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Chris McPhee and Mekki MacAulay discuss the editorial theme
of Interdisciplinary Lessons.

Teresa Jewell, a researcher at York University, recounts lessons
from the history of the feminist movement and applies them to
the challenges faced by open source communities.

Mekki MacAulay, Principal of OSStrategy.org, reviews select
lessons from other disciplines, applies them to open source
contexts, and suggests approaches to uncover further lessons in
other fields.

Michael Ayukawa, Founder of Cornerportal, and Julie DuPont,
Cultural Planner for the City of Ottawa, describe an ecosystem
approach to multidisciplinary event organization and facilitation
with the aim of solving existing and emerging problems, and
strengthening Ottawa’s position as a creative city.

James Makienko and Leonard De Baets, researchers at Carleton
University, describe a project to create a deal development
platform by extending an open source customer relationship
management tool.

Frank Horsfall, Founder of EnTeraSec, uses a real-world case
study to describe Bloom, an open source relationship
visualization project for complex networks and business
ecosystems.
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It is my great pleasure to introduce the
August issue of the OSBR - my first issue
as Editor. The editorial theme is Interdis-
ciplinary Lessons.

Culture can be defined as. "This is how
we do things." Culture helps establish
norms within a discipline and sets the
ground rules for getting things done, but
it can also stifle creativity and innovation.
Great leaps forward often come by
chance, through innovation introduced
by outsiders who bring a new perspective.

In this issue, the authors describe the
value of interdisciplinary lessons and ap-
proaches. They encourage us to keep our
eyes open and look for inspiration in oth-
er fields to better meet the challenges we
face in our own. Serendipity is nice when
it happens, but sometimes we need to
make our own luck.

As always, we encourage readers to share
articles of interest with their colleagues,
and to provide their comments either on-
line or directly to the authors.

The editorial theme for the upcoming
September issue of the OSBR is Keystone
Companies and submissions are due by
August 15th. October's theme is Sales
Strategy and submissions are due by
September 1st. Please contact me
(chris.mcphee@osbr.ca) if you are inter-
ested in making a submission.

Chris McPhee

Editor-in-Chief

Chris McPhee is in the Technology Innova-
tion Management program at Carleton
University in Ottawa. Chris received his
BScH and MSc degrees in Biology from
Queen's University in Kingston, following
which he worked in a variety of manage-
ment, design, and content development
roles on science education software pro-
jects in Canada and Scotland.

EDITORIAL

Some believe that great advances, discov-
eries, and innovation result from concen-
trated efforts within distinct fields.
However, progress using this traditional
practice has been slowing for some time.
The next great discoveries are unlikely to
come from further refinements in highly-
specialized fields working in isolation.
Rather, they will come from creative col-
laboration between practitioners and re-
searchers from two or more distinct
fields, combining their knowledge, theor-
etical principles, and methodologies in
ways never before considered.

I recently had the pleasure of giving a talk
at the Interdisciplinary Graduate Confer-
ence at Cambridge University in the
United Kingdom (http://igc2010.co.uk).
There I met a vibrant group of research-
ers and practitioners from diverse fields,
including molecular biology, art history,
criminology, architecture, English literat-
ure, and engineering. I expected to gain
insights from one or more of the fields
represented at the conference, but I was
surprised to find that every presentation I
attended yielded valuable interdisciplin-
ary lessons that could be applied to my
own field of research.

This issue analyzes lessons from other
disciplines to provide a new perspective
on the challenges faced by open source
communities, practitioners, entrepren-
eurs, and other participants. The goal is
to extract and apply the collective wis-
dom of a diverse group of authors to help
solve relevant problems. The first two art-
icles in this issue provide specific interdis-
ciplinary lessons from diverse fields that
are relevant to open source communities.
The remaining articles describe projects
in which platforms are being developed
to promote, encourage, and analyze inter-
disciplinary work.

Teresa Jewell, author of TheQueery.com,
recounts lessons from the history of the
feminist movement and applies them to
the challenges faced by open source com-


http://www.igc2010.co.uk/
mailto:chris.mcphee@osbr.ca

munities. She argues that inclusiveness
and cohesion are key to successful social
movements and that a united approach
would strengthen open source communit-
ies. A focus on achieving common goals is
more likely to promote the development
of the open source movement than divis-
ive internal debates.

As author of the second article, 1 review
select lessons from disciplines that are rel-
evant to open source communities. First,
lessons from the fashion industry chal-
lenge the notion that intellectual property
protection, such as copyright, fosters in-
novation. Second, lessons from the gam-
ing industry are applied to the challenges
of community development and business
model development in open source com-
munities. Third, I show how lessons from
the field of scientometrics can inform ef-
forts to measure the health of open
source ecosystems. Finally, I suggest ap-
proaches to uncover further lessons in
other fields.

Michael Ayukawa and Julie DuPont de-
scribe the OpenOttawalibre project,
which is being developed to strengthen
Ottawa’s position as a creative city. Mi-
chael is the founder of Cornerportal and
Julie is a Cultural Planner for the City of
Ottawa. They use an interdisciplinary ap-
proach to bring together creative indus-
tries, businesses, academia, local and
global talent, and government to solve ex-
isting and emerging problems. They pre-
scribe an ecosystem approach to event
organization and facilitation to improve
discussion and debate between parti-
cipants, while breaking down organiza-
tional barriers and avoiding polarization.

James Makienko and Leonard De Baets,
from Carleton University's Technology In-
novation Management program, describe
a project to create a deal development
platform for business ecosystems. By ex-
tending an open source customer rela-
tionship management tool, the platform

EDITORIAL

will track the flow of a deal and the inter-
actions between the players involved at
different stages, from the moment a cus-
tomer submits a problem, through refine-
ment of proposals and prototypes, to
completion of the deal. An emphasis on
co-creation between customers and sup-
pliers represents a shift from traditional
linear development models.

Frank Horsfall, Bloom Founder and
Lead, wraps up the issue by describing
the Bloom open source project. Bloom is
a relationship visualization tool for com-
plex networks and business ecosystems.
The article provides an overview of the
visualization technology and, using a real-
world case study, it shows how the tool
can be used to quickly reduce large
amounts of data on network connections
into understandable, manageable, action-
able chunks for decision-makers.

Mekki MacAulay

Guest Editor

Mekki MacAulay is the Principal of OS-
Strategy.org (http:/losstrategy.org), a con-
sulting firm that helps companies improve
their competitive advantage and strategic
positioning in a world embracing open
source. Mekki is also the president and
founder of MekTek Solutions (http://lwww
mektek.ca), an IT services company based
in Ottawa. Mekki holds undergraduate de-
grees from Carleton University in Com-
puter Systems Engineering and
Psychology, and a Master's degree in Tech-
nology Innovation Management. His re-
search interests focus on open source
adoption; open source ecosystem value cre-
ation, extraction, and keystone company
positioning; and quantifying the value of
passive participation in open source pro-
jects.
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COMNMMUNITY DIVERSITY WITHOUT DISUNITY

"In order to get the maximum benefit
from the process, the maximum diversity
of persons and groups should be equally
eligible to contribute to open sources."
Open Source Initiative

Open source is at once a type of software
licensing, a community model, an ideo-
logy, and a social movement. As a move-
ment aiming not only to promote open
source software within the software de-
velopment community, but also to
change the attitudes of commercial
users, it can benefit from lessons learned
by earlier social movements.

This article is intended for entrepren-
eurs, developers, and open source pro-
ponents who wish to maximize the
market for their products. It will begin
with a discussion of the successful
strategies and common pitfalls of the
feminist movement. It will then apply
these lessons to the open source com-
munity. Overall, it will discuss the im-
portance of united ideologies, inclusive
communities, and the pursuit of legislat-
ive changes in promoting open source
software as a viable alternative to tradi-
tional proprietary software.

Historical Lessons from the Feminist
Movement: Internal Discord

Since its inception in Britain in the late
1840s, the feminist movement has experi-
enced many successes and setbacks in its
mission to achieve equality for women
(http://tinyurl.com/230dvkl). While
many of these setbacks have come from
external sources, such as right-wing con-
servative movements and difficulties in
breaking through longstanding systemic
discrimination, others have come from
within the movement itself.

A primary example of internal dissension
is the frequent disagreement between dif-
ferent rights activists in terms of which
groups to represent and which platforms

to support. In the United States, this res-
ulted in a split between liberal and radic-
al feminism within the largest women’s
association, the National Organization
for Women (NOW, http://now.org), that
lasted from the late 1960s to the 1990s.

The divide centred on whether lesbian is-
sues should be included within NOW'’s
push for equal rights for all women, with
lesbians being considered too radical
and "the seeds of [the feminist move-
ment’s] destruction" (http://tinyurl.com/

33b6m32). Initially, many prominent les-
bian women’s rights activists were exiled
from the organizations they had them-
selves founded or supported as mem-
bers. Toward the 1980s and 1990s, room
was made for the inclusion of this group,
but only according to a narrow definition
of what its membership could entail

(http://tinyurl.com/3x7hbmm). NOW
has since welcomed lesbians fully into its
fold.

