore two years after the work 
was published, illustrating the dynamic 
nature of  the “free for public” tools. 
Interesting aspect in most of  the studies is 
that while commenting on general audience 
detachment from the data, they do not 
mention how firmly attached users are 
to social media itself.

The design of  traditional media like 
television does not target individuals. 
It works like Plato’s magical Ring of  
Gyges, which granted viewer invisibility. 
The audience of  the news broadcast can 
see what happens and remain entirely 
unnoticed on the other side of  the screen. 
Technology advancement opened a gateway 
for previously “static” user interfaces to 
allow new degrees of  interactivity (Mardan, 
2013; Victor, 2012). Social platforms 
that facilitated to sharing thoughts and 
giving “likes”, are now providing users 
with the environments for peer-to-peer 
distribution of  goods (Winterhalter, 2015). 
Co-founder of  Airbnb, Joe Gebbia (2016) 
speaking of  design incentives said that 
“[users] connection beyond the transaction 
is exactly what the sharing economy is 
aiming for.” Examples of  Airbnb, Uber, 
ZipCar illustrate how service design 
may influence public action while at the 
same time undermining the market’s 
and the state’s regulations (Winterhalter, 
2015). Winterhalter points out that the 
competition that networks of  micro-

Evolution of the User



M
O

I H
E

LS
IN

K
I: 

P
R

O
J

E
C

T 
W

O
R

K

3
.



57

Moi Helsinki: Project Work •  About

Moi Helsinki (moihelsinki.com) is 
a location-based event calendar for Helsinki 
area.  In its current implementation, it 
aggregates and visualizes events retrieved 
from the Facebook API. The default listing 
interface displays the current location 
of  the user as the starting point to locate 
events of  possible interest. The website 
provides additional sorting and fi ltering 
opportunities to adjust the listing in ways 
that are meaningful to the user.

Figure 5 illustrates the relationship of  
the Moi Helsinki project to the shared data. 
Event information that Facebook users have 
supplied to the service is retrieved through 
the API. Moi Helsinki processes data on 
the server and returns it to the user as 
an event calendar. 

An event calendar was chosen as a model 
for this demo since it is easy to display 
both location ties and private-public sector 
communication on such example. One of  
the aims of  the project was experimenting 
with visualization of  data pulled from 

the social media API. The use of  geolocation 
allows to output data dynamically, 
personalizing the listing for every use. 
At the same time, unlike in the cases of  
algorithmic personalisation described 
earlier, this sorting does not reduce the total 
amount of  data accessible to the user. 
Web application tailors the output for each 
user in the given time and place.

The fi rst prototype narrows the fi eld of  
“social media” to Facebook alone, as it 
has aggregated suffi  cient amount data 
to illustrate the principles. Currently, 
Facebook provides users with a variety 
of  methods for event monitoring like 
personalized Events page and the Calendar 
view subordinated to it. These methods, 
however, do not take advantage 
of  the full potential of  data, that users have 
previously logged into the system. 
In the Implementation section, I will 
investigate further the opportunities 
for matching this type of  data for new 
purposes.

Moi Helsinki is an event calendar, that 
allows you to see what is happening 

around the corner.

5. Moi Helsinki project diagram.

This thesis illustrates design for public use concepts and 
principles outlined in the previous chapters through 
a proof-of-concept prototype of a web-based application. 
The server side of the application retrieves public data 
from a social media API and returns it back to the user as 
a new form of knowledge. User interface (UI) of 
the prototype allows the user to engage with data 
visualisation for better information output adjustment.

About
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The greater goal of  the thesis work is to 
provide a tangible example of  the design for 
public use. There are several aspects of  this 
design approach that have reflected in 
the goals of  the proof-of-concept prototype. 
Firstly, the prototype was aimed to illustrate 
a possible approach to social network 
data sharing. The aim was to use the social 
network API for retrieving relevant user-
generated data. Secondly, the prototype 
output was planned as a playground for 
UI tests aimed at framing retrieved data in 
the most efficient way for users to further 
manipulate it dynamically. 

This approach should be further applicable 
to public and third sector projects building 
bridges towards civic involvement.* 
The ability to reuse the code of  the project is 
resolving the potential issues with 
the ownership of  the tool. Keeping digital 
tools free for further development is one of  
the objectives that allows for truly 
democratic software (Stallman, 2002).

Typically low budgets allocated for public 
projects lead to the objective of  selecting 
technology allowing the launch on 
the lowest cost (both skill- and service-
wise). There is a driving principle behind 
the development of  this product: the value 

proposition comes before any personal 
connections are being established. 
This sentiment is sprouting from the 
startup filed tension, where a lot of  
companies are driven by the idea rather 
than the products’ immediate value. 
Young companies that sell ideas often 
end up limited to delivery of  the product 
adjusted to the expectations of  their 
investors (Spiller, 2000). 

At the same time projects that run on 
exploiting the value of  the product run on 
commissions and subscription contracts, 
which allow growing the product on 
demand, yet without growing the board of  
the company (Chesbrough, 2007).

Rapid prototyping allows for taking 
the shortcuts in development process. 
Further on this project development may 
as well be actively user-driven. Whereas 
during the early stage, the project can 
benefit from the opportunity to deliver 
the product quickly through the service 
design approach (Mulgan, 2014). 
Combining service design methods (such as 
employing user personas) with user testing 
leads to the quicker delivery of  
the prototype than working with 
the reference group from the beginning on.

Bret Victor (2012) has been pointing out that 
computing today is still not living up to its 
true potential, when it comes to using it for 
dynamic representations, that has its own 
“behaviour”. In his talk Victor is showing 
an example of  a “dead fish”, claiming 
that even being animated the fish on the 
drawing remains virtually dead. He goes 
on, exhibiting a responsive animation that 
reacts to contextual changes with the laws 
of  physics in consideration (in his example, 
the fish would back off when the sudden 
threat occurs). As Victor puts it “things 
that are not modeled on anything [that has 
existed before]” can emerge through new 
media. He claims that one of  
the fundamental mechanism that 
computers allow is simulation: the objects 
can “behave and respond”, which makes 
the entire concept of  interaction wider than 
with previous mediums. 

Keeping data alive is possible through 
much the same principles. A visualisation 
of  generative data assets can be rendered 
dynamically. This way it may respond to 
the user opening up private details (e.g. 
logging in through the social media website 
to reveal the friend list). It is enough for 
the prototype to look into the aspect of  
location tracking and data representation 
adjustments in relation to it. Further work 
may include gradual personalisation, as 
long as the final user lets his data available 
for adjustments. A functional example of  
such data use is Tinder dating application 
(Georgakopoulou, 2015). The app pairs with 
the user’s Facebook account and pulls out 
information from there for further use. 

Another example in the field of  dating 
software is OkCupid, the service that uses 
matching algorithms (Wilf, 2012). Instead 
of  traditional filtering (hiding some bits 
of  data) of  the user database, this service 
provides a matching criteria for sorting 
the potential partner list. The nature of  the 
matching algorithm is explained in 
the videos the company releases. 
In the long run dynamic re-arrangement of  
the data asset for the user results in 
the objective web. Such approach 
allows a more transparent structure 
of  communication, while it avoids 
unnecessary clutter.

Last, but not the least comes 
the consideration about the technology 
lifespan. Sterling (2014) suggests to 
look back at the history of  the creative 
technology. Realisation he calls for that 
colliding together the hacks creates “works 
with the lifespans of  hamsters”. 
The question arising is what purposeful 
output can technology provide us, before 
the data it manipulates becomes obsolete. 

Therefore, the purpose of  the prototype, 
in the scale of  the thesis work, is to uncover 
the opportunities of  low-cost citizen 
engagement in data aggregation. 
The focus of  the work is extracting data 
from social networks and looking for 
the interface that brings knowledge 
framework to the retrieved information.

