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Symposium Info

date: 

Monday, August 21

time: 

8:00 am – 4:00 pm

location: 

NCAR (room to be announced later)

Sign-Up Requirements (important)

we need to know how many people will participate to order the right amount of food! Please let

 Francesca (iovine@colorado.edu)

know by 

Thursday, August 17, noon,

whether you will participate in the symposium!

Preparation:

In the spirit of a culture of meta-design and participative symposium design, there are no limits to what you can contribute (see the slot for you in the morning session).

Minimal requirement that everyone should contribute:

· one favorite topic/questions / controversial issue to be discussed

· one important article which you have read and which is important to the theme of the symposium

Timetable

Breakfast: 8:00 – 8:30

Morning Session 8:30–12:00: Brief Summary Statements to Seed the Discussions

including:

· meta-design (Gerhard)

· Participative Software Systems and socio-technical environments (Elisa)

· Lessons from Open Source Software projects (Yunwen)

· EDC: an illustration of Meta-Design, Participative Software Systems and socio-technical environments (Ernie and Hal)

· reports on other efforts (e.g.: IBM’s New Paradigms in User Computing (NPUC) 2006 workshop: “Power to the Users: The New Web”, Kirill Kireyev)

· <<your slot for a contribution — don’t be a “couch potato” ( e.g.:

· designer cultures in games?

· community  digital libraries

· technical substrates and concepts for Web 2.0: 

·  AJAX, .NET, Swikis, mash-ups, ….

Lunch 12 – 1:30 

(including short walks)

Afternoon Session 1:30–4:00: Collaborative Exploration and Discussion

including

· comparison of two cultures in knowledge creation and dissemination: the consumer culture (“access”) and the design culture (“informed participation”)

· what are interesting (existing and to be constructed) input filters and output filters?

· who controls the input filters? (e.g. book reviews on book covers versus Amazon review environments)

· challenges in each culture: e.g. trust and quality of information in collaborative knowledge construction with weak or strong input filters

· what is the impact of: “if there are enough eyeballs, are bugs are shallow?”

· hypothesis: “to build a trusted encyclopedia or a trusted software system, some sort of authority is essential” ( right or wrong?

· is a different theory of “truth” emerging in distributed content creation? 

· impact of Popper’s view that “there is no verification, only falsification”

· do you participate in blog, flickr, wikipedia, myspace, facebook, ….? why or why not?

· how does participation come alive and can be sustained (learning from success and failure examples): 

· is there an anna karenina principle: successful systems are all alike; every failed system fails in its own way? 

· what does people motivate to participate in Open Source, Wikipedia, 

· are we only aware of a few success models and ignore that most efforts of collaborative knowledge construction fail?

More Information about the Meeting (serving as a “seed”)

Meta-Design

Meta-design is “design for designers,” and participative software systems require their users to be designers. Meta-design is an emerging conceptual framework aimed at defining and creating social and technical infrastructures in which new forms of collaborative design can take place. It extends the traditional notion of system design beyond the original development of a system and it is grounded in the basic assumption that future uses and problems cannot be completely anticipated at design time, when a system is developed. Users, at use time, will discover unforeseen opportunities or mismatches between their needs and the support that an existing system can provide them. These mismatches and opportunities will lead to breakdowns that serve as potential sources of new insights, new knowledge, and new understanding.

Meta-design is a framework applicable to many areas — but information and communication systems and technologies (based on their malleability) provide unique opportunities. In the specific context of this proposal, meta-design enriches traditional software engineering methodologies by viewing software systems as solution spaces rather than as whole packaged solutions, and by viewing professional software developers as solution enablers rather than as solution providers.