Even where sexuality has not been an is-
sue, various groups have taken different
perspectives on the role of women within
marriage, the family, the workplace, and
society in general. In the earliest mo-
ments of the American feminist move-
ment, disagreement on whether women
should have the right to vote nearly resul-
ted in this issue being removed from the
“Declaration of Sentiments” of the first
women’s rights convention in 1848
(http://legacy98.org/move-hist.html).

In the 1960s, the Women’s Liberation
Movement drew a parallel between
housewives and war prisoners that en-
couraged some women to break free of
their home lives and husbands’ ‘oppress-
ive patriarchy.” However, it also left
happy homemakers incensed at the de-
famation of their traditional family val-
ues as they were made into negative
symbols for the movement to fight
against (http://tinyurl.com/2f29688).


http://www.now.org/
http://www.bbc.co.uk/archive/70sfeminism/10425.shtml
http://h-net.msu.edu/cgi-bin/logbrowse.pl?trx=vx&list=H-Histsex&month=0506&week=b&msg=FWFxp0ECbDO9JRO%2BOr%2BmYw&user=&pw=
http://www.legacy98.org/move-hist.html
http://search.opinionarchives.com/Summary/Commonweal/V110I16P9-1.htm
http://www.georgetowncollege.edu/Departments/ws/1st,_2nd,_3rd_wave.htm

COMNMMUNITY DIVERSITY WITHOUT DISUNITY

In other cases, open rivalry has erupted
between groups with differing priorities
as each attempts to secure policies in fa-
vour of its own interests at the expense of
the interests of others (http://www.jstor
.org/pss/448066). This lack of consensus
can thus harm all sides of the movement.

Historical Lessons Continued: Sources
of Success

The women’s movement succeeded in
gaining momentum and support despite
these internal differences for two major
reasons. The first was an inherent under-
standing that legislative changes needed
to be made for women to have any influ-
ence over the policy issues central to
their concerns. The second consisted of a
set of very powerful activist voices that
pushed these issues into the mainstream.

When the movement was first founded,
the women at its head realized that the
laws that kept them powerless within so-
ciety would not be changed until they
themselves had a say in the making of
these laws (http://legacy98.org/move-
hist.html). Consequently, their initial list
of grievances recognized that they lost all
rights to property, education, physical
wellbeing, and even their own children
within the institution of marriage, but
even more so that the right to vote was
fundamental to their ability to change
these laws.

In the 1960s and 1970s, the continued
push for legal changes to promote wo-
men’s equality resulted in affirmative ac-
tion programs being implemented
throughout North America (http://www.
inmotionmagazine.com/aahist.html).
Where women had still been struggling
to enter the workforce alongside their
more established male peers, these pro-
grams ensured their ability to participate.
In Canada, this legislation ultimately res-
ulted in the Employment Equity Act
(http://tinyurl.com/38q7vng).

The key to these legislative changes be-
ing enacted was the dissemination of wo-
men’s issues by strong voices like Betty
Friedan, Gloria Steinem, and Germaine
Greer, among others, not to mention
their political allies in the form of major
figures like former American presidents
John F. Kennedy and Lyndon B. Johnson.
Even though these figures did not repres-
ent the whole of the women’s move-
ment, no dissenting voices from within
were strong enough to outshine the
powerful rhetoric of the more radical and
outspoken feminists.

Despite internal conflicts, the diversity of
opinions and organizations reflects the
variety of perspectives within society,
and these are a positive indication of the
amount of thought, discussion, and sup-
port in favour of women’s issues. The
trouble emerges when these groups fight
each other for political prominence in-
stead of working together in pursuit of
their common interests. Correspond-
ingly, it is when the movement unites to
pass new legislation that all women bene-
fit the most. It is from this perspective
that we can apply the lessons learned by
the feminist movement to the open
source community.

Disunity and Discrimination within the
Open Source Community

The open source movement can learn
from the experiences of the feminist
movement in terms of the downsides of
internal rivalries and discrimination
when promoting a cause.

Like NOW and its competing organiza-
tions in support of various subgroups,
the historic rivalry between such open
source authorities as the Free Software
Foundation (FSF, http://www.fsf.org)
and its spin-off Open Source Initiative
(OSI, http://www.opensource.org) often
has a divisive effect on supporters
(http://tinyurl.com/2cz9aeh). Even
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though these organizations have similar
ideologies and shared principles, open
source users and developers can find
themselves forced to choose sides. Such
rifts can occur on purely academic issues
such as whether to call their software
"open" or "free", never mind on more
complicated questions such as which li-
cense to use for a product.

At an even more basic level, disunity ex-
ists within the open source community
in terms of the exclusion of various inter-
ested groups. In the feminist move-
ment’s initial fight for equal rights for all
members of society, this took the form of
some women’s organizations excluding
the rights of single mothers and homo-
sexuals from their mandates. Within
open source, the group most often ig-
nored is the non-technical user.

In "Cave or Community? An Empirical
Examination of 100 Mature Open Source
Projects", Sandeep Krishnamurthy notes
that "communities do things other than
produce the actual product [such as]
provide feature suggestions, try products
out as lead users, and answer questions"
(http://tinyurl.com/358zj6n). Even
though these activities may largely fall
within the purview of software de-
velopers, his comment points to the vari-
ety of activities within open source and,
by extension, to the diversity of the types
of people who can participate. In other
words, not every participant in the open
source movement is a software de-
veloper.

At first glance, the rights of all users fig-
ure prominently in both the OSI and FSF
definitions of open source/free software.
In particular, the FSF states that "free
software is a matter of the users' freedom
to run, copy, distribute, study, change
and improve the software"

(http://www.gnu.org/philosophy/free-sw
.html). However, examining the terms of
this freedom reveals that "user" in this
context is actually almost synonymous
with "developer". Commercial users
have the right to use and distribute the
software as desired: "it is the user's pur-
pose that matters, not the developer's
purpose.” Still, no provisions are made
for how this software should be docu-
mented or supported, or how user feed-
back can effect change.

While this focus on the rights of de-
velopers makes sense from a definition
standpoint, the tendency to forget about
commercial and non-technical users un-
fortunately extends to the community it-
self. The effect of the disconnect between
the user and developer or entrepreneur
is that open source software becomes
software by developers, for developers
only. Translation: the needs, wants, and
feature suggestions of the user are not ne-
cessarily represented, and the resulting
software may thus not correspond to
market desires (http://chris.pirillo.com/
users-vs-developers/).

When these users are also referred to as
"leeches, vampires, or freeloaders"” for us-
ing source code without contributing any
in return, the level of animosity directed
toward this key part of the open source
community can further alienate its mem-
bers (http://tinyurl.com/kunn5n). The
same type of discrimination is aimed at
software developers who provide soft-
ware at no cost but do not follow open
source principles in their licensing

(http://tinyurl.com/3x2ap46), with the
same result.

Negative Consequences of Disunity
As is already apparent, the negative res-

ults of infighting within the open source
community are manifold.
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One example is wasted energy when pro-
ponents and organizations spend time at-
tacking each other instead of uniting to
focus on common goals like better li-
censes and public education. For ex-
ample, when FSF and OSI disagree on
licenses and terminology, this can create
an image of internal dissension and in-
stability that can lead to an increased per-
ception of risk on the part of potential
commercial users.

The negative attitudes of "ideological 'be-
lievers'" toward groups within and on the
fringes of the movement similarly scare
away prospective businesses and source
code contributors who are "too afraid of
running afoul of the 'open source com-
munity'" (http://tinyurl.com/2bwdnkd).

In terms of application support for non-
technical users, several companies have
now emerged to provide support for cer-
tain software packages and the situation
is improving. However, this type of user
can still be left helpless when trying to
"compile your own version" is the best
option available for an immediate bug fix
(http://tinyurl.com/3y2v742).

Promoting the Open Source Movement
Within and Without: Keys to Success

As can be seen clearly from the successes
of the feminist movement, pursuing
changes to current legislation and having
strong voices support the need for these
changes are central to the expansion of
the open source movement. One ex-
ample of a way to promote open source
through law is by using "copyleft", an al-
ternative to copyright that makes a pro-
gram open source and "says that anyone
who redistributes the software, with or
without changes, must pass along the
freedom to further copy and change it"
(http://www.gnu.org/copyleft/).

Prominent voices like Michael Geist have
noted that current copyright laws includ-
ing Bill C-32 (2010) in Canada pose chal-
lenges to open source software by
prioritizing digital locks over the rights of
the user (http://www.copyright.michael
geist.ca/). FSF frontman Richard Stall-
man also notes the difficulties with pat-
ent and copyright law as they impact
open source programs and intellectual
property in general (http://tinyurl.com/
a7yo8u).

Unfortunately, there is no clear con-
sensus as to which changes need to be
made to current laws, but the key ele-
ments are in place for future efforts. With
the help of other powerful voices like
Lawrence Lessig, Harvard professor of
law and founding member of Creative
Commons, as well as other open source
proponents like Eric S. Raymond, the
main focus should be on determining a
clear message and direction to convey to
politicians who can help effect these
changes. If there is too much fracturing
in the message due to polarized opin-
ions, the result will be far less effective.

