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Index

Symbols

3D
building objects 195
objects 195

A

“ad hoc”
arrangements 278
coordination 272; see also “ad hoc”
arrangements, coordination, micro-co-
ordination

accountability 269, 273, 281, 284; see also
social translucence

action research 168—169, 186; see also appre-
ciative inquiry, management of change

active co-constructors 30

actor 138-139, 143, 147, 153, 156, 161-162,
187-189, 192-193, 195-196, 199, 202,
204-210; see also avatar, end user, par-
ticipant, person, player, presentation of
self, reflective practices, self-conscious-
ness, social interaction, user, virtual
worlds

actor-network theory 31, 49

adaptation 15, 17, 20, 22

administration of QP 62

administrative workplace 102; see also cell
phones, control room

adoption and assimilation 53, 54, 73

advanced multi-user online role-playing games
188-189

advocacy strategy 66
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aesthetics 124, 127, 134; see also design,
genres, perception, style, Web design,
World Wide Web

affordances 24, 6, 11, 16, 19-21

alarms 101

altruism 245, 266; see also gifi-giving, gifting,
pure gift-giving

American Diabetes Association (ADA) 39

analysis 9

annual conference 173-174
and exhibition 174

anonymous 241,252, 259-260

anticipated change 66

application service provider application (ASP)
55

appreciative inquiry 169, 184, 186

approach 217-218, 233, 236

appropriation 1, 2, 4,9, 19-20, 22; see also ad-
aptation, implementation, introduction

articulation work theory 235

assemblage 26, 28, 30-34, 39, 4243, 4647,
107; see also actor-network theory, col-
lage, collection

ASP 55; see also application service provider
application

avatar 187-193, 195-196, 198-210, 217-218,
225-227, 229, 231-234, 236; see also
actor, character, self-presentation,
virtual 3D Agora-worldvirtual design,
virtual exploratory, virtual persona,
virtual worlds

avatars of the self-conscious 193

awareness 269, 273, 280-281, 284; see also

social translucence



B

background 55

benchmarking 165

boundary object 139, 146, 153; see also fron-
tier object, objet frontiere, prototyping
platforms, technologies, TEPs

brainstorming 84, 89-90, 92

broadband 137-140, 145-148, 155156,
158-160, 162—164

browser window 107

C

C3W 108-109, 115; see also clip connect and
clone for the Web

calendar 101, 104-105

case study 9, 28, 32, 78, 85, 87, 89, 91, 273,
276; see also creativity framework,
health care, MAGNET project, mobile
system development, participatory
design
interpretive 9
longitudinal 53-54

cell phones 99, 101-102; see also control
room, daily life, mobile phones, prices
prices of 99, 108

change
conditions for 53-54, 74
opportunity-based 66
organizational 171, 180
stories of 169

changes in the network 103, 114; see also
alarms

change management; see also learning and
teaching strategy, narrative accounts,
organizational change, slack, stories of
change, the Taskforce
models 53-54, 72

character 191, 193, 204, 206

chunk
browser 107
function 97, 103, 105, 107-111,
114-115
information 106-108, 111, 115
inspector 110

clinical proof of concept (CPoC) 35

clip connect and clone for the Web (C3W)
108-109, 115

CMC 2-3,5,9,21,25,53,218,223-231, 233,
236, 239; see also computer-mediated
communication

Index 295

application 7
technology 54, 57, 64-65, 6768,
71-72

co-authoring documents 16

collaboration 81

collage 31,42

collection 31

commercial maturity 150

communication 217-237; see also communica-
tion processes, social interaction
channels 172
computer-mediated 2, 3,5, 9, 21, 25,
53,218,223-231, 233, 236, 239
electronic 2, 6, 24
media 2-3, 5, 10, 21
network 173-174
networked 26, 28, 31-33, 37-38, 4647,
50, 53, 72, 137-142, 145, 147, 150151,
153-154, 156-157, 159, 160-163, 237
organizational 1-2,4-5, 16, 20
patterns of 6
processes 223-224,235-236
theory 209