A few Claims about Meta-Design:

· “We have only scratched the surface of what would be possible if end users could freely program their own applications. As has been shown time and again, no matter how much designers and programmers try to anticipate and provide for what users will need, the effort always falls short because it is impossible to know in advance what may be needed. End users should have the ability to create customizations, extensions, and applications. [Nardi, 1993]
· “The hacker culture and its successes pose by example some fundamental questions about human motivation, the organization of work, the future of professionalism, and the shape of the firm.” [Raymond & Young, 2001] 

· “Users that innovate can develop exactly what they want, rather than relying on manufacturers to act as their (often very imperfect) agents.” [Hippel, 2005]
· "We know we don't have a corner on creativity. There are creative people all around the world, hundreds of millions of them, and they are going to think of things to do with our basic platform that we didn't think of. So the mashup stuff is a wonderful way of allowing people to find new ways of applying the basic infrastructures we're propagating. This will turn out to be a major source of ideas for applying Google-based technology to a variety of applications." Vint Cerf (http://www.computerworld.com/, Nov 25, 2005)
Participative Software Systems

Participative software systems (PSS) are software-intensive systems whose development does not end at the time of deployment but extends deeply into daily use; they are living entities. They are socio-technical systems capable of integrating computing infrastructure and participation process in one single platform and supporting collaboration not only about design artifacts but also about the goals of the design activity. 

PSS need to evolve as a result of a flexible and collaborative development process, which in turn modifies the terms of the participation itself in the production of software. They are participative as the result of an “ongoing sociability” between users and programmers, in which demands are made that exceed their easy fit into standardized development practices and social relations. Their development and success hinges on users’ active and continued participation and contribution as owners of problems and designers. 

In PSS, users participate in the evolution and adaptation of the system according to their capabilities and on the basis on their own interests or needs. Major dimensions of PSS are: attraction, accessibility, transparency, modifiability, extensibility, and shareability. Examples of PSS include systems such as: slashdot.com, experts-exchange.com, open-source software systems (all of the users being software engineers and programmers), digital libraries, and content management systems such as Wikipedia. 

Web 2.0 — Producers and Consumers — Quality — Trust

On May 10, we had an L3D meeting about these topics that led to an interesting discussion and many participants were in favor to continue this discussion.

The slides from this meeting can be found at:

http://l3d.cs.colorado.edu/calendar/attachments/2006.05.10-fischer.pdf
Two Models of Knowledge Creation and Dissemination

Producer/Consumer Models in a Consumer Culture (“Access”): 

· Strong Input Filters, Small Information Repositories, Weak Output Filters

· Limitation: Making All Voices Heard

· the Journal Publication, Encyclopedia Britannica, CHI conference model
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Figure 1: Expert / Consumer Culture

Producer/Consumer Models in a Design Culture (“Informed Participation”):

· Weak Input Filters, Large Information Repositories, Strong Output Filters 

· Limitation: Trust and Reliability of Information

· the Web, Wikipedia, HCI International conference model
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Figure 2: Informed Participation Culture

Background Literature:

· An interesting article about the Web 2.0 concept can be found:  O'Reilly, T. (2006) What Is Web 2.0 - Design Patterns and Business Models for the Next Generation of Software, http://www.oreillynet.com/pub/a/oreilly/tim/news/2005/09/30/what-is-web-20.html
· Marshall Poe: The Hive Can thousands of Wikipedians be wrong? How an attempt to build an online encyclopedia touched off history’s biggest experiment in collaborative knowledge http://www.theatlantic.com/doc/200609/wikipedia
(contributed by Yunwen Ye)

· Hippel, E. v. (2005) Democratizing Innovation, MIT Press, Cambridge, MA.

· Brown,J. S. New Learning Environments for the 21st Century
http://www.johnseelybrown.com/newlearning.pdf — a few claims from this document

· trustworthiness of information: From a social perspective, blogs  are (semi)-public and your classmates are part of the same blog space. As a result, many different eyes, not just the professor’s, examine what is being written. Classmates can be quick to pick up an entry that has been lifted rather than linked to. Similar practices explain why open source code is relatively bug free. As Eric Raymond wrote in The Cathedral and the Bazaar, “Given enough eyeballs, all bugs are shallow...”

· Wikipedia: Another space of activities on the net where the interaction between amateurs and professional provides a limited form of cognitive apprenticeship is Wikipedia. Many of the entries on Wikipedia first get sketched out by dedicated amateurs – pro-ams – in a field. Eventually the entries thus created catch the attention of professionals, who often start to rewrite parts of the entry. These changes, of course, are also subject to replacement by other professionals or amateurs. The entire process of additions and rollbacks is subject to public scrutiny and thus provides a glimpse into the thinking processes and scholarly practices of the field.  The interested ‘student’ can thus become  a peripheral participant in this scholarly endeavor.