Once a clear direction is determined, hav-
ing prominent figures educate and work
with political figures in positions of
power about the realities of open source
and the legal needs of copyleft licenses is
one way to ensure that open source be-
comes better represented in future copy-
right and intellectual property laws. In
Canada, one example of an MP who has
shown interest in copyright concerns
and could be a powerful ally to the open
source movement is New Democrat Di-
gital Affairs Critic Charlie Angus

(http://charlieangus.ndp.ca/node/107).

In addition to the promotion of open
source issues through public figures and
legislative changes, the following activit-
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ies can also assist with the continuing de-
velopment of the open source movement:

e encouraging increased collaboration
between the FSF and OSI and other
open source organizations to develop
better licensing criteria and public cam-
paigns

 educating potential users and contrib-
utors of the benefits of open source soft-
ware from the perspective that all forms
of participation are valid and desired

 promoting positive attitudes toward in-
clusiveness and acceptance of other pa-
radigms among open source propo-
nents to decrease the perception of
fanaticism and bigotry

e conducting extensive consultations
with target markets to understand the
user’s perspective before determining
the functionality and interface of a soft-
ware product

 developing better application support
systems to improve the usability of
open source software by non-technical
users

The above activities would create an im-
age of solidarity and strength within the
movement, as well as an openness to the
needs and concerns of users, contribut-
ors, and other groups. This positive im-
age will encourage consumer
confidence, promoting the adoption of
open source software to a wider market
than at present.

Concluding Thoughts

While the feminist and open source
movements may at first glance seem to
be two entirely distinct interest groups, a
comparison of the internal issues each
has faced shows a common perspective
of inclusiveness from which to achieve
greater success.

With the above lessons in mind, the open
source movement can develop a better
understanding of its community and
how it should present itself to the wider
community of commercial users, buyers,
and software developers at large. In this
way, entrepreneurs and other open
source proponents can generate in-
creased positive visibility and heightened
consumer confidence in open source
software.

Teresa Jewell is a researcher in Women's
Studies at York University. She holds
Bachelor's and Master's degrees in English
with a focus on Medieval Studies. Her cur-
rent projects  include TheQueery.com

(http://thequeery.com), a research website
dedicated to questions of culture and
identity related to gender and sexuality.
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INTEGRATING LESSONS FROM OTHER DISCIPLINES

"In our view, at this early stage research
and theory building on open source soft-
ware development should be receptive to
debates in several fields and attempt to
mabke linkages with important work done
in other disciplines."

Georg von Krogh & Eric von Hippel

Open source theory and practice is inher-
ently interdisciplinary. Viewing the chal-
lenges faced by open  source
communities, businesses, and contribut-
ors through the lenses of different discip-
lines can vyield novel solutions. This
article reviews select lessons from the di-
verse fields of fashion, gaming, and scien-
tometrics. It examines the way these
other industries have addressed issues
that are of relevance to the open source
community and suggests ways to put
these lessons to good use.

Lessons from the Fashion Industry

In a recent talk at TEDxUSC (http://tiny
url.com/3xm3bwy), Johanna Blakley
shocked a largely technically-focused
audience with an ingenious examination
of the impact of the fashion industry's
lack of copyright protection on its ability
to rapidly innovate. She argued that, "be-
cause there is no copyright protection in
the fashion industry, fashion designers
have actually been able to elevate utilit-
arian design, things to cover our naked
bodies, into something we consider art.
Because there's no copyright protection
in this industry, there's a very open and
creative ecology of creativity."

Much like the practice in open source
software communities, fashion designers
can take ideas and designs from their
peers and incorporate them into their
projects, reusing them in novel ways to
serve their own purposes. This rehashing
gives designers a broad palette to work
with and can act as a springboard for ad-
vancement since new innovations can be
built upon existing foundations of style.
In some areas of innovation in fashion,

10

the practice is not unlike the develop-
ment of extensible stacks of open source
software, working together to serve a pur-
pose. In one instance, the purpose is
more artistic, and in the other, more
functional, but the commonalities are
sufficient in the innovative process itself
that it deserves a further analysis.

Blakley explained that one of the most
useful side effects of a culture of copying
was the establishment of trends. These
trends are hashed out of the remixing
that naturally emerges when people try
to define their own clothing styles. Very
few people will wear clothing by one de-
signer alone. Instead, they will wear
pants by one designer, a shirt by another,
shoes by yet another, and so on. Their
style is as much defined by the individual
articles of clothing as the combination.
Different people have different needs
and value different things in clothing
design, from visual appeal to functional-
ity, on a sliding scale depending on their
personal preference. This model is nearly
identical to that of the open source
bazaar, where different users have differ-
ent needs and they value different things.
Very few users have a computer that has
software from one vendor alone. Trends
emerge when users find a useful feature
or design idea in a piece of software that
another vendor picks up and incorpor-
ates into their offering.

Perhaps the most stunning supporting
evidence of the impact of the creative
liberty of the fashion industry was a com-
parison of the gross sales of goods of ma-
jor industries that have copyright
protection and those that do not. Blakley
showed that there are many industries
that thrive with low intellectual property
protection for designs, including the
food, automobile, furniture, and fashion
industries. Gross sales in these industries
greatly exceed those in industries with
copyright protection, such as films,
books, and music.
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INTEGRATING LESSONS FROM\ OTHER DISCIPLINES

Blakley wraps up with a cautionary note
on creative industries and the evolution
of the legal frameworks that govern
them: "The conceptual issues are truly
profound when you talk about creativity
and ownership; we don't want to leave
this just to lawyers to figure out. They're
smart, but you want an interdisciplinary
team of people hashing this out, trying to
figure out, what is the kind of ownership
model, in a digital world, that's going to
lead to the most innovation. Fashion
might be a really good place to start look-
ing for a model for creative industries in
the future."

This TEDx talk can serve as a lesson for
open source communities as it demon-
strates that many older and larger indus-
tries have struggled with the timeless
challenges of encouraging innovation,
creating and maintaining competitive ad-
vantage, and deciding whether to protect
intellectual property or not. These indus-
tries have found ways to integrate the
realities of their cultural and legal envir-
onments into their processes and corpor-
ate structures. Open source
communities, and companies that have
traditionally held their intellectual prop-
erty close to their chest, may want to look
closely at whether these strategies could
help increase their revenue or competit-
ive advantage.

Lessons from the Gaming Industry

In arecent article for Forbes (http://tiny
url.com/2eduq85), Elliot Noss, President
and CEO of Tucows (http://www.tucows
inc.com) discussed what he has learned
from playing video games, and how they
have shaped him into a better leader. Tu-
cows Inc. is one of the largest domain
name providers. It is actively involved in
Internet governance issues and is a
strong supporter of open source prin-
ciples, practices, and communities. Noss
noticed the similarities between the
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workplace and player-organized events
in World of Warcraft. He explains that
when people are coming together to
achieve a common goal, such as defeat-
ing a difficult dungeon, it is "really easy
to see how valuable are skills like man-
aging the social dynamic, making sure
there is the right level of preparation, and
making sure that there is a clear hier-
archy in terms of who is performing what
roles. Each action, even a small task has a
purpose and fits into a broader frame-
work." He noted the analogy to the man-
agement of Tucows, where each
employee has a job to do that feeds into
the whole, supporting the company's
goals. By promoting an open dialogue
with his employees around the way the
company is run, its history, and its chal-
lenges, he found that employees have a
better understanding of what they do
and have greater job satisfaction. Feed-
back suggests that "it helps people feel
they are part of something bigger."

The analogy holds for open source com-
munities as well. Applying these lessons
to community development efforts could
help promote involvement, improve
communication, promote a sense of be-
longing for developers, and possibly even
reduce community fractures. Research
by Bonaccorsi and Rossi (http://tiny

url.com/2fuj538) has shown that open
source participants frequently contribute
to projects to promote a sense of belong-
ing in the community. This parallel from
the gaming community supports this no-
tion and prescribes a means of improv-
ing that sense of belonging. Community
managers could learn how to motivate
participation and focus effort by ob-
serving the top guild leaders. Perhaps
most importantly, approaching open
source development like one approaches
a game could lead to participants having
more fun. As Lakhani and Von Hippel ob-
served (http://tinyurl.com/2b9n25u),
open source participants who enjoy what
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they are doing may contribute more read-
ily to projects, leading to benefits for the
whole community.

Another lesson from the gaming industry
comes from the Humble Indie Bundle
project (http://wolfire.com/humble).
The project's goal was to bring together
independent game developers and char-
ities to offer a game bundle in exchange
for donations. The bundle consisted of
five games and gamers could donate any
amount of money above one cent to get
all of the games. In addition, all the game
developers agreed to release their games
under open source licenses at the end of
the project. This strategy is comparable
to one of Frank Hecker's open source
business strategies: "sell it, free it"
(http://hecker.org/writings/setting-up-
shop) and provides a good case study of
this model in practice. In Hecker's mod-
el, the product is initially offered for sale
and is later released as open source at
the end of its life cycle. The strategy in
the Humble Indie Bundle project is
somewhat different in that the open
source release occurred one week later,
while the products were still commer-
cially viable.

