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Abstract. A successful introduction of a system, in any organisation, puts demands on the
development process and true user participation in this process. Little focus have been put on
users' experience of satisfaction that participation gives them. Further, almost no research has
studied how the feeling of sensemaking influences and motivates participation in open design
processes. This paper puts emphasis on the experience of satisfaction that is perceived through
active participation and presents the principles and vocabulary of theories on participation and
sensemaking, including related concepts such as reflection-in-action, knowledge production, and
satisfaction. Brought together, these concepts serve as the theoretical framework for approaching a
qualitative case study to be performed in a work in progress. 
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1 Introduction
The ways in which knowledge is being produced are changing. A new form of knowledge
production is emerging alongside the traditional familiar one (Gibbons, 1994). Gibbons (1994) refer
to this as a new mode of knowledge. “The new production of knowledge” evolves from the familiar
mode 1 where problems are solved and formulated in the academic sphere and social context, to
mode 2 where problems are formulated and solved in the context of its field of application. Mode 2
involves “the close interaction of many actors throughout the process of knowledge production and
this means that knowledge production is becoming more socially accountable” (Gibbons, 1994). As
such, the process of knowledge production is becoming more reflexive.

This paper explore not only knowledge production in contemporary society but also discuss how
the satisfaction from participating in knowledge production, can increase our participation in a
positive way by giving a feeling of sensemaking. Its scope concerns social science and the
humanities as well as science and technology. It highlights the ongoing project “Foraldramotet” that
is a web-based communication and information channel in order to enhance the contacts between
the parent, the teachers, and the schools. This project have shown some positive side-effects such as
increased communication between the stakeholders and furthermore, changed attitudes towards the
use of ICT (Nilsson, 2008). Nilsson (2008) argues that, based on the evaluation, the application
fulfils the purpose “to develop an e-service that is accepted of both the parents and the staff. And
which facilitates the communication between the concerned (Nilsson, 2008)”. 

Early studies of the project gives that one explanation to the high level of adoption of this e-
service is the “citizen-driven” development, the area itself that assumably are concerned about the
well-being of their children, and the implementation and presentation phase (Nilsson, 2008). One
emerging factor that has shown up is the engagement and satisfaction indicated by the stakeholders.
Other findings have been the low-cost development that this new product has had. 

The purpose of this paper is to present a theoretical framework as an approach to a work in
progress, i.e. a newly started case study, based on the assumption that participation increases the
individual satisfaction. The hypothesis is “there is a link between knowledge production and active
participation”. Its underlying assumption is that through participation the individuals gains
knowledge that furthermore is transferred back to the process and personal satisfaction gained.

After this introduction, the paper has the following disposition: in section two I present the
theoretical framework used in the case study and present its four main parts: participation,
knowledge production, communities-of-practice, and sensemaking. In section three follows the
research methodology with a short description of the case, and a presentation on how collection of
data is intended to be done. The article ends in section four with some concluding remarks. 

2 Theoretical framework 
A successful introduction of a system, in any organization, puts demands to the development
process and user participation in this processes. Information System design has a broad and widely
accepted repertoire of design approaches and methods from workflow analysis to user involvement.
So far, little focus have been put on users' experience of satisfaction that participation gives them.
Furthermore, few studies on how the feeling of sensemaking influences and motivates participation
in open design processes are found. This is why it is important to put emphasis on the experience of



satisfaction that is perceived through active participation.
In order to study such issues, I present in this chapter the tenets and vocabulary of theories on
participation, communities-of-practice research, and sensemaking, including related concepts such
as reflection-in-action, knowledge production, and satisfaction. Brought together, these concepts
serve as the theoretical framework for approaching the purpose of the research study in focus here.
Concepts from these perspectives will be used to analyse and discuss the empirical data and
contribute to our understanding of how to better manage the adoption of information systems in
general and the development of public e-services in particular.

Before going into detail about the theoretical framework, I would like to emphasize that I do not
attempt to do a sensemaking study and neither a social cognitive study in their pure sense. Rather,
the perspectives have served as guidance and have given a vocabulary to use when I talk about
experiences and my observations. Now, when I read up on my position I will pass on to the
description of encompassed theories on participation and its underlying motivators.

