1. This article mainly covers collaborative design, and the role human-computer interaction and EDC play in it.  It shows that a problem is best tackled by all stakeholders because every person has new insights, new ideas, and new artifacts.

2.  Externalizations-

I have always liked the idea of collaborative design.  It seems that it is always beneficial to be able to hear everybody's point of view when designing a project.  This article takes a different step that I have not seen yet, in stating that it is important to have an external object when collaborating with a group of people.  The article shows that a single person and memory system function well together because the knowledge is always accessible on the memory system.  This is why it is important to have a memory system that all members of the group can access when collaborating to design something, so that there is a knowledge base for everyone to use.  This makes perfect sense in my mind.  It is very useful to have a system that every collaborator can use, to both give and receive knowledge, in order to make sure that all members are on the same level.

             Informed Participation-


I appreciate the fact that this article takes a deeper look into collaborative design, and looks 


at all the issues and challenges involved with it.  One of the greatest messages passed on in 



this article, is that informed participation leads to ownership.  Collaborative design leads to 
every individual having a stronger sense of community, which leads to a stronger sense of 
caring.  It is easy to see that when an individual feels like a part of the project, and 
obligated to it, then the individual will care more about the project and participate more.  I 



would also agree that in some situations it is very beneficial to create this sense of 


community with more than just the top-level designers and coders.  I agree with the idea of 


end-user development, and believe informed participation can be spread to this area  as 
well.

3. The idea of collaborative design and informed participation are spoken of often lately, but the technical aspect of this can actually be quite difficult.  A system that serves as a database of knowledge for the design of the project, accessible by all members and able to give and receive knowledge would be very useful and would help provide the sense of community among the designers.  But how is this system actually made?  It would be very complex, and quite large.  I believe this is the biggest technical challenge.  The biggest social challenge involves end-user design/development, and actually getting the community involved.  A system designed by its users can be very powerful, but only if the users are actually interested in helping design and develop it.

4. My own experience with civic discourse is limited, but I believe there are examples that help proves its usefulness.  Online communities are often powerful because of the interest spawned by its users.  Wikipedia is a great example.  At first you would think that an encyclopedia developed by random people strung across the internet would be very messy, and full of mistakes.  Wikipedia thrives, however, because of the community created, and because of its usefulness.  The only limitation that rarely comes up with Wikipedia is that it is not always possible to trust the information provided, because one can not always be sure of its source.

5. It is great to see a system that may help solve the issues and challenges of collaborative design spoken of previously.  EDC could be very useful as  a knowledge base if implemented correctly, and could make it possible to express ideas widely.  I appreciate that a sense of community through stakeholders will be developed as well with this system.
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