The project was a great success with
nearly $1.3 million donated in just over
one week. Over 130,000 people contrib-
uted an average of $9.18 each. Self-repor-
ted Linux users donated an average of
$14.49 each, while self-reported Win-
dows users donated an average of $8.05
each. The donation system allowed con-
tributors to choose how their donation
was distributed. Approximately 30% of
the total donation amount was allocated
by users to the following charities that
are well known in gaming communities:
EFF (http://www.eff.org) and Child's
Play Charity  (http://www.childsplay
charity.org). The remainder was alloc-
ated to the five game developers, who
split the amount and each received over
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$160,000. The project demonstrated that
the "sell it, free it" model can be an effect-
ive open source strategy. It also high-
lighted that creativity and community
involvement are essential tools for suc-
cess using this revenue model.

Lessons from the Field of Scientometrics

Scientometrics focuses on quantifying
and qualifying scientific achievement.
Since the early days of academia, people
have sought to measure achievement,
and these measurements have a broad
range of applications. Measures of
achievement are often considered when
determining promotions, awards, fund-
ing, tenure, and recognition of contribu-
tion to a field as a whole.

Quantifying the health of an open source
ecosystem is a challenge faced by many
communities. There are many ways of
measuring the individual contributions
of participants, but it is not clear which
ones are most closely correlated with eco-
system health. The communities and the
projects upon which they build are so di-
verse and their goals are so distinct that it
is a challenge to find uniform measures.
This challenge is similar to that faced in
scientometrics, where different scientific
fields are so different that uniform assess-
ment is complicated. Yet, over the past
century, there have been many advances
in the field, and measures have been de-
veloped that address these challenges.
Open source communities could benefit
greatly by applying these lessons to the
assessment of contributions to their pro-
jects and ecosystems.

The major step in the task of measuring
achievement is attempting to distill a
unit of measure from the array of types of
contributions. In science, numerous
measures have emerged, including num-
bers of papers accepted to peer-reviewed
journals, number of citations by peers in
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the field, number of projects or students
supervised, number of patents granted,
number of keynote presentations at con-
ferences, impact of research, number
and amount of grants received, number
of chapters or books published, complex-
ity of problems solved (especially in
mathematics), commercial viability of re-
search, and institutional involvement.
These many measures have emerged due
to the diversity of scientific research, and
certain measures are more applicable in
particular situations than others.

By contrast, in open source ecosystems,
the number and types of measures of
contributions are still fairly limited. The
common measures include number of
lines of code contributed, number of
bugs reported, number of features
coded, and perhaps amount of develop-
ment on a project, especially for older
projects where seniority is valued. These
measures, while useful in some contexts,
fail to capture the full range of types of
contribution to open source ecosystems.
They focus almost exclusively on contri-
butions made by programmers. What
about the contributions made by com-
munity organizers, evangelists, users,
complementary projects, retailers, re-
searchers, artists, editors, reviewers, and
some of the many other important roles
in open source communities? These roles
are essential to community health and
growth, but are not well measured. Open
source communities could learn from
the scientometics research to find ways
to better quantify these types of contribu-
tion and the overall health of an eco-
system.

The Eclipse Foundation (http://eclipse
.org) has been researching ecosystem
health measures for some time. Donald
Smith, the Director of Ecosystem Devel-
opment for the Eclipse Foundation, de-
duced (http://tinyurl.com/379cfqa) that
there are three major, relevant measures
of ecosystem health: i) productivity, or
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how much value is being created in the
ecosystem; ii) robustness, or how readily
the ecosystem can adapt to external
events; and iii) niche creation, or the abil-
ity to expand the ecosystem with mean-
ingful diversity. These measures are
extremely complex and cannot be easily
assessed. They also focus on the com-
munity as a whole, as opposed to indi-
vidual contributions to that community.
The question remains how to measure in-
dividual contributions to the goals of in-
creased productivity, robustness, and
niche creation.

In a recent special feature
(http://www.nature.com/news/specials/

metrics/index.html), Nature investigated
the use of metrics for quantifying scientif-
ic contribution. Richard Van Noorden
discussed the emergence of specific
measures such as the h-index to quantify
the impact of a particular researcher's
contribution to the field. The h-index
uses a two-dimensional assessment that
has number of publications on one axis
and number of peer references as the
second axis. The result is a numerical
score. An author that has published 10
articles that have each been referenced
in another article 10 times would have an
h-index of ten. This measure is useful for
balancing number and relevance of pub-
lications, but has many limitations. One
limitation is that the measure can remain
static over time as the research presum-
ably becomes stale and less relevant, that
it can never go down, and that it focuses
only on publications and ignores other
types of scientific contribution. The ana-
logy of this measure in open source is the
number of lines of code contributed
along one axis, paired with the number
of times those lines of code are reused in
other open source projects. Such a num-
ber could be useful for assessing the im-
pact of a particular programmer, but
may be much less useful for quantifying
other types of open source contribution.


http://www.eclipse
.org/
http://eclipse-ecosystem.blogspot.com/2007_05_01_archive.html
http://www.nature.com/news/specials/metrics/index.html
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The field of Scientometrics has also bor-
rowed lessons from webpage ranking al-
gorithms, such as those used by Google
for its search result rankings. Filippo
Radicchi and his colleagues analyzed the
entire publication archive of the journals
published by the American Physical Soci-
ety, comprising more than 400,000 pa-
pers. Their end result was the Phys
Author Rank Algorithm (http://www.phys
authorsrank.org), which ranks the diffu-
sion of credits across journals in a field.
Such an algorithm could be developed to
track the diffusion of code snippets
across projects hosted on SourceForge
and rank the value of such contributions.
Yet, again, such a measure would focus
on code.

Most recently, the challenge of quantify-
ing different contributions has been ex-
amined by analyzing social media.
Mentions of research are tracked across
various social media platforms, such as
Twitter, Facebook, and blogs to provide a
real-time picture of research activity. It is
difficult to separate passing mention by
someone who is not an expert in the field
from reflected commentary by a peer in
the field, yet it is exactly this sort of meas-
ure that may be the most useful for quan-
tifying non-code contributions to open
source communities. For example, it may
be well-suited to measuring the contribu-
tion of a user who popularizes a particu-
lar open source project by posting a story
on an influential website. This effect is
frequently observed on news aggregate
sites such as Slashdot (http://slashdot
.org), Reddit (http://reddit.com) or

BoingBoing (http://boingboing.net).
Someone who has never written a line of
code can bring instant fame to an open
source project, directing tens of thou-
sands of potential participants to the pro-
ject by simply crafting a story that
explains its use and submitting it to a
popular news site. It is obvious that this
sort of evangelism can be very important
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to an open source ecosystem, yet conven-
tional measures would not value this con-
tribution.

Johan Bollen, a researcher at Indiana
University, concluded in recent research
on the generality of scientific impact
measures: "The notion of scientific im-
pact is a multi-dimensional construct
that can not be adequately measured by
any single indicator, although some
measures are more suitable than others"
(http://tinyurl.com/29gxn6g). His re-
search suggests - and the lesson for open
source communities is - that clearly de-
fining and understanding that which we
want to measure is the most challenging
task. Metrics can provide useful informa-
tion, but if it is not clear what is being
quantified, metrics can give the illusion
of accurate representation of an effect
that does not exist.

Finding Further Interdisciplinary
Lessons

The examples described in this article il-
lustrate the power of searching outside of
one's own field of study for inspiration.
In many cases, these lessons arrive by
serendipity. But how can interdisciplin-
ary lessons be actively sought out? The
amount of information and the sheer
number of fields from which to draw les-
sons is prohibitively large. A carefully
considered approach should be used to
find the most relevant lessons, which can
be broken down into thought exercises
that narrow down the focus to the most
salient options.

1. Clearly define the objective. Is it to gen-
erate more revenue for the company, cre-
ate more features in the product,
promote the product to a broader audi-
ence, receive a grant, strengthen comple-
mentary assets, or increase user
satisfaction? The objective frames the
search for a solution and sets the stage
for generating ideas to find it.
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2. Generalize the problem. Nearly all
problems have existed in a similar form
elsewhere. It is highly unlikely that the
problem is so unique that a completely
novel solution is required. Creating an
abstraction of the core problem by re-
moving detail specific to the context
makes it easier to see similar problems in
other fields.

3. Look for patterns of similarity across
fields. Active observation can happen
during exposure to other fields during
daily activities, such as reading and net-
working. Often, similar problems - and
different approaches to resolving them -
can be found where they were not no-
ticed previously. Actively looking for pat-
terns increases the chances of finding
relevant lessons.