communicative practice 2, 5-7, 21,24

communicators 251-252, 255, 260-261

communities 217-222, 225, 230, 233, 235,
237, 241-242, 244, 246, 255-256, 261,
263-264; see also sociability
of practice (CoPs) 168, 177, 184, 186;
see also information skills teaching,
meaning-makers, reified objects, shar-
ing good practice, stakeholders, Wenger
online 217-222, 225,230, 233-235,
237,241, 266
virtual 239

computer-mediated 240, 241, 243-244,
248-250, 256-257, 260, 264
communication (CMC) 2, 3, 5,9, 21,
25,53,218,223-231, 233, 236, 239;
see also electronic communication, net-
worked communications, organizational
communication
gifting 240
sharing 241, 260

computer-supported cooperative work (CSCW)
223

computers
low-cost 100, 102
personal 99
prices of personal 99

concept 218, 220, 222

conditions for change 53-54, 74
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consumers 121

content display template, the 179

context 105-107, 109, 114

contextual help function 109

contingency 29; see also unpredictable

control 240-244, 247, 249-250, 261-263;
see also control dimensions, designing
control
structural 250
types of 241,261

controlling digital gifting 249

control dimensions 240-241, 249-250, 252,
260-263
direction 252
identification 252
incentive 252
initiative 252
limitation 252

control room 97, 100-102, 110, 113, 115
of life 97; see also calendar, cell
phones
system 100-102; see also alarms, con-
trol, equipment, graphical overviews,
networks, software for controlling,
telecommunication

conventions 2, 4-5,7,21-22,200
social 5,7

convivial sociability 228-230, 233, 235-236

cooperation 82

coordination 272,275-276

CoPs 168, 177, 184, 186; see also communities
of practice

costs 110

CPoC 35; see also clinical proof of concept

creative
environment 84
user workshops 87, 89-91

creativity 75-78, 82—88, 90-93; see also
brainstorming, creative user workshops,
creativity framework, participatory
design, picture stimulation
framework 76-78, 85-86, 91-93

CSCW 223; see also computer-supported coop-

erative work

Cube, The 214

cultural
models 235,237
symbols 217, 222-228, 230-236; see
also avatar, cultural models, environ-
ment

culture 171
cybergenre 126

D

daily life 101

data 55, 66, 73
collection 9, 247

defecting 246

dependency of QP 64

design 55, 63-64, 68, 70-72,217-222,224—
225,227, 232-236; see also design of
their appearance, design of sociability,
designing, designing human-computer
interaction, development
as a conversation 171
history of Web 118-119, 124
instructional 179
interaction 133
interface 118-119, 184, 218
of sociability 217
of their appearance 227
participatory 75-78, 80-81, 85-87,
90-93, 145
reflective 188, 195, 204-206, 208-210
visual 119, 121, 124, 126-128, 130,
132
virtual 204
Web 118-133

designing 219, 224-225, 233, 237
control 240, 260, 262
control for digital gifting 260
for a community 167, 169
for sharing 246
human-computer interaction 219
principle 207
triangle 187, 195, 207-208, 210; see
also actor, avatar, designing principle,
reflection, sense-making triangle, social
interaction

developing
artefacts 167, 169, 175
a discourse 169, 173

development 219-221, 230, 234, 237
of Web design 121

digital
gifting 260
gifts 243
goods 241-242, 250, 256, 261, 268; see
also direction, files, file sharing, public
goods
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direction 252, 256, 258-259; see also control
dimensions, private, public, public
goods

displaced technology 98

distributed organizations 53-54

duration 151

E

e-mail 4,5, 8, 10, 12-14, 17, 19-20, 34-36,
3942, 44-45, 55-56, 59, 64, 66

EARCs 140, 145; see also experience and ap-
plication research centres

ecology
information 1, 3, 10, 20, 24
metaphor 3, 19

economy 87—-88

Edquist, C. 146-147, 165; see also innovation

ELATE conference 174

electronic
calendars 34
communication 2, 6, 24

emergent change 66

end user 151, 154158

enforced 242, 246, 252-254

environment 77,79, 81-82, 84, 87, 94,
217-219, 222-224, 227, 230, 232,
234-235, 238

envisioning 167, 173, 182

EQUEL
EU research project 187
project, the 168, 186

equipment 100-101, 111-112

Erickson, T. 272, 283, 285

ethnography 248, 265

evaluation and redesign of QP 63

experience and application research centres
(EARCs) 140, 145; see also living labs

expert workshop 86, 89-91, 93

explicit structuring 6-7; see also opportunistic
modification, planned modification,
planned replication, structuring

exploratories 205

extensions 46

extranet 27

F

fantasy journey 88-90; see also creative user
workshops, creativity, guided medita-
tion, meditation