Goals

*You can find the source code of the project released on GitHub 
https://github.com/sasha-sasha/moihelsinki
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The global task of  the fi rst project 
iteration is to display Helsinki 
region event listings using the data 
that Facebook users have already 
logged into the system. Once 
relevant data about the events is 
retrieved, it must be visualised with 
the focus on “here and now” seen 
from the perspective of  the user. 
Therefore showing the previous 
events in the day is important, 
but not relevant in this particular 
instance.

The defi nition of  the media design 
for public use  together with the 
goals set above are the ground for 
the project drivers. This list of  
the project drivers can further be 
used as self-evaluation criteria. 
For each new project iteration these 
drivers should be re-adjusted. 

Design Drivers

System Design

Choosing cost-efficient solutions.

Utilise existing data before adding any 
more content.

Build-in the opportunities to scale the 
project.

User-centered Design

Benefit the public before the market.

Localise output.

Product-Centered Design

Display data dynamically. 

With the initial aspiration set above it is 
easier to look into the stakeholder map and 
all the interested parties around the topic. 
Figure 5a depicts the data fl ow across the 
active agent network: Moi Helsinki acts as 
what was earlier defi ned as the public while 
Facebook represents the market.

The data fl ows from an event hosts to 
Facebook with the data logging interface 
being Facebook event page. It is later 
retrieved into the Moi Helsinki database 
through the Facebook API and presented to 
the fi nal user Helsinki Resident. 

An interesting aspect of  the Event Host 
(due to the Facebook options provided) 
can be an individual citizen, a Group of  
Facebook users or a local Venue (Business) 
represented by the page. 

The value proposition of  Moi Helsinki is 
to provide consistent access to data about 
events happening in the city. Moreover the 
feed treats in symetrical terms the events of  
all the actors. Individual users get a chance 
to announce their own events in the shared 
city feed. The interface, already present on 
Facebook, is familiar to the vast amount 
of  users and will not require extensive 
learning. Statistics show that Facebook 
penetration in Finland covers over half  of  
the population. (InternetWorld Stats, 2015) 
This number suggests suffi  cient number of  
users engaged with the system locally.

Current scheme allows easy access for 
non-commercial venues and events to the 
general listing.

Stakeholder 
map
Stakeholder 

5a. Data flow visualisation for the first 
iteration of Moi Helsinki functional prototype.
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COMPETITOR BENCHMARK

Similar projects in the field that are 
serving for comparison and positioning. 
Benchmarking of this kind allows to 
either change the key aspects of 
the project or to continue 
someone’s work.

There are only a few event aggregators 
targeting the city of Helsinki. Below you 
will find an overview of a few of them. 

meteli.net
Event aggregator for
music performances. 

Mobile version: yes
Local search: yes
Categories: music

Advantages
User is given options to conduct search 
through “time”, “place”, “genre” and the 
“artist” of  the upcoming show.

Mobile version of  the page has fully 
optimised UI.

Covers more than just Helsinki area.

Disadvantages
The website is only for the music 
performances.

The listing includes only commercial 
events. 

Does not have immediately useful 
information on the front page.

The benchmark has not revealed direct 
competition. Three closest matches listed 
above are each focused on their narrow 
task and do not overlap with each other. 
meteli.net has the closest UI to the one 
envisioned for Moi Helsinki, yet it sharply 
specialises in the music events. 
stadissa.fi  has seemingly the most 
populous database, yet it will require 
full front-end redesign of  the reseource 
to target it. By the moment of  
documentation there was no indication of  
targeted redesign happening on 
the resource. minnenyt.fi  is the resource 
targeted to the general user. Its value 
is similar to this planned by the Moi 
Helsinki, yet the sorting algorithms and 
criterias are not transparent.

stadissa.fi 
General event aggregator
for the capital area.

Mobile version: yes
Local search: yes
Categories: music

Advantages
Contains the largest event
database in the city.

Inclusive of  the small businesses
and non-commercial events.

Open for information submissions
free of  charge.

Disadvantages
Inconsistent UI.

Does not have advanced search.

Does not have a mobile version.

minnenyt.fi 
Curated event aggregator
for the capital area.

Mobile version: yes
Local search: by venue
Categories: selected events

Advantages
Mobile version of  the page has fully 
optimised UI.

Direct fi ltering UI.

Inclusive of  the small businesses
and non-commercial events.

Disadvantages
Unclear sorting/curation policy.

Does not have advanced search.

Benchmarking

6. Screenshot of meteli.net on mobile and 
desktop.

7. Screenshot of stadissa.fi on mobile and 
desktop.

8. Screenshot of minnenyt.fi on mobile and 
desktop.



65

Moi Helsinki: Project Work •  Project Plan

In his article on the growing popularity 
of  Node.js apps versus the ones using PHP 
Azat Mardan (2013) outlines the core of  
such a platform shift . He begins explaining 
that PHP has earned its popularity due 
to the combination of  technological 
specifi cations. There was no need
to compile the code (in comparison to 
C++ or Java solutions), it was easy 
to integrate with HTML, plenty of  
inexpensive servers were ready to host 
PHP pages and lastly it was easier to 
comprehend than the other languages. With 
time PHP grew heavy and failed to provide 
necessary security and performance speed. 
At the moment, Node.js is gaining its 
momentum largely through being able to 
provide same values that PHP has brought 
back in the days.

In the case of  the Moi Helsinki project 
the breaking point came with the decision 
to use Facebook API. PHP solutions for 
this matter were not straight-forward and 
required labour-consuming workarounds. 

Among other platforms (such as Ruby on 
Rails or Django) Node.js had a benefi t of  
having the shortest learning curve, since 
both back- and front end operations are 
possible through javaScript. 

Further study of  the platform has signaled 
its capacity to scale solutions further. 
For example Cordova by Apache allows 
compiling hybrid applications (applications 
that would run like native) for various 
mobile platforms. This allows expanding 
the reach of  the project using the same 
code base. 

There was a series of  original attempts to 
launch the service. Each of  the iterations 
had a particular testing aim as its purpose. 
The listing of  the milestones in the early 
prototypes can be found in 
the Implementation section of  this chapter. 
Reasoning behind the series of  prototypes 
can be found in the Development methods 
section below.

Business canvas model on the Figure 9 gives 
further spin to this narrative. 
At fi rst, the canvas can be fi lled with 
the descriptions of  the most ambitious 
outcome. This image of  the project can later 

be adjusted during the planning process 
to refl ect the reality of  the development 
restrictions and resources. 

Starting from the Customer Segment fi eld, we 
fi ll the upper half  of  the canvas right to left . 
There are two categories of  the service user: 
people who look for an event and people (or 
places) hosting 
the happenings. Since earlier we have 
defi ned “the benefi t the publics before
the business owners” as one of  the drivers, 
we will treat the searching the user as an 
immediate client and map the hosts as
the part of  the infrastructure, that we hope 

Technical  Benchmark

Estimation of available technologies has 
taken place during the early stages of 
the projects. Objective of it was to find 
the most balanced solution that scales 
towards the project’s aspiration. 

Among others decisions the most 
significant shift has taken place in 
between two backend solutions. One 
of the early prototypes of the project 
was coded with the combination of PHP 
and MySQL. It has later been replaced 
with the solution based on Node.js, that 
currently remains the platform of choice.

Project Plan

9. Business Model Canvas of the long-term plan for the first iteration of the Moi Helsinki project.
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to establish in the future. This complements 
another project driver through leaving 
an opening for the project scaling. At this 
stage we define our client roughly as the 
active smartphone user in order to focus on 
providing the data relevant for the person 
moving through the city. 

The Customer Relationships filed once again 
reflects the regular use aspect of  the page by 
the publics. The project is arranged in such 
a way, that the venue owner will only need 
to fill the standard Facebook event page in 
order to pass the data to the Moi Helsinki 
project. The channels through which we plan 
to distribute the original prototype are the 
word of  mouth for the public and direct 
contact for event hosts. 

