~wws (JWA/ Youth Advisory Board (UW-YAB)

UW-YAB is a group of high school students and UW researchers exploring the opportunities and
complexities technologies (like social media, Al tools, etc.) bring into our lives.

This experience grants teens an opportunity to gain experience in social research, network with
researchers and like-minded peers, learn about different research career paths, and a way to

contribute teens’ voices in a meaningful way to projects that impact policy and technology design.

2024/2025 Projects

Expanding the Quandary Game

Quandary i1s an online game designed to engage students and aid in
developing critical thinking and empathy skills. We worked with the Quandary
team on: (1) co-designing and thinking through the integration of an Al
chatbot, and (2) creating a new Al ethics game episode by sharing and

designing around our own experience of using Al tools.
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T y Rethinking CS Education
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Thinking through Cell Phone Use Policy
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Weighing in on Mind Palette

We advised the developer of Mind Palette, an Al-based app using art
therapy inspired methods to support teens’ emotional regulation. We
explored how to best account for different coping styles, learned

about UX design, and brainstormed improvements and new
features to incorporate into the app.

Curious to learn more?

Join UW-YAB Summer Cohort Work with Us

Interested in partnering with
the UW-YAB? Email Rotem

Landesman at roteml@uw.edu
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