· transdisciplinary: The blogging medium is beginning to provide a useful platform  for graduate students engaged in cross-disciplinary programs to share ideas, raise  questions, and more generally get support from their peers – peers often spread out all  over campus.  Cross-disciplinary endeavors seldom have their own textbooks, journals or even conferences that provide both social and intellectual glue. Blogs can help fill this void and give voice to projects that have no natural home. As campuses move further toward cross-disciplinary graduate programs, we are likely to see more use of blogs in this regard. 

Indication of Broad Interest in this Topic

IBM’s New Paradigms in User Computing (NPUC) 2006 workshop: “Power to the Users: The New Web”

<Kirill Kireyev participated in this event>

A host of new technologies, loosely called Web 2.0, enables interactive social computing applications and empowers everyone to become a publisher. It no longer takes a team of programmers, graphic designers, and content authors to create a compelling web experience. Individuals can now author fairly sophisticated sites using blogs and wikis that tend to look better than the ones "geeks" did only a few years ago.

And media authoring isn't limited to text and pictures -- podcasting technology allows many more people to publish audio and video. Web services and related technologies allow semi-geeks to create new services out of existing ones (mash-ups) without the extreme amount of work required to build comparable applications from scratch.

For NPUC 2006 we ask:

· What are the cultural implications as more and more people publish? Is there a limit to how many people will publish?

· What will the web look like five years from now? What tools will we need then?

· How will wide deployment of these new technologies affect accessibility and reusability of content?

· What impact will these technologies have on the information economy? Who are the winners and losers?

· Is it inevitable that desktop software will be replaced by web applications?

Poking a Stick Into The 'Hive Mind' (Levy / Lanier)

To Lanier, the 'wisdom of crowds' delivers a reflection of the lowest common denominator.

By Steven Levy — Newsweek — Aug. 21-28, 2006 issue
Jaron Lanier is a man of many talents—virtual-reality pioneer, New Age composer, visual artist and artificial-intelligence scientist. Now Lanier has taken on another role: dyspeptic critic of the surging trend of digital collectivism, an ethic that celebrates and exploits the ability of the Web to aggregate the preferences and behaviors of millions of people. In a recent essay posted on the Web site Edge.org, Lanier disparages the recent spate of efforts that rely on conscious collaboration (like the anyone-can-participate online reference work Wikipedia) or passive polling (the so-called meta sites like Digg, which draw on user response to rank news articles and blog postings). To Lanier, these represent an alarming decision—rejecting individual expression and creativity to become part of a faceless mob. To emphasize the enormity of this movement, Lanier titled his essay with a fearsome moniker: "Digital Maoism."

Yes, to Lanier, subsuming one's identity into an electronically aggregated mass (even by such innocent acts as tweaking a Wikipedia item or giving a rating to a comment on the Slashdot discussion board) is akin to the rabidly destructive mob fervor seen in China during the chairman's rule. "If you look at the history of youth cultural movements, they tend to go one of two ways," he explains. "One is in the direction of individual expression and creativity; the best example is the '60s. The other way is to lose themselves in the collective, binding themselves into a gang—as in the Cultural Revolution."

Lanier's widely circulated online rant was the equivalent of poking a stick into a beehive—or, more specifically, the much-celebrated "hive mind" of the modern Internet. Books like James Surowiecki's "The Wisdom of Crowds" and Kevin Kelly's "Out of Control" have provided a philosophical underpinning for the idea that the world benefits when people participate in unpredictable, emergent enterprises. Google's search engine uses the linking behavior of the entire Web to determine the relevance of search queries. The open-source movement believes that the bottom-up method of software development is more effective than when elite designers dictate what code should be written.

But the output of such efforts, says Lanier, is often a mundane reflection of the lowest common denominator, an inevitable consequence, he writes, of the "stupid and boring" hive mind. Not surprisingly, the targets of his criticism are crying foul.

"Lanier is objecting to the writing style of the Wikipedia being neutral rather than biased," says Jimmy Wales, Wikipedia's cofounder. Wales admits that sometimes the lack of an all-controlling editor leads Wikipedia to sometimes indefensible imbalances (for instance, the entry on "Star Trek"'s Mr. Spock is more than twice as long as the item about Flaubert). But he contends that's just a temporary effect of the geeky flavor of the burgeoning Wikipedia community in this early stage. Author Kevin Kelly also thinks that Lanier's criticism is off base. "The hive mind can't do everything, but it's not stupid and boring," he says. "There's no evidence that it subsumes individual expression."