The Value Proposition is one of  the core 
parameters of  the project that will adjust 
to the audience during development and 
use. It is relevant to keep in mind that two 
customer groups allocated in the beginning 
will have different objectives during the 
service exploitation. Therefore the value 
proposition of  the project tailors for them 
should remain equally balanced. 
For example, a public user is likely to 
appreciate the match with the results and 
the ease of  use, and an event organiser 
would rather value the promotion 
opportunities provided with the low cost 
and minimal effort. 

The Key Activities that need to take place in 
order for the public version of  the page to 
function are the generation of  the event 
database and visualisation of  this database. 
The second stage of  the project may include 

forming of  the contact network with event 
hosts in the city. The resources needed for 
these operations are primarily human 
resources, since most of  the tools required 
for the first step are available online for 
free.
The first stage of  the project may only count 
on the effort of  2 dedicated creators: UI and 
a graphic designer. Networking stage may 
require a person solely dedicating time 
to communication. The improvements in 
the service backend (server-side) structure 
may be required when the service scales. 
Backend programming is a relatively costly 
service and may require a side grant.

The Key Partners section is relevant for later 
stages of  the project. It involves obtaining 
grants to sponsor the backend development 
and communication work.

When it comes to the costs of  the project 
professional labour, as mentioned earlier, 
is one of  the most expensive assets. 
Web-service costs are marginal in 
comparison to the work. However, once 
the production stage is over and the project 
is running, it may function with very little 
maintenance for years, requiring only
these side-costs.

This project was originally planned as
a free service, therefore the Revenues are 
hardly applicable to it. However, once
the communication phase is on, commercial 
event hosts may be suggested additional 
services for monetary fee or subscription 
fee (the latter will change the nature of  
Customer Relationships with the hosts).

RAPID PROTOTYPING

Rapid prototyping is most commonly 
known as a group of  techniques allowing 
quick physical product fabrication. 
Similar principals were actively used in 
the knowledge discovery and software 
engineering (Dey et al., 2001; Tripp and 
Bichelmeyer, 1990). Knowledge discovery 
requires a combination of  analysis, 
specification implementation and testing. 
In order to prevent costly redesigns in 
the future, developers can quickly test their 
assumptions on the prototypes (Mierswa 
et al., 2006). In addition to this other risks 
can be controlled in the process, such as 
discovering the limitations of  the system 
and overcoming misunderstanding about 
the expected outcome.

Iterative prototyping has been chosen as 
an implementation method for the Moi 
Helsinki project. The project begun with 
no-cost manually updated prototype on 
the microblogging platform. This has 
been followed by a number of  interface 
prototypes implemented on paper. Later 
on the prototype handling live data was 

implemented to estimate the performance 
qualities and technical requirements. 

This approach allowed flexibility of  
the development process for embedding 
new ideas and technologies. 

Another method applied for Moi Helsinki 
is known as Lighthouse Project Model 
(Wikipedia,2016d). This approach 
presupposes reaching beyond 
the capabilities of  the team with the first 
prototypes in order to signal the path for 
further development. Much like 
the rapid prototyping it allows to highlight 
the limitations of  the project and cut off on 
potential costs. The difference with 
the rapid prototyping is that the lighthouse 
projects are by definition more of  the goal 
milestone that should be reached in 
the distant future (rather than 
an immediate step up from the 
existing work).

Design & 
Development 
Methods
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USER PERSONAS

While considering the project, service 
designers and developers oft en employ 
a methods of  modeling user profi les for 
potential demographic, functional or social 
groups (Cooper, 1999). These user models 
are called “personas”. Our work did not 
yet require detailed targeting for specifi c 
user groups, however, we have outlined 
the provisional models in order to discuss 
the interface from the perspective of  the 
various user. Samples of  such work are 
illustrated on the Figure 10.

The asset of  models like this allows the 
team to unlock functional use patterns 
before running live tests. For example, 
consideration may come about the super-
user (deeply technologically aware user) 

who is only moderately interested in 
going out needs shortcuts on the page. 
On the other hand, a user who is new 
to the city may use resource more oft en 
and enthusiastic user may dedicate a 
lot more eff ort to the use, even though 
technologically it may be not the most 
common format. 

BUSINESS MODEL CANVAS

The business model canvas developed 
by Osterwalder and Pigneur (2013) has 
recently gained attention as a 
straight-forward communication tool for 
the early stage of  project development. 
The model allows to track development 
objectives and underline possible 
complications on paper, before they have 
evolved into the actual resource drain. 
Business model, as authors of  the canvas 
method defi ne it, “describes the rationale of  
how an organization creates, delivers and 
captures value.” This fi ts well to the general 
objective of  bringing public projects to 
economically sustainable trail. 

Even though currently the project was not 
bonded with the need of  generating the 
revenue, business canvas has proved itself  
being a handy tool for 
in-team communication. Further in 
the Implementation section the model 
is used several times to bring tangible 
dimension to the documentation. 

TIME AND SCHEDULES

Project work was carried on in sprints of  
various intensity. Work that would have 
been done within weeks has spread onto 
months. Due to the full-time employment 
of  the team members scheduling was not 
regular. That has refl ected on the general 
timing of  the delivery and should be seen as 
a typical practice for the taken approach. 

Team members and original focus group 
participating in the discussion have been 
aggregating on the volunteer basis. This has 
lead to work with people who have not at 
times had enough time to continue with 
the project. A graphic designer and 
a co-creator of  the project who originally 
joined it voluntarily had to learn new 
practices and adjust to a new way of  
working. All of  the above made the journey 
long. At the same time this allowed staying 
aside from the commitments that would 
have directed the project to narrowing 
down. Flexibility and enthusiasm 
of  the participants made it possible to carry 
on the project with the low production cost.

10. Sample user personas representing Moi Helsinki audience.



71

Moi Helsinki: Project Work •  Project Plan

Which mobile platforms do you wish to target?

MOI is planned as a largely publically 
accessible search tool. Therefore it should 
meet all the three most common mobile 
platforms should be engaged. Windows 
mobile is nowadays often being excluded 
from the development range, however due 
to the location specificity of  our project. 
we should consider this group of  users, 
since Windows Phones share of  the market 
is over 10% (Vesselkov, Riikonen and 
Hämmäinen, 2014).

In this respect browser version is 
the cheapest and most efficient way to 
conduct the first UI and project prototype 
testing. 

Do you want to distribute your application via app 
stores?

For this thesis project this kind of  work 
will be highly unnecessary since it leads 
to no particular point validation. This is 
yet another argument for the web-based 
prototype at this stage.

Are you looking to utilize the capabilities of the 
mobile device?

All of  the capabilities required for 
the smooth run of  the MOI project can be 
met by the browser or recent versions of  
the WebView. 

They can be accessed on the desktop as well 
via HTML5.

What are the technical abilities of your 
development team?

Both our technical and financial team 
abilities are limited. We do not have a 
dedicated backend developer, who could 
provide a range of  applications.
Moreover, we would rather focus backend 
effort on data retrieval to feed into the 
database, than on populating the mobile 
applications. 

Mobile-first approach to responsive 
web design is one of the methods that 
allow developers make tough decisions 
about the interface and functionality. 
In its simplest version mobile-first 
development constitutes working on 
the limited mobile design of the project 
prior to any major work done on 
the full desktop version. As all the other 
methods this one has its pros and cons, 
some of which are discussed in 
the Appendix 2, leading to the conclusion 
about the choice suitable for the current 
project. 

Considering the increase in the role of  
the mobile devices on the market, 

As Heinemeier Hansson (2014) points out, 
once you work on the information system 
development (and not the heavily graphical 
application like a 3D game), you are paying 
as much attention to the programmer speed 
as to the performance speed. 

Does the one-size-fit-all approach of hybrid really 
live up to its promise?

It would be interesting to accept this 
challenge and will lead to more pragmatic 
outcomes of  work, than following a specific 
mobile product guideline.

developers must adapt to this rapid change. 
The product not providing adequate 
experience on mobile media devices will 
lose the audience to competitors.

