
Adey, P. (2010). Mobility. London: Routledge.

Adrian, L. (2001). Konfliktløsning ved mediation. København: Encore.

Albrechtslund, A. (2007). Ethics and technology design. Ethics and Information Technology, 9(1),

63–72. https://doi.org/10.1007/s10676-006-9129-8

Allcott, H., & Gentzkow, M. (2017). Social Media and Fake News in the 2016 Election. Journal of

Economic Perspectives, 31(2), 211–236.

Alrø, H., & Plenge, N. (2004). Konflikthåndtering i organisationer. I H. Alrø & M. Kristiansen,

Dialog og magt i organisationer (s. 209–235). Aalborg Universitetsforlag : [Sælges på

internettet.

Andersen, P. V. K. (2016). Steps towards a Third Space: A case study of multi-stakeholder

communication mediated by a tangible tool (Ph.d). Aalborg Universitet, Aalborg.

Attard, J., Orlandi, F., Scerri, S., & Auer, S. (2015). A systematic review of open government data

initiatives. Government Information Quarterly, 32(4), 399–418. https://doi.org/10.1016

/j.giq.2015.07.006

Aylett, R. (1999). Narrative in Virtual Environments -Towards Emergent Narrative. I Proceedings

of the AAAI fall symposium on narrative intelligence (s. 83–86).

Aylett, R. (2000). Emergent Narrative, Social Immersion and"Storification". I Proceedings of the

1st international workshop on Narrative and Interactive Learning Enviroments (s. 35–44).

Baldwin, J. (1962). The creative process. I J. F. Kennedy, Creative America. Ridge Press.

Bardzell, J. (2011). Interaction criticism: An introduction to the practice. Interacting with

Computers, 23(6), 604–621. https://doi.org/10.1016/j.intcom.2011.07.001

Benjamin, W. (1994). Kunsten i dets tekniske reproducerbarheds tidsalder. Kultur og Klasse,

22(77), 15–42.

Beyer, H. (2010). User-centered agile methods. San Rafael, Calif.: Morgan & Claypool.

Bias, R. G. (1994). Pluralistic usability walkthrough: Coordinated empathies. I J. Nielsen & R. L.

Mack, Usability inspection methods (s. 63–76). New York: Wiley and Sons.

Boehm, B. W. (1988). A spiral model of software development and enhancement. Computer,

21(5), 61–72. https://doi.org/10.1109/2.59

Borri, G., Orria, B., & Vailati, A. (2014). Ambiguous Welcomings: The Identity Construction of

Asylum Seekers in Turin, Italy. Urbanities, 4(1), 11–25.



Boserup, H. (2002). Advanced techniques - Mediation. Hentet 3. maj 2018, fra

http://www.mediator.dk/dk/?P=Advanced-Techniques.1.21.19.0.i

Boserup, H., & Humle, S. (2001). Mediationsprocessen. København: Nyt juridisk forlag.

Boyd, D., & Crawford, K. (2012). CRITICAL QUESTIONS FOR BIG DATA: Provocations for a

cultural, technological, and scholarly phenomenon. Information, Communication & Society,

15(5), 662–679. https://doi.org/10.1080/1369118X.2012.678878

Brandt, E. (2006). Designing exploratory design games: a framework for participation in

Participatory Design? (Bd. 1, s. 57–66). ACM Press. https://doi.org/10.1145

/1147261.1147271

Brandt, E., Binder, T., & Sanders, L. (2012). Tools and techniques. I J. Simonsen & Robertson,

Routledge International Handbook of Participatory Design, Routledge (s. 145–182). New

York: Routledge.

Braun, V., & Clarke, V. (2006). Using thematic analysis in psychology. Qualitative Research in

Psychology, 3(2), 77–101. https://doi.org/10.1191/1478088706qp063oa

Brown, M., Tsai, A., Baurley, S., Koppe, T., Lawson, G., Martin, J., … Arunachalam, U. (2014).

Using Cultural Probes to Inform the Design of Assistive Technologies. I M. Kurosu (Red.),

Human-Computer Interaction. Theories, Methods, and Tools (Bd. 8510, s. 35–46). Cham:

Springer International Publishing. https://doi.org/10.1007/978-3-319-07233-3_4

Bryman, A. (2016a). Mixed methods research. I A. Bryman, Social Research Methods (s.

634–660). Oxford: Oxford University Press.

Bryman, A. (2016b). Social research methods (5th ed). Oxford ; New York: Oxford University

Press.

Bryman, A. (2016c). Social research methods (Fifth Edition). Oxford ; New York: Oxford

University Press.