Kelly's point is well taken—the same powerful Internet technology that aggregates our behavior also empowers us to assert ourselves individually. There has never been an easier way for people to distribute creative content. Lanier has done us a service by warning that the pedestrian preferences of the hive mind all too often overwhelm the truly essential. But let's face it—Chairman Mao would have hated the Internet.

some comments about it:

· Lanier disparages the recent spate of efforts that rely on conscious collaboration or passive polling like the so-called meta sites like Digg, which draw on user response to rank news articles and blog postings. To Lanier, these represent an alarming decision —rejecting individual expression to become part of a faceless mob.

· I think Lanier may have a point when it comes to "creative" group collaboration, but not so sure when it comes to group ratings of certain stories, movies, sites, etc.

· Beyond using digg, I also use rottentomatoes.com and have been extremely satisfied with the "hive" mind when it comes to rating movies.
James Surowiecki: The Wisdom of Crowds
No one in this world, so far as I know, has ever lost money by underestimating the intelligence of the great masses of the plain people." -H. L. Mencken 

H. L. Mencken was wrong. 

In this endlessly fascinating book, New Yorker columnist James Surowiecki explores a deceptively simple idea that has profound implications: large groups of people are smarter than an elite few, no matter how brilliant—better at solving problems, fostering innovation, coming to wise decisions, even predicting the future. 

This seemingly counterintuitive notion has endless and major ramifications for how businesses operate, how knowledge is advanced, how economies are (or should be) organized and how we live our daily lives. With seemingly boundless erudition and in delightfully clear prose, Surowiecki ranges across fields as diverse as popular culture, psychology, ant biology, economic behaviorism, artificial intelligence, military history and political theory to show just how this principle operates in the real world. 

Despite the sophistication of his arguments, Surowiecki presents them in a wonderfully entertaining manner. The examples he uses are all down-to-earth, surprising, and fun to ponder. Why is the line in which you're standing always the longest? Why is it that you can buy a screw anywhere in the world and it will fit a bolt bought ten-thousand miles away? Why is network television so awful? If you had to meet someone in Paris on a specific day but had no way of contacting them, when and where would you meet? Why are there traffic jams? What's the best way to win money on a game show? Why, when you walk into a convenience store at 2:00 A.M. to buy a quart of orange juice, is it there waiting for you? What do Hollywood mafia movies have to teach us about why corporations exist? 

The Wisdom of Crowds is a brilliant but accessible biography of an idea, one with important lessons for how we live our lives, select our leaders, conduct our business, and think about our world.

Bill Aspray: Globalization and the Offshore Outsourcing of Software Services

Abstract of L3D Presentation (Feb 22, 2006)

The talk will present findings from an international study organized by the computing professional society ACM. Topics will include changes in the geography of the software industry, enablers of offshoring, reasons why companies send work to other countries, the economics of offshoring, globalization of research, security and intellectual property risks, and educational and policy responses.

for slides see: http://l3d.cs.colorado.edu/calendar/2006.02.22-aspray.html
A Report of the ACM Job Migration Task Force —  Globalization and Offshoring of Software

