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reality, psychological sense of social 
reality

 reality theory of online sociability  222, 
225

 reality theory of sociability  224, 226, 
228, 233

 relationships  284
 support  221
 translucence  272–273, 281, 285; see 

also Erickson, Kellogg
 up-keeping  279
societal pilots  140–141, 149, 157, 159–161; see 

also typology of TEPs
society  85, 87–88
sociological perspective  218
sociology  244, 264
sociotechnical  240, 243–245, 250, 256–257, 

260–263; see also joint system
 system  261–262
software 
 component  106
 for controlling  100
special interest groups  59, 70
specific gifting acts  252
staff conference  174
stakeholder  169, 181; see also library staff, the 

Taskforce
STEEP  87; see also economy, environment, 

questionnaire, scenarios, society, 
STEEP methodology, technology, 
workshops

 methodology  87
stories of change  169
strategic relevance  138, 163
strategy  66, 70
structural control  250
structuration theory  27, 29, 49
structuring  6, 20
 explicit  6–7
 implicit  6
style  124–125, 128; see also genres, layout, 

usability, user interface, visual design, 
Web design

 sheets  124
subjunctive interfaces  108–109; see also C3W, 

coordination, exploratories, synchroni-
zation (between chunks)

superficial sociability  226–227, 232–234
support strategy  66
synchronization  109–111, 113, 115
 (between chunks)  108; see also coordi-

nation, subjunctive interfaces
 of navigation  109; see also contextual 

help function, function chunk, informa-
tion chunk, inspector

synthesizing strategies for organizational imple-
mentation  69

systemic failure  138, 143, 146–147, 161–162
systems of innovations  146
system 
 acceptability  122, 126
 failure  147

T
target group  121–122, 125–126, 130
Taskforce, the  170, 172, 174, 179, 183–184
task specific  103
 groups  103, 110
teams handling recurrent tasks  60, 71
team 
 work  82; see also collaboration, 

cooperation, creative user workshops, 
creativity, expert workshop, participa-
tory design

 workspace  55
technological perspective  218
technologies  138–139, 141, 143–146, 149–150, 

152–155, 157–158, 160–161, 163
technology  76–77, 79, 82, 85–87, 92–93, 

98–99, 120, 171, 218–222, 232, 236; 
see also equipment, social affordance, 
social support

 appropriation  2, 4, 9
 displaced  98
teenagers  270–273; see also use of SMS, young 

adults
telecommunication  100–101, 111
 networks  100; see also Erickson, Inter-

net, software
telephony  270–271, 281–282; see also voice 

communication
template  175–182, 184–185
 design  178
TEPs  137–151, 160–163, 165; see also test and 

experimentation platforms
 types of 141, 149, 151, 160, 161
 typology of  140, 148
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testbed  140–141, 152–154, 158–164; see also 
field trials, participatory design, typol-
ogy of TEPs

testing  137, 139–141, 145, 149–150, 152–155, 
157–158, 160, 162–163, 166

test and experimentation platforms (TEPs)  
137–151, 160–163, 165; see also inno-
vation, innovation platform, networked 
communications, systemic failure, typol-
ogy of TEPs

text messaging  269–273, 276, 282, 284, 286
 for young adults  273
theoretical 
 background  120
 framework  219, 224
theory  217, 220, 222–226, 228, 230, 233–236, 

239
 of social affordance  224
total commitment  66
tragedy of the commons  244, 246

U
“underground spirit”  247
U.S. Food and Drug Administration (FDA)  7
understanding  188, 191, 193, 196, 200–201, 

204, 210
Unified Modeling Language (UML)  87
universal Web  123
unpredictable  26, 27
usability  122, 124–128, 219–221, 237; see also 

functionality, interaction design, system 
acceptability, target group, user experi-
ence, Web design, World Wide Web

usage  139, 141, 163
user  27–34, 37, 41–43, 46–47, 98–103, 

107–110, 113–115, 121, 138–145, 147, 
151, 153–158, 160–163, 188–190, 205, 
209–210; see also actor, end user, living 
labs, market pilots, participant, people-
centred, strategic relevance, types of 
TEPs, usage, user-centred, user-centred 
innovation, user-centric

 experience  126–128, 134
 interface  119, 121, 133; see also aes-

thetics, design, functionality, graphi-
cal user interface, interaction design, 
layout, usability, utility, visual design

 needs and requirements  79–80, 86–87, 
89, 91; see also case study, creativity 
framework, mobile system development, 

participatory design, requirements 
specification, user requirements

 requirements  76–77, 85, 87–88
 scenarios  89, 91
user-centred  157, 162, 165
 design  75, 77, 80
 innovation  165
user-centric  143, 145, 157, 161–162
 innovation  143
use of SMS  272–273, 277–278, 284
utility  127–128; see also functionality, interac-

tion design, system acceptability, target 
group, user experience, Web design, 
World Wide Web

V
value  108–109, 114–115
variation  6, 15, 20
verification  83
vertical scope  150
video-based observations  201
video-conferencing  34
views  97, 100, 103, 110–115, 217–218, 222, 

224–225, 236; see also pull, push, situa-
tion, task specific, window

 psychological  218, 222
virtual 
 3D Agora-world  187–189, 195, 213
 3D Agora-world project  195
 3D exploratories  187
 activity-systems  188
 communities  239
 design  204
 exploratory  195, 208; see also in-

novation platform, knowledge sharing, 
reflective design, reflective designing 
strategy

 laboratories  188
 learning environment (VLE)  167–169, 

173, 175, 177–178, 180–182, 184–185 
learning implementation  175

 methods  248, 265
 persona  189
 user  143, 151
 workspace  1–2, 8, 19, 54, 71; see also 

CMC technology, groupware, team 
workspace

 worlds  187–193, 195–196, 200, 
202–207, 209–210, 217–218, 225–230, 
233–234, 236; see also multi-user 
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online role-playing games, MUDs, 
reflective practices, virtual exploratory, 
virtual world course

 world course  217–218, 225, 230, 
233–234, 236

visibility  273, 281, 284; see also social translu-
cence, use of SMS

visualizing meeting, the  215
visual design  119, 121, 124, 126–128, 130, 132
VLE  167–169, 173, 175, 177–178, 180–182, 

184–185; see also virtual learning 
environment

voice communication  271–272, 276–277, 281
voluntary  252–254, 260

W
W3C  121, 123; see also World Wide Web 

Consortium
Web 
 design  118–133; see also human-com-

puter interaction, information archi-
tecture, interaction design, interface 
design, visual design, World Wide Web

 design, future of  131
 design, history of  118–119, 124
 service  106–107; see also assemblage, 

browser window, function chunk, infor-
mation chunk, software component

Web-based 
 information system (WIS)  27–28, 30–

34, 46–47; see also extranet, intranet, 
middleware

 learning  168; see also networked learn-
ing implementation

Wenger, E.  168, 172, 175, 177, 184–186
window  99, 107–108, 111
 browser  107
WIS  27–28, 30–34, 46–47; see also Web-based 

information system
workshops  77, 78, 81, 85–87, 89–93; see also 

creative user workshops, creativity 
framework, expert workshop, mobile 
system developmentparticipatory de-
sign, scenarios

 creative user  87, 89–91
 expert  86, 89–91, 93
workspace
 team  55
 virtual  1–2, 8, 19, 54, 71
work practice  56, 59, 64, 68, 70

World Wide Web (WWW)  119–123, 130–131, 
133

World Wide Web Consortium (W3C)  123
WWW  119–123, 130–131, 133; see also World 

Wide Web

Y
young adults  273