Burgess, J., Green, J., Jenkins, H., & Hartley, J. (2009). YouTube online video and participatory

culture. Cambridge, England; Malden, MA: Polity. Hentet fra http://site.ebrary.com

/id/10691518

Burris, B. H. (1998). Computerization of the Workplace. Annual Review of Sociology, 24(1),

141–157. https://doi.org/10.1146/annurev.soc.24.1.141

Bush, B. (2001). Handling Workplace Conflict: Why Transformative Mediation. Hofstra Labor &



Employment Law Journal, 18(2), 367–397.

Bush, R. A. B., & Pope, S. G. (2002). Changing the Quality of Conflict Interaction - The

Principles and Practice of Transformative Mediation. Pepperdine Dispute Resolution Law

Journal, 3(1), 67–96.

Bush, Robert A. Baruch, & Folger, J. P. (2005). The promise of mediation: the transformative

approach to conflict (Rev. ed). San Francisco: Jossey-Bass.

Buxton, B. (2010). Sketching user experiences: getting the design right and the right design.

Morgan Kaufmann.

Büscher, M., Urry, J., & Witchger, K. (2011). Introduction. I M. Büscher, J. Urry, & K. Witchger,

Mobile Methods (s. 1–19). London: Routledge.

Bødker, S. (2000). Scenarios in user-centred design—setting the stage for reflection and action.

Interacting with Computers, 13(1), 61–75. https://doi.org/10.1016/S0953-5438(00)00024-2

Chenai, R. (2011). Ten Steps for Conceptualizing and Conducting Qualitative Research Studies in

a Pragmatically Curious Manner. The Qualitative Report, 16(6), 1713–1730.

Christensen, J. R. (2011a). The Star Wars Kid and the Bedroom Intruder. Akademisk Kvarter, (3),

135–146.

Christensen, J. R. (2011b). Viral markedsføring - hvad, hvordan og hvorfor? Samson, (1), 8–10.

Christensen, J. R. (2014). The Concept of the Gentleman PSY’s “Gentleman M V”. Akademisk

Kvarter, (8), 50–52.

Christensen, J. R., Hansen, J. C., Larsen, F. H., & Nielsen, J. S. (2015). From Snapshot to

Snapchat Panopticon or Synopticon. Akademisk Kvarter, 11, 1–16.

Christensen, Jørgen Riber. (2011). Starbucks - Værdibaseret forbrug som global fortælling.

Akademisk Kvarter, (2), 276–287.

Christensen, Jørgen Riber. (2014). Viral kommunikation og sentimentalitet: Hadde du gitt jakken

din til Johannes? Dansk Noter, (3), 18–23.

Clement, A., & Wagner, I. (1995). Fragmented Exchange: Disarticulation and the Need for

Regionalized Communication Spaces. I H. Marmolin, Y. Sundblad, & K. Schmidt (Red.),

Proceedings of the Fourth European Conference on Computer-Supported Cooperative Work

ECSCW ’95 (s. 33–49). Dordrecht: Springer Netherlands. https://doi.org/10.1007

/978-94-011-0349-7_3



Cobb, S. (1994). A Narrative Perspective on Mediation. I J. P. Folger & T. S. Jones, New

Directions in Mediation: Communication Research and Perspectives. Thousand Oaks,

London & New Delhi: SAGE.

Collinson, D. L. (2003). Identities and Insecurities: Selves at Work. Organization, 10(3), 527–547.

https://doi.org/10.1177/13505084030103010

Conole, G., Dyke, M., Oliver, M., & Seale, J. (2004). Mapping pedagogy and tools for effective

learning design. Computers & Education, 43(1–2), 17–33. https://doi.org/10.1016

/j.compedu.2003.12.018

Cresswell, T. (2015). Place: an introduction (Second edition). Chichester, West Sussex ; Malden,

MA: Wiley, Blackwell.

Davis, J. (2009). Design methods for ethical persuasive computing (s. 1–8). Præsenteret ved

Persuasive Technology: Proceedings of the 4th International Conference, Claremont,

California: ACM Press. https://doi.org/10.1145/1541948.1541957

Day, R. E. (2008). European Documentation: Paul Otlet and Suzanne Briet. I R. E. Day, The

modern invention of information: discourse, history, and power (Updated and rev. ed, s.

7–38). Carbondale, Ill.: Southern Illinois Univ. Press.

De Moor, K., Berte, K., De Marez, L., Joseph, W., Deryckere, T., & Martens, L. (2010).

User-driven innovation? Challenges of user involvement in future technology analysis.

Science and Public Policy, 37(1), 51–61. https://doi.org/10.3152/030234210X484775

Della-Noce, D. (2002). Ideologically based patterns in the discourse of mediators - A comparison

of problem-solving and transformative practice. Doctoral Dissertation. Temple University.

UMI Dissertation Service.

Derry, S. J., Pea, R. D., Barron, B., Engle, R. A., Erickson, F., Goldman, R., … Sherin, B. L.