The choice of  mobile-first approach 
for Moi Helsinki project was specific to 
the area of  the service it provides. 
Employing this approach is a lot more 
plausible for simple listings, rather than 
for the tasks that require a lot of  the real 
estate of  the screen. Moreover, Finland with 
its easy access to unlimited internet access 
and stable network services is a perfect 
place to run innovative development tests 
(Vesselkov et al., 2014).

“Why is it not an 
app?”: Validation of 
the platform choice

“There Should Be an App for That...” is 
nearly a proverb today. At least, The 
Huffington Post has had a material 
about the applications they wish were 
present on the market. Department of 
Media in Aalto University is the place, 
where one can regularly hear “this 
could be an excellent idea for an app.” 
At the same time, one of the most the 
most crucial decisions in the digital 
development today is the choice of 
the development platform. Creating 
an application on several platforms 
is common. Due to this, I will further 
refer to these options as the modes of 
development that may occur individually, 
one after another or simultaneously, 
depending on the project.

The primary branching for projects like 
Moi Helsinki is the selection in between 
the web and mobile development 
modes. The latter one is branching in its 
turn into native and hybrid application 
development modes. This classification 
is not exhausting, but it is representative 
of the most typical choices. Appendix 
1 consists of the three tables outlining 
the principles of work of each of the 
modes as well as their advantages 
and disadvantages. Bristowe (2015) 
suggests following question 
for evaluation of chosen 
development mode.

Why choose “mobile-
first” approach?
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This section introduces the three main 
milestone iterations of Moi Helsinki. 
They are documented here to traceback 
the core design decisions involved 
in each of them and to follow the 
development of the principles.

Description

One of  the earliest prototypes has been implemented on 
the free blogging platform (tumblr.com). Originally all 
the data was laid out in a plain list sorted by time. Each event 
description contained a link to the page page provided by 
the host with more details about the happening. 
Breakpoint titles were holding the data.

At that moment in time events were here handpicked and 
information was manually processed for each post in 
the listing. Each day’s listing was posted midnight, therefore 
the page was at any moment holding the most relevant 
events for the coming day.

Implementation

11. A few of the website  logos that the project had within a year.

Goals

Validate the idea’s viability 
in terms of  the UI.

Conduct a surface 
benchmark of  
the competitor services
in the city. 

Check data availability in 
the city of  Helsinki. 

APRIL 2015, MILESTONE 1

12. Desktop screenshot of the first website prototype manually implemented on 
the microblogging platform tumblr.com, April 2015
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Results

UI decision has shift ed during this test 
from displaying all events in a single feed 
to the layout holding each event data in 
an individual card. Data cards are one of  
the UI solutions, frequently employed 
online today. For example, Google uses it in 
multiple services coming from the company 
(Google Support, 2016c). 
In this layout events were fl owing in the 
static list sorted by the time of  the even 
beginning. Each card held information 
about the event’s name, venue of  
the happening and entry fee. Every card 
contained a link to the page provided by 
the host with extended details. Date and 
time of  the event were provided at 
the header of  the card. Layout was 
optimized to be accurately displayed on 
both desktop and mobile browsers. 

There was no consistent user testing carried 
on at this point, aside from a peer focus 
group, whose comments were oft en guiding 
further growth of  the UI concept. 

The prototype was manually updated 
during the period of  several weeks. Data 
collected has shown that at any day amount 
of  the public happening in the city was 
limited. That fact lead to the conclusion 
of  plain listing of  the upcoming events 
without categorisation being a possible 
solution. Same data assets has shown that 
city had public events widely varying in 
their geographical locations, that in its 
turn has allowed to assume that the project 
may scale towards the test on geolocation 
sorting.

Feedback received from the focus group 
among other requests made it evident that 
when presented with the listing of  this kind 
users would want to receive information 
about the page owner or curators.

Microblogging platform (tumblr.com) 
appeared to be not capable of  scaling 
the further with the project. However, 
originally it allowed to launch the demo in 
within a day. 

Surface competitor benchmark has shown 
that there is a space for the service like 
Moi Helsinki. At that moment, there was 
no web-service in the city which would 
have aimed at providing a user-generated 
event listing with basic fi lters and mobile 
adaptation.

13. Desktop and mobile screenshots of the first website prototype manually implemented on the 
microblogging platform tumblr.com, April 2015. Final version of the first iteration.

Goals

Use Lighthouse Project 
method and embed all 
future functionality to 
see the scale of  work. 
Prototype the closest 
solution to the desired one. 

Model possible UI 
solutions using static data.

Use mobile-fi rst approach 
to the development: fi t all 
the functionality onto 
the cell phone screen.

Work with the extended 
team.

SEPTEMBER 2015, 
MILESTONE 2

14. Wireframe for mobile version of the website. 
Early September, 2015.
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Description

Late summer 2015 I have released an open 
call for contributors. Among the people 
who answered to the call there were two 
who have continued the work: a javaScript/
php creative coder and a graphic designer. 
The fi rst one had a background on both web 
and mobile development, as well as in the 
testing and prototyping methods, yet had 
limited span of  time . The graphic designer 
was entirely new to either web or mobile 
development, yet allocated a lot of  her time 
for the work. 

This prototype iteration was meant 
to refl ect upon the total scale of  the work 
that should be done in order to make the 
concept fully functional. There was no aim 
to make a public release at this point, rather 
there was a need to feel the complexity of  
the task. Static data was used for this model 
in order to focus the eff ort on planning 
the interface.

There were three major options for quick 
sorting: “Now”, “Here” and “Free”. Where 
“Now” stood for the listing arranged by 
time of  the event’s beginning, “Here” sorted 
the events according to the proximity 
to the user’s location and “Free” would 
list the events with no entry fee prior to 
the other options. These quick fi lters in 
their turn could be later adjusted with 
respectively: specifi c time, desired address 
or the searching area. Along with this core 
functionalities there should be clearly 
identifi able location for “About” and 
“Login” pages.

UI solution that we have been discussing 
was containing three pre-sorted lists in 
the horizontally adjacent lanes accessible 
either by the swipe gesture or through 
tapping on respective buttons in the bottom 
part of  the screen. Extra adjustments were 
located in the top part of  the screen under 
the main menu. Following the model 
of  the earlier prototype hyperlinks under 
the events were sending the user to the page 
on the hosts’ websites, providing 
extended data. 

Particular challenge was caused by 
the button size that has had to be large 
enough to compliment the fi nger size. 
At the same time, keeping coherent UI 
appearance across the platform should be 
possible and same buttons on the desktop 
should not look too large and be easily 
discoverable. 

To guarantee the consistency of  the menu 
we have located all the menu elements 
at the top of  the screen. Sorting criteria 
(distance, price or time) was taken out 
to the individual left  column to allow easy 
axes reading.

In a few layouts the attempt was made to 
layout the extended event details on link 
click right at the listing page, by collapsing 
extra details.

Results

Lighthouse Project methodology fulfi lled 
its purpose and highlighted moments 
requiring special attention. For example, 
the main menu leading to the pre-sorted 
lists had a number of  serious fl aws and had 
evolved down in comparison it its earlier 
versions. 

“Now”, “Free” and “Here” tags were 
defi nitely short and quick labels to 
the functionalities that they have stood for. 
However, they have neglected the principle 
of  working with dynamic data display. 
Furthermore in later attempts of  language 
localisation they could have easily proved 
dysfunctional (not having a short enough 
alternative in the given language). 
This layout, however made it evident that 
the solution of  placing these three labels in 
a raw was inconsistent. Price is a fi ltering 

criteria (this means that some of  the listing 
items will not appear in the results, when 
the fi lter is applied), whereas time and 
place are sorting criterias that re-arrange 
the listing.”About” button does not have 
same functional weight as the other three, 
therefore the action it will perform is not 
consistent to the actions of  
the other buttons. 

Expanding the functionality in the static 
sketches before the implementation allowed 
us to see that fi ltering approach required 
a deeper consideration. Simplifi cation 
of  the menu labels mentioned above 
lead to inability to easily manage fi lter 
combination. For example, in case if  the 
price was fi ltered to the margin of  5-32$, 
the time-sorted list will have 
no indication of  it. 

