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Abstract 
Children are introduced to social networking at younger 
and younger ages through commercially-centered 
virtual worlds and social gaming sites like Club Penguin, 
Neopets, and Webkinz.  A small and growing subset of 
these Web 2.0 sites use social media to address 
prosocial values in children.  This Special Interest 
Group focuses on “prosocial media for children”, which 
we define as social media that strive to increase 
children’s awareness of the lives and needs of others 
and promote caring about the welfare and well-being of 
others.  Participants in this SIG are invited to join the 
growing discussion regarding the design and 
development of children’s prosocial media.  Participants 
will review 3 – 6 short examples, and then break into 
small groups that will host facilitated discussions about 
the issues and challenges surrounding design and 
development of children’s prosocial media.  A primary 
goal of this SIG is to foster the development of a 
community of researchers and practitioners who are 
focused on designing and developing prosocial media 
for children.  
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ACM Classification Keywords 
H5.m. Information interfaces and presentation (e.g., 
HCI): Miscellaneous.  
 
ACM General Terms 
Design, Human Factors 

Introduction 
Technology is drawing people across the world closer 
together, creating opportunities, and bringing about 
change. Children, in particular, are exposed to a 
variety of commercially-centered social gaming and 
networking sites.  Very few social media sites for 
children, however, are designed with the intent to 
promote “prosocial” skills.  Prosocial media for 
children, defined as social media that strive to 
increase children’s awareness of the lives and needs 
of others and promote caring about the welfare and 
well-being of others, help children develop greater 
awareness of the world and people around them and 
provide children with ideas for ways in which they 
can connect with and help others. These ideas can 
serve as a springboard for adult/child conversations 
about prosocial behavior and age-appropriate social 
actions that children can undertake to make a 
meaningful difference in society. 

This Special Interest Group will bring together 
researchers and practitioners who have an interest 
in children’s prosocial media.  The organizers of the 
SIG will facilitate discussion of the issues involved in 
developing prosocial media for children, and host 
breakout sessions with participants to encourage an 
open dialogue about the design and development of 
prosocial media.  Three prosocial media projects 
created by the organizers are highlighted and 
summarized here as examples.  The organizers of 
this SIG encourage participants to share other 
examples of prosocial media with the group. 

Sesame Street Family Connections 

Sesame Street Family Connections is a free, child-
centered online space where children and adults can 
stay connected when distance makes everyday 
communication difficult.  With the help of their 
favorite Sesame Street friends, family members can 
compose encouraging messages to each other, 
share artwork and videos, upload photos, and get 
answers to some questions they may have but don’t 
know how to ask.  This web site, developed for 
military families as part of Sesame Workshop’s 
“Talk, Listen, Connect” initiative, serves to keep 
military families connected across the globe.  

The site, which provides a way for young children to 
communicate and share emotions with their family 
members, has the following goals: 

• Encourage young children to talk about their 
situations and express their feelings;  

• Reassure children that they are secure and 
loved, even if a parent is far from home or no 
longer looks or acts the same; 

• Aid families in maintaining connections between 
the deployed or injured parent and the family, 
despite physical, psychological, mental or 
emotional barriers to communication;  

• Help caregivers, family members, and 
professionals recognize the need to include 
young children in planning for a long-deployed 
or injured parent's re-entry into family life, and  

• Support the development of a positive attitude 
towards the future.  

These educational goals provide the basis for an 
interactive, social networking experience that 
encourages children and their families to express 
their emotions and stay connected, even when 
distance provides a physical separation.  
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Xeko 

Creating a new trend in gaming called “Gaming for 
Good,” Xeko partners with nonprofit organizations to 
promote causes through exclusive online games. By 
playing and meeting a collective goal in a game, kids 
activate the donation to the nonprofit and discover 
that they have power to give, be good citizens and 
turn their gaming actions into a real world of Good.  