(2010). Conducting Video Research in the Learning Sciences: Guidance on Selection,

Analysis, Technology, and Ethics. Journal of the Learning Sciences, 19(1), 3–53.

Dijck, J. van. (2013). The culture of connectivity: a critical history of social media. Oxford ; New

York: Oxford University Press.

Ding, W., & Lin, X. (2010). Information Architecture: The Design and Integration of Information

Spaces. San Rafael, Calif.: Morgan & Claypool.

Dormans, J. (2008). Visualizing game dynamics and emergent gameplay. I Proceedings of the



Meaningful Play conference.

Dourish, P. (2001). Where the action is: the foundations of embodied interaction. Cambridge,

Mass: MIT Press.

Ertløv Hansen, O., Ertløv Hansen, O., Højbjerg, L., & MÆRKK. (2013). Online videoer - på

sociale medieplatforme. Aalborg; Aarhus: MÆRKK ; Systime.

Fisher, R. (1991). Getting to yes. New York: Penguin.

Floridi, L. (2008). Information. I L. Floridi (Red.), The Blackwell guide to the philosophy of

computing and information (s. 40–62). Malden, MA: Blackwell Pub.

Flyvbjerg, B. (2006). Five Misunderstandings About Case-Study Research. Qualitative Inquiry,

12(2), 219–245. https://doi.org/10.1177/1077800405284363

Folger, Joseph P., Bush, R. A. B., & Institute for the Study of Conflict Transformation (Red.).

(2001). Designing mediation: approaches to training and practice within a transformative

framework. New York: Institute for the Study of Conflict Transformation.

Folger, Joseph P., & Jones, T. S. (Red.). (1994). New directions in mediation: communication

research and perspectives. Thousand Oaks: Sage Publications.

Folger, Joseph P., Poole, M. S., & Stutman, R. K. (2001). Working through conflict: strategies for

relationships, groups, and organizations (4th ed). New York: Longman.

Fowler, M. (2004). UML distilled: a brief guide to the standard object modeling language (3rd

ed). Boston: Addison-Wesley.

Francis, D. W., & Hester, S. (2004). An invitation to ethnomethodology: language, society, and

social interaction. London ; Thousand Oaks, Calif: Sage Publications.

Frølunde, L. (2014). Reflexive Learning through Visual Methods. I J. Simonsen, C. Svabo, S. M.

Strandvad, K. Samson, M. Hertzum, & O. E. Hansen, Situated design methods (s. 161–180).

Cambridge: MIT Press.

Følstad, A. (2017). Users’ design feedback in usability evaluation: a literature review. Human-

Centric Computing and Information Sciences, 7(1). https://doi.org/10.1186

/s13673-017-0100-y

Gardiner, M., & Kearns, H. (2012). The ABCDE of Writing: Coaching high-quality high-quantity

writing. International Coaching Psychology Review, 7(2).

Garfinkel, H. (1967). Studies in ethnomethodology. Englewood Cliffs, N.J: Prentice Hall.



Garlan, D. (2000). Software architecture: a roadmap (s. 91–101). ACM Press. https://doi.org

/10.1145/336512.336537

Garrett, J. J. (2010). Customer Loyalty and the Elements of User Experience. I T. Lockwood,

Design Thinking (s. Kapitel 22). New York: Allworth Press.

Gergen, K. J. (2014). Pursuing excellence in qualitative inquiry. Qualitative Psychology, 1(1),

49–60. https://doi.org/10.1037/qup0000002

Goodman, S. (2007). Constructing Asylum Seeking Families. Critical Approaches to Discourse

Analysis Across Disciplines, 1(1), 36–50.

Goodman, S., & Speer, S. A. (2007). Category Use in the Construction of Asylum Seekers.

Critical Discourse Studies, 4(2), 165–185. https://doi.org/10.1080/17405900701464832

Goodyear, P., Carvalho, L., & Dohn, N. B. (2016). Artefacts and Activities in the Analysis of

Learning Networks. I T. Ryberg, C. Sinclair, S. Bayne, & M. de Laat, Research, Boundaries,

and Policy in Networked Learning (s. 93–110). Springer International Publishing.

Goodyear, Peter. (2005). Educational design and networked learning: Patterns, pattern languages

and design practice. Australasian Journal of Educational Technology, 21(1), 82–101.

https://doi.org/10.14742/ajet.1344

Gottlieb, F., Larsen, H., & Sørensen, V. (2013). Multi stakeholder innovation. I Proceedings of the

Participatory Innovation Conference (s. 253–261). Lathia, Finland.

Graham, C., Rouncefield, M., Gibbs, M., Vetere, F., & Cheverst, K. (2007). How probes work (s.