15. Wireframe for mobile version of the website. Early 
October, 2015.
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Work with the team allowed to run through 
the number of  technical and design 
experiments with a wider variety of  options 
than it could have happened in case of  
a single designer working alone. 
Using a combination of  php and javaScript 
creative coder has managed to pull 
information from the venue pages and lay 
them out to the page picking up 
the browser geolocation data. This tryout 
has lead to further maturity of  the 
technical concept. Custom reading of  the 
venue pages is manageable in case of  the 
prototype, however not practical for further 
scalability. php technology was working 
great as long as it had a dedicated person to 
deal with it. Yet, once the time allocated by 
creative coder to this project seized — there 
was no direct way to maintain this side of  
the project anymore. This lead to the choice 
of  the Node.js as development platform, 
that allows working in the single language 
(javaScript) environment. At the beginning 

of  the project work, the graphic designer 
was not at all used to dynamic data. 
For example, fi rst assets were done with no 
consideration of  the active elements having 
several states (e.g hover, active, pressed, 
highlighted, disabled). It took considerable 
amount of  time to work together with 
the designer, who had no habit of  keeping 
in mind interactivity diff erences across 
platforms (e.g. touch and fi xed screen 
size for mobile and mouse pointer in 
combination with dynamic window 
size on desktop).

Mobile-fi rst approach has enabled us 
to plan within the limited screen estate. 
However, it foreseeably delayed maturity 
of  the desktop version and it’s appearance 
came a lot less coherent. 

Conclusions of  this prototype milestone 
became the base for further work.

16. Evolution of the menu: spring 2015 (left) and October 2015. 
(right)

17. Desktop wireframe. 
Early October, 2015.

18. Desktop screenshot, 
spring 2016.

Goals

Make a prototype taking 
earlier learnings into 
consideration. 

Use live data pulled from 
Facebook API. 

Conduct initial usability 
testing of  the interface.

FEBRUARY 2016, 
MILESTONE 3

Description

Previous search for the interface solution has crystallized 
around the idea that having a single data output type should 
in return have a single direct manipulation mechanism. 
Solution we have prepared for user testing consisted of  three 
semantic sections: data listing itself, “fi lters” (or settings) and 
about/contact section. Landing page of  the interface 
(the view that opens to the viewer on the start) consisted 
of  the data listing highlighted with the bright orange 
background. There were two buttons on the left  and right 
that open collapsable sections with contact information and 
fi lters respectively.  
Initial state of  the side sections was collapsed.
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The structure of  the listing was designed in 
such a way that each event’s block had large 
title framed by the context data: address/
distance and starting time on the top and 
venue on the bottom. About section on the 
left  contained the short text description and 
main contacts. Filters on the right derived 
from the previous prototype and consisted 
of  address fi eld, date and time scale. 
Additional button in the end of  the fi lter 
listing labeled as “Show all” refreshed the 
the listing, therefore categorically could be 
seen as a fi lter of  its own and was placed in 
the general fi lter menu with the same 
visual weight. 

The mobile version has a layout identical to 
the desktop one with the only exception of  
the fi lters and contact sections opening over 
the listing itself. 

Data in this prototype is updated 
dynamically and obtained solely through 
the Facebook API. Facebook UI itself  
provides users with a variety of  methods for 
the event monitoring: notifi cations, event 
calendar and various search options. Event 
page is aggregating the data about 
the venue, time as well as the users’ 
discussion. Event page can be created by 
various agents within Facebook network, 
such as individual users, pages and groups. 
All above result with the setup in which 
most of  the events listed in the area 
remain invisible for the user. In cases when 
Facebook system fails to fi nd the connection 
in between the listing and the request there 
is no way to access the listing within 
the offi  cial interface.

Facebook system stores information in 

objects connected to each other with 
matching parameters. Facebook API 
provides direct access to all the objects in 
within the system in case if  they are listed 
as public. Any registered web application 
can make a variety of  requests to the API 
that return information packed into 
the standard JSON string. These results can 
be mapped in any way by the application 
author. Constructing a request to 
the system requires semantic 
understanding of  Facebook API logic. 
The trivial logic is not oft en applicable 
to the ways that Facebook database is 
organized. For instance, to check for public 
events listed around “Helsinki” a coder 
has to fi nd out the way to describe it to 
the system. Depending on whether there 
is an object in the system already called 
“Helsinki” or not the request has to be built 
either through such object or through the 
center coordinate of  the search (latitude 
and longitude). Results respectively will 
be either these that were tied to the object 
or these that had the venue geographical 
coordinate logged in. Such requests will 
usually generate diff erent output listing. 
Therefore, the coder has to consider as 
many possible variations of  the requests as 
possible. And even these measures can not 
guarantee total coverage, since event can be 
logged by the user without the precise venue 
location or city tag. 

Final user can be granted the access to 
the wider scale of  information assets 
in comparison to the original Facebook 
interface. In case of  the prototype entire 
listing of  upcoming events pulled from 
the Facebook is pushed onto the landing 
page. A number of  requests was used to 
construct an initial listing of  city venues. 

Prototype listing is generated from 
the event requests for the venues that have 
ended up in the list. This approach at times 
allows for the ads to leak into the listing. 
For example, the venue that hosts events 
as well announce the sales in their store 
using Facebook event page for it (e.g. “Since 
September the 20th we have 50% discount 
at the Venue”), system will pick it up. 
Further development of  the project should 

include content management tool for 
controlling the listing for such occasions. 
Price adjustments to the search that 
original interface had are missing in this 
version of  the product. This unfortunate 
downgrade was caused by the way Facebook 
event object is organised in the database of  
the system. There is no particular fi eld for 
the host to indicate the entry fee, therefore, 
there is no direct way of  extracting it from 
the system. 

19.Mobile screenshot, spring 2016.
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Switching to Node.js on the server side 
allowed the application to mature with 
direct inclusion of  libraries like Mustache 
(web page templating) and Bootstrap 
(responsive web styles). Embedding these 
and other methods have saved time in 
development of  the page. Another aspect 
of  coding employed extensively in this 
prototype in modular javaScript. Modular 
way of  writing code is nothing but the 
optimisation technique of  writing code 
in single-purpose executable modules 
(Osmani, 2012). Such approach allows for 
other developers to further quicker adopt 
the code for their purposes. In it, 
for example, caching the page template and 
rendering it can be processed by diff erent 
code modules. 

Layouts for the previous prototype 
were modeled by the graphic designer 
with Adobe tools. These tools, that are 
traditionally developed for the print design 
have been problematic to adopt for 
the purpose of  the quick web prototyping. 
For example, Adobe Illustrator is not 
adopted for working with the raster (pixel) 
measure and many solutions that seem 
acceptable in the editor cannot later be 
applied in real life. Solution came with 
employing Sketch App for layout mockups. 
Graphic designer was able to quickly grasp 
the tool’s functional asset. At the same time 
Sketch is adopted for the exports suitable 
for the web. For example, UI elements, 
and even entire sections (for the sake 
of  prototyping) drawn in sketch can be 
exported as SVG documents. 

This was the fi rst prototype generating the 
data of  real value, and this is the fi rst one 
that was shared via GitHub. 

First qualitative tests of  the product UI 
prototype were conducted in the early 
spring 2016 on a random group of  users 
around the city. General study questions of  
the tests were semantic understanding of  UI 
elements and cohesion of  content. Special 
attention was given to UI elements the like 
menu buttons, that has had functionality 
not refl ected directly by their appearance. 
Testing was conducted with users that 
were new to the product on a semi-active 
prototype (before the fi ltering functionality 
implementation, yet the visual layout of  
the fi lters was decided upon). The goal of  
the testing was to evaluate rightfulness 
of  the general design solutions as well as 
semantic cohesion of  it. The trial took place 
in common learning areas of  Aalto Design 
Factory and Helsinki University Library. 
Seven randomly selected visitors of  these 
places have taken part in the test of  the 
prototype. None of  the attendants have 
previously heard of  Moi Helsinki project 
which allows judging their reaction as the 
fi rst-hand impression. Tests were conducted 
in English with the listing of  
the events presented generatively (the same 
languages which social media users input it 
into the system) with no translation. 