2.1 Participation

“Participation noun [mass noun] the action of taking part in something: participation in chapel
activities | the scheme is based on employer participation.”
(From The Oxford Dictionary of English (2nd edition revised) in English Dictionaries & Thesauruses)

The noun participation refers, in everyday terms, to taking part. You can participate through
personal or representative action, formal or informal, alone or in groups. We should also distinguish
between actual and perceived participation. Most knowledge gained through participation happens
spontaneous or unaware (implicitly or tacit). Participation does seldom stand alone, but is
interlinked with terms such as knowledge, sensemaking, action, and design. From a sociocultural
perspective we, in order to be able to participate, also need our language and our physical tools (the
artifacts) which are created through a long period of time and cultural differences. Participation can
further be regarded as practice based learning (Ellström et al, 1996). 

In Information system theories discussions on user participation in development processes take
place. In the beginning of the 1970s computer systems were large and centralized and most
problems concerned technical issues. Participation was during this period a relatively unknown
topic. The following section gives an overview on the, for the case study context, underlying
theories on IS development.

2.1.1 An overview on participation in IS development
Some critiques have highlighted that the users that are going to use the computer systems should, to
some extent, participate in the development of them. Already in the SIS/RAS model (i.e. a Swedish
standard model) the importance of user participation was highlighted but, still the focus was on
large, central systems with a large amount of users (SIS, 1979). These waterfall models were later
in the 1990s followed by object oriented models. The use of notation gives a high accuracy but can
concurrently be difficult for some users as they demand a higher level of knowledge. Newer
network models raise expanded demands on today's development, based on modern organisation
(i.e. network organisations). 

Additionally, the sociotechnical approach puts focus on real and active user-influence
(Mumford, 1983). Mumford (1983) takes a social stance in arguing that everyone involved, (users,
management and system developers) basically share the same goals, and that possible conflicts
depend on misunderstandings. “The collective approach”, also known as the “Scandinavian school”
(Ehn 1992, Greenbaum and Kyng 1991) works on the supposition of a collective perspective (i.e.



workers and management have different and inconsistent goals). The sociotechnical and the
collective approach have many of their sources in common (e.g. they base their ideas on increased
democracy and user participation in working life).   

As discussed above, system development methods may be more or less user-centered (Iivari and
Iivari, 2006). After a literature search on concepts withholding “user” Iivari and Iivari (2006)
identified four dimensions of user-centeredness:

1. User-centeredness as user focus
2. User-centeredness as work-centerdness
3. User-centeredness as user participation
4. User-centeredness as system personalization

Several methods and methodologies are based on the notion of participating user: user participation
(Mumford, 1983), prototyping (Floyd, 1984), participatory design (PD) (Greenbaum and Kyng
1991, among others), computer supported cooperative work (CSCW) (Schmidt and Bannon, 1992),
usability engineering (Nielsen, 1993) and, user-centered design (Gulliksen et al, 2003). Moreover,
Iivari and Iivari (2006) have noted that user participation has proven to be problematic in practice
inasmuch as after some time they will not represent the users anymore because users act only as
providers of information or as objects of observation. An ultimate form of user participation is
proposed as being a situation where a user design and implements the system (Iivari and Iivari,
2006).

On the other hand, some empirical evidence has shown that user participation can influence
project performance negatively since it could make the process more difficult, lengthy, and less
effective (Heinbokel et al., 1996; Subramanyam at al., 2010). As such, highlighted by Iivari and
Iivari (2006) who furthermore notes that most of the participative design projects have been small,
stand-alone applications of IT with low organizational complexity (Iivari and Iivari, 2006). 

In a sociocultural perspective one can see how human development have changed our
impression on knowledge production. We develop and keep some insights and knowledge in our
minds and bodies, others parts we put aside into more and more sophisticated tools outside
ourselves (Säljö, 2000). From a production economy perspective, as a result of this development
our way of learning and think is constantly put into change. This new way of knowledge production
has come to include “knowledge and development” (Säljö, 2000) and puts not only demand on new
tools, but moreover new ways for organisations in handling their employees. Participation in
knowledge production and development becomes phenomena that have to be understood. Demands
are put on increased competence as a consequence of new technology. The consequence of new
technology and its demand on competence is an interaction between the shaping and use of the
technology, the shaping of the work-organisation, and the competence or other resources that
employes possesses and are able to use (Ellström et al. 1996). 