29). ACM Press. https://doi.org/10.1145/1324892.1324899

Gram-Hansen, S. B. (2009). Towards an Approach to Ethics and HCI Development Based on

Løgstrup’s Ideas. I T. Gross, J. Gulliksen, P. Kotzé, L. Oestreicher, P. Palanque, R. O. Prates,

& M. Winckler (Red.), Human-Computer Interaction – INTERACT 2009 (Bd. 5726, s.

200–203). Berlin, Heidelberg: Springer Berlin Heidelberg. https://doi.org/10.1007

/978-3-642-03655-2_24

Gray, D., Brown, S., & Macanufo, J. (2010). Gamestorming: a playbook for innovators,

rulebreakers, and changemakers (First edition). Beijing Cambridge Farnham Köln

Sebastopol Tokyo: O’Reilly.

Greenbaum, J. M., & Kyng, M. (Red.). (1991). Introduction - situated design. I Design at work:

cooperative design of computer systems (s. 1–24). Hillsdale, N.J: L. Erlbaum Associates.



Greene, J., Caracelli, V., & Graham, W. (1989). Toward a Conceptual Framework for Mixed-

Method Evaluation Designs. Educational Evaluation and Policy Analysis, 11(3), 255–274.

Gudiksen, S. K., & Svabo, C. (2014). Making and playing with customer journeys. I J. Simonsen,

C. Svabo, S. M. Strandvad, K. Samson, M. Hertzum, & O. E. Hansen, Situated design

methods (s. 139–160). Cambridge: MIT Press.

Gunn, W., & Clausen, C. (2014). From the social Shaping of Technology to staging of temporary

spaces of innovation - a case of participatory design. Science & Technology, 28(1), 73–94.

Hamby, B. (2013). Willingness to inquire: the cardinal critical thinking virtue. Præsenteret ved

Ontario Society for the Study of Argumentation Conference, Windsor: University of Windsor.

Haynes, J. M., Haynes, G. L., & Fong, L. S. (2004). Mediation: positive conflict management.

Albany: State University of New York Press.

Hedman, J., & Kalling, T. (2002). IT and business models - concepts and theories. Malmö: Liber

ekonomi.

Heikkinen, M., & Maatta, H. (2013). Design driven product innovation in enhancing user

experience oriented organisational culture in B-to-B organisations (s. 127–135). Præsenteret

ved Design Management Symposium (TIDMS), 2013 IEEE Tsinghua International, IEEE.

https://doi.org/10.1109/TIDMS.2013.6981226

Hendricks, V. für, & Vestergaard, M. (2017). Alternative kendsgerninger, misinformation og fake

news. I V. für Hendricks, Fake News: naar virkeligheden taber (1. udgave, 2. oplag).

Koebenhavn: Gyldendal.

Heron, J., & Reason, P. (1997). A Participatory Inquiry Paradigm. Qualitative Inquiry, 3(3),

274–294. https://doi.org/10.1177/107780049700300302

Hirschheim, R., & Klein, H. K. (1989). Four paradigms of information systems development.

Communications of the ACM, 32(10), 1199–1216. https://doi.org/10.1145/67933.67937

Holtzblatt, K., & Beyer, H. (2017). Contextual design: design for life. Cambridge, MA: Morgan

Kaufmann.

Hult, M., & Lennung, S.-Å. (1980). TOWARDS A DEFINITION OF ACTION RESEARCH: A

NOTE AND BIBLIOGRAPHY. Journal of Management Studies, 17(2), 241–250.

https://doi.org/10.1111/j.1467-6486.1980.tb00087.x

Hyysalo, S. (2016). New production of users: changing innovation collectives and involvement



strategies.

Jacobsen, L. B. (2018). Måske ikke lige på Lorry. Nyhedshoxens kritiske transmedielle potentiale.

I S. Auken, L. B. Jacobsen, R. A. Kraglund, & H. S. Nielsen, Fake News. Forlaget Spring.

Jaffee, D. (2001). Organization theory: tension and change (1. udg.). Boston: McGraw Hill.

Jenkins, H. (2004). Game Design as Narrative. I K. Salen & E. Zimmerman, The Game Design

Reader (s. 670–689). Cambridge: The MIT Press.

Jensen, J. F. (2006). Plus-værdierne: Playability, Likeability, Usability, Sociability. InDiMedia :

nyhedsbrev om interaktive digitale medier, 2(7), 4–5.

Johanson, L. (2007). Sitting in Your Reader’s Chair: Attending to Your Academic Sensemakers.

Journal of Management Inquiry, 16(3), 290–294.

Jones, C. (2015). Networked learning: an educational paradigm for the age of digital networks.

Hentet fra http://public.eblib.com/choice/publicfullrecord.aspx?p=2095948

Kanstrup, A. M., & Bertelsen, P. (2011). User Innovation Management: a handbook (1st edition).