A 15 minute qualitative test was composed 
to reveal reactions on the UI, usability 
or various elements and patterns of  use. 
Users were requested to verbalise their 
reaction and talk along with the use about 
what they see and think. In the fi rst half  of  
the test tasks were given to the users (e.g. 
“Imagine, you were looking for the place 
to go out on Friday at 17:00, how would 
you go about it?”) in order to reveal the 
details of  the use experience. The second 
half  of  the test was composed of  the open 

questions about the user experience of  
the page. These two halves allowed for 
observation of  the experience of  user 
versus perceived experience of  the user (for 
example, user might have discovered all 
the functionalities during the tasks yet left  
guessing whether all the actions were right).

Tests were conducted on the desktop version 

of  the page. User were asked to users the 
page in the browser that they usually 
use. Table below describes the content 
of  the page at the moment of  the test. 
Elements marked with “n/a” were used as 
placeholders with disabled functionalities.

Table1. Website content at the moment of the test.
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carefully, may dramatically increase user 
involvement with the data. 

Testing has proved that the concept is 
functional and leads the users to general 
comprehension. However to reach the level 
of  intuitive use visual and textual clues 
have to be reworked and become subject 
for a larger scale testing. For example, 
refreshing the feed’s filters should be 

accessible through the click on the logo and 
information about the resource must find 
another place. Users have also indicated 
that hiding the filters and contacts is not 
necessary in the desktop version. 

Table 2 presents evaluation scale that was used for 
the element design assessment. Scale was assigned to the 
element judging by the combination of  the experience of  
use (performing tasks) and perceived experience (follow up 
conversation).

For example, Table 3 contains the evaluation scale applied 
to some of  the core elements with the snippets of  speech 
documented to reflect on the context. Estimation of  the 
general fluency of  each user can be found in the bottom of  
the page. This parameter is valid to estimate the scale of  
relevance of  user’s reaction to the general estimation (e.g. 
User 1 and User 7 has shown great disinterest all through 
the test, which reflects in their general fluency, therefore 
their inability to read some elements could be in parts 
attributed to the lack of  interest).

Table 2. Test evaluation scale.

Table 3. Test results

Results

Changing the software of  development (to the both Sketch 
for layout and Node.js for the app) has positively influence 
the speed and productivity for this project. 

Using Facebook API as a data source opens up scaling 
opportunity toward user personalisation filters. For example, 
with the permission of  the user, such personal data as 
language, friend list or likes can be used as 
an alternative input method. This approach has its 
immediate disadvantages. However, implemented 
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Altogether the project has proven 
capability of social network APIs 
to provide data that could be re-
interpreted for local user-scenarios. 
Project drivers defined earlier can 
be used to assess efficiency of the  
prototype and establishment of the 
following development goals. 

Traditional design criteria of evaluation 
may apply to the project as well, 
however it fails to reflect upon the 
scope of the work done. Moreover, 
graphic design (and therefore website 
UI elements design) was delegated to 
the project’s co-creator, therefore it is 
mostly the systematic design principles 
that will be evaluated below.

Benefit the public before the market. Overall 
design solution has allowed fulfilling this 
objective. Implemented web application 
on its server side can extract data from the 
Facebook API. Later this data is dynamically 
displayed to the user of  the website, 
generating  knowledge that has not been 
accessible earlier. For deeper engagement 

with the information, website UI allows 
the user to adjust the set of  data manually. 
When fully functional version of  the project 
gets online, use of  the page analytics could 
be the most objective indicator of  the use 
patterns. Alternatively, the workshop with 
the focus group of  potential users can be 
conducted in a free form to allocate 
the general aspirations from 
similar services.

Utilise existing data before adding any more 
content. Facebook API provided access to 
legitimate data suitable for prototyping. 
Combining multiple requests to the API 
lead to discovering venues and events that 
may not otherwise be included in other 
listings. In the future, combining multiple 
social network APIs with eventual content 
management may be a viable strategy for 
the projects of  this kind. For example, 
inability to include the price into the event 
listing, could be solved through merging 
the Facebook API output with data from the 
ticket vendors online. Foursquare and Yelp 
in case of  Moi Helsinki, could bring another 
choice criteria (venue rating) to the user.

Choosing cost-efficient solutions. Total spending 
on the project in the prototyping phase 
did not grow over 100€. Numerous free 
resources, such as web hostings, tutorials 
and software allow to start development 
projects like this on relatively low 
spendings. At the same time, calculating in 
the labor fee donated to the project by 
the team members would mean the 
significant change to the estimated 
spendings.

Build-in the opportunities to scale the project. 
Semantically project is simple and has an 
opportunity to adjust to many scenarios. 
Code written in module way allows for 
future collaboration of  the authors on 
the functionality of  the project. 
Some potential development opportunities 
are listed in the chapter Discussion and 
Further Work.

Localise output. Channeling output for 
location specific case was an original core 
of  the UI design. Final interface allows for 
closer interaction of  the user to the nearest 
environment. In the future, definition of  
local can be expanded from purely 

the location to other semantically flexible 
borders.

Display data dynamically. Project development 
has definitely gone in line with the direction 
pointed by this driver and dynamic data 
display has at all times remained one of  
the priorities. There is still potential 
in linking data elements together to 
provide greater flexibility of  the outcome 
adjustments. Involving users’ personal data, 
with their permission, opens the way 
to the deep involvement opportunities.

Project 
Evaluation
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Moi Helsinki project has been self-initiated and therefore 
does not have termination criteria. Continuation, however, 
requires defi nition of  the precise project focus. Following 
chapter of  the writing is dedicated to the potential expansion 
objectives. 

In order to fulfi ll the objective of  pubWlic engagement 
following iterations of  the project have to go through 
the phases of  co-design (Bason, 2010; Sanders and Stappers, 
2008). Suggested scheme allows for the passive data 
submission by the users through the social media. 
At the same time it is unclear, whether this model is what 
it takes to motivate and empower the user to actively 
contribute to the shared data. It is curious to see how adding 
a few components to the (infra)structure of  knowledge can 
enhance the experience of  data manipulation by the user. 
Working with particular kind of  users (e.g. venue owners, 
event organisers, institutions) may expand the service 
functionalities in custom ways.

To run sustainably project must fi nd the source of  revenue 
or rely on donations/grants. While the code of  the project is 
released for free, it still has the potential for monetization. 
In case of  the project developing the same root as it has 
started, there is a potential of  eventual subscription service 
for commercial event venues. Subscription could allow 
extended functionalities to be displayed next to the events 
(for example, ticket direct purchase link, access to editing 
the listing display or event the opportunity to connect to the 
venue’s website instead of  the Facebook page). 
The depiction of  this model can be seen on the Business 
model canvas (Figure 20). It was earlier discussed in 
the project’s Introduction. 

If  the project tilts towards the work with the public sector 
it is possible to secure development through the innovation 
grant system. In this case, entire functional model for 
the project has to be reconsidered. An example is shown on 
the Figure 21.

20. Business Canvas Model for Moi Helsinki, reinforcing economical sustainability through 
the subscription model.

21. Business Canvas Model for Moi Helsinki, adjusted for the work with public sector 
comissions
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The current iteration of  Moi Helsinki is 
a demo product built on the open data from 
Facebook. Its implementation suggests that 
social media APIs allow development of  
cost efficient products. Using social network 
API in comparison to starting with the 
creation of  an independent database allows 
shifting the focus of  the data (Robinson 
et al., 2009). UI tests on this demo have 
proved an argument of  Manovich (2011) 
who claimed that social networks provide 
enough data for value extraction, even 
though some aspects of  it are yet restricted. 

