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Abstract 
Previous workshops and papers have examined how 
individual users adopt and adapt technologies to meet 
their own local needs, by “completing design through 
use.” However, there has been little systematic study of 
how groups of people engage collaboratively in these 
activities. This workshop opens a discussion for these 
under-studied forms of collaborative appropriation, 
using a broad range of perspectives including empirical 
data, design explorations, research, and critique.  
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Introduction 
Appropriation is “the process by which people adopt 
and adapt technologies, fitting them into their working 
practices” [13]. The adaptation may be semantic (i.e., 
change in meaning or significance of the technology in 
context), behavioral (novel usage patterns), or 
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technological (changes to the technology itself) [3, 22]. 
Previous workshops explored appropriation topics 
related to sustainability [20], communication [22, 36], 
and creativity [30].  

Based on these successful workshops, we propose to 
focus on an emerging aspect of appropriation, namely 
appropriation by two or more users, or collaborative 
appropriation. While there have been a small number of 
papers on this aspect of appropriation [e.g., 14, 27], 
we hope to strengthen this tradition by bringing 
together researchers, designers, and practitioners, who 
share their experiences, and discuss and elaborate 
principles to better design for collaborative appropria-
tion. This in turn can have a positive effect on group 
performance and collaborative processes in a variety of 
different contexts, e.g., in medical practice, sustaina-
bility, team performance, large-systems integration, 
study of invisible work, and collaborative innovation. In 
the following, we discuss appropriation as an important 
topic for CHI and CSCW and explain why the time is 
right to emphasize on collaborative appropriation. 

Background and Related Work 
In 2012, Belin and Prié wrote, “Appropriation of 
technology is a process by which users complete the 
work of designers by making interactive systems 
functional within the frame of their situated activities”  
[3]. In this workshop, we broaden the focus from “a 
user” (i.e., individual people, acting in isolation) to 
groups of people (i.e., couples, teams, groups, and 
communities) and highlight the challenges and 
opportunities for collaborative appropriation. 

Much of the fascinating work of appropriation has dealt 
with how individual users respond to a technology. 

Salovaara’s thesis, for example, emphasized novel, 
individual uses for a digital camera [29]. Dix’s 
influential paper on designing for appropriation was 
largely concerned with the case of the individual user 
[11]. Paradoxically, Birnbaum’s study of young adults’ 
use and non-use of instant messaging primarily focused 
on individual, independent use [5]. Similarly Bødker’s 
and Christiansen’s study of appropriation of 
smartphones was about individual, even solipsistic, 
purposes [9]. Even the museum devices design paper 
of Boehner et al. [6] and the digital panels in art 
galleries of Bødker and Polli [10], which put museum 
experiences into a social context, focused on activities 
by individual users, who might find out indirectly about 
similar activities by other unknown individuals [6]. 
Many of these papers emphasized the concept of “users 
complet[ing] the work of designers” [3] through use, 
and thus were concerned primarily with design – see, 
e.g., Gaver et al.’s work on how the experience of 
ambiguity may be used to compel a user to create new 
interpretations of artifacts [18]. 

A few scholars have focused on appropriation as 
performed by people working, playing, loving or 
enjoying free time activities together. Dourish’s dual-
use paper, while concerned with paradoxes of workflow 
technologies, described how groups of people created 
extensive work-arounds for applications that did not 
match their shared needs [12]. Muller et al. showed 
how a single software environment had been re-
interpreted five different ways by different types of 
working groups [24]. Brown and Bell reported on 
creative redefinitions of a video game by groups of 
users [8]. Kaye’s work on couples was in some ways a 
classic application of appropriation as a design method, 
in which romantic partners would need to establish 
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their own, shared interpretation of a red dot on each of 
their computer screens [21]. 

Workshop Theme and Expected Benefits 
These diverse examples, ranging from workflows to 
communities to gamers to couples, suggest that the 
time is right to refocus our attention on collaborative 
appropriation. There are six major reasons. 

