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Abstract. In this position paper, we make the point that the tenets of
the cultures of participation and co-production, if taken seriously, can
reform IT development in organizations for the better. Our idea is to
develop complex information systems in an integrated manner with the
participatory development of the social tools that could facilitate their
dissemination and their wide and satisfied adoption within an organiza-
tional setting, in particular a social media and wiki containing process
models as-is and to-be, ever refined requirements, change requests, bug
reports, incident reports, manuals, feedback surveys, and a communi-
cation platform to have designers, developers, clients, prospective end
users, and other stakeholders.

1 Introduction

The most recurring factors that have been retrospectively associated with the
complete or partial failure of IT projects are the lack of user involvement, bad
communication among the stakeholders (including end-users) and problems in
understanding and collecting user needs and requirements [6]. While the diagno-
sis of the problem has seemed clear for decades to date, it is still not clear how to
treat it and change the current state of affair. To this aim, several engineering-
oriented approaches have been proposed, some of which have been recently reno-
vated under the umbrella term “future-oriented technology analysis” [12], in the
same mould of FMECA and SWOT analyses. However, these latter techniques
have still to be consolidated in few and effective techniques and methodologies,
and these latter ones still be put to the test of life and their impact on IS success
evaluated. Moreover, chances are that merely technical approaches would likely
keep falling short of expectations, since many of the failure factors mentioned
above regard a socio-technical and cultural dimension.

The point of this position paper is that the concept of culture of participa-
tion must be introduced in the IT development discourse and even its farthest
consequences [3], like end-user empowerment and the progressive shift of re-
sponsibility from the professional designer to the customer be advocated and
promoted. For this to be possible beyond a merely over-simplistic claim, at least
two notions of the mainstream discourse must be addressed, deconstructed and
finally challenged.
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2 IT Projects and Projections

The first notion is the very core one of “project”, or better yet, the intrinsic
unbalance towards the ideal dimension of an IT artifact development project,
(i.e., its models and its design) at expense of the pragmatic dimension of the
process by which the artifact is “embedded” into a single social setting.

This abstracting and modelling phase regards a sort of Platonic fallacy, so
to say. Any project entails the projection of an idea (as well as the related ex-
pectations, hopes, resources) into the future (and hence the unknown): it is,
namely, the act of “throwing forth” (pro-ject) this idea through a trajectory
of interventions towards its objectivation and materialization. Important steps
in this trajectory regard the building of conceptual models: these latter regard
both the information structures that represent the reality of interest; the licit
transformations (rewritings) these structures can undertake; and the artifact’s
and persons’ behaviors that trigger, and are triggered by, these transformations.
Other steps regard the detailed and often formal specification of the models
mentioned above (indeed, their de-sign); and the development of the physical
components that build the whole new artifact up. However, it is a truism to
acknowledge that any stakeholder group has its own way to project things into
its future of concern and envision the related trajectory towards concrete real-
ization (e.g., the payment of the delivery for the producer, the effectiveness of
the delivered product for the payer). This is because this ultimately cognitive
process is strongly embedded in the common ground of a social community, its
ruling conventions and policies, and the principles and values underlying the
whole, that is the culture of that setting.

So far, relatively little emphasis in IS development (and many scholars would
rather Freudianly speak of IS design!) has been put on the last arc of the
project(ion) trajectory: the landing, so to say, which rather evocatively has been
assimilated to a clash, when we speak of impact and impact analysis; and on
what roles should deal with this delicate process of intertwined adoption and
adaptation of the new artifact into the flesh and bones of the setting it is sup-
posed to support. Very significantly, semiotics has been called in this process [5]:
it is more a matter of continuous communication (even delegated to the graphical
interface!), mutual understanding and reciprocal alignment between the design-
ers and the users, than a rational and balanced exchange between a demand and
an offer of economic nature that is regulated by a formal contract.

3 Participation and Particip-action

This leads us to the second concept we aim to challenge. This second notion
is that of “involvement”, as usually used in the phrases “user involvement”,
“stakeholder involvement”. To involve is a verb that entails the idea that someone
(the IT producer) is taking an active stance in making someone else (the user)
part of a “common” endeavor, and that this latter is involved, passively or with
little control of the process, as this is ultimately governed by the producer. This

 
 
 
Proc. of Second International Workshop on Cultures of Participation in the Digital Age - CoPDA 2014  
Como (Italy), May 27th, 2014 (published at http://ceur-ws.org). 
Copyright © 2014 for the individual papers by the papers' authors. Copying permitted for private and academic purposes. 
This volume is published and copyrighted by its editors.

8



latter asks the users what he or she needs, is responsible to have elicited and
collected those needs accurately and completely, to have understood them and
translated into specific features of the artifact to be.

