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Main Message
The Meta Design is an approach that motivates learning through “examples and demonstrations of working systems to show what is achievable.” (page 3) Users are encouraged to “co-design” systems rather than to modify existing ones. In this approach users are a major contributor to the development process, not simply acting as an audience.
Meta Design is [interesting, not interesting] …
Meta Design is interesting to me because I think all EUD languages put a premium on high scope and low cost. For example, to me, Python is a language that addresses some of these concerns. It does not take much overhead to write Python scripts, the language incorporates regular expressions, the language can be object-oriented if desired, and it can be expanded through “import” commands. However, Python is still a text based language and in many representations Python cannot touch a graphical development environment like AgentCubes which is largely 3D. 
Furthermore Meta Design encourages the end-user to get highly involved in the design of an application (sort of a Web 2.0 type thinking), to the point of collaboration rather than simply usage. Additionally, Meta Design is motivated by continuous development.
Major Technical Issues with Meta Design

Obviously the audience of end-users cannot be “controlled” in the manner that hired developers can. For example, end-users may consist of some novices and some advanced users. Challenges include ensuring levels of quality in design, version control, software change management, and communication issues that stem from not being centrally located. Training is important.
Major Social Issues with Meta Design

Management issues come up on both sides of Meta Design, so to say. How does one manage the community of end-user designers? It is not a work hierarchy in the traditional sense. Furthermore, since the end-users are the developers themselves, the traditional models of requirements gathering and system design need to be altered. Another challenge is that of actually motivating end-users to become actively involved in the design process. How does one maintain the culture of cooperation between “local users” and “power users”?
Applications of Meta Design

Personally I have not had any experience in the topic of open source development, interactive art, or urban planning. However I have seen the seeds – pun intended – of open source in available applications like Linux. The challenge is in coupling multiple domains (the Web application “development domain” and the “application domain”, as described by http://www.brainguide.com/towards-meta-design-for-e-business-experiences-challenges/publicationdetail,3,,,,,29693.html). However I feel that empowering users can potentially cut costs and produce applications (especially on the web) that are beneficial to the target audience. Furthermore I feel that Meta Design encourages training on the part of the end-user, thereby “raising the water level” of design and development know-how of the end-user community as a whole.
Meta Design aspects of …
Google Earth and the 3D Warehouse is interesting to analyze because there is quite literally so much socio-geographic information out there in the world. One look at Google Earth and the effects of Meta Design are apparent: sample fly-overs of various locales, shopping tips, advertisements, recreational recommendations, description of historic buildings, not to mention elevation and GIS information. Without the benefit of Meta Design, Google Earth could just be another version of Flight Simulator, but the possibilities are instead endless: from vacation planning to urban planning. Of course, Google Earth at times still feels a little disjointed, with some locations clearly better represented than others. It does not feel like a “professional” product, whatever that means. However I really appreciate the wealth of information that Google Earth presents and sheer scope of the application means it really can offer something for everybody.