Aalborg, Denmark: Aalborg University Press.

Kanstrup, A. M., & Bertelsen, P. (2016). Bringing new voices to design of exercise technology:

participatory design with vulnerable young adults. I PDC ’16 Proceedings of the 14th

Participatory Design Conference: Full papers (s. 121–130). Århus: ACM Press.

https://doi.org/10.1145/2940299.2940305

Kanstrup, A. M., Bertelsen, P., & Madsen, J. Ø. (2014). Design with the feet: walking methods

and participatory design (s. 51–60). ACM Press. https://doi.org/10.1145/2661435.2661441

Kensing, F., & Greenbaum, J. (2012). Having a say. I Simonsen & Robertson, Routledge

international handbook of participatory design (s. 21–36). New York: Routledge.

Kjersdam, F., & Enemark, S. (1994). The Aalborg experiment: Project innovation in university

education. Aalborg: The faculty of technology and science, Aalborg University & Aalborg

University Press.

Klein, H. K., & Myers, M. D. (1999a). A Set of Principles for Conducting and Evaluating

Interpretive Field Studies in Information Systems.

Klein, H. K., & Myers, M. D. (1999b). A Set of Principles for Conducting and Evaluating

Interpretive Field Studies in Information Systems. MIS Quarterly, 23(1), 67–93.

https://doi.org/10.2307/249410



Knudsen, B. T., & Stage, C. (2012). Contagious bodies. An investigation of affective and

discursive strategies in contemporary online activism. Emotion, Space and Society, 5(3),

148–155. https://doi.org/10.1016/j.emospa.2011.08.004

Kolko, J. (2011). Thoughts on interaction design: a collection of reflections (2nd ed). Amsterdam ;

Boston: Elsevier/Morgan Kaufmann.

Konnerup, U., Ryberg, T., & Sørensen, M. T. (2018). The teacher as designer? What is the role of

‘learning design’ in networked learning? I B. Milan, N. B. Dohn, M. de Laat, P. Jandric, & T.

Ryberg (Red.), Proceedings of the 11th International Conference on Networked Learning

2018 (s. 331–339). Zagreb, Kroatien.

Koskinen, I. K. (Red.). (2011). Design research through practice: from the lab, field, and

showroom. Waltham, MA: Morgan Kaufmann/Elsevier.

Kotler, P., Kartajaya, H., & Setiawan, I. (2010). Marketing 3.0: from products to customers to the

human spirit. Hoboken, N.J: Wiley.

Kristensen, J., & Christensen, J. R. (2011). Reklamer som sagprosatekster - nu med viraler. I J.

Asmussen, Faktiske tekster: fra sagprosa til reality (2. udg., s. 149–174). Köpenhamn: Hans

Reitzels Forlag.

Kristensen, Jane, & Riber Christensen, J. (2009). Medietid 2.0. København: Dansklærerforeningen

forl.

Large, J. A., Tedd, L. A., & Hartley, R. J. (1999). Information seeking in the online age: principles

and practice. London ; New Providence, NJ: Bowker-Saur.

Laurier, E. (2004). Doing Office Work on the Motorway. Theory, Culture & Society, 21(4–5),

261–277. https://doi.org/10.1177/0263276404046070

Laurier, E. (2014). The Graphic Transcript: Poaching Comic Book Grammar for Inscribing the

Visual, Spatial and Temporal Aspects of Action: The Graphic Transcript. Geography

Compass, 8(4), 235–248. https://doi.org/10.1111/gec3.12123

Lave, J., & Wegner, E. (1991). Situated Learning. Legitimate peripheral participation.

Cambridge: Cambridge University Press.

Le Bon, G. (1896). The crowd: study of popular mind. London: Dover Publications, INC.

Liberman, K. (2013). More studies in ethnomethodology. Albany: State University of New York

Press.



Lindell, R. (2012). Pining for the Materiality of Code. Præsenteret ved From Materials to

Materiality: Connecting Practice and Theory in HCI, Workshop at the 2012 Conference on

Human Factors in Computing Systems (CHI) conference, ACM.

Mackenzie, N., & Knipe, S. (2006). Research Dilemmas: Paradigms, Methods and Methodology.

Issues in Educational Research, 16(2), 193–205.

Madsen, K. M., & Vistisen, P. (2018). Emergent Experiences - challenging the narrative structure

of interactive museum experiences.

Maina, M., Craft, B., & Mor, Y. (2015). Introduction. I M. Maina, B. Craft, & Y. Mor, The Art &

Science of Learning Design. Rotterdam: SensePublishers.

Marie, K. A., & Ann, B. (2015). Monitoring Technology Meets Care Work: Challenges of

monitoring wet-beds in a nursing home. Studies in Health Technology and Informatics,

157–167. https://doi.org/10.3233/978-1-61499-560-9-157

Marquardt, M. J. (2014). Leading with questions: how leaders find the right solutions by knowing

what to ask (Revised and updated [edition]). San Francisco, CA: Jossey-Bass.