Federal Drug Administration (FDA) 39

Index 297

feedback loop 66

field trials 140-141, 145, 149, 152156,
161-163; see also case study, participa-
tory design, testbed, testing, typology
of TEPs

files 252-253, 255-256, 258

file
sharing 241-242, 247, 251, 258-260,
265; see also computer-mediated shar-
ing, online sharing, resource sharing,
sharing networks
transfer protocol (FTP) 10

Flichy, P. 139, 143, 165; see also boundary
object, virtual user

forms of interaction 192

free-loading 253

free riding 244, 246, 253, 264, 266; see also
defecting, file sharing, free-loading, so-
cial dilemmas, tragedy of the commons

frontier object 139

FTP 10; see also file transfer protocol

functionality 124, 126-127, 130, 132

functional affordances 4

function chunk 97, 103, 105, 107-111,
114-115; see also assemblage, browser
window, information chunk, sofiware
component, Web service

future of Web design 131

G

general trends of mobile text communication
275
genres 1-6, 10, 12, 15-16, 20, 22, 120,
125-126, 129, 131; see also design, in-
teraction design, layout, style, usability,
user interface, Web design
cyber- 126
organizational communication 1-2,
4-5, 16,20
gift-giving 242, 244-245, 268
pure 245
gifting 240-258, 260-264; see also gift-giving,
pro-social provision
computer-mediated 240
definition of 244
digital 260
technologies 247, 260, 262-263, 266
graphical
overviews 100
user interface 121
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groupware 1,2, 5,21-22, 73; see also CMC
application, communication media,
e-mail, LAN, new media, ProjectWeb,
virtual workspace

group perception 221-223, 238; see also psy-
chological essentialism, social ontology,
social reality
theory 223

GSM 271
standard 271; see also implementation,
mobile phones, SMS

guided meditation 88

H

“heterogeneous engineering” 102

HCI 223-227,233

HCI/CSCW enabled social reality 233

health care 78, 85, 87-89

Hers, J. 147, 165; see also market failure,
Nahuis, system failure

heuristic evaluation 122

higher education 167-168, 170, 173-174, 183,
186

history of Web design 118-119, 124

human-computer interaction (HCI) 76, 122,
219, 223; see also computer-supported
cooperative work, interface design

human communication 191

hypertext 120-122, 133; see also information
architecture, Web design, World Wide
Web

I

“intermediary use situations” 32

IBM Lotus® 55

IBM Lotus® QuickPlace® 54-57, 59-60,
62-68, 70-71, 73; see also QP, Quick-
Place®, virtual workspace

ICT development 75-77, 86, 91

identification 252, 254, 259; see also account-
ability, anonymous, control dimensions,
self-presentation

imitation 98-100, 102

implementation 6, 8,21, 282
context 53-54, 56-57, 59, 61-62, 69,
71; see also background, conditions for
change, environment, organizational
setting, situation, work practice
networked learning 168-169, 172, 185
online learning 167, 170, 178, 182, 184

Copyright © 2007, Idea Group Inc. Copying or distributing in print or electronic forms without written permission of

Idea Group Inc. is prohibited.