William Aspray, Frank Mayadas, Moshe Y. Vardi, Editors

http://acm.org/globalizationreport/
Findings and Recommendations 

1. Globalization of, and offshoring within, the software industry are deeply connected and both will continue to grow. Key enablers of this growth are information technology itself, the evolution of work and business processes, education, and national policies.
2. Both anecdotal evidence and economic theory indicate that offshoring between developed and developing countries can, as a whole, benefit both, but competition is intensifying.
3. While offshoring will increase, determining the specifics of this increase is difficult given the current quantity, quality, and objectivity of data available. Skepticism is warranted regarding claims about the number of jobs to be offshored and the projected growth of software industries in developing nations.
4. Standardized jobs are more easily moved from developed to developing countries than are higher-skill jobs. These standardized jobs were the initial focus of offshoring. Today, global competition in higher-end skills, such as research, is increasing. These trends have implications for individuals, companies, and countries.
5. Offshoring magnifies existing risks and creates new and often poorly understood or addressed threats to national security, business property and processes, and individuals' privacy. While it is unlikely these risks will deter the growth of offshoring, businesses and nations should employ strategies to mitigate them.
6. To stay competitive in a global IT environment and industry, countries must adopt policies that foster innovation. To this end, policies that improve a country's ability to attract, educate, and retain the best IT talent are critical. Educational policy and investment is at the core.
Conclusion. Globalization of, and offshoring within, the software industry will continue and, in fact, increase. This increase will be fueled by information technology itself as well as government action and economic factors and will result in more global competition in both lower-end software skills and higher-end endeavors such as research. Current data and economic theory suggest that despite offshoring, career opportunities in IT will remain strong in the countries where they have been strong in the past even as they grow in the countries that are targets of offshoring. The future, however, is one in which the individual will be situated in a more global competition. The brightness of the future for individuals, companies, or countries is centered on their ability to invest in building the foundations that foster innovation and invention.
Web 2.0 Conferences — 2006 theme: Disruption & Opportunity

see: http://www.web2con.com/pub/w/49/overview.html
What began as a focused gathering on the implications of the Web becoming a platform has transformed into an industry event focused on the latest Internet innovations—the services, applications, businesses, and models—that are redefining the way companies do business and how people live.

In 2004, Web 2.0 focused on one big idea: The Web has become a platform, a foundation upon which thousands of new forms of business would emerge. In 2005, at the second annual Web 2.0 Conference, we focused on the idea of “Revving the Web” - with the platform in place, we highlighted emerging innovations, with a particular emphasis on the entertainment, communications and IT industries.

This year, we're thinking even bigger. It's clear that major swaths of the global economy are in significant flux. Now that the Web has become a robust platform with countless innovations driving its ongoing development, widespread disruptions in traditional business models are well underway. The telcos are under siege from VoIP and bandwidth hungry content companies. Entertainment and publishing companies are struggling with consumer-driven media and the attention economy. And the IT giants - Microsoft chief among them - are in a battle for their lives with the “give it away free and monetize it with ads” model of Yahoo! and Google.

The “Who's Who” of the Internet

Now in its third year, Web 2.0 has become the gathering place for business leaders of the new Web - it reflects and embodies the community - bringing together the best to discuss and debate the most important issues and strategies driving the Internet economy and what we might expect in the coming year.

· 50+ thought leaders and entrepreneurs slated to present in an interactive format stressing audience participation

· More than a dozen extraordinary thinkers and business leaders will present “High Order Bits” - ten minute stand-and-deliver presentations designed to provoke, delight, and amaze the audience

· Top executives from platform businesses will address the future of the Web in plenary sessions

· We'll focus on innovative new web technologies in our expert led-workshops

· Second Annual Launch Pad event featuring presentations by a select group of start-ups

· A variety of unique networking events including receptions, dinners and evening parties

The Web 2.0 Conference connects the leaders and technologists opening the Web's business opportunities. Conference attendance is limited to maintain an intimate setting and foster dialogue among all participants.

2006 Conference Topics will Include:

· Defining Web 3.0: What's Next?

· Collision of the Titans: Publishers v. Platforms

· Collective Intelligence or The Madness of Crowds?

· What Might Go Wrong in Web 2.0?

· Is the IPO Culture Over?

· Launch Pad 2.0
· The Tiered Internet: A Debate

· Web 2.0 in China

· High Order Bits

· Disrupting the Disruptors: Incumbents Strike Back

· Privacy and Trust: Who Owns Your Data?

What Is Web 2.0

Defining just what Web 2.0 means still engenders much disagreement. Tim O'Reilly attempts to clarify just what we meant by Web 2.0, digging into what it means to view the Web as a platform and which applications fall squarely under its purview, and which do not.

Wikimania 2006 Conference

see: http://wikimania2006.wikimedia.org/wiki/Main_Page


The wiki faithful look beyond encyclopedias to activism

Next up: education, politics, Third World

By Kim-Mai Cutler, Globe Correspondent  |  August 9, 2006

Michael Dale, a digital arts student at the University of California, Santa Cruz , was on a mission: Provide opportunities to lampoon politicians with their own words.