My use of participation is based on the perspective and assumption that participation increases
the individual satisfaction and that there is a link between knowledge production and active
participation. Viewed from this perspective participation can be discussed within the borders of
participating in sensemaking and conditions for “un-learning” and “re-learning” e.g. to take part in
organisational change and through participation also to contribute with knowledge and competence
(Ellström et al. 1996).

Not only to participate but also to actively participate has become more and more in focus both
at school, at work, and in our spare time. Moreover, modern IT strongly supports this participation
and has become an integrated part in our everyday technology. Irrespective of hype (i.e. Facebook,
Twitter, Wikipedia, YouTube, etc.) people wants to participate, produce, consume, and influence.
Two keywords for this change are participation and new technology. 



I will in the following section focus on participation in its more active sense starting in
educational theory based on that participation in this field has been the topic as early as in the 16th
century. 

2.2 The Concept of Knowledge

2.2.1 Pedagogy for the IT-era
There are in the history of pedagogy several inspiring models and thinkers from the area of
educational theory. I do not intend to go deeper into the history of pedagogy but have chosen to
mention some well-known pedagogues that have had large influence on the history of pedagogy
with relevance for the IT-era (e.g. based on Jönssons reflections on IT theories and the educational
theories, 2008, Coda pp.169-176), and to the discussion on participation.

From Montaigne, who lived between 1533–1592, to Maria Montessori in late 1800, pedagogues
have discussed the importance of involving the student participating actively in their own education.
A shift from teacher-centered to a more participatory education took place. Montaigne argued that it
was good to let the student walk in front of you so that you could study his pace. The same was
argued by Rousseau and Kirkegaard. John Heidrich Pestalozzi, who has had great influence on the
Swedish school system, discussed that education mostly is about removing learning obstacles and to
give help to “do self”. Celestin Freinet discussed in the early 20th century that the student should
themselves explore their context, produce their own material, and communicate with children from
other countries. Bodil Jönsson (2008) has in her book chosen to put seven great pedagogues (the
aforementioned are included in her list) together to show how “The pedagogy for the IT-era”, as she
calls it, existed long before the origin of Information technology. We can in the discussion see how
participation has evolved during the six latest centuries. One basic common factor in their
suggestions has been the impact of active involvement, and participation in the process of learning.
All have argued that active participation is necessary for the knowledge production. 

Additionally, educational theory shows that participation also leads to reflection and that
learning by interaction influences the result positively. Learning should implicitly be regarded as a
lifelong learning (Ellström et al 1996, Säljö 2000, Jönsson 2008). I will in the following section
discuss knowledge and argue how the creation of knowledge is linked to reflection in action and
how this can make sense. 

2.2.2 Learning processes - Knowledge-in-action
Learning can be defined as the process by which we acquire knowledge based on communication of
information and the participation in action. Knowledge can thus be said to be the result of the
learning process.

As such several authors have noted that, knowledge production traditionally occurs through
continuous knowledge by means of rule of thumbs, examples (physical, mathemathical), and case in
point, and anecdotes through which we transfer rules of thumbs in action, i.e. knowledge
(Molander, 1996). Molander (1996) discusses attention in action (e.g. our ability to keep multiple of
alternatives open as vivid possibilities, and to be prepared for the unexpected). Gibbons (1994) has
noted that a new form of knowledge production (Mode 2) is emerging alongside the traditional
familiar one (Mode 1) and that the process of knowledge production is becoming more reflexive.

At the same time, the notion of knowledge in amongst others educational science, traditionally
lean toward the Aristotelian tradition of knowledge. To teach is to get an other persons (refer to the
student) attention. On the other hand, taking an active part, (e.g. being actively participating), in



your learning process increases the positive effect which helps us in the process of making sense
(Ellström et al, 1996). 

My aim for discussing participation as a factor for increased satisfaction, implies that when
something makes sense it also gives us a feeling of satisfaction in participation that motivates us to
doing so. This satisfaction is further discussed by Weick (1995) as one of the motivating factors
(cues) in sensemaking. Sensemaking, according to Weick (1995), differs from participation through
“the key distinction that sensemaking is about the different ways people generate what they
interpret, and that sensemaking clearly is about an activity or a process, whereas interpretation can
be a process but is just as likely to describe a product”. Weick (1995) insists that:

To talk about sensemaking is to talk about reality as an ongoing accomplishment that takes form when
people make retrospective sense of the situations in which they find themselves and their creations.
There is a strong reflexive quality to this process. People make sense of things by seeing a world on
which they already imposed what they believe. (p. 15)

This is additionally supported in Kolbs (1984) theory of learning, where learning is based on
experience throughout the learning cycles. The process of learning is a cognitive process where
individuals create new information or actions based on earlier experiences. In this process
information is created in the sense of abstract conceptualizations through speech or text, or
indirectly through actions and practice. Thereafter, information is processed through active
experiments or reflected through reflection and/or observation. This gives that abstract concepts and
concrete experiences are tested actively in practice or through reflection. The result from this
process is new or reorganized knowledge (Kolb, 1984).