organizational 53-54, 61, 69, 72
virtual learning 175
implicit structuring 6; see also migration,
Structuring, variation
incentive 246, 252-254,265; see also control
dimensions, enforced, motivation,
voluntary
incubation 83
indispensability 47
indispensable link
in the assemblage 34
in the assembly 43
information 97-115
and communication technology (ICT)
76
architecture 119, 135
block 106
chunk 106-108, 111, 115; see also
assemblage, context, function chunk,
information block, paragraph, schema
ecologies 1, 3, 10, 20, 24; see also com-
municative practice, ecology metaphor
providers 98, 101, 115
skills teaching 180-182, 184, 186
initiative 252, 257-258; see also control di-
mensions, plan
innovation 137-148, 151-152, 155-163, 165
platform 140-141, 144, 156, 158-160
policy 142, 145-146, 155, 161, 165
insight 83
inspector 110
chunk 110
instructional design 179; see also interface
design, the module template
instrumentalists 251-252, 255
integration with work practice 64
interaction
design 133
forms of 192
interface
design 118-119, 184,218
graphical user 121
user 119, 121, 133
interfaces, subjunctive 108—109
interferences 34, 39, 47
Internet 97-98, 100, 102, 107, 111-112
protocols and standards 27
interpretive case study 9; see also approach,
method
intranet 27, 43
introduction 1,2, 6, 8, 10, 18-19, 21-22



investigation 57

J

joint system 244

K

Kellogg, W. A. 272,283, 285

knowledge
creation 213
sharing 187-188, 190-193, 195-196,
203-205, 207, 209-210; see also com-
munication networks, communities
of practice, developing a discourse,
knowledge creation, reification, reified
objects, reflective designing strategy,
sense-making, shared understanding,
sharing good practice, staff conference,
the Taskforce, template, understanding,
virtual exploratory

L

“looking at” 120

“looking through” 120

landscape scenario 88-89, 91-92; see also
creative user workshops, creativity, life
cycle phases, prototyping

LAN 8, 10-11, 17-18, 20; see also local area
network

layout 119-120, 123-124, 130, 133

learning and teaching strategy 170, 185

learning conversation 172

levels of relationships 250, 259

librarian 169, 175, 177, 180-183; see also
information skills teaching, shared un-
derstanding, sharing good practice

library staff 181

life cycle phases 88-89

limitation 252, 254, 255; see also control di-
mensions, open, restriction, restrictive

list servers 10

living labs 140-141, 144-145, 150, 153,
156-157, 160-163, 165; see also case
study, strategic relevance, TEPs, typol-
ogy of TEPs, user-centred innovation

local area network (LAN) 8, 10-11, 17-18, 20

longitudinal case study 53-54; see also data,
material

low-cost computers 100, 102; see also note-
books, prices

Index 299

M
MAGNET project 77-78, 85-86, 92
management
of change 168, 170
position and role 62
market
failure 147, 165
forces 120

pilots 141, 149, 153, 155, 157-162; see
also typology of TEPs

mass communication perspective 218

material 56, 62

meaning-makers 182—184; see also communi-
ties of practice, reification, sense-mak-
ing, shared understanding, sharing
good practice, template
role of 182

media
communication 2-3, 5, 10, 21
new 1-3,19-22

meditation 88
guided 88

membership 63

messaging purpose, text communication 276

metaphor 171-174, 184
in envisioning change 173

method 3, 24

micro-coordination 272, 276

micro-grooming 269, 279-281, 284; see also
SMS, social relationships, social up-
keeping

middleware 27

migration 6, 15, 20

MMORPG 190, 205, 210; see also multi-user
online role-playing games

MMS 282; see also multimedia services

mobile
networked text communication 269
phones 270-272, 274, 281-283, 286
system development 78-80; see also
creativity, creativity framework, ICT
development, participatory design,
personal distributed environments,
personal networks, scenarios
text communication 282
text messaging (SMS) 269

models of
organizational implementation 54
relationships 249, 251
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modification
opportunistic 6-7, 17, 21
planned 6, 12, 15, 21
module template, the 175, 177-179, 184
motivation 242, 245-247,252,256-257, 259,
262,266
MUDs 189; see also multi-user domains
multi-faceted interaction 200
multi-user
domains (MUDs) 189
online role-playing games (MMORPG)
190, 205, 210
multimedia services (MMS) 282
mutual coordination 204
“My personal Adaptive Global Net” (MAG-
NET) project 77