Conclusion

By examining the lessons learned in oth-
er fields, open source communities can
adopt strategies to help improve their in-
novation, social development, and reven-
ue. They can also learn to better measure
contributions to the health of their eco-
system. Open source champions and
community development managers
should embrace broad perspectives and
consider looking through the theoretical
lenses of other disciplines when facing
the challenges of growth, relevance, and
sustainability of their ecosystems. Uncov-
ering the specific interdisciplinary les-
sons that are most relevant to a
particular community's current obstacles
can be challenging and requires a con-
sidered approach, but the potential for
reward is great.
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OPEN OTTAVWA LIBRE: BUILDING CREATIVE CITIES

"When creatives form a productive con-
nection based on shared passion, they
feed each other’s energy and build mo-
mentum toward greater achievements
than would have been possible independ-
ently — something that all talented indi-
viduals intuitively understand."

John Hagel

OpenOttawaLibre (OOL) is a multidiscip-
linary approach that is being developed
to strengthen Ottawa’s position as a cre-
ative city. Faced with stiff competition
from globally dominant mega-centres,
smaller cities like Ottawa can com-
pensate for their size by actively bringing
together people to exchange ideas, share
perspectives, and form new partnerships
to solve existing and emerging problems.
OOL will make it easy to organize these
events and lower the risk by developing
an ecosystem with experienced facilitat-
ors, physical resources, and proven pro-
cesses. OOL is anchored by Ottawa’s
cultural planning group and aims to
make Ottawa a global magnet for creat-
ive industries and talent.

Background

The OOL approach is motivated by a no-
tion that Ottawa is already a creative city,
but it does not perceive itself as such.
The City of Ottawa has looked for ways to
both demonstrate the creative potential
of the city and to harness its power. Over
the last few years, a number of discus-
sions, proposals, and groups coalescing
in different sectors have revealed a com-
mon desire to create a dynamic and excit-
ing place for creative innovation that
would be unique to Ottawa. There is now
an opportunity to bring these groups to-
gether and to start a wider dialogue to-
wards meeting this challenge.

The catalyst for OOL began two years ago
when the City of Ottawa, in partnership
with Simon Fraser University, hosted a
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symposium on creative spaces. Creative
hubs were a focus of much discussion at
that event and staff from the City of Ott-
awa wanted to find a way to bring that
model to Ottawa. As a further benefit of
interdisciplinary discussions during the
symposium, the City’s cultural staff
began to network and share ideas with
organizations that foster innovation and
creativity. From these discussions, they
became aware of an event called
OPEN 09.

OPEN 09, Sandbox, Turtles, and RED

OPEN 09 was held in November 2009 in
Preston, UK and catalyzed OOL’s ap-
proach to event facilitation for creative
industries. As described on the event’s
website (http://www.open09.com):
“Open 09 breaks with the normal confer-
ence model and creates a new participat-
ory experience to explore, inform and
create change in the Digital and Creative
sectors. OPEN 09 is a facilitated, parti-
cipant-driven event centred around cre-
ativity, innovation and its future.”

Two aspects of the OPEN 09 event were
particularly innovative: the event format
and its facilitation technology. OPEN 09
was created and facilitated by Sandbox
(http://www.sandbox.uclan.ac.uk), an
initiative from the University of Central
Lancashire. Sandbox brings together a
wide range of skills and expertise to en-
able innovative and collaborative ways of
working. The event format encourages in-
terdisciplinary interaction by splitting
the participants into group sessions,
called “Turtles” where group members
discuss and debate specific themes that
were crowd-sourced (http://en.wikipe-
dia.org/wiki/Crowdsourcing) from the
wider group prior to the event. Remixing
the participant groups and repeating the
Turtles several times over the course of
the event serves to build upon each ses-
sion’s progress and maximizes interdis-
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ciplinary interactions. This process has
been shown to be highly effective in
breaking through organizational barriers
and polarized thinking in a way that par-
ticipants find engaging and stimulating.

To improve the scalability of the Turtle
concept, Sandbox drew upon their exist-
ing toolkit of facilitation technology, in-
cluding a custom digital facilitation
application, called RED, which they had
developed. RED allows groups of people
to easily capture and share their re-
sponses in real time. It allows parti-
cipants to anonymously and
collaboratively communicate, explore,
and drill down into topics that require a
shared understanding. The technology
also captures the output of these interac-
tions for analysis and dissemination fol-
lowing the event.

Prototype Event

Following the success of OPEN 09, the
OOL team began to plan a similar event
in Ottawa and enlisted the help of Pro-
fessor Simon Robertshaw, the Director of
Sandbox. It was decided to first hold a
prototype event to gauge the com-
munity's interest in holding a larger
event and to refine the event format. Ap-
proximately 40 people from diverse in-
dustries were invited to attend the
prototype event, which was held on June
9, 2010. The scope of the prototype was
equivalent to one of the Turtle groups of
which there were a dozen in the OPEN 09
event.

The first question posed to the Turtle par-
ticipants was "How do we make Ottawa
the most creative city in Canada?". In
subsequent rounds, secondary questions
prompted participants for an actionable
response, for example: "How do you
make your idea happen" or "How would
you spend $500,000?". The process was
repeated two more times with two more
questions. Participants each captured
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their ideas and reflections of the group
discussions on large sheets of paper,
which were later displayed between ses-
sions and analyzed following the event.
Detailed harvesting of ideas were done in
special sessions using wireless key-
boards. RED, facilitation software de-
veloped by Sandbox, allowed
participants to see all the feedback pro-
jected on to a large screen in real-time.
The ability to see that information from
the larger group fueled even more ideas
in the room.

The aim of the prototype that day was to
see if people could engage with the pro-
cess and to see if bringing a diverse
group together would stimulate ideas.
The prototype event would ask the ques-
tion: "Should we do this again but on a
much larger scale?" The answer was a re-
sounding yes. Much of the feedback
noted the need for this type of exchange.
Participants felt they need a place to
meet, where creative interactions
between disciplines can occur. The event
also revealed a willingness of the parti-
cipants to take an active role in address-
ing issues of common interest, rather
than simply passing it off as another per-
son's responsibility. This sentiment is re-
flected in a sample of the written output
from the event (Figure 1.)

Beyond the Prototype: The OOL Model

The prototype event helped demonstrate
the facilitation approach to selected
people in Ottawa, but it also helped the
core team to mentally connect it with
other organizational models, in particu-
lar that of a business ecosystem. The
model of OOL as an environment with
players, resources, and processes aligned
to a shared outcome is entirely consist-
ent with that of business ecosystem plat-
form. Using this framework, OOL can be
designed systematically, benefitting from
the learning taking place in this related
domain.
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Figure 1. Participant Feedback Captured During the OOL Prototype Event
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At the centre of OOL, is the concept of an
event: a facilitated session where diverse
talent is brought together to collaborate
on a topic of common interest in a novel
and openly shared process. Essentially,
this systemizes the process of an acci-
dental encounter, actively bringing to-
gether self-selected creative people from
multiple disciplines and focusing their
attention on a topic of common interest.
The goal is to make these events scalable
and easy to organize by establishing the
necessary resources, processes, and
skills in the ecosystem. By reducing the
barriers and encouraging event fre-
quency, a supporting organization could
become self-sustaining and anchor a
multi-use cultural facility that creates a
new capacity for both creation and con-
sumption of cultural works in the city.
This facility would provide a cost-effect-
ive means of allowing the organization
to perform its role of fostering collabora-
tion between multidisciplinary teams
from science, medicine, engineering,
academia, and government.

The OOL Approach

The activities of OOL use a consistent ap-
proach where self-selected stakeholders
participate in interactive group discus-
sions of their choice and work collaborat-
ively towards meaningful and actionable
output. Half-hearted participation is a
lose-lose proposition that should be dis-
couraged.
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The OOL process follows a path from in-
teractions in an online environment that
culminate in a face-to-face group event.
The online forums and face-to-face
event are structured to be highly comple-
mentary. The strength of an online for-
um is its ability to cast a broad net of
participation, allow time for introspec-
tion, and efficiently harvest small slices
of attention. In contrast, a face-to-face
event is intense and time constrained.
OOL has chosen to adopt the Turtle
format, which has been shown to be ef-
fective in breaking through organization-
al barriers and polarizing thinking in a
way that participants find engaging and
stimulating.

The OOL Technology

To prepare for a given event, it is import-
ant to gain a critical mass of commit-
ment and engagement to make the event
meaningful and productive. This re-
quires several things to come together:

1. People need to attach themselves to a
problem worth solving.

2. The problem must be sized and
shaped by the group to make it realistic
to attack with resources available.

3. The group must gain sufficient critical
mass and diversity to unleash the value
of the process.
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There are two major technological ele-
ments that are part of the OOL environ-
ment before, during and after the events:
the online website and the event plat-
form.

The website includes a multi-user blog-
ging and forum environment with plans
to support a self-organizing group forma-
tion engine. Using the online forum,
OOL participants can join discussions
around selected event themes. The goal
of the forum is to bookend the physical
event with open and shared discussions
that shape the input to the Turtle
themes. The forum is also used to later
interpret the Turtle output for the benefit
of the broader online community.

The event platform is currently based on
the RED application from the Sandbox
toolkit, with a goal to extend support to
remote Turtles using a derivative the
BigBlueButton (http://www.bigblue
button.org), an open source web confer-
encing application.