The concept of knowledge production is also an essential issue in areas where there is no right or
wrong answer and where practical knowledge demanding actions are demanded (Schön, 1983). The
problem and the solution are evolving (Löwgren, J., Stolterman, E., 2004).

With the Information Technology of today, communication with other countries has become
more of a matter of course than a wish for good practice in pedagogy. Learning by interaction with
children from other countries, as Freinet spoke for, is today more of a right than a wish. Often, we
participate in different context and share our knowledge without actually seeing this as knowledge-
in-action.

Additionally, the concept of knowledge is often referred to in knowledge management literature.
The practice of knowledge management is too often “reduced to the implementation of new IT-
based systems, and important organisational aspects, in particular human and social issues, are
overlooked” (Kautz and Kjærgaard, 2008). I lean my work and assumptions on the principles, in the
discussion above, that knowledge and knowledge creation is so much more and occurs when we
reflect or act upon something. Communication and participation in action are thus also significant
for the sharing of knowledge (Kautz and Kjærgaard, 2008).

The following section discusses and argues the process of learning seen as a pendulum between
reflection and routines.

2.2.3 Reflection in Action – a pendulum between reflection and routines
Donald Schön (1983) discusses and introduces some further important concepts on the topic

participation and highlights the term reflection in action. The reflection occurs, according to Schön
(1983), through communication which consists of three different types of dialogue: an inner
dialogue, an interpersonal dialogue between the participants, and the dialogue that occurs through
the design of the design object. In collective design, the inner dialogue can be visualized through
the design activities where the design model or the object is manipulated and reshaped. The



participants also build a collection of solutions and examples, which becomes a part of their
common praxis (Schön, 1983).

At the same time, in contemporary educational science the ideal learning situation, where one
strive for reaching a balance between a routine based and a reflected activity, is discussed.
Therefore, this so called common life learning can be said to be a pendulum between routines and
reflections (Ellström et al, 1996). Reflection is a required condition for a qualified learning
according to Ellström et al (1996). Moreover, this positive knowledge production can be perceived
as sensemaking. Additionally, informal knowledge production is connected to sensemaking.
Sensemaking occurs through spontaneousness and by free will, it is optional (Ellström et al, 1996).

This discussion can be summarized with: according to some plan of action; by observation;
interpretation; and reflection on the consequences of your actions, these steps generate an action-
and learning cycle which helps us understand practice learning (Kolb 1984). Interpretation of
knowledge in action is needed in order to understand what knowledge is (Molander 1996). This is
well exemplified by Schön (1987) in his description of a design project in an school of architecture.
The studio master Qvist reviews the work of one of his students, Petra. In project based education
the teacher does not educate in a formal meaning, but should help in creating a situation as close to
a real situation as possible and to give guidance in the process of solving the problem (author
comment). The task, in this example, was to design an elementary school, and a graphic description
of the site on which the school is to be built. One important part of the learning process is for Petra
to understand , what Schön calls, the language of design i.e. understanding words like order, unit,
and whole, in an architectural context. She achieves this understanding through their verbal
interaction. Schön's example shows how understanding is achieved by interaction with the tutor
and reflection-in-action on the situations back-talk (Schön, pp.76-104). If someone talks of
knowledge as a part of attention s/he really needs to be present and should never stop thinking i.e.
reflect.

Others go further, arguing that our knowledge and skills evolves from the insights and pattern of
behaviour that have been built up historically in our society which we become a part of through
interaction with others (Säljö, 2000). This argument is also supported by the aforementioned Kolb’s
(1984) learning cycle.

Wenger (1998) presents a social theory of learning in which participation in practice forms the
basis for learning. As our case study additionally aim in investigating and analysing the structure of
the project I will furthermore take my stand in the principles and theories on the “Communities of
practice” discussed in the following section. 