N

Nahuis, N. 147, 165; see also Hers, market
failure, system failure

narrative accounts 167, 169

negative (violent) sociability 217, 231-234,
236

netiquette 230, 236

networked
communications 26, 28, 31-33, 37-38,
4647, 50, 53,72, 137-142, 145, 147,
150-151, 153-154, 156-157, 159,
160-163, 237
communications in use 26, 46
learning 167-172, 174-176, 182185
learning designs 167
learning implementation 168-169, 172,
185

networking 172

networks 99, 100, 102, 114115, 240244,
246-247,249-251, 253, 255-256,
258-261, 264
local area 8, 10-11, 17-18, 20
personal 77, 85

new media 1-3, 19-22

notebooks 100

(0]

object

boundary 139, 146, 153

frontier 139

reified 175,177
“objet frontiere” (frontier object) 139
observation 187, 195-196, 201-203, 207
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online
communities 217-222, 225, 230,
233-235, 237, 241, 266
learning implementation 167, 170, 178,
182, 184
sharing 241, 246-247, 260, 264
sociability 217-218, 220-225,
227-228, 230, 232-237
sociability, psychology of 217
open 252,254
openness 150
opportunistic modification 6-7, 17, 21
opportunity-based change 66
organization/infrastructure change 67
organizational
change 171, 180
change management levels 67
communication 1-2,4-5, 16, 20; see
also annual conference, communica-
tion channels, communication network,
communities of practice, developing a
discourse, networking, shared under-
standing, the Taskforce
genres 1-2,4-5, 16, 20; see also con-
ventions, genres, patterns of communi-
cation, social conventions
implementation 53-54, 61, 69, 72;
see also adoption and assimilation,
change management models, design,
development, models of organizational
implementation, plan
knowledge 188, 191, 195, 207-208,
210
setting 58
units 58, 70
organizations 120, 171

P

“project development plan” (PDP) 11

paragraph 107

participant 152, 192, 197, 201-204

participatory design (PD) 75-78, 80-81,
85-87, 90-93, 145; see also creativ-
ity framework, envisioning, metaphor,
staff conference, template, user-centred
design

patterns of communication 6

PC 99; see also personal computers

PD 75-78, 80-81, 85-87, 90-93, 145; see also
participatory design

pedagogy 171



people-centred 162-163, 166

perception 130

person 189, 196, 199, 212

personal
computers (PCs) 99
distributed environments 77
networks 77, 85

perspective 218, 225, 236; see also approach,
theory, views
mass communication 218
psychological 218,236
sociological 218
technological 218

picture stimulation 84, 92

pilots
market 141, 149, 153, 155, 157-162
societal 140-141, 149, 157, 159-161

plan 66-67, 70

planned
modification 6, 12, 15, 21
replication 6, 11, 20

player 189-190, 202

preparation 83

presence 199

presentation of self 211

prices 99, 108; see also cell phones, computers,
costs, value
of cell phones 99
of personal computers 99

private 252

pro-social provision 240

producers of Web material 120

professional development 45

programs 124

projects 59, 70

ProjectWeb 8-20, 25, 32-45

project management unit (PMU) 8

prototyping 80-81, 87, 89, 139-141, 143, 145,
149, 151-152, 154155, 160-162
platforms 141, 149, 151-152, 154,
160—162; see also testbed, field trials,
typology of TEPs

psychological
essentialism 222, 224, 233; see also
group perception
perspective 218, 236
sense of social reality 222-223,
227-228, 236
theory 220, 224, 236; see also ap-
proach, concept, cultural models, group
perception theory, perspective, sociabil-

Index 301

ity work theory, social reality theory
of sociability, theoretical framework,
theory of social affordance
view 218,222

psychology of online sociability 217

public 252
goods 256
involvement 150

publishing news 15

pull 98,103, 112, 114

pull (information) 98; see also information,
reading, users, views

pure gift-giving 245

purpose 120

push 98, 103, 112-114; see also information,
information providers, views

Q

QP 54-57, 59-60, 62-68, 7071, 73; see also
IBM Lotus® QuickPlace®, Quick-
Place®
administration of 62
evaluation and redesign of 63

qualitative study 269, 273-274

questionnaire 87

QuickPlace® (QP) 54-57, 59-60, 62-68,
70-71, 73

R

R&D 145, 151, 155, 162, 166

reading 108

real-life user 139, 151, 157

reciprocal ambiguity 245

reciprocity 242, 244-245, 249, 266; see also
gift-giving, gifting, reciprocal ambiguity