How kids have helped others by Gaming for Good in 
Xeko’s Elf Island initiative: 
 

• Built eight homes for eight families in Honduras, 
with Habitat for Humanity 

• Repaired six boats to protect sharks and other 
wildlife from poachers, with WildAid 

• Planted 2,000 trees in Niger, with Plant-It 2020 
• Helped scientist’s track polar bear migration in 

the Arctic, with Polar Bear International 
• Fed 100 under served families healthy produce 

in Sacramento, with Fresh Producers 
• Adopted a panda from an earthquake-affected 

area in China, with Pandas International 
• Built a camp in Uganda for kids living with HIV, 

with The Elizabeth Glaser Pediatric AIDS 
Foundation 

• Sent a chronically ill child and family to Disney, 
with Bert’s Big Adventure 

• Donated computers for children at Nationwide 
Children’s Hospital 

 
Through Xeko GoodQuests and Mirrored Gaming™— 
exclusive virtual world games that cause real-world 
impact—Xeko members are changing the world one 
game at a time. 

Panwapa World 

Panwapa World is a curriculum-based, multi-lingual 
social-networking site for children ages 4-7.  
Available in Arabic, English, Japanese, Mandarin and 
Spanish, Panwapa World aims to lay the foundation 
for global citizenship and community activism in 
young children. Panwapa prepares children to 
contribute to their communities and the world in 
ways that will have a positive impact by reinforcing 
the following educational objectives: 

1. Awareness of a Wider World.  This goal focuses 
on a recognition of the wider world in which we 
live and an understanding of the link between 
local neighborhoods and communities and 
national and global issues. Sub-goals include self-
awareness and identity, awareness of one’s own 
culture, awareness of others, and appreciating 
our common humanity.  

2. Appreciating Similarities and Valuing Differences.  
This goal focuses on an understanding of and 
respect for similarities and differences among the 
people of the world and an appreciation for how 
the world’s systems are interconnected.  Sub-
goals include languages and the value of 
diversity. 

 
Panwapa Kids interact with each other by 
exchanging Panwapa Cards, which identify the 
Panwapa Kid’s favorite sport, food, activity, animal, 
craft and musical instrument. The sender can also 
include a pre-scripted message, such as: "We like 
some of the same things and some different things!" 
or "I like your house. Please visit mine!"  

CHI 2010: SIGs Session 3 April 10–15, 2010, Atlanta, GA, USA

3187



  

Communities of Interest/Assumed 
Attendee Background 

This SIG is designed for researchers and 
practitioners interested in studying or developing 
“prosocial” media for children; i.e., media for 
children that strive to increase children’s awareness 
of the lives and needs of others and promote caring 
about the well-being of others.   

Sample Discussion Topics 

• What are some best practices in creating 
prosocial media for children? 

• What are some of the challenges in designing a 
social networking site for children?  

• Are there specific interface considerations when 
designing developmentally appropriate social 
media for children? 

• How can interactions within social media online 
be used to foster prosocial values in children 
offline? 

• What techniques have proven useful in helping 
children understand the lives of people in other 
parts of the world? 

• How can developers find funding to create 
prosocial media and distribution channels to 
ensure that the content reaches the intended 
audience? 

 

Process/Schedule/Agenda 

We hope to facilitate a highly participatory and 
collaborative session, including group participation 
and open discussion among all of the participants. 
We encourage all participants to bring examples 
(videos or slides) to show their projects that involve 
prosocial media for children. We envision a schedule 
something like the following: 
 

• Self-introductions of participants and overview 
of schedule/agenda 

 
• Session coordinators outline some of the issues 

that are relevant to the design and development 
of prosocial media for children 

 
• Discussion of 3-6 sample prosocial media 

projects by session coordinators and participants 
 

• Break into small-group brainstorming sessions: 
participants to share their expertise and discuss 
an area of prosocial media development that is 
of interest to them (e.g. values, user interface, 
best practices, design techniques)  

 
• Small group presentations and discussion 

 
• Discussion of next steps: creating mechanisms 

to facilitate an ongoing community of 
researchers and practitioners interested in social 
media that support prosocial behavior in children 

 
Primary Contact 
Glenda Revelle, University of Arkansas

 

CHI 2010: SIGs Session 3 April 10–15, 2010, Atlanta, GA, USA

3188