2.3 Communities-of-practice
The concept “communities of practice” provides a useful perspective on knowing and learning
(Wenger, 1998) and is therefore referred here as it can be relevant to topics such as the earlier
discussed learning processes, knowledge and meaning construction, and learning through reflection
on practice.

The concept of community of practice is influencing theory and practice in many domains. As
Wenger (2004) summarize “in a nutshell”: 

Communities of practice are groups of people who share a concern or a passion for something
they do and learn how to do it better as they interact regularly. (Wenger, 2004). 

Communities of practice can have fully participating members, newcomers and non-participants,
i.e. people being in the periphery, being in the margin or being full-non-participants (Wenger, 2004).
Moreover, Wenger (1998) notices that certain communities are too broad and too diverse to be
qualified as Communities of practice, he suggests the notion of constellations of interconnected



practices. A “constellation of interconnected practices refers to a broader configuration than a single
community of practice” (Wenger, 1998). This notion contains many Communities-of-practices
features such as historical roots, having a related or joint enterprise, proximity of interaction, styles
of discourse, related activities, similar conditions, challenges faced, sharing artefacts and competing
for resources. While Wenger (2004) provides a number of examples ranging from a city to social
movements, companies and the global economy, he is not clear if this concept can be applied to
communities of organizations. The constellations are understood in terms of social interaction
between and within practice, which involves crossing community boundaries. This permits the
further “borrowing”, “copying” and “improvement” of practice. As people import, adapt, adopt and
reinterpret ways of behaviour, elements of the discourse travel across places and are recombined
and rearticulated somewhere else (Wenger, 1998).

Important examples that need to be mentioned are the concepts of “social movement” and gift
culture. They are not to be mixed up with the notion of communities of practice as they by
definition: concern with people who act together to get things moving, to change. Social movements
is about collective actions to achieve some sort of change but starts in individual opinions. As such,
the notion of OSS as a social movement should be reflected (Scacchi, 2007). Gifting has become a
part of modern society and the participation on the Internet. Furthermore, open source projects can
act as an example of one kind of gift culture and moreover be seen as a community of practice. A
typical developer of open source software (OSS) is often also the user of the same OSS that they
develop. Other users contribute to the development by giving feedback, beta testing etc. One of the
most well known examples is the GNU project. Studies have showed (Scacchi, 2007) that people
tend to act in ways where building trust and reputation, achieving “geek fame”, being creative,
advancing through evermore challenging technical roles, as well as giving and being generous with
one's time, expertise, and source code are valued traits. The process of participating in knowledge-
production in this socio-technical web of OSS shows in these results (Scacchi, 2007). 

This concludes the main part of my theoretical framework. Active participation in a community
of practice can be seen as a learning process that adds to ones knowledge production during
reflection-in-action.

2.4 Summary of Theoretical Framework
Participation can be regarded as experienced learning, i.e. what one learns through ones own
experiences. One should differ between formal and informal learning which additionally influences
our view on knowledge (Ellström et al, 1996). Based on our standing towards knowledge, actions
are made that enables our participation. Informal learning occurs in our daily life or at work. It
might be aware and planned, or through different forms of experience based learning through
participation e.g. networks, coaching, consultation, or mentorship. However, the largest part of
informal learning occurs spontaneously and unaware (i.e. implicitly or quiet). Ellström et al (1996)
presents the mentioned below definition on knowledge creation: 

• Positive learning can be seen as making sense
• Informal learning is connected to sensemaking (voluntarily and optional)
• Reflection is a necessary condition for qualified learning (qualified knowledge creation)

Ellström et al (1996) discusses the aforementioned topics in relation to adult education and
workspace development, but his view on knowledge production is applicable to several areas of
practice. My aim follows Ellström et al (1996) concept of knowledge production as an ongoing
process that strongly influences our motivation and our satisfaction. Through active participation in
our daily routines the feeling of making sense occurs. 



In the above section I have highlighted some keywords: learning; reflection; satisfaction; sense
making. These keywords are included in this theoretical framework and the hypothesis. The
framework support the argument that participation is dependent on the satisfaction through sense
making. 