reconfiguration 67

redesign 6364, 68, 70, 72; see also reconfigu-
ration, shaping

reflection 187-188, 190-191, 195-198, 201,
203-205, 208

reflective
design 188, 195, 204-206, 208-210;
see also designing triangle, knowledge
creation, knowledge sharing, virtual
exploratory
designing 187
designing strategy 188, 195, 205,
209-210; see also actor, avatar, reflec-
tion, social interaction
design prototypes 214
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practices 187, 191, 195-196, 207; see
also knowledge creation, knowledge
sharing, reflective designing strategy,
sense-making, social innovation, virtual
exploratory

regulations 120, 262

reification 175, 182, 185

reified objects 175, 177

relational affordances 4

relationships
models of 249, 251
levels of 250, 259
text communication 275

relationship model 240, 242, 249, 252, 256,
260-261; see also communicators,
instrumentalists, levels of relationships,
models of relationships, social dilem-
mas

replication, planned 6, 11, 20

requirements specification 77, 89, 91-92

research and development 145

resource sharing 244, 250, 267

restriction 251-252, 254-255

restrictive 252, 254-255, 260

S

scale 151

scenarios 7677, 85-86, 88—89, 91-92; see
also creativity, creativity framework,
landscape scenario, life cycle phases,
mobile system development, partici-
patory design, prototyping, scenario
construction, user scenarios, workshops
landscape 88-89, 91-92
user 89,91

scenario construction 77, 80, 85-86, 91

schema 105-106, 114

scripts 124

self-consciousness 190-191, 199, 201; see also
actor, avatar, awareness, reﬂection,
sensation, social interaction

self-observation 187, 195-196, 201

self-presentation 199, 201

sensation 199

sense-making 187, 190, 194-195, 207-210; see
also communication theory, designing
triangle, reflection, reflective practices,
sense-making triangle, understanding
ontology 194
triangle 195, 207, 210; see also com-
munication theory, designing triangle,
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reflective practices, sense-making ontol-
0gy, social interaction

shaping 62

shared
LAN (local area network) drives 10, 34
practice 180
understanding 167-168, 175, 182,
184-185

sharing 240-244, 246247, 249-254, 258-260,
262264
computer-mediated 241, 260
file 241-242, 247,251, 258-260, 265
good practice 178—179
networks 240-244, 246-247, 249-250,
253, 258, 260, 263; see also com-
munities, online communities, social
networks
online 241, 246-247, 260, 264
resource 244,250, 267

short message service (SMS) 269-285

showcasing 179

situation 62, 65, 68, 70-71

skeumorphism 98; see also displaced technol-
ogy, imitation, technology

slack 172

SMS 269-285; see also mobile text messaging,
short message service, text messaging

sociability 217-237; see also social interac-
tion, psychological view
convivial 228-230, 233,235-236
measures 219
negative (violent) 217,231-234, 236
online 217-218, 220-225, 227-228,
230, 232-237
social reality theory of 224, 226, 228,
233
superficial 226-227,232-234
threshold 221, 230
work theory 235

social
affordance 221, 224
context of SMS 277
conventions 5,7
dilemmas 240, 244, 250, 256, 266
innovation 187-188, 195, 205, 210;
see also creativity, knowledge creation,
knowledge sharing, reflective design
interaction 188-194, 201, 204-209,
218-219, 221-222, 225, 228, 233-234,
269; see also actor, avatar, human
communication, interaction, mutual
coordination, sense-making, sociability



networks 243-244, 256, 264
ontology 222
reality 217, 222-236; see also group
perception, HCI/CSCW enabled social
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)

Index 303

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, 200201,
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, 4647, 98-103,
107-110, 113115, 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,

Copyright © 2007, Idea Group Inc. Copying or distributing in print or electronic forms without written permission of

Idea Group Inc. is prohibited.

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

\%

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



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, 126128, 130, 132

VLE 167-169, 173, 175, 177-178, 180-182,
184—185; see also virtual learning
environment

voice communication 271-272, 276277, 281

voluntary 252-254, 260

\%%

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

Index 305

World Wide Web (WWW) 119-123, 130131,
133

World Wide Web Consortium (W3C) 123

WWW 119-123, 130-131, 133; see also World
Wide Web

Y

young adults 273
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