At the same time, social media platforms 
are wired on their logics. The way the data 
is organized inside each of  these logics may 
dramatically influence the flow of  work 
with their APIs. For example, the Facebook 
system stores information in objects 
connected to each other with matching 
parameters. Facebook API provides direct 
access to all the objects in within 
the system in case if  they are listed as 
public. Any registered web application can 
make a variety of  requests to the API that 
return information packed into 
the standard JSON string. These results can 
be mapped in any way by the application 
author. Constructing a request to 
the system requires a semantic 
understanding of  Facebook API logic. 

The trivial logic is not often applicable 
to the ways that Facebook database is 
organized. For instance, to check for public 
events listed around “Helsinki,” a coder 
has to find out the way to describe it to 
the system. Depending on whether there 
is an object in the system already called 
“Helsinki” or not the request has to be built 
either through such object or 

the center coordinate of  the search (latitude 
and longitude). Results respectively will 
be either these that were tied to the object 
or these that had the venue geographical 
coordinate logged in. Such requests will 
usually generate different output listing. 
Therefore, the coder has to consider as 
many possible variations of  the requests as 
possible. And even these measures can not 
guarantee total coverage since the event can 
be logged by the user without the precise 
venue location or city tag. 

The Facebook website itself  adds another 
layer of  inconsistencies. The interface 
has multiple event alerts: data appears to 
the user in the notification panel, in the 
personal feed and on the event page or in 
the event calendar. These four displays are 
not consistent, and some information gets 
lost, while another gets amplified. 
This ambiguity often makes event 
organizers to replicate all the event’s core 
information in the title field, because they 
may never rely on all the data to come 
across otherwise. Noticing these behavioral 
patterns early on allows avoiding mistakes 
in planning the data presentation.

Issues and glitches of  communication 
software have a great potential for future 
challenges of  social interaction. 
While a solid platform is rigid and hard to 
scale, a fluid platform — needs constant 
learning and maintenance. Jack Dorsey, 
the creator of  Twitter and Square, 
addressed this saying that t “one founding 
moment” for the company. (TechCrunch, 
2012) Earlier this year I have written a paper 
on authority shifts in digital developments 
(Kazantsev, 2016). I was looking at Node.
js and other open source projects trying to 

“The sharing economy 
has grown from a minor 
phenomenon to a considerable 
business in its own right.” 

(Winterhalter, 2015)



95

Discussion & further work •  Project Evaluation

evaluate how power structure inside team 
evolves and refl ects on the work. It became 
evident that projects like Node.js gain 
success mainly due to the fl exibility in their 
governance. 

Even though coders are not any more 
secured from miscommunication than any 
other professionals, open development 
communities regularly update their rules 
to cooperate. There are multiple websites 
using interface design as a method of  
democratization of  communication with 
the users (Fatland, 2007). 
Some governments are employing more 
inclusive strategies as well. (Chopra, 2014; 
Design Commission, 2014; Goldstein et al., 
2013) However, very rare examples scale 
today to the extent, where open source 
community fi nds itself  today. 
The inclusion of  a community in controlling 
the development process has grown so 
visible that open source governance is a 
term of  its own. (Rushkoff , 2003) Rushkoff  
describes how systematic eff ort of  the open 
source online community infl uences offl  ine 
legislation. He describes modern public as 
interaction enabled by the means of  
the Internet itself.

Rushkoff  encourages the imagination to 
build an image of  democratic experience 
where our entire administration system 
is open source. Today we may couple this 
challenge with the quality “characteristics 
of  smart disclosure” given by Sunstein 
(2011).  That far, this writing focus was at 
the data, discussing its ownership, 
extraction and presentation. Figure 22 
maps elements necessary to take system 
disclosure further over the social mapping 
introduced earlier. The distribution of  the 

parameters on the map is subjective and 
done by the author of  this work. 
The aim behind drawing this map is 
initiation of  the discussion about 
the role of  each of  the society agents in the 
system data administration. Should the 
state enforce the legislations about 
the data accessibility and privacy? 
These two aspects of  opening the data, for 
example proved to be very hard for 
the legislators in the EU to crack (Welle 
Donker and Van Loenen, 2015). 
Should businesses take care of  the market 
adaptation of  the system while taking care 
of  the actual implementation of  
the soft ware? 

At the moment is seems like the market is 
trapped in its own routines, and future trust 
may require better transparency of  the 
action. (Balkan, 2015; Chesbrough, 2007; 
Lee, 2014) Should the data be standardized, 
linked and updated by the default setup 
of  the system? If  so, who is in charge 
of  administrating these standards and 
updates? And lastly, should the general 
public play active role on in shaping 
the shared data? Answers to these 
questions are far beyond the scope of  this 
thesis. However, it is a good moment to 
ask them,  aft er the particular context was 
defi ned with this work. 

This proposal of  combining systemic 
administration, public eff ort and market 
interest is present for example in the work 
of  Bauwens (2012) on partner state in 
an ethical economy. Ethical design 
manifesto proposed by Aral Balkan is not 
possible without an overview of  economy 
like the one suggested by Bauwens. 
Similarly, Robinson et al. (2009) argue that 

to close broken feedback between the state 
and the public we do not need new websites. 
Instead, a systemic vision of  the dialog 
needs to happen across the fi elds.

Looking at the role that is usually allocated 
for the general audience I would like 
to add one quality characteristic of  my 
own to the Sunstein’s list. In my opinion, 
special attention should be given to public 

involvement in the process of  shaping 
this democratic system. The concept of  
“knowing publics” by Kennedy and Moss 
(2015) deeply resonates with my vision of  
the potential that civic engagement has. 
Similar to Rushkoff  I see part of  the success 
of  the open source movement in its ability 
to unite people for productive cooperation. 

22. Seven characteristics of 
smart disclosure” given by 
Sunstein (2011) on the map of 
the social relations. (With the 
8th parameter added by the 
author of this work)



Nearly any large project online can benefit 
from a crowd-generated effort. 
And if  this attempt is transparent and 
facilitated we may have resources tailored 
more like Wikipedia, than like Google. 
For example, looking into the systems of  
ranking like StackOverflow, Quora or even 
Tinder can be helpful for public design. 
(Kjosev, 2010). 

In fact, in the case of  the Moi Helsinki 
project, data received through 
the tryout time signals the further need of  
moderation. This moderation could easily 
be delegated to the service users. A new 
iteration of  the interface can allow users to 
mark some elements of  the listing as less 
important. With carefully designed visual 
clues, such simple tasks can gradually guide 
a user in co-creation of  the knowledge with 
lower beginner threshold. 

Active user engagement with the content 
can be as well profitable financially, 
allowing the services to cut off the number 
of  moderators. The Same principle often 
spreads onto more advanced tasks as 
well. Wisniewski (2015) points that opting 

for data disclosure the state may save 
significantly on the development of  
the software for interpretation of  this data. 
Today, even the most modern technologies 
online often have low-cost technical 
solutions on the market. At the same time, 
Qualified IT and UI developers able to 
deliver interactive cross-platform projects 
are in high demand. (Fleischer, 2015) 

McCarthy (2013), speaking of modern 
designers says: “Besides simply 
designing a product or service, 
design entrepreneurs want to be 
comprehensively involved: concept, 
design, naming production, branding, 
packaging, advertising, marketing and 
sales.“ Even though this tendency is 
heart-warming, design products which 
McCarthy describes in the book with 
a few exceptions are  either commercial 
or artistic. I genuinely hope, that there 
will be both demand and supply of 
designers, employing their talents for 
work on the shared public benefit.
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Native app
(mobile app)

Native app
(mobile app)

Web Application 
(a website)

Web Application 
(a website)

Hybrid app 
(HTML5 mobile app)

Hybrid app 
(HTML5 mobile app)

APPENDIX 1. 
COMPARISON OF APPLICATIONDEVELOPMENT MODES
(NATIVE, HYBRID & WEB APPLICATIONS)

Table 1.1 How does it work?

Table 1.2. What are the benefits of each approach?