Marquardt, M. J., & Yeo, R. K. (2012). Breakthrough problem solving with action learning:

concepts and cases. Stanford, California: Stanford Business Books, An Imprint of Stanford

University Press.

Martin, J. (2002). Organizational culture: mapping the terrain. Thousand Oaks: Sage

Publications.

Martin Tate. (2015). Off-The-Shelf IT Solutions:A Practitioner’s Guide to Selection and

Procurement. British Computer Society.

Mattelmäki, T. (2005). Applying probes – from inspirational notes to collaborative insights.

CoDesign, 1(2), 83–102. https://doi.org/10.1080/15719880500135821

McIlvenny, P., Broth, M., & Haddington, P. (2014). Moving Together: Mobile Formations in

Interaction. Space and Culture, 17(2), 104–106. https://doi.org/10.1177/1206331213508679

Monberg, T. (2002). To vindere: Mediation som positiv konfliktløsning. København: Børsen.

Moore, C. W. (2003). The mediation process: practical strategies for resolving conflict (3rd ed).

San Francisco: Jossey-Bass.

Muller, M. J., & Druin, J. A. (2012). Participatory Design. The Third Space. I J. A. Jacko, The

Human-Computer Interaction Handbook (3rd Edition, s. 1125–1153). CRC Press.



Mølholm, M. (u.å.). The Ideological Dreadlock of The Refugee Crisis.

Nevile, M. (2010). Looking for action: Talk and gaze home position in the airline cockpit.

Australian Review of Applied Linguistics, 33(1), 3.1-3.21. https://doi.org/10.1075

/aral.33.1.02nev

Nicolini, D. (2013). Practice Theory, Work, and Organization: An Introduction (First Edition).

Oxford: Oxford University Press.

Nielsen, C. F. (2018). Golf. I S. Auken, L. B. Jacobsen, R. A. Kraglund, & H. S. Nielsen, Fake

News. Forlaget Spring.

Näkki, P., Koskela, P., Pikkaraininen, M. (2011). Practical model for user-driven innovation in

agile software development. I K.-D. Thoben & Forschungsinstitut für Rationalisierung e.V.

an der RWTH Aachen (Red.), 17th International Conference on Concurrent Enterprising.

Piscataway, NJ: IEEE.

Open Data Institute. (2017). Open data for research and innovation, Lessons on culture, academic

practice and intermediate open data skills.

Orlikowski, W. J., & Iacono, C. S. (2006). Desperately Seeking the ‘IT’ in IT Research: A Call to

Theorizing the IT Artifact. Chichester, UK: John Wiley & Sons Ltd.

Orlikowski, Wanda J. (1992). Learning from Notes: organizational issues in groupware

implementation (s. 362–369). Præsenteret ved CSCW’92, New York: ACM Press.

https://doi.org/10.1145/143457.143549

Papadakis, E. (1983). Why and What for?: the basis for writing a good Introduction. Materials

Evaluation, 41, 20–21.

Parnas, D. L., & Clements, P. C. (1986). A rational design process: How and why to fake it. IEEE

Transactions on Software Engineering, 12(2), 251–257.

Pasmore, W. (2001). Action Research in the Workplace: the Socio-technical Perspective. I P.

Reason & H. Bradbury, Handbook of Action Research. London: SAGE Publications.

Pine, B. J., & Korn, K. C. (2011). Infinite possibility: creating customer value on the digital

frontier (1st ed). San Francisco, CA: Berrett-Koehler Publishers.

Piokela, E. (2005). Knowledge, knowing and problem based learning – some epistemological and

ontological remarks. I E. Piokela & A. Nummenmaa, Understanding Problem-based

Learning (s. 15–32). Finland: Tempere University Press.



Pirsig, R. M. (2006). Zen and the art of motorcycle maintenance: an inquiry into values. New

York: HarperTorch.

Plowman, L., & Stephen, C. (2008). The big picture? Video and the representation of interaction.

British Educational Research Journal, 34(4), 541–565.

Prasad, Pushkala. (1993). Symbolic Processes in the Implemantation of Techolological Change.

Academy of Management Journal, 36(6), 1400–1429.

Pudovkin, V. (1926). Film Technique.

Putting Some Emotion into Your Design – Plutchik’s Wheel of Emotions. (u.å.). Hentet 10. maj

2018, fra https://www.interaction-design.org/literature/article/putting-some-emotion-

into-your-design-plutchik-s-wheel-of-emotions

Raudaskoksi, P., & Jensen, T. (2012). Travelling sociability: The mobile library. Akademisk

Kvarter, 5, 263–274.