In Weick's (1995) book Sensemaking he follows Lave and Wenger’s concept of legitimate
peripheral participation as a valid portrait of learning as a cognitive apprenticeship”. This approach
matches the above framework well. Weick's seven properties of sensemaking, presented in the
book, involve identity, retrospection, enactment, social contact, ongoing events, cues, and
plausibility. They form a sequence of events in an instance of sensemaking. 

The concept of sensemaking is well named because, literally, it means the making of sense
(Weick, 1995 p.4). Often sensemaking is discussed together with interpretation (e.g., the
interpretation of some text) and how well the text can be understood through the interpretation.
Weick (1995) reefers to Schön (1983) in order to find descriptions of “the nature of sensemaking
that pry it apart from interpretation” as Schön (1983) discusses problem setting as a key component
of professional work. Sensemaking, according to Weick (1995), differs from interpretation through:
the key distinction that sensemaking is about the ways people generate what they interpret, and that
sensemaking clearly is about an activity or a process, whereas interpretation can be a process but is
just as likely to describe a product. Weick (1995) insists that:

To talk about sensemaking is to talk about reality as an ongoing accomplishment that takes form
when people make retrospective sense of the situations in which they find themselves and their
creations. There is a strong reflexive quality to this process. People make sense of things by
seeing a world on which they already imposed what they believe. (Weick, 1995 p. 15)

Additionally, the framework of communities of practice act as a base for understanding and
discussing citizen-driven development and motivation for participation, as is in focus for our case
study. This conclude the presented theoretical framework. Hopefully it gives the reader a foundation
that can help in understanding the theoretical context of the case study described in this article. As
such, this article could be regarded as a theoretical article more than a case study description.

3 Research Methodology and Collection of data
The character of this study is a single-case study. There are other ways in doing social science that
include experiments, surveys, histories, and economic and epidemiologic research (Yin, 2009). Yin
(2009 p.2) argues that case studies are the preferred method when: “how” or “why” questions are
being posed; the investigator has little control over events, and; the focus is on a contemporary
phenomenon within a real-life context. A common distinction of research methods is that they are
either qualitative or quantitative. A case study is based on ethnography and falls within the
framework of qualitative research. Qualitative research methods are regarded to give a deeper
understanding of the object and gives a more comprehensive picture than what is the case with
quantitative methods. Qualitative research have an interactive nature (Kvale, 1997).

A further distinction of research methods is the more philosophical perspective that is given by
Myers (2005). He argues that all research is based on some underlying assumption on what is
regarded as valid research and what research methods that are used (Myers, 2005). Myers (2005)
divides qualitative research into three categories (Myers refers here to Orlikowski, and Baroudi,
Studying Information Technology in Organizations:Research Approaches and Assumptions,
Informations System research (2) 1991, pp. 1-28) the positivistic, interpretive, and critical research.
According to Myers, the choice of qualitative method is independent of underlying philosophical



position used. An example given is the case study that can be positivistic, interpretive or critical in
the same manner as action research can be positivistic, interpretive, or critical. Myers (2005) gives
also four examples on qualitative research methods: action research, case studies, ethnographical
studies, and Grounded Theory (GT). 

A qualitative case study approach is a well-chosen approach for increase our knowledge-base
(Merriam (1994). Additionally, a qualitative case-study is according to Merriam (1994, p.11) an
intense and holistic description and analysis of a restricted phenomenon. A case study includes both
a theoretical and a philosophical perspective (Merriam, 1994), and methods and techniques can be
chosen in relation to the specific occasions. 

A case study is a way of investigating an empirical topic by following a set of specific
procedures (Merriam, 1994, Yin, 2009). Yin (2009) suggest a linear but iterative process consisting
of the following steps: Plan, Design (identifying the case), Prepare to collect case study evidence,
Collect case study evidence, Analysing case study evidence, Reporting case studies.

3.1 The case
The field of study is an contemporary regional project Public e-Services in Cooperation for Open
Innovation (PECOI). The area of study is the development of public e-services in co-production.
Openness and participation in focus. PECOI works in active partnership between “academic
research, public administration and private companies. PECOI will work in close cooperation with
the EU-project Amit-KL. Amit-KL will produce public e-services in 15 municipalities and 2 county
councils in the Mid-Swedish region Jämtland-Västernorrland and PECIO will work with R&D-
questions connected to this production” (extracted from the PECOI project description). The
partners in this project have good experience from earlier substantial co-production. 

