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 $EVWUDFW�
This workshop will discuss the implicat ions of the new 
media landscape allowing non-professional users to co-
produce and share m edia content  in applicat ions for 
( interact ive)  television, websites and mobile devices. 
This new media landscape represents an important  shift  
away from professionally produced media content  for 
the mass-market  towards a more homemade media 
landscape. More specifically, the workshop will focus on 
methodologies and techniques that  are suitable to 
design co-creat ive applicat ions for non-professional 
users in different  contexts of use like the off ice, the 
hom e, or in public spaces. Special at tent ion goes to 
st imulat ing user part icipat ion and mot ivat ion in small 
network comm unit ies,  and how social interact ion can 
be supported through the interface. Co-experience is an 
evolving concept , which gives insight both into the lives 
and interact ion between people and their  in-between 
user exper ience. A special focus lies also on advanced 
evaluat ion approaches for the product ion of these 
forms of user experience in different  contexts of use. 
Designing for co-creat ive and co-experiences target ing 
non-professional users will be crit ical in the further 
developm ents of interact ive technologies in the new 
media landscape. 
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.H\ZRUGV�
co-creat ion, end-user involvem ent ,  contexts of use, 
evaluat ion techniques, user ( co- )experience 

$&0�&ODVVLILFDWLRQ�.H\ZRUGV�
H.4.3 [ Communicat ions Applicat ions] :  m iscellaneous, 
user generated content . H.5.2 [ User I nterfaces] :  
Theory and evaluat ion m ethods, H.5.1 [ Mult im edia 
I nformat ion Systems] :  interact ive TV, public and 
private spaces.  

,QWURGXFWLRQ�
Today, the t radit ional barriers between m ainst ream and 
homemade media are dissolving. The new m edia 
landscape is changing dramat ically in relat ion to the 
‘long tail m odel’ [ 1] . The long tail is primarily an 
economical model that  explains how media sales and 
consumpt ion is moving from a �� �� � � � �� � � ��   

� � !" � � � ! � # (a lot  of people watching the same 
content  provided by broadcasters or buying the top 
20%  books) , to � �� � �� � � �  � � � � � ! � # (people sharing 
personal content  with their  fr iends and relat ives or 
buying specialized or hard- to- find books) . I n this new 
media landscape, users are not  only finding their  way 
to more specialized content , but  are also turning into 
content  creators, creat ing user-generated content . 
Recent  years have seen the rise of so-called 
‘prosum ers’, or sem i-professional users in a one- to-
some context .  The new content  creators however are 
non-professional users, publishing content  in small 
communit ies for a lim ited audience. The non-
professional users or cit izens evolve from being passive 
consumers of mainst ream  media content  to taking an 
act ive role in the media chain. Triggered by the 
widespread availabilit y of digital recording devices as 
well as display and rendering devices, end-users will be 

both the largest  content  producers and consum ers of 
the future. A big challenge for the CHI -comm unity 
approaching the long tail model is how these non-
professional users can be supported in ( co- )creat ing 
and shar ing media content .  Another important  aspect  
of the new media landscape is the different iat ion of 
interact ive plat forms, creat ing several contexts of use. 
A significant  dr iver is the web on the personal 
computer, but  upcom ing plat forms are m obile devices 
and interact ive television. These new plat forms are 
used in contexts such as the off ice, the hom e, and in 
public spaces, each requir ing different  demands on how 
to support  the non-professional user.  

Perspect ives of request ing the involvement  of end users 
in system  development  are discussed from several 
perspect ives often referred t o as human-centered 
design. For example, part icipatory design and other 
user-oriented approaches consider how end users can 
be involved into the development  process. The idea of 
empowering end users has become focused in the 
research topic of end-user development  (EUD). “The 
main goal of EUD can be defined as a set  of m ethods, 
techniques, and tools that  allow users of software 
systems, who are act ing as non-professional software 
developers,  at  som e point  to create, modify, or extend 
a software art ifact ”  [ 2] . This is an increasingly 
important  area in HCI . One of the main goals of HCI  in 
the next  few years will be to make systems “easy to 
develop”  and empowering non-professional users to 
develop and adapt  systems themselves. Users are 
becom ing act ive co-creators of their media, com merce, 
entertainment ,  and communicat ion experiences [ 3] .  

Several research topics are of relevance regarding co-
creat ion by non-professional users. Thousands of 
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personal blogs, vlogs or accounts on sharing sites are 
created each day, but  a lot  of them  have a very short  
t ime-span. This raises the quest ion how user 
mot ivat ion and part icipat ion can be st imulated. Another 
important  aspect  is the social interact ion that  plays an 
important  role in sustaining these sm all communit ies, 
and how this social interact ion can be supported 
through the interface by enhancing the sociability and 
co-experience. 

