
Raise your hand if you’ve made some sort of 
attempt to curb your social media use.



Raise your hand if you have a teenager in your 
life who is driving you crazy with their social 

media habits



My why

Teens are increasingly 
engaging on social media 
without them or their 
parents understanding 
their emotional reactions





�� My Honours Project

�� Theories of Lived Experience 

�� Reflecting on our Design Practice 



MY HONOURS PROJECT



What does the research 
say?

�� “Screen time” is pretty unhelpful as 
a metri�

�� You aren’t addicted to your phon�

�� Certain features of social media 
positively impact teens; others have 
negative impacts.�

�� Not being on social media at all can 
have pretty negative impacts on 
teens' social developmen�

�� Interventions designed around 
improving agency are more effective 
than restrictive interventions.

The impact of social media on teens 

mental health, is a lot more complex 

than most believe.



Teenagers don’t feel a sense of  over 
their social media experience.

autonomy

This is because of persuasive design

So, locking their phones in a drawer and 
shouting at them won’t fix the problem 

Lack of autonomy = education



Lower income teens spend about  on 
devices each day

 2h more

There is a strong correlation between 
algorithmic awareness & parental income





Encouraging Active 
Reflection 



LIVED EXPERIENCELIVED EXPERIENCE



Lived Experience in UX 
Design

People who have  gained knowledge through 

direct, first-hand involvement in everyday  

events, rather than through assumptions and 

constructs from other  people, research, or 

media.





Everyone should be included in conversations 
about the future of technology 

Designing with Empathy: Understand that designing technology for young 
people requires empathy and active listening, not just assumptions.



Engage Youth Voices: Involve young people directly in conversations about the 
future of technology, especially social media, to gain authentic insights.



Facilitate Positive Dialogue: Use constructive methods to discuss feedback, 
acknowledging that different perspectives may sometimes conflict.



Value Youth Input: Compensate young people fairly for their time and 
insights, recognising their contributions as valuable expertise.



REFLECTING ON OUR DESIGN PRACTICES



“Your Designs Aren’t Engaging Enough”



Your Users Aren’t Always Lazy



What’s Next? 

Autonomy > Control 


Moving beyond engagement 


Recognising persuasive design 



ANY QUESTIONS?