The object for this case-study is, the aforementioned, co-production developed e-service,
“Parent-Teacher-Meeting” (“Föräldramötet” translated from Swedish). The Parent-Teacher-Meeting
was developed in the project "Everyday Communication Home and School" (ECHOES). The
project is a “triple helix” project with Akroken Science Park, the Municipality of Sundsvall, the
CITIZYS Research Group and an IT consultant company as partners. The source code of the e-
service Parent-Teacher-Meeting is released as Open Source license. The “Parent-Teacher-Meeting”
was nominated for the Swedish Guldlänken reward 2006. Moreover, it has acquired the
denomination Good Practice Label by the EU (http://www.epractice.eu/cases/2068). 

The purpose of ““Parent-Teacher-Meeting”” is to provide a web-based communication and
information channel to enhance the contacts between schools and parents. The development process
has been “citizen-driven” with an active involvement of the potential users. The first version has
been in use for one year, and the evaluation from this period indicates a success (Nilsson, 2008)

3.2 Data Collection
The data collection is planned to mainly consist of interviews, documentation, and observations. A
framework for structured interview surveys is suggested by Kvale (1996). The seven suggested
steps are: thematising, planning, interviews, transcription (print out), analysis, authentication, and
report. The absence of in advance determined rules gives the interviewer a possibility to develop her
knowledge, insight, and intuition (Kvale, 1996). Thematising leads to the discovery of “what” is to
be investigated, e.g. be to test some hypothesis.

Based on performed meetings and informal conversations with central figures of the project a
question guide is under construction. This first guide is composed of mostly open questions. It
consists of three parts:



1. Part one is an informative static part with questions that will answer questions on age,
gender, relationship, education, work position, work hours, unpaid/paid effort etc. 

2. The second part is an informal conversation to attract information on the project,
organisation, communication, and important challenges. What happens? Who is
responsible for what? Your role in the hierarchy (both project and organisational
hierarchy? Who do you mostly meet/talk with?

3. The third part is a continuation on the second. The aim is to attract information on
motivating factors for participation.

Interviews are are to be conducted by one researcher in a one-by-one scenario, and are being audio
taped (mp3). After transcription a cross-case analysis is planned where the aim is to look for
common vocabulary and themes of participation and sensemaking. Later some additional formal
and informal interviews or conversations might take place.

Documents are likely to hold information that is of relevance to the study. Data collection is
performed in order to collect obtainable evidence. Examples of a variety of document are: e-mail,
minutes, protocols, calendars, etc. 

Observations are to be done when possible. This due to the character of the project and its
organisation. Examples of possible observation situations are meetings.

4 Concluding remarks and Future research
I have now presented the theoretical framework that I wish to use as a vocabulary to talk about and
analyse what is observe and experience in the empirical setting of a work in progress. As a
concluding point, it is relevant to state that theories are both a way of discover and not to discover,
as each theory has its own advantages and disadvantages. Theories are complementary to one
another i.e. each theory can hold something that the other lacks.

Taking stand in the thesis that OSS projects are gift cultures, I hope to find definitions and
structures on what it is that is given away and why this is done possibly with the help of evaluation
theories. Is gifting always good or is it sometimes regarded as negative or threatening. Most
certainly there is power in this gift economy. We need to identify some economic aspects that
motivates governmental organizations to take an active stand in the participation and development
of IS and possibly shared costs by co-production. Large enterprises have started to identify their
internal communities of practice, and support and nourish  them as an valid asset. 

When people act and perform in the same context and add to the collective knowledge they do
this because “it makes sense”. They are very much part of their own environment (Weick, 1995).
Weick (1995) argues that sensemaking is to talk about reality as an ongoing accomplishment that
takes form when people make retrospective sense of the situations in which they find themselves
and their creations. 

I conclude with that, the concepts of participation and communities-of-practice, together with
the perspective of knowledge-in-action make up a useful vocabulary and a useful theoretical
framework for understanding what motivates and drives the stakeholders in the development
process of “The Parent-Teacher-Meeting”, and ascribe subjective as well as inter-subjective
meanings to the development of the system. My hope is to find a framework that can explain the
relationship between communication of information, participation in action, the learning process,
and the different kind of knowledge and knowledge sharing processes. 

The empirical findings will, of course, be limited to the specific context being studied. One
entailment is that findings in the study might be contradicted if they are studied in another context.
This can be argued as being a disadvantage when studying only one case. 
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