Next Steps

The OOL team is in the process of plan-
ning a large event to be held in late 2010
or early 2011, but is also acting to realize
its wider vision. But what has only re-
cently been surmised, is how by creating
OOL, Ottawa could more effectively com-
pete against larger centres. OOL creates
an artificial environment where we act-
ively assemble a density of creative talent
that have established trusted relation-
ships and have them participate in a facil-
itated process that results in innovative
and actionable output. In this way, OOL
will foster collaboration amongst diverse
disciplines, enable partnerships, and gen-
erate new possibilities to help build Ott-
awa as a creative city. The next steps will
be driven by the intent to harvest creat-
ive energy and resources in order to:
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1. Foster stronger discourse and collabor-
ation aimed at generating ideas that solve
problems and that can lead to innovation.

2. Nurture and connect Ottawa’s local
cultural and digital media industries.

3. Identify community needs, gaps and
opportunities that can be addressed
through policy, process and product de-
velopment.

Conclusion

OpenOttawaLibre is an opportunity for
both the City of Ottawa and as a model
for other regional cities to consider ad-
opting to deliver a higher quality of life al-
ternative for creative talent and
industries. It does this by systemizing the
serendipitous process of encounters and
creating a trusted but open environment
that enables individuals from diverse
backgrounds and points of view to collab-
orate on issues of mutual interest and
shared passion. This is done by actively
shaping the local environment to better
deliver the desired outcomes.

Michael Ayukawa is founder of Corner-
portal (http://cornerportal.com), a com-
pany making it easy and low risk to
organize your own cultural event. Mi-
chael is also a Master’s student in the
Technology Innovation Management pro-
gram at Carleton University who has em-
braced the paradigm of the business
ecosystem.

Julie DuPont is a Cultural Planner for the
City of Ottawa (http://lwww.ottawa.ca),
she has a degree in fine art and a diploma
in fine metals. Julie has been working in
project management of Public Art for the
last 20 years. She has a keen interest in di-
gital technology and creative ideas.
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DEAL DEVELOPMENT IN BUSINESS ECOSYSTEMS

"Let's make a deal!"
Monty Hall

This article describes a project to develop
a platform that promotes transactions
between customers and suppliers within
a business ecosystem. A web-based plat-
form is being developed to track custom-
er interactions and manage the flow of
deals through development stages. The
solution will be implemented using an
open source customer relationship man-
agement (CRM, http://wikipedia.org/wiki
/Customer_relationship_management)
tool that will be customized to suit the
particular needs of a business ecosystem.

Introduction

A key indicator of a healthy business eco-
system is its ability to generate revenue
for all the players involved. In his June
2010 OSBR article (http://tinyurl.com/
32jlwm7), Tony Bailetti defined a busi-
ness ecosystem as "a community of com-
panies, organizations and individuals
that share a desire for achieving high-im-
pact, system-level results and deliver be-
nefit to their customers, partners and
community members from their interac-
tions using a multi-sided platform."
Within this community, deals are the key
revenue generator. This article examines
how a platform can promote ecosystem
health by encouraging more deals to be
created and closed.

In the Technology Innovation Manage-
ment program (TIM, http://carleton.ca
/tim) at Carleton University, a lead pro-
ject is underway to develop a deal devel-
opment platform for business
ecosystems. Using a local technology
business ecosystem, Lead to Win
(http://www.leadtowin.ca), a prototype
framework is being developed that can
be extended to other business ecosys-
tems. The first half of this article defines
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a deal flow process. The second half of
this article describes the implementation
of an open source CRM tool to track cus-
tomer interactions and manage deal
flow, with functionality customized to
the particular needs of business ecosys-
tems.

Lead Project Overview

The goal of the deal development project
is to provide a web-based prototype solu-
tion tailored to business ecosystems. The
project began in June 2010. Development
of the deal flow platform is proceeding
through the following steps:

1. Define deal players and their respons-
ibilities.

2. Define stages of ecosystem deal flow.

3. Specify technical requirements.

4. Implement technical solution.

5. Deploy the prototype to be tested by
lead users.

6. Evolve as necessary.

The following sections describe the pro-
ject's progress to date through each of
these steps and the lessons learned.

Players and Their Responsibilities

A typical deal supported by the platform
will have the following players:

1. A customer: a company or individual
that brings a problem to be solved.

2. An orchestrator: a company that will
serve as a middleman between the
customer and the rest of the ecosystem
to simplify interactions with the custom-
er and coordinate the actions of the sup-
pliers.


http://en.wikipedia.org/wiki/Customer_relationship_management
http://www.osbr.ca/ojs/index.php/osbr/article/view/1139/1090
http://www.carleton.ca/tim
http://www.leadtowin.ca
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3. A primary contractor: an entity re-
sponsible for delivering most or all of the
solution.

4. Suppliers: other companies who will
be delivering parts of the solution.

Without a customer and their problem,
there is no deal. Customers bring the
problems that need to be solved and they
contribute feedback to the development
of the proposed solutions. Importantly,
they also bring the money.

The primary responsibility of an orches-
trator is to mediate between the ecosys-
tem and the customer. An orchestrator
should find companies within the ecosys-
tem with the necessary skills to craft a
solution to the customer’s problem. The
orchestrator should also interact with the
customer to ensure that changes to re-
quirements are passed along to the
primary contractor and suppliers. Any
ecosystem player could theoretically be-
come an orchestrator. However, orches-
trator selection will usually favour the
most qualified, experienced, well-con-
nected, and trusted players. In special cir-
cumstances, a customer may orchestrate
their own deal, which is more likely when
the customer has participated in the eco-
system long enough to become familiar
with the way deals operate within it.

The primary contractor is responsible for
performing most or all of the work. It ad-
vises the orchestrator of the required
timescales, resources, and services. It
may also help the orchestrator find con-
tractors with the skill sets necessary to
build a solution for the customer, partic-
ularly if specialized skills are required.
There are no formal requirements for
primary contractors. The selection is
made by an orchestrator based on the
primary contractor's level of trust, repu-
tation, and technical skills.
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Suppliers are typically small companies
that cannot reach customers directly or
have a limited view of the big picture of a
customer’s problem even when the cus-
tomer is already affiliated with the eco-
system. These companies need a channel
to go to market and the deal develop-
ment platform provides this channel.
Suppliers may be contracted directly by
the orchestrator or by the primary con-
tractor depending on the requirements
of the solution.

Other players may be involved during dif-
ferent stages of a deal development pro-
cess to provide their expertise and
services. For example, subject experts
acting as service providers may be in-
volved during the screening of potential
opportunities to help to help determine
whether there is sufficient capability
within the ecosystem to solve the prob-
lem. Later on in the process, a contract
may require legal and intellectual prop-
erty experts to ensure that it fully covers
the rights, responsibilities, warranties,
and liabilities associated with the deal, as
well as the relationships of other com-
panies who participated in creating a
solution for the customer.

Why Deals Within Business Ecosystems
Are Different

The roles described in the previous sec-
tion and the nature of interactions
between the players represent a signific-
ant shift from the traditional customer-
supplier relationship, where the supplier
interacts directly with the customer or
through an intermediary to make the
deal. In a business ecosystem, both the
suppliers and customers are affiliated
with the ecosystem. Tony Bailetti dis-
cussed this shift in his June 2010 OSBR
article (http://tinyurl.com/32jlwm?7) and
his illustration of these relationships is re-
produced here as Figure 1.


http://www.osbr.ca/ojs/index.php/osbr/article/view/1139/1090
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Figure 1. Traditional Supplier-Customer Relationships Versus the Business Ecosystem
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The business ecosystem approach takes
advantage of shared affiliations to con-
nect suppliers and customers to interme-
diaries,  orchestrators, and  other
members through the deal development
platform. The existence of the platform
creates advantages for all members over
the traditional model and brings players
together through their common interest
in making a deal. Efficient deal making,
reduced transaction costs, and greater
opportunities for collaboration and co-
creation are expected.
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Deal Flow Stages

As a deal progresses, it moves through
several defined stages (Figure 2). In the
first stage or the proposed deal flow, a po-
tential deal begins when a customer sub-
mits a problem. The problem is then
evaluated to determine whether it repres-
ents an opportunity for a deal. To pro-
ceed, a problem must be feasible and a
good fit for the supplier capabilities in
the ecosystem. Once a problem is quali-
fied as an opportunity, it progresses to
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the next stage, where orchestrators sub-
mit proposals to solve the problem.

During the proposal stage, iterative im-
provements may be suggested based on
customer feedback. Once the customer
accepts a proposal, a memorandum of
understanding (MOU) is created by the
customer and the orchestrator. The
MOU is not binding; if subsequent pro-
gress is unsatisfactory, the customer can
re-open the problem for additional pro-
posals.

The MOU stage is also known as Gate 0.
Gates are points in the process where cer-
tain conditions must be met before the
deal can proceed to the next stage. For
example, the condition for moving
through Gate 0 is acceptance of the MOU
by all sides.