First, technologies are increasingly used and adapted to 
collaborative use in working groups performing life-
sustaining tasks [2], including time-critical hospital and 
emergency procedures [26, 28]. For instance in self-
care, how people appropriate technology can have 
positive or negative effects in people’s everyday lives 
[34]. As such, designing for appropriation has 
important implications for the design of self-care 
technologies [25] to uncover and anticipate the 
possible dangers of using technology in unpredicted 
ways – or to overcome barriers to use the technology-
as-designed. Furthermore, there is a need to recognize 
self-care as a collaborative endeavor between different 
heterogeneous actors (e.g., patient, relatives, 
clinicians) with different motivations [19, 25], rather 
than being performed in isolation. If we understand 
how to make technologies and designs easier and 
flexible to enable appropriation in the midst of, for 
example, time-critical medical-team procedures (i.e., 
updating [11] for the collaborative case), then more 
lives may be saved. 

Second, while the notion of appropriation has been 
discussed in HCI/CSCW communities and plays an 
important role in system design, this aspect has been 
overlooked in the sustainability domain. Although there 
is a shift from understanding individual behaviors to 

understanding everyday practices (e.g., [35]), few 
researchers have further investigated appropriation in 
Sustainable HCI (e.g., [20, 16]). As most research in 
this domain has taken a narrow focus on individual 
users, there is a need to uncover the participation of 
other users in appropriating technology (e.g., family 
members [31]) to support their collaborative 
sustainability intentions. 

The third major reason is that systems research studies 
have begun to show not only that team performance 
can be affected by the degree of fit of tool to 
collaborative task, but also the degree of configurability 
of the tool (e.g., [17]). Becker et al. argue that the 
collaborative use of a technology will have an impact on 
how the technology is appropriated [4]. When the 
members’ knowledge is shared with the group, 
collaborative technology adoption decisions are one of 
the outcomes.  

Fourth, it is becoming clear that the integration of large 
systems may require detailed interstitial efforts, or 
“collaboration in-between,” which requires greater 
flexibility and configurability from at least one and 
perhaps all of the systems to be integrated [7]. In this 
way, appropriation may become a system requirement 
for collaboration at the level of middleware. This 
tendency echoes earlier participatory design efforts in 
which communities of users reshape technology until it 
fits into their work [9]. 

Fifth, adoption and adaptation of technologies – even 
when focused on an individual use – often involve 
highly collaborative work, which may be invisible [14, 
19, 27]. Like other forms of invisible work [32], the 
study of invisible aspects of appropriation work may 
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help us to see new patterns of collaboration, as well as 
helping us to revise our understanding of roles and 
context (e.g., [33]) in on-going work. 

Finally, a deeper understanding of designing for 
appropriation is critical as it may leave more freedom 
to the users, and may support the users’ creativity and 
therefore appropriation [30]. Through supporting 
appropriation by discussing the emergence of shared 
creative solutions, collaborative appropriation may 
intensify the renewal and maintenance of technologies 
for HCI, by prolonging their life and therefore 
sustaining their continued use. Users may repurpose or 
extend a technology, to create and identify their own 
novel functionalities, but the artifacts may not need to 
be changed [1]. 

Workshop Goals 
The topic of collaborative appropriation has been 
addressed in specific domains, as summarized above. 
However, we are in need of a more holistic perspective 
that spans domains. In this workshop, we hope to work 
with participants to survey recent research focusing on 
collaborative appropriation, preferably analyzed in a 
broader or multi-domain context beyond individual use. 
We invite position papers that address (one or more) of 
the following questions: 

• What can we learn from practical experiences to 
design for collaborative appropriation? 

• In what way does flexible, open design and 
tailorability support collaborative appropriation? 

• What are new ways, goals, guidelines, or principles 
for designing for collaborative appropriation?  

• What are major drivers to design for collaborative 
appropriation? 

• What roles emerge in or due to new forms of 
collaborative appropriation practices? 

• What characterizes or differentiates collaborative 
appropriation between couples, teams, groups, or 
communities? 

• What are the theories and methods for studying 
collaborative appropriation? 

• What can we learn from other emergent design 
movements and research domains (e.g., hacker 
spaces) to better understand how to design for 
collaborative appropriation? 

Our goals for this workshop are to build and cross-
fertilize, from experimental design examples and 
theories concentrating on collaborative appropriation, 
how these users appropriate technologies; and from 
this point, which approaches may be taken for 
designing for collaborative appropriation. Through 
roundtable discussions we are systematically aiming to 
share the knowledge among the participants of possible 
collaborative appropriation outcomes. We will discuss 
how we (as designers and as researchers) can better 
understand and design for collaborative appropriation 
and how this appropriation can be affected by certain 
design choices. 