However, if requirement gathering is the frailest phase of the modern IS devel-
opment methodologies[15], chances are that this is due to the same perceptual
aberration that occurs in regard to the idea of “project”. An outside-the-box
way to solve this conundrum would be to address the construction of an IT ar-
tifact as a process of co-production [4], where both designers and users produce
something in it, and to propose as the main factor leading to the success of this
co-productive process the inception and promotion of a culture of participation
within the community that would host and embed the new artifact, as well be-
tween selected members of this community and of the professional community
of the IT vendor. We could call this approach one oriented to foster a Culture
Of participation for co-production, or COProduction for short.

4 COProducing Value in Computing

The idea of COProduction has a least two possible articulations. A weaker one:
IT specialists and prospective end-users (not so few of them, but two good ques-
tions could be “how many” and “who” to enroll to represent them taking into
consideration both the management and the shop floor) participate in several
opportunities of idea proposal, discussion and progressive formalization of these
ideas. This is, very shortly said, the main idea behind co-design and Partici-
patory Design [10, 16]. Computational means could play an important role in
this scenario: idea management systems, collective deliberation systems[9], and
ad-hoc qualitative techniques, like attitude surveys[2] and Exploratory Focus
Groups [11].

A stronger articulation: IT specialists build and configure the tools by which
users can easily build and configure (the symmetry is intended) their own struc-
tures (in the sense explained above), and they do it by assembling together
simpler constructs that partly address the main needs emerged during the in-
ception phase of the IT project. This is the main, and more ambitious idea of
the meta-design and End-User Development (EUD) [7].

The difficult thing of a COProduction approach is to have the courage to cut
with the past clearly and to apply it in a completely new mindset. Otherwise also
the most innovative articulation of it, i.e., meta-design, would risk to produce a
semiotic drift or misalignment (that is when something in the IT artifact means
something for a group of stakeholders and something else for another group)
between the building blocks conceived by the meta-designers according to the
indications of the involved end-users, and the structures assembled by the end-
users when they are left more in control of the development process later on. Or,
even more surreptitiously risky, that the unidirectional (and Platonic) idea of
project (i.e., the idea that some people, be they professional designers or end-user
designers can shape the Artifact on advance and on an essentially abstract and
theoretically stance, irrespective of its necessary post-adoption changes) infects
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also the EUD scenario, by replicating the same shortcomings, but with even less
awareness of the most common mistakes and blatant naiveties.

The only way to go beyond these two potential new modes of failure is to
embrace the COProduction idea seriously, and devise and test new methodolo-
gies that are aimed at developing both the artifact and the culture in which it
can be iteratively refined with the increasing participation of the end-users.

5 Tools for COProduction

Concretely, this means to conceive initiatives and interventions that are specif-
ically devoted to incept, foster, achieve, and maintain this kind of culture: for
instance, by planning events of co-design and focus groups, administering peri-
odic surveys to gather needs and wishes and collect feedback and perceptions,
setting up a lean social media aimed at helping all the interested users come to-
gether around the project (like a scaffolding [14]), and through which to solicit
and collect any kind of useful contribution for the development of the artifact-
related resources.

In particular, this social media could encompass a wiki manual or FAQ sec-
tion that is open for contribution to all of the employees of the hosting orga-
nization, a Forum where to discuss problems and share solutions, a Blog by
which to spread news and discuss the milestones achieved, a Requirement/Bug
Management System to provide continuous feedback, and the like. These inter-
ventions should also encompass the establishment (and precise characterization
in terms of tasks and skills) of roles that would be made accountable for the
success of these distributed and collective initiatives, like the gardener [13] or
the maieuta-designer described in [1].

6 Conclusions

Although to build such a socio-technical scaffolding around a new IT artifact
can be costly and require an additional effort, the costs of failure in IT projects
can be much higher, as experience shows [6] and ask for alternative solutions.
Future research must grow strong enough to give the potential entailed by the
COProduction tenets to those organizations that want to reach success faster
and be able to host (that is en-able) cycles of joint co-evolution (of the tasks,
the people, the tools [8]) to cope with the never-ending change of the context
around them and their needs.

References

1. Cabitza, F., Fogli, D., Piccinno, A.: ”Each to His Own”: Distinguishing Tasks,
Roles and Artifacts in EUD Practices. In: Caporarello, L., Di Martino, B., Mar-
tinez, M. (eds.) Smart Organizations and Smart Artifacts - Fostering Interaction
Between People, Technologies and Processes., Lecture Notes in Information Sys-
tems and Organisation, vol. 7, pp. 193–206. Springer, Berlin Heidelberg (2014)

 
 
 
Proc. of Second International Workshop on Cultures of Participation in the Digital Age - CoPDA 2014  
Como (Italy), May 27th, 2014 (published at http://ceur-ws.org). 
Copyright © 2014 for the individual papers by the papers' authors. Copying permitted for private and academic purposes. 
This volume is published and copyrighted by its editors.