Figure 2. Deal Development Stages

Next, the deal moves to the contract de-
velopment stage, where the objective is
to pass through Gate 1 by completing
and signing a contract. The contract is
developed between the customer, the or-
chestrator, and the primary contractor.
In parallel, the primary contractor and
suppliers will also work on the prototype
solution, which may be complete by the
time the contract is signed and the deal
passes through Gate 1.

Once the contract is signed, the deal
moves into the solution delivery stage,
where the solution is developed and then
delivered. Once it is delivered, the deal
passes through Gate 2 and is considered
to be fulfilled. Finally, Gate 3 signals the
completion of postmortem reviews, un-
dertaken to capture feedback and to
evolve the deal flow mechanism.
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Implementing the Platform

Up to this point in the project, the focus
had been on the players and the proced-
ural stages that a deal passes through un-
til completion. The next step is to
implement a platform for managing this
process. The previous steps provided in-
sight into the technical requirements of a
platform:

1. All ecosystem members must have ac-
cess to the platform.

2. All proposal and deal documentation
must be stored in a common database.

3. All interactions between players must
be tracked.

4. The status of a each deal must be
tracked, including the details of its pro-
gression through each stage of the deal
flow.

5. Different levels of access privileges
must be implemented to prevent access
to confidential information by members
of the ecosystem who are not part of that
deal.

6. An individual may have different ac-
cess privileges for different deals, de-
pending on their role in each deal.

The parallels between the proposed deal
flow and the activities involved in man-
aging customer relationships in a single
company pointed to a customer relation-
ship management tool as the preferred
starting point for implementing the plat-
form. Considering the diversity of players
that need access, a web-based solution
was required. Finally, the need to cus-
tomize the application to suit the unique
context of a business ecosystem sugges-
ted that an open source solution should
be used.
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In the following section, the traditional
use cases for CRM and its related tools
provide the necessary background to un-
derstand the key functionality of these
tools and how they may require custom-
ization to suit business ecosystems.

Traditional CRM Use Cases

CRM has been well studied and practiced
for over a decade. All commercial CRM
tools support processes for lead manage-
ment, sales, marketing, and support.
They enable the user to efficiently man-
age the flow of each customer account
through each of these processes. A typic-
al CRM use case is in support of sales
force automation and call center man-
agement.

Many proprietary and open source CRM
tools are available and they are now com-
monplace in traditional business set-
tings. However, the presence of a CRM
tool and related IT technology does not
automatically achieve good CRM prac-
tice and outcomes. Most off-the-shelf
CRMs support marketing and sales pro-
cesses very well, but they are limited to
these activities. To be effective, the tech-
nology must handle all of the customer
information management processes ne-
cessary to achieve end-goal performance
for the organization.

The ideal approach is to establish a cus-
tomer-centric culture and management
approach and then select and modify the
technology to provide the necessary sup-
port. The processes should be evolved
over time based on feedback from the
outcome performance, which is meas-
ured relative to the goals of the company
or platform. An organization’s CRM must
be focused on managing the entire cus-
tomer lifecycle relationship rather than
being solely concerned with transaction-
based relations or one-on-one relations.
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In other words, a strategic approach is re-
quired to achieve the goals of the firm. A
good CRM tool is of little use if the data
are not being used for strategic planning
or if it is not known how data from the
tools and CRM processes relate to end
goals of the company. This approach re-
quires an ongoing and evolving process
for managing customer relationships.
Feedback from past performance in-
forms new strategies for the organization
to provide value to the customer.

Adapting a CRM for a Business
Ecosystem

While a CRM system can be a useful tool
in streamlining the way that a company
interacts with customers, deploying such
a tool for ecosystems presents significant
challenges. Existing CRM applications
are made for single companies. In an eco-
system, there are many players interact-
ing with other members and customers.
During deal making, each of the players
should be able to see the content relev-
ant only to deals in which they are parti-
cipating. This requires an extended
system of access privilege control and ad-
ditional account features. Similarly, a
process for deal development within an
ecosystem is different from traditional
contract development between one com-
pany and another. In order to develop
such a process, ecosystem researchers
should work together with orchestrators,
suppliers and customers, as well as legal
experts and other users of the processes,
creating opportunities for multidisciplin-
ary work.

The deal flow has implications for the ad-
aptation of a CRM tool at the level de-
scribed in Figure 2, but also within each
stage of deal progression. Throughout
the process, the CRM must log all de-
cisions and interactions between players,
along with the documents required for
that stage. As the deal progresses within
and between stages, the relevant docu-
mentation must follow.
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To illustrate how the CRM tool may be
used, Figure 3 shows the possible activit-
ies that comprise the proposal stage
(Gate 0). This stage starts with the input
of a qualified opportunity and ends when
the proposal is accepted or withdrawn.
Before starting, teams are assembled and
roles are assigned and the team structure
and player roles are reflected in the CRM
tool. Orchestrators have access to all
data, but the access of members is lim-
ited by their role. Each update their docu-
ments and submit them for review by
one or more team members and then the
customer. The outcome of the review
could result in further changes with or
without a change in orchestrators, ac-
ceptance of the proposal, or cancellation
of the proposal. If the proposal is accep-
ted, the deal has passed Gate 0 and it
enters the next stage of the deal flow.

The CRM tracks the progression of the
deal and automatic notifications can be
sent to all interested parties when a new
stage is reached. Throughout the pro-
cess, the CRM logs all interactions, in-
cluding emails, voice communications,
notes, documents, contacts, and meet-
ings. The data will be used to analyze re-
lationships and inform future strategy
planning and performance improve-
ment.

To help users initiate a deal and progress
it through the various stages, the CRM
tool should provide generic templates for
documents and activity flow. In a large
ecosystem with a variety of companies
supplying products and services for cus-
tomers, and with participants of various
roles contributing towards a final deal,
the level of deal complexity and variabil-
ity is likely high. It is difficult to anticip-
ate what will be required for a "generic
deal". For the purposes of this project, a
number of case studies will inform the
initial template, which will evolve over
time. The goal is to make it flexible to
support future evolution.
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Figure 3. Activity Flow Within the Proposal Stage
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Conclusion

A CRM-based deal development plat-
form adds value to a business ecosystem
by providing customers with an interface
to an ecosystem and reducing their trans-
action costs. For suppliers, it provides an
efficient means to submit proposals and
make deals, which ultimately increases
their opportunities for revenue genera-
tion. A robust deal development platform
that simplifies the response to a custom-
er’s need, while reducing the cost of go-
ing from problem to solution, can
provide a competitive advantage for a
business ecosystem and its members.
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"Visualization and belief in a pattern of
reality activates the creative power of real-
ization."

A. L. Linall, Jr.

Faced with an ever-increasing capacity
to collect and store data, organizations
must find a way to make sense of it to
their advantage. Methods are required to
simplify the data so that it can inform
strategic decisions and help solve prob-
lems. Visualization tools are becoming in-
creasingly popular since they can display
complex relationships in a simple, visual
format.

This article describes Bloom, a project at
Carleton University to develop an open
source visualization tool for complex net-
works and business ecosystems. It
provides an overview of the visualization
technology used in the project and
demonstrates its potential impact
through a case study using real-world
data.

The Bloom Project

Bloom was initiated in the spring of 2010
by graduate students in the Technology
and Innovation Management program
(TIM, http://www.carleton.ca/tim) at
Carleton University in Ottawa. The pro-
ject's mandate is to use open source visu-
alization tools and techniques to develop
a platform to visualize the structure and
relationships within complex networks. A
web-based prototype was developed us-
ing a combination of open source tools,
including Prefuse-Flare (http://flare.
prefuse.org), MySQL (http://mysqgl.com),

Glassfish (https://glassfish.dev.java.net),
and Eclipse (http://eclipse.org). These
tools were chosen because of their matur-
ity and flexibility. When combined, they
enabled rapid development of a new
visualization prototype that can be read-
ily customized.
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The main component of the platform is
Prefuse-Flare, an open source visualiza-
tion project that began at Berkeley Uni-
versity. As described on the Flare
website: “Flare is an ActionScript library
for creating visualizations that run in the
Adobe Flash Player. From basic charts
and graphs to complex interactive graph-
ics, the toolkit supports data manage-
ment, visual encoding, animation, and
interaction techniques. Even better, flare
features a modular design that lets de-
velopers create customized visualization
techniques without having to reinvent
the wheel.” Flare provides the baseline
visualization capabilities to which cus-
tomizations will be added as the project
proceeds and its technical requirements
are refined.

Prototype Overview

To test the platform prototype and its
capabilities, data were gathered from the
business ecosystem surrounding BigBlue-
Button (http://bigbluebutton.org), an
open source web conferencing solution.
Here, these data are used to demonstrate
the basic functionality of the visualiza-
tion tool (Figure 1).