So for his master's thesis this year, he began taking feeds from the cable channel C-Span and posting them on a searchable website, metavid.ucsc.edu. Readers, for example, can search for all the times a member of Congress has said ``peanut butter" this year.

``This information deserves to be public," Dale said.

C-Span ordered him to take down their copyright content. He complied, but he's still posting other clips that are in the public domain.

With such thinking, Dale was in the company of many like-minded socially activist geeks who last weekend flocked to Harvard University for Wikimania. At the event, about 400 Wikipedians debated how to move wiki technology and values into education, politics, and the developing world.

From as far as Finland and Japan, they came wearing wizard hats, hacker tees, and Converse sneakers. The after-party sternly warned ``No Laptops Allowed," and as a parlor game, they pitched fake dot-coms to a fictitious venture capital firm. At one reception, one wiki enthusiast performed on piano a J.S. Bach prelude -- backward.

A wiki is a technology that lets users rewrite a Web page. Wikis were developed in the mid-1990s, and wiki means ``quick" in Hawaiian. Unlike in traditional publishing, where the creator sends content to a ``passive" reader, wikis let consumers change content as they see fit.

The most famous example is Wikipedia.org, an online encyclopedia with more than 1.3 million articles that anyone can edit, and which has been criticized for inaccuracies.

But wikis have branched out well beyond the encyclopedia. The Wikimedia Foundation , which runs Wikipedia, also runs Wikibooks , wiki travel guides, and Wikinews , all rewriteable by anyone.

Enthusiasts also brainstormed and discussed even more variations at Wikimania: wiki political parties, wiki maps, wiki colleges and even WikiAfterDark , an adults-only wiki that gives bedroom advice.

For some Wikipedians, the wiki's grassroots culture of collaboration has become a way of life.

``Wiki culture is about the spirit of sharing. It's like buying someone a beer or putting them on your couch," said Jonah Bossewitch , who helps run a social-justice wiki at Columbia University's Columbia Center for New Media Teaching and Learning .

Naturally, the conference was run wiki-style, meaning no top-down agenda.

Teams from different cities submitted proposals to host Wikimania, and then Wikipedians from around the world gathered in a chat room to vote. Last year, they held Wikimania in a German youth hostel.

Every name tag carried a wiki user name, too. Bossewitch's was ``mrenoch" or Mr. Enoch, his cat's name.

Laptops vastly outnumbered women. In many sessions, Wikipedians frenetically blogged, Googled, and edited wikis on their laptops while others hoisted camcorders to ensure video of every session was on the web.

Kasper Souren , or ``Guaka," flew in from Ecuador to attend Wikimania. He ran two workshops on a political system run via wiki and about the Bambara-language Wikipedia in West Africa.

``We're in the first phase of global consciousness about this network," he said. ``It will be exciting to see what will come."

Brewster Kahle, a keynote speaker who cofounded the Internet Archive , a nonprofit that preserves records and ``snapshots" of websites at different points in time, mapped out a way to provide all of the world's content currently in books, CDs, and film, for free.

He said the cost of scanning and digitally distributing the entire contents of the Library of Congress, about $750 million, would be less than the cost of maintaining all the libraries in the country.

Compiling and digitizing all existing films and music would cost even less, resulting in a total of under $1 billion, including books, he said. ``All music, all video, and all books are within our grasp."

But there was also reflection on accuracy and vandalism. Several sessions were devoted to stopping those who knowingly post false information. That came about a week after Comedy Central's Stephen Colbert urged cable TV viewers to change the Wikipedia entry on elephants to say the number of elephants in Africa had tripled, to annoy environmentalists. The clip spread across the Internet almost immediately.

There were also those who questioned how the wiki system could sustain itself.

``We're just kind of assuming that people are going to volunteer their labor," said Jason Pramas, of the University of Massachusetts at Boston Tactical Media Group, which focuses on understanding technology and media policy. ``It's great for increasing the bank of human knowledge. But it's lousy in that a lot of us are not going to make enough money to afford the laptops that we write wikis on."

Danny Horn , who helps run a Muppets wiki that is 10,000 articles strong, disagreed.

``We do kind of get paid," he said. ``We get paid with love, friendship, collaboration, and all this emotional stuff."