2EMHFWLYHV�
The workshop aims to build a mult idisciplinary 
communit y to research the design of future co-creat ion 
approaches characterized by user-generated content  
product ion in different  contexts (private and public 
spaces) . This communit y will share knowledge of 
current  and future device designs, user interfaces, 
digital content , usage scenarios and research m ethods. 

This workshop addresses the following issues:  

• how to support  non-professional users in co-
creat ion of m edia 

• how to improve user involvement  to co-create 
user-generated systems  

• how to inspire people to communicate, share 
and produce content  (co-experience)  

• describing and evaluat ing user experience 
factors for co-creat ion (emot ions, fun, j oy of 
producing, using and sharing content , 
connectedness)  

• invest igat ing user needs for content  product ion 
and sharing in different  contexts of use 
(private, public spaces)  

 

Based on the subm issions, a few key- topics will be 
selected that  will be used to guide the discussion during 
the workshop. 
 
$XGLHQFH�
The workshop is intended for pract it ioners as well as 
researchers. This includes managers of HCI  projects 
working in the iTV, web and mobile indust ry ( telecom 
companies, device manufacturers, broadcasters,  
service and content  providers, etc.) ;  indust rial 
designers;  user experience architects;  interface 
evaluators and testers;  HCI  academics, researchers and 
students with interests in new user experiences;  new 
t rends consultants.  Although no part icular skills are 
required, basic knowledge of HCI  design issues is 
recommended. 

%HIRUH�WKH�&RQIHUHQFH�
A website has been created in order to provide 
inform at ion about  the workshop, the subm ission 
modalit y and links to related material, so candidates 
can get  fam iliar with the scope of the subj ect  and the 
goals of the workshop. Accepted posit ion papers and 
other pre-workshop mater ials will be made available 
there to part icipants,  so presentat ions dur ing the 
workshop can be kept  short ,  and reflect ion on the 
subj ect  is st imulated before the workshop. Posit ion 
papers will be grouped into several sessions (see 
below) ,  in order to organize the discussion them at ically 
with break-out  sessions. I n the sense of the workshop 
we set  up a weblog on the workshop website to allow a 
co-creat ive pre-workshop discussion. 

The website can be found at  
ht tp: / / soc.kuleuven.be/ com/ mediac/ chi2007workshop/ . 
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)RUPDW�
This is a one-day workshop with break-out  sessions, 
alternated with a m oderated group discussion. 

The workshop will start  with an int roduct ion to the 
workshop topic, followed by short  int roductory 
presentat ions to get  fam iliar with the part icipants and 
the topic they’re working on. The int roductory 
presentat ions will be kept  short  and focused, so there is 
ample t im e for discussion. After that ,  the organizers 
present  the common themes of the subm it ted papers,  
grouping them into different sessions. The different  
groups will t hen discuss their  topic during a break-out  
session, creat ing a list  of conclusions. After the lunch 
break, the group com es back together to discuss the 
conclusions of each break-out  session. The organizers 
will act ively interact  with the audience during the 
break-out  sessions as well as dur ing the whole group 
debate to st imulate discussion around the key- topics of 
the workshop, ident ified by the organizers based on the 
subm issions. The last  part  of the workshop will be 
devoted to produce a f inal poster to be shared with the 
broader CHI  communit y.  

3DUWLFLSDWLRQ�
Workshop candidates are requested to send a posit ion 
paper (no longer than 4 A4 pages)  before 12/ 01/ 07 
about  a research or study they have been involved with 
( related to the topics described above)  via the website 
ht tp: / / soc.kuleuven.be/ com/ mediac/ chi2007workshop/ . 
I nsight ful essays about  the topic are also welcomed. 

Part icipants will be selected on the basis of the 
relevance of their work and their  interests and 
fam iliar ity with the topic. 

'HDGOLQHV�
•  12/ 01/ 2007 Workshop subm ission deadline. 
•  31/ 01/ 2007 Feedback to authors.  
•  29/ 04/ 2007 Workshop at  CHI 2007 

'LVVHPLQDWLRQ�
During the workshop a poster will be produced in order 
to present  a sum mary of the results at  the conference 
poster session. Workshop organizers will comm it  to 
organize a Special I nterest  Group (SI G)  at  the 
conference. The workshop organizers will commit  to the 
publicat ion of a revised version of the papers presented 
as a special issue of a j ournal such as Springer’s 
Personal and Ubiquitous Comput ing. 

$FNQRZOHGJPHQWV�
We would like to thank all partners in the Cit izen Media 
project  ( funded by FP6-2005- I ST-41) . 
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