An application that user 
downloads from web (usually 
an official store) and installs 
on the phone. There are three 
mobile operating systems 
currently dominating the 
market: iOS by Apple, Window 
Mobile and Android. Each of 
this systems requires 
a separate application to be 
developed.

Easier access for everyday use 
on-the-go.

Faster download of the updated 
data items (since the whole 
application is already in 
the memory of the device)

Secure performance level, 
especially in the application 
where graphics performance is 
paramount (Bristowe, 2015).

Relatively predictable 
functionality of the app (screen 
sizes, for example, are a lot more 
predictable, as well as the spread 
of browsers. )

Depend on the platform and 
chosen framework: for iOS, 
it’s Objective-C or Swift; 
for Android, it’s Java; and 
for Windows Phone, it’s C#. 
However, technologies like 
Xamarin, React Native, and 
NativeScript can be used to 
overcome that.

Web application is an 
application running at 
the server. For the final user 
it appears as a usual website. 
One of the quickest things to 
prototype and develop on 
the low budget. Website is 
totally sufficient to test UI logic 
on users.

Can be accessed from all 
connected devices that have a 
browser. This means that a wider 
selection of user has access to the 
product, however at the same 
time means that the product 
needs to be flexible enough to 
adapt for a vast variety of screens 
and processing assets.

The speed of the web applications 
has dramatically increased 
with the new technologies of 
development populating the 
market. 

Final performance quality, 
however may strongly vary 
from browser to browser and 
suffer significantly with the lower 
bandwidth. 

One development body for all 
devices. 

Generally the quickest one to 
develop and the easiest to find the 
developer for. 

Distribution of the web app is 
significantly easier, than the 
one of the application, since it 
does not require permission of 
the system developer (Apple, 
Windows, Google), neither it calls 
for downloading effort on the final 
users’ side.

There are various approaches to developing a web application. 
The rapid growth in their amount, however is due to the fact, that 
these application can be written with close to no knowledge of 
the backend languages in the development team. Combination of 
the following languages is sufficient to create a web application:
HTML, CSS, javaScript

What is it?

User
benefits

Performance

Development

Development
Languages

A web-based application, that 
looks for a user like a native 
app, but is developed as a 
website. “You can think of 
the WebView as a 
cwhromeless browser 
window that’s typically 
configured to run fullscreen.” 
(Bristowe, 2015). Chromeless 
means that is has no control 
buttons or menus related to 
the browsing the web, rather 
the ones related to 
the function of the app.

Basecamp, Instagram, Yelp, 
Untappd, and SydJS adopted 
the hybrid development mode 
at the different moments in 
their product development. 
For more information, check 
PhoneGap, Ionic, Telerik 
Platform, and AppGyver.

Since for the final user 
the application works the same 
way as the native one - all the 
same benefits apply.

Unlike in the case of the website, 
where the login has to be done 
every time after the browser 
refreshed the cookies, hybrid 
app’s login persists forever.

The latest versions of 
the WebView are generally as 
responsive as any native app, 
unless the complicated graphic 
rendering is at stake (Bristowe, 
2015). 
To see the illustration of it, look, 
for example, Kendo UI Mobile app 
challenge (https://www.youtube.
com/watch?v=hHk1ENkwWq8)

Generally quicker one to develop, 
than the native one (Heinemeier 
Hansson, 2014). 

Develops as a website, or hand in 
hand with the desktop website — 
web developer can reuse existing 
skills for creating an application 
that runs as native.

Able to access device capabilities 
such as the accelerometer, 
camera, contacts, and more.

A level up from the native shell 
(boxing up a website into an 
application) is the use of the 
native navigation, that includes 
menus and navigation principles 
specific for a particular mobile 
platform. 



Native app
(mobile app)

Web Application 
(a website)

Hybrid app 
(HTML5 mobile app)

Table 1.3. What are the disadvantages of each approach?

Statistically, average user opens 
5-7 applications a day on her 
mobile phone. As well, installing 
a new app is seen as “choice” of 
littering your phone memory.

User is unable to access the data 
without the mobile device.

Native development needs at 
least 2 developers in the team 
(Android and iOS) and as we are 
talking of Finland, Windows phone 
developer as well.

Decisions made out of the phone 
capabilities in 2015 will be largely 
irrelevant by 2016 (Heinemeier 
Hansson, 2014). To support each 
generation of devices, one has to 
write with loads of exceptions and 
run significant amount of tests.

Involves working with proprietary 
software and languages (SDK and 
all that), that may limit possibilities 
of distribution and development.

Distribution requires a user to 
install the app through the app 
store specific for each platform. 
Therefore, each of the platforms 
should be approached and 
maintained individually

Extra effort of getting it into use 
via browser, if on the mobile 
phone.

Cookies only store log in for a while 
and can be cleared independently 
from the particular website.

Have to take in account all 
possible browsers, screen sizes 
and such.

Not always able to access device 
hardware capabilities such as the 
accelerometer, camera, contacts, 
and more.

Amount of browsers one has to 
take into consideration is large. 
Some of the key features of the 
interactive website might not be 
compatible with old browsers. To 
be truly universal and support 
all possible machines may be as 
time-costly as in the case of native 
development.

It is harder to generate the 
frequent mobile user stream via 
browser, because it calls for extra 
effort.

User
disadvantages

Development

Distribution

Same as in the native app, aside 
from the fact, that it is likelier 
to develop a seamless desktop 
version for the app.

Performance
Android runtime (performance) is 
inconsistent on WebView across 
the OS versions. Moreover, unique 
capabilities of each particular 
platform are harder to target 
(Heinemeier Hansson, 2014).

In the early times of the hybrid 
app development, technical 
performance was poorer than 
on the native analogs. However 
recently it is less of a problem. For 
example, after the integration of 
Chromium rendering engine in 
Android 4.4 (October, 2013), this 
became less of a recognizable 
issue.

Individual features of mobile 
platforms might in inaccessible 
through the WebView plugins, or 
accessible on the unreliable terms. 
This may lead to further dropping 
certain functionalities of the app 
all together.

Distribution requires a user to 
install the app through the app 
store specific for each platform. 
Therefore, each of the platforms 
should be approached and 
maintained individually

APPENDIX 2. 
ADVANTAGES AND DISADVANTAGES OF THE MOBILE-FIRST 
APPROACH

Advantages of the method

Disadvantages of the method

Well established and still growing mobile web use 
In Finland by 2013 over a half of handset 
devices were smartphones (Vesselkov, 
Riikonen and Hämmäinen, 2014). Globally, 
the number of mobile users has rose over the 
number of the user of PC in 2014 and keeps 
growing (Bosomworth, 2015). Same study 
shows the general dominance in the mobile 
media use time over the desktop.

Network quality and cost may significantly limit 
usability and harm user interest all together.
There are still places even in Europe, where 
internet connection is not yet that common 
and mobile web is still charged by the traffic 
consumed. 

Most of the mobile usage is allocated on the apps.
89% of the user’s time spent on the mobile data is 
allocated on mobile apps and only remaining 11% 
are given to mobile browsing (Bosomworth, 2015) 

Limited applicability even within the mobile 
paradigm.
Older devices and devices with custom browsers 
may not be able to render modern code. 
However, this argument may be discouraging 
for the idea of mobile browsing all together, it is 
evermore important to attempt to provide most 
flexible code and developing mobile-first is a step 
towards the goal.

Easy adaptability of the product into the mobile 
app. Once written with the use of HTML5 and 
designed to fit the mobile screen - website 
can be the base for the hybrid mobile 
application. 

Development speed. Aiming for the smaller 
screen first generally limits the spectrum of 
tasks that developing team solves before the 
first prototype goes live. 

Difference in user behaviour.
Behavior of the user (as well as experience and 
motivation ) is different on mobile and desktop. It 
may come to the extent, where same product will 
not make any relevance for one of the platforms. 

Full preview delivery time.
The first live demo on web is generally done a lot 
later, when development is taken from the mobile 
onwards. When working for the client, this may 
become a problem, since for some commissioners 
it is hard to trust the team without tangible proof 
of direction. 