Kim-Mai Cutler can be reached at kcutler@globe.com.  
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A new high-tech take on school group project

Teachers share lessons learned about wikis

By Kim-Mai Cutler, Globe Correspondent August 4, 2006

Israeli business school professor Sheizaf Rafaeli hated seeing his students shell out money for expensive, outdated textbooks. So he let them write one themselves.

He put up an old textbook he published about information systems on a wiki and required his class to make updates. By the end of the term, not only was his textbook more current and comprehensive, his students didn't pay a dime -- and those who updated frequently scored better on exams.

Rafaeli's book is an example of how wikis could change classrooms from the ground up, a topic at the Wikimania conference this weekend at Harvard Law School, where Rafaeli's work will be presented to wiki enthusiasts and academics from around the world.

``Students like the notion of knowledge being malleable, evolving, and actually living through their work," Rafaeli said. ``They discover to their surprise that at the end of the semester, the textbook is very different from what it was at the beginning."

Rafaeli added that wikis are useful for distance learning, because he teaches at the University of Haifa and students can't attend classes regularly during the ongoing conflict with Hezbollah militants in Lebanon.

A wiki -- the word means ``fast" in Hawaiian -- is a technology developed in the mid-1990s that lets readers edit and rewrite Web pages . There are private wikis, open to certain readers and editors, and public wikis. Then there are wikis in between, viewable by everyone but rewriteable only by a select few .

The technology is most commonly associated with Wikipedia, an online encyclopedia written and edited by the public with nearly 2 million registered users . But it has broader uses, and educators are experimenting with wiki textbooks, wiki lesson plans that teachers share, and projects in which students develop wikis as they would write papers.

Kevin Driscoll , a computer science teacher at Prospect Hill Academy Charter School in Somerville, started a school wiki last year. It became a ``living yearbook" updated by more than 200 students. Athletes published game results, while others made it like a student newspaper.

Driscoll also created a private wiki for teachers. Unexpectedly, it became an invaluable tool for tracking whether school printers were working. He's also developing a wiki project called TeachForward.org that will let teachers write lesson plans collaboratively.

Other teachers use wikis instead of standard research papers. Computer science teacher Vicki Davis of Georgia replaced a 200-question exam with a wiki project. She said that students learned more because they had to synthesize, source, and edit content instead of memorize and that quality went up because students interacted .

She's found students updating the wikis near midnight and discussing changes on blogs.

``It becomes part of their lives," she said. ``Instead of MySpace and social networking, they are going on the wiki, talking about education."

However, in the socially cutthroat world of high school, wikis are not problem-free. A few students at Prospect have vandalized others' pages, as sometimes happens with Wikipedia. But the school traced edits back to the users for discipline, and Driscoll said he'll soon implement log-ins. Vandalism happens at higher levels, too. Because Rafaeli's textbook is open, automated Web crawlers occasionally rewrote it with spam or pornography.

But Rafaeli and Davis said they haven't had problems with vandalism from students because they are conscientious about what they publish.

Another problem with wikis could be grading, said Andrea Forte , a graduate student at the Georgia Institute of Technology who will speak at Wikimania about education.

``When you have a radically collaborative tool like a wiki and take it into a high school where the standard for assessment is individual, you have a bit of culture conflict," she said.

Davis grades her students' wikis like essays, focusing on accuracy, critical thinking, and participation. She said it isn't harder than grading a classroom's worth of papers because she gets e-mail updates on the wiki and tallies student edits on a chart. Rafaeli grades solely on whether students make the required number of updates.

Forte said wikis would work best in higher education where knowledge is constantly changing. Instead of writing papers that are thrown away once graded, Forte said students could write wikis and contribute to the worldwide pool of knowledge.

``We're providing students an opportunity to have their voices heard," Forte said. ``This is the gold standard when it comes to motivation."