Reed, M. I. (1992). Thematic Continuities. I M. I. Reed, The Sociology of Organizations. Themes,

Perspectives and Prospects (s. 37–71). Harvester Wheatsheaf.

Revans, R. (1998). ABC of Action Learning (Review edited of 1983 edition ed.). London: Lemons

& Crane.

Rezgui, Y. (2007). Knowledge systems and value creation: An action research investigation.

Industrial Management & Data Systems, 107(2), 166–182. https://doi.org/10.1108

/02635570710723796

Riber Christensen, J., Ertløv Hansen, O., & Mosebo Simonsen, T. (2017). Medieproduktion:

kommunikation med levende billeder. Kbh.: Samfundslitteratur.

Robinson, O. C. (2014). Sampling in Interview-Based Qualitative Research: A Theoretical and

Practical Guide. Qualitative Research in Psychology, 11(1), 25–41. https://doi.org/10.1080

/14780887.2013.801543

Rogers, Y., Sharp, H., & Preece, J. (2007). Interaction design: beyond human-computer

interaction. Chichester, West Sussex, U.K: Wiley.

Rogers, Y., Sharp, H., & Preece, J. (2015a). Interaction design: beyond human-computer

interaction (4th ed). Chichester, West Sussex, U.K: Wiley.

Rogers, Y., Sharp, H., & Preece, J. (2015b). Interaction design: beyond human-computer

interaction (4th ed). Chichester, West Sussex, U.K: Wiley.



Rosenberg, D., & Stephens, M. (2007). Use Case Driven Object Modeling with UML: Theory and

Practice. Berkeley, CA: Doug Rosenberg and Matt Stephens. Hentet fra http://dx.doi.org

/10.1007/978-1-4302-0369-8

Rosenberg, M. B. (1998). Ikkevoldelig kommunikation - girafsprog. København: Borgen.

Rosenfeld, L., Morville, P., & Arango, J. (2015). Information architecture: for the web and beyond

(Fourth edition). Sebastopol, CA: O’Reilly Media, Inc.

Royce, W. (1987). Managing development of large software systems. I International Conference

on Software Engineering & Computer Society (Red.), Proceedings / 9th International

Conference on Software Engineering, March, 30 - April 2, 1987, Monterey, California, USA

(s. 1–9). Washington, DC: IEEE Computer Soc. Press.

Ryan, K. M. (2018). Vertical video: rupturing the aesthetic paradigm. Visual Communication,

17(2), 245–261. https://doi.org/10.1177/1470357217736660

Sanders, E. B.-N., & Stappers, P. J. (u.å.). Co-creation and the new landscapes of design.

CoDesign. International Journal of cocreation in design and the arts., 4(1), 5–18.

Schuetz, A. (1944). The Stranger: An Essay in Social Psychology. American Journal of Sociology,

49(6), 499–507. https://doi.org/10.1086/219472

Schön, D. A. (1983). The reflective practitioner: how professionals think in action. New York:

Basic Books.

Scriven, R. (1984). Learning Circles. Journal of European Industrial Training, 8(1), 17–20.

https://doi.org/10.1108/eb002167

Selwyn, N. (2014). ‘So What?’ … a question that every journal article needs to answer. Learning,

Media and Technology, 39(1), 1–5. https://doi.org/10.1080/17439884.2013.848454

Sengers, P., Boehner, K., David, S., & Kaye, J. “Jofish”. (2005). Reflective design. I Proceedings

of the 4th decennial conference on Critical computing: between sense and sensibility (s.

49–58). Aarhus: ACM Press. https://doi.org/10.1145/1094562.1094569

Shehabuddeen, N., Probert, D., & Phaal, R. (2006). From theory to practice: challenges in

operationalising a technology selection framework. Technovation, 26(3), 324–335.

https://doi.org/10.1016/j.technovation.2004.10.017

Shifman, L. (2012). An anatomy of a YouTube meme. New Media & Society, 14(2), 187–203.

https://doi.org/10.1177/1461444811412160



Shinohara, K., & Tenenberg, J. (2007). Observing Sara: a case study of a blind person’s

interactions with technology (s. 171). ACM Press. https://doi.org/10.1145/1296843.1296873

Simon, N. (2010). The participatory museum. Santa Cruz, California: Museum 2.0.

Simonsen, Jesper, & Robertson, T. (Red.). (2013a). Routledge international handbook of

participatory design. New York: Routledge.

Simonsen, Jesper, & Robertson, T. (Red.). (2013b). Routledge international handbook of

participatory design. New York: Routledge.

Simonsen, Jesper, & Robertson, T. (Red.). (2013c). Routledge international handbook of

participatory design. New York: Routledge.

Simonsen, T. M. (2011). Categorizing YouTube. MedieKultur, 28(51), 72–93.

