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Thursday, April 4th, 2013 

CSC112D -- DMS103 
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 Generating Data & Information 
◦ Wikipedia, Open Street Maps 

◦ Rankings (Yelp, RottenTomatoes) 

◦ Photo tagging on Facebook 

◦ Tutorials, Instructables 

◦ Resolving bugs on GitHub 

 Communication 
◦ Forum discussions 

◦ Comments on blogs 

◦ Messages on Facebook, Twitter 

◦ Asks on Tumblr 
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 Creating Profiles 

 Sharing Media (eg. songs, shows) 

1% -- Heavy Contributors 

9% -- Intermittent Contributors 

90% -- Lurkers 
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90% of Contributions  
from Heavy Contributors (top 1%) 

10% of Contributions  
from Intermittent Contributors (9%) 

No Contributions from Lurkers (90%) 

 20% to 30% on Facebook are “power” users 
◦ Friend requests, likes, messaging, tagging 

 11% of internet users have blogs 

 1% of Amazon customers write reviews 

 .02% of Wikipedia readers do 5 or more edits 
◦ 0.003% have contributed 67% of edits  
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 Not a representative sample 
◦ Customer feedback, political insights 

 Biased towards extreme 
◦ Yelp! Reviews 

 Lack of diversity 
◦ Posts may be skipped due to volume 

 

 Anticipated reciprocity (bridging social capital) 

 Reputation & Attribution 

 Sense of efficacy 

 Sense of belonging & emotional connection 
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 Ask! 

 Make contributing easy 

 Reward participation and quality 

 Promote community 

 Ask everyone 
◦ Broadcast a description of the need 

◦ “Fear campaigns” 
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 Target specific people 
◦ Make participants feel unique 

◦ Target requests to their interests 

◦ Requests from well-liked, high status contributors 

 

 Design flow 
◦ Allow limited participation without an account 
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 Design flow 
◦ Allow limited participation without an account 

◦ Make needed contributions visible & trackable 

 Low-impact participation 
◦ Like/Favorite buttons 

◦ Provide the bulk of information, users edit 

 No-impact participation 
◦ “Customers Who Bought This Item Also Bought” 
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 Reward participation 

 Reward quality contributions 
◦ Let users rate each other 

◦ Leaderboards 

◦ Sort by best 

 

 Allow & display profiles 

 Notify users of comments or answers 

 Recognize other people’s contributions 
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 Affective commitment (want to continue) 
◦ Identify-based (part of the community) 

◦ Bond-based (close to individual members) 

 Normative commitment (should continue) 

 Need-based commitment (must continue) 

 Cluster users into small, named groups 
[bonds-based, identity-based] 

 Recruit people with existing social ties 
[bonds-based] 

 Off-topic conversation  
[bonds-based] 

 Make content exclusive or difficult to transfer 
[needs-based] 

 Highlight ability to return favors 
[normative] 
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 Large community, high volume communication  
[bonds-based] 

 Diversity of interest 
[identity-based] 

 Off-topic conversation 
[identity-based] 

 Highlight similar communities 
[need-based] 

 

 Types of contributions 

 Why people participate 

 How to encourage participation 

 How to build and retain a community 

 