Kim-Mai Cutler can be reached at kcutler@globe.com.  
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Jenny Preece: Community, Social Interaction and Wikipedia

Jenny Preece is an online community researcher and Professor and Dean at the College of Information Studies, U. of Maryland. She is author, coauthor or editor of seven books including: Interaction Design: Beyond Human-Computer Interaction (2002) (www.id-book.com) and Online Communities: Designing Usability, Supporting Sociability (2000) (www.clis.umd.edu/people/preece/onlinecommunities/) published by John Wiley & Sons. Dr. Preece is author of over one hundred and fifty book chapters and publications; she serves on four editorial boards and frequently gives keynotes at major conferences. She was technical program chair for the first International Conference on Online Communities and Social Computing, twice for ACM SIGCHI conferences, and also for Communities & Technology.

Her current research is concerned with the design and management of online communities. She works with communities of practice, health, education, non-profit and knowledge communities. Preece's current research is concerned with sociability and usability in online communities. She focusses on three main research areas: (i) knowledge exchange, cross-cultural communication, empathy, trust, and etiquette online; (ii) why and how people participate, or do not participate; and (iii) heuristics and methods for developing, maintaining and evaluating online communities.

Online communities have become a key source of information and support. These communities enable Wikipedia users and contributors to coordinate their activites, patients to cope better with their diseases, students to discuss homework projects, hobbyists to pursue their passions, and teens to chat about their lives. Scholars use online communities to track academic topics, lawyers seek legal information, and professionals exchange business knowledge. A variety of software facilitates information exchange and communication including: wikis, blogs, discussion boards, instant messaging, and immersive virtual environments.

In this talk I will discuss the concept of an online community, review my research terrain and briefly present some findings, for example: a framework for developing and analyzing online communities, and results from studies about empathy, information exchange, and why people often observe but do not actively contribute (i.e., ‘lurk’) online. Empathy, information exchange, and behavior online varies between communities. In one study, for example, we found strong differences in the amount of lurking in patient support communities compared with technical support communities. Analysis of survey responses from 219 observers revealed reasons for lurking that included: wanting to learn more about the community, intending to be helpful, poor usability, poor group dynamics, and desire to take without giving back. Based on our findings, we proposed changes in social management and information architecture to encourage participation, support empathy between participants, and facilitate information seeking and browsing. Finally, I will suggest future research and development directions for encouraging community activities associated with Wikipedia.

Panel: What can Wikipedia learn from Open Source Software Development?

· Siobhán O'Mahony is an Assistant Professor at the Harvard Business School. Her research examines technical communities and their relations with firms, the management of innovation and a technical labor force and new forms of cooperation. A pervasive objective is to understand how new social structures emerge when boundaries become blurred and how power differentials contribute to the emergence of negotiated technical orders. Her current research, “Competing on a Common Platform”, examines how over 100 firms contribute to a common technical resource while creating unique sources of competitive differentiation.

· Joel West has spent his career creating content as a programmer, journalist, photographer, author and academic. From 1987-2002 he was president of Palomar Software, which became the leading supplier of Macintosh drivers for color printer manufacturers. Since 2002 he has been an associate professor at the San José State University College of Business, and he has been a Wikipedia contributor since 2003. His research focuses on cooperative and competitive innovation strategies of IT firms, including work on open source software, open standards and open innovation.

· Kevin Crowston is Professor of Information Studies, Syracuse University School of Information Studies. He received his Ph.D. in Information Technologies from the Sloan School of Management, Massachusetts Institute of Technology (MIT) in 1991, and joined the School of Information Studies in 1996.His current research focuses on new ways of organizing made possible by the extensive use of information technology.

Abstract
Fans and critics of Wikipedia alike have compared its open collaborative process to open source software development. Both communities maintain transparent development processes and both produce publicly available, free content. However, differences remain. Most contributors to open source software projects are identifiable, which is not necessarily true for Wikipedia. Unlike software, a wiki based encyclopedia is less dependent upon architectural decisions. However, both types of communities share a similar challenge: managing ‘the boundary of an open project’. How can open communities devoted to collaborative production manage growth and improve the quality of contributions, while maintaining open boundaries? These three parameters imply seemingly divergent organizing practices. Yet, managing these tensions is essential for innovation to occur in both communities.

The scholars on this panel have all researched how open source communities have wrestled with: socializing new members to project norms and developing governance systems that can support open and democratic processes. This panel draws upon their work to identify how Wikipedia and open source development projects compare. The panel focuses on the lessons from open source software that are relevant to Wikipedia. Our goal is to identify principles that can simultaneously foster growth, quality and openness.
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