Song, H. (2007). The Role of Information and Communication Technologies in Knowledge

Management: From Enabler to Facilitato (Ph.D Dissertation). RMIT University.

Sproedt, H., & Larsen, H. (2012). Social Shaping of Innovation – the Practice of Dealing with

Paradox, and Conflict. I Proceedings of the 14th International CINet Conference : Business

Development and Co-creation (s. 1003–1012). Rome, Italy.

Stage, C. (2013). The online crowd: a contradiction in terms? On the potentials of Gustave Le

Bon’s crowd psychology in an analysis of affective blogging. Distinktion: Scandinavian

Journal of Social Theory, 14(2), 211–226. https://doi.org/10.1080/1600910X.2013.773261

Steen, M. (2013). Co-Design as a Process of Joint Inquiry and Imagination. Design Issues, 29(2),

16–28. https://doi.org/10.1162/DESI_a_00207

Susman, G. I., & Evered, R. D. (1978). An Assessment of the Scientific Merits of Action

Research. Administrative Science Quarterly, 23(4), 582. https://doi.org/10.2307/2392581

Swartjes, I. (2010). Emergent Narrative. Whose story is it anyway. How Improv Informs Agency

and Authorship of Emergent Narrative (Ph.D Dissertation). University og Twente, Enchede,

The Netherlands.

Tognazzini, B. (1992). User testing on the cheap. I B. Tognazzini, Tog on interface (s. 79–90).

Reading, Mass: Addison-Wesley.

Tracy, S. J. (2010). Qualitative Quality: Eight “Big-Tent” Criteria for Excellent Qualitative

Research. Qualitative Inquiry, 16(10), 837–851. https://doi.org/10.1177/1077800410383121

Tremmel, R. (1993). Zen and the Art of Reflective Practice in Teacher Education. Harvard



Educational Review, 63(4), 434–459.

Umbreit, M. S. (1995). Mediating Interpersonal Conflicts. A Pathway to Peace. Minnesota: CPI

Publishing.

Umbreit, M. S. (1997). Humanistic mediation: A transformative journey of peacemaking.

Minnesota: Center for Restorative Justice and Peacemaking.

Urry, J. (2007). Mobilities. Cambridge: Polity Press.

Van Gelder, T. (2015). Using Argument Mapping to Improve Critical Thinking Skills. I R. Barnett

& M. Davies, The Palgrave Handbook of Critical Thinking in Higher Education (s.

183–192). Palgrave Macmillan.

Vindeløv, V. (2008). Konfliktmægling. København: Jurist- og Økonomforbundet.

Vistisen, P. (2016). Sketching with Animation: using animation to portray fictional realities -

aimed at becoming fact (Animation-based Sketching) (PhD). Aalborg Universitet, Aalborg.

Vaajakallio, K., & Mattelmäki, T. (2014). Design games in codesign: as a tool, a mindset and a

structure. CoDesign, 10(1), 63–77. https://doi.org/10.1080/15710882.2014.881886

Watts-Englert, J., Sprague, M. A., Wall, P., McCorkindale, C., Purvis, L., & McLaughlin, G.

(2011). Exploring Documents and the Future Work. I M. H. Szymanski & J. Whalen (Red.),

Making work visible: ethnographically grounded case studies of work practice. Cambridge ;

New York: Cambridge University Press.

Wikipedia. (2018). List of content management systems. I Wikipedia. Hentet fra

https://en.wikipedia.org/w/index.php?title=List_of_content_management_systems&

oldid=844940383

Winslade, J., & Monk, G. (2000). Narrative mediation: a new approach to conflict resolution (1st

ed). San Francisco: Jossey-Bass.

Wood, D., Zaidman, M., Ruth, L., & Hausenblas, M. (2014). Linked data: structured data on the

Web. Shelter Island, NY: Manning.

WPBeginner. (2017, juni 29). WordPress.com vs WordPress.org - Which is Better? (Comparison

Chart). Hentet 8. juni 2018, fra http://www.wpbeginner.com/beginners-guide/self-hosted-

wordpress-org-vs-free-wordpress-com-infograph/

Yeoh, B. S. A. (2006). Mobility and the City. Theory, Culture & Society, 23(2–3), 150–152.

https://doi.org/10.1177/026327640602300224



Yin, R. K. (2014a). Case Study Research: Design and Methods. London: Sage Publications Inc.

Yin, R. K. (2014b). Case Study Research: Design and Methods. Thousand Oaks: Sage

Publications Inc.

Zhou, R., Wen, Z., Tang, M., & DiSalvo, B. (2017). Navigating Media Use: Chinese Parents and

Their Overseas Adolescent Children on WeChat (s. 1025–1037). ACM Press. https://doi.org

/10.1145/3064663.3064701