Through this knowledge transfer we would balance the 
consensus and tensions, as revealed by workshop 
participants to write a journal paper summarizing the 
studies and theories of collaborative appropriation. We 
may consider collecting longer versions of submissions 
into a special issue of a journal. We hope to provide 
awareness for the research community about the 
importance to look beyond individual appropriation, 
highlighting the importance of collaborative 
appropriation for future design of CSCW systems. 
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Participation 
We encourage researchers, designers, and practitioners 
to contribute to a better understanding of collaborative 
appropriation by sharing their experiences and 
knowledge. We invite contributions that address design, 
theory, and critique, as well as empirical data collection 
from diverse collaborative settings. 

Working with participants 
We plan to design or redesign our workshop format, 
depending on the number of participants. If there is a 
small number of participants, we will construct a 
morning agenda similar to a symposium. If there is a 
larger number of participants, we will construct a 
morning agenda closer to an unconference. In each 
case, we will assign a discussant participant to each 
submission by another participant, to begin the inter-
weaving of ideas in advance of the actual workshop. 
We believe it is crucial to “protect” the afternoon 
sessions as times for creative combination of 
perspectives and understandings. Therefore, we will 
limit the presentation of position papers to the morning 
session, and we will adapt our afternoon plans to 
support well-sized discussion break-out groups on 
topics that we would plan in advance, drawn from the 
submissions, or (better) topics that emerge from 
participants’ discussions of their research and ideas. 

Detailed Workshop Plan 
Before the Workshop 
The call for participation will be distributed via HCI, 
CSCW, and ECSCW related mailing lists and will be 
promoted via social media, e.g., Facebook and Twitter. 
Moreover, we will set up a website, where participants 
can retrieve all relevant information about the 

workshop, e.g., the goals, submission modality, or links 
to related materials to prepare for the workshop. 

Workshop Structure 
This will be a one-day workshop constituted by 
individual presentations and group discussions. In the 
first half of the workshop we will first start with a brief 
introduction to the topic, followed by brief individual 
presentations by our workshop participants. In the 
second half of the workshop, we aim to identify and 
discuss the challenges and opportunities to design for 
collaborative appropriation. We will encourage active 
participation and peer feedback from our participants. 

Equipment and supplies needed 
We request large “butcher” paper or newsprint pads, 
markers, and post-it notes. 

Post-Workshop Activities (Dissemination) 
A brief summary about the most important points of 
discussion will be provided on the workshop website. 
Moreover, based on the workshop results the 
organizers will write an article and/or journal paper on 
emergent concepts and relationships in collaborative 
appropriation.  

Organizers 
The organizers conducted a related workshop at 
ECSCW 2015 that focused on unanticipated users, 
usage, circumstances, and design [22]. 

Anna Maria Al Zubaidi-Polli works as a research 
fellow at the Department of Human-Centered-
Computing at the University of Applied Science, Austria. 
Her research interests lies in the appropriation of IT 
since the past years. 
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Alina Krischkowsky is a research fellow at the Center 
for HCI at the Department of Computer Science at the 
University of Salzburg, Austria. She is mainly interested 
in appropriation practices in corporate social media and 
in understanding the drivers of appropriation. 

Michael Muller works as a research staff mem ber at 
IBM Research, USA. His work has involved the study of 
how groups of employees make use of technologies. 

Katja Neureiter is a research fellow at the Center for 
HCI at the Department of Computer Science at the 
University of Salzburg, Austria. She is mainly interested 
in older adults’ technology appropriation. 

Nervo Verdezoto is a postdoctoral researcher at the 
Department of Computer Science at Aarhus University, 
Denmark. His work combines fieldwork with user-
centered design methods to further understand 
people’s everyday practices, different stakeholder’s 
needs, and how people appropriate technology. He has 
been working in various projects related to healthcare, 
physical computing and sustainable HCI. 

Manfred Tscheligi is a Professor for HCI & Usability at 
the University of Salzburg, directing the Center for HCI. 
Over the years he was involved on range of conference 
activities including a variety of workshops. 

Website 
https://projects.hci.sbg.ac.at/cscw2016/ 
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