10



2. Cabitza, F.: On the attitudes of GPs toward novel features of their next EPRs.
Studies in health technology and informatics, vol. 180, pp. 911–916 (2012)

3. Cabitza, F., Simone, C.: Building Socially Embedded Technologies: Implications
About Design. In: Wulf, V., Schmidt, K., Randall, D. (eds.) Designing Socially
Embedded Technologies in the Real-World, pp. 217 – 270. Springer (2015)

4. Carroll, J.M.: Co-production Scenarios for Mobile Time Banking. In: Hutchison,
D., Kanade, T., Kittler, J., Kleinberg, J.M., Mattern, F., Mitchell, J.C., Naor, M.,
Nierstrasz, O., Pandu Rangan, C., Steffen, B., Sudan, M., Terzopoulos, D., Tygar,
D., Vardi, M.Y., Weikum, G., Dittrich, Y., Burnett, M., Mrch, A., Redmiles, D.
(eds.) End-User Development, vol. 7897, pp. 137–152. Springer Berlin Heidelberg,
Berlin, Heidelberg (2013)

5. De Souza, C.S.: The semiotic engineering of human-computer interaction. Acting
with technology, MIT Press, Cambridge, Mass (2005)

6. Dwivedi, Y.K., Ravichandran, K., Williams, M.D., Miller, S., Lal, B., Antony, G.V.,
Kartik, M.: IS/IT Project Failures: A Review of the Extant Literature for Deriving
a Taxonomy of Failure Factors. In: Dwivedi, Y.K., Henriksen, H.Z., Wastell, D.,
De, R. (eds.) Grand Successes and Failures in IT. Public and Private Sectors, vol.
402, pp. 73–88. Springer Berlin Heidelberg, Berlin, Heidelberg (2013)

7. Fischer, G.: End-User Development and Meta-design: Foundations for Cultures of
Participation. In: End-User Development, pp. 3–14 (2009)

8. Fogli, D., Piccinno, A.: Co-evolution of End-User Developers and Systems in Multi-
tiered Proxy Design Problems. In: Hutchison, D., Kanade, T., Kittler, J., Klein-
berg, J.M., Mattern, F., Mitchell, J.C., Naor, M., Nierstrasz, O., Pandu Rangan,
C., Steffen, B., Sudan, M., Terzopoulos, D., Tygar, D., Vardi, M.Y., Weikum, G.,
Dittrich, Y., Burnett, M., Mrch, A., Redmiles, D. (eds.) End-User Development,
vol. 7897, pp. 153–168. Springer Berlin Heidelberg, Berlin, Heidelberg (2013)

9. Grasso, A., Convertino, G.: Collective intelligence in organizations: Tools and stud-
ies. Computer Supported Cooperative Work (CSCW) pp. 1–13 (2012)

10. Hartswood, M., Procter, R., Slack, R., Vo, A., Bscher, M., Rouncefield, M., Rouchy,
P.: Co-Realization: Toward a Principled Synthesis of Ethnomethodology and Par-
ticipatory Design. In: Resources, Co-Evolution and Artifacts, pp. 59–94. Springer
London, London (2002)

11. Hevner, A.R.: Design research in information systems: theory and practice. No. v.
22 in Integrated series in information systems, Springer, New York ; London (2010)

12. Markus, M.L., Mentzer, K.: Foresight for a responsible future with ICT. Informa-
tion Systems Frontiers (Jan 2014)

13. Nardi, B.A.: A small matter of programming: perspectives on end user computing.
MIT Press, Cambridge, MA, USA (1993)

14. Orlikowski, W.J.: Material Knowing: The Scaffolding of Human Knowledgeability.
European Journal of Information Systems 15(5), 460–466 (2006)

15. Schmidt, R., Lyytinen, K., Keil, M., Cule, P.: Identifying Software Project Risks:
An International Delphi Study. J. Manage. Inf. Syst. 17(4), 5–36 (Mar 2001)

16. Shapiro, D.: Participatory design: the will to succeed. In: CC’05: Proceedings of
the 4th decennial conference on Critical computing: between sense and sensibility.
pp. 29–38. ACM Press (2005)

 
 
 
Proc. of Second International Workshop on Cultures of Participation in the Digital Age - CoPDA 2014  
Como (Italy), May 27th, 2014 (published at http://ceur-ws.org). 
Copyright © 2014 for the individual papers by the papers' authors. Copying permitted for private and academic purposes. 
This volume is published and copyrighted by its editors.

11