The interface is separated into three
main areas: the display window, the pro-
file window, and the menu. In the display
window, the data are visualized and the
user can explore the output by selecting
items on the displayed structure. The
profile window displays relevant informa-
tion regarding the selected item. At the
bottom of the screen, the menu provides
options for changing the display type
and data source. Figure 1 shows the Radi-
al Tree layout. Other available display
types include: Circle (Figure 2), Indented
Tree (Figure 3), and Node Link (Figures 4
and 5).


http://www.carleton.ca/tim
http://flare.prefuse.org
http://www.mysql.com
https://glassfish.dev.java.net
http://www.eclipse.org
http://flare.prefuse.org
http://www.bigbluebutton.org
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Figure 1. Bloom Prototype: Visualization Tool Interface
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Case Study

A case study was developed in collabora-
tion with the Ottawa Centre for Research
and Innovation (OCRI, http://ocri.ca).
This presented an opportunity to assess
the scalability of the tool by creating a
visualization of a large, complex network.
OCRI maintains a database of 1,900
members, representing over 7,000 regis-
tration records. The case study also
provided direct interaction with users;
their interpretations and feedback would
allow the team to focus further refine-
ments of the tool. Following a positive
case review with members of OCRI’s ex-
ecutive team, subsequent sessions were
scheduled to drive refinements of the
tool to meet their specific needs.
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Figure 2 shows OCRI's network of 18
high tech industry sectors, displayed us-
ing the prototype visualization tool. Each
circle represents a sector and is sized ac-
cording to the number of connections to
other sectors. For example, the Contact
Centre sector has fewer interconnections
than the Cleantech sector and it is ac-
cordingly smaller in the visualization.
The width of the lines that connect the
sectors increase based on the number of
companies that are included in the rela-
tionship. The Knowledge and Support
Services sector has the largest number of
relationships, while Contact Centre is
one of the smaller sectors. The visualiza-
tion also shows that there are strong ties
between the Knowledge Support Services
sector, the Software sector, and the eBus-
iness sector.


http://www.ocri.ca
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Figure 2. Bloom Prototype: Circle Display of OCRI Member Relationships
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This case study demonstrates the capab-
ility of the tool to display and manipulate
information. For example, a user can se-
lect different displays to explore the data
and choose a representation that
matches their own conceptual model. By
selecting an industry sector and dragging
it across the screen, a user can highlight
and extract information specifically re-

lated to that sector. As shown in Figure 3,
the Cleantech sector has been selected
and now shows the strength of its rela-
tionship to other industry sectors.

The user can drill down into the data to
display additional details regarding the
company member registrations in the in-
dustry sub-sectors. Figure 4 shows a

Figure 3. Bloom Prototype: Indented Tree Display of Cleantech Sector
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Figure 5. Bloom Prototype: Node Link Display Showing Member Company Relationships
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Node Link display of the Cleantech sec-
tor, which allows the user to see that the
Cleantech industry has been subdivided
into seven sub-sectors with strong rela-
tionships to ‘Clean Energy’, Environ-
ment, and Professional Services.

By selecting the Bioproducts icon, a dis-
play is presented that highlights the
member companies and their relation-
ships. Figure 5 shows this additional level
of detail, again using the Node Link dis-
play. In this example, nine companies
are registered in this Cleantech industry
sub-sector.

Conclusion

In complex networks, the sheer amount
of data and its numerous interconnec-
tions prevent decision-makers from eas-
ily probing the data and discovering
relationships within it. The visualization
platform adds value as an enabler in the
management and development of these
networks. It provides users with the abil-
ity to view, assemble, and modify the
components presented in the display,
and to view a snapshot the network at
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any point in time, without requiring the
technical skills to develop and maintain a
database.

The Bloom project team is currently en-
hancing the capabilities of the visualiza-
tion tool for use in business ecosystems.
Because the concept of creating and
maintaining business ecosystems is relat-
ively new, few automated tools exist to
assist members in understanding the re-
lationships of the ecosystem being de-
veloped. The goal is to retain the value of
the visualization tool as a general applica-
tion to graphically display data in com-
plex networks, while developing its
capability to build and better understand
relationships within business ecosystems.

Frank Horsfall is a graduate student at
Carleton University in Ottawa who is re-
searching visualization for business eco-
systems. He is also the Project Founder
and Lead of Bloom and President of En-
TeraSec Inc. (http://lwww.enterasec.com),
a security services company in the Lead to
Win business ecosystem.
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RECENT REPORTS

Open Source Hardware Draft Definition Version 0.3
From the Introduction:

"Open Source Hardware (OSHW) is a term for tangible artifacts — machines, devices, or other
physical things — whose design has been released to the public in such a way that anyone can
make, modify, distribute, and use those things. This definition is intended to help provide
guidelines for the development and evaluation of licenses for Open Source Hardware.

It is important to note that hardware is different from software in that physical resources must
always be committed for the creation of physical goods. Accordingly, persons or companies
producing items ("products") under an OSHW license have an obligation not to imply that
such products are manufactured, sold, warrantied, or otherwise sanctioned by the original de-
signer and also not to make use of any trademarks owned by the original designer."

http://freedomdefined.org/ OSHW

Canada’s Digital Environment for Research, Innovation and Education

Copyright: Canada's Advanced Research and Innovation Network (CANARIE), Canadian Uni-
versity Council of CIOs (CUCCIO), Canadian Research Knowledge Network (CRKN), Canadian
Digital Media Network (CDMN), and Compute Canada

From the Executive Summary:

"Canada has developed a strong digital foundation but the five organizations participating in
this joint submission believe strongly that Canada must move beyond ad-hoc development of
the separate elements of the emerging digital environment for RIE and take a systemic view.
Canada needs a strategy for an integrated digital environment, together with a vision of how
the various elements, and the organizations that provide them, must align. We further assert
that the framework presented has the potential to spur broad downstream positive effects
across private and public sector domains within the innovation system."

http://www.canarie.ca/ DES_Submission_E.pdf
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September 15
Women Who Tech
Global

"The 3rd annual Women Who Tech Tele-
Summit will bring together over 600 wo-
men from across the US and abroad in
the non-profit, political and business
world for an incredible lineup of thought
provoking panels featuring technology
change makers."

http://www.womenwhotech.com
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UPCOMING EVENTS

September 18
Software Freedom Day
Global

"Software Freedom Day (SFD) is a world-
wide celebration of Free and Open
Source Software (FOSS). Our goal in this
celebration is to educate the worldwide
public about of the benefits of using high
quality FOSS in education, in govern-
ment, at home, and in business - in
short, everywhere! The non-profit com-
pany Software Freedom International co-
ordinates SFD at a global level, providing
support, giveaways and a point of collab-
oration, but volunteer teams around the
world organize the local SFD events to
impact their own communities."

http://softwarefreedomday.org
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http://www.leadtowin.ca

The goal of the Open Source Business Re-
source is to provide quality and insightful
content regarding the issues relevant to
the development and commercialization
of open source assets. We believe the
best way to achieve this goal is through
the contributions and feedback from ex-
perts within the business and open
source communities.

OSBR readers are looking for practical
ideas they can apply within their own or-
ganizations. They also appreciate a thor-
ough exploration of the issues and
emerging trends surrounding the busi-
ness of open source. If you are consider-
ing contributing an article, start by
asking yourself:

1.Does my research or experience
provide any new insights or perspect-
ives?

2.Do I often find myself having to
explain this topic when I meet people
as they are unaware of its relevance?

3. Do I believe that I could have saved
myself time, money, and frustration if
someone had explained to me the
issues surrounding this topic?

4. Am I constantly correcting misconcep-
tions regarding this topic?

5. Am I considered to be an expert in this
field? For example, do I present my
research or experience at conferences?
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CONTRIBUTE

If your answer is "yes" to any of these
questions, your topic is probably of in-
terest to OSBR readers.

When writing your article, keep the fol-
lowing points in mind:

1. Thoroughly examine the topic; don't
leave the reader wishing for more.

2. Know your central theme and stick to it.

3. Demonstrate your depth of under-
standing for the topic, and that you
have considered its benefits, possible
outcomes, and applicability.

4. Write in third-person formal style.

These guidelines should assist in the pro-
cess of translating your expertise into a
focused article which adds to the know-
ledgable resources available through the
OSBR.

September 2010: Keystone Companies

October 2010: Sales Strategy

November 2010: Economic
Development




Formatting Guidelines:

All contributions are to be submitted in
.txt or .rtf format.

Indicate if your submission has been pre-
viously published elsewhere.

Do not send articles shorter than 1500
words or longer than 3000 words.

Begin with a thought-provoking quota-
tion that matches the spirit of the article.
Research the source of your quotation in
order to provide proper attribution.

Include a 2-3 paragraph abstract that
provides the key messages you will be
presenting in the article.

Any quotations or references within the
article text need attribution. The URL to
an online reference is preferred; where
no online reference exists, include the
name of the person and the full title of
the article or book containing the refer-
enced text. If the reference is from a per-
sonal communication, ensure that you
have permission to use the quote and in-
clude a comment to that effect.

Provide a 2-3 paragraph conclusion that
summarizes the article's main points and
leaves the reader with the most import-
ant messages.

If this is your first article, include a 75-
150 word biography.

If there are any additional texts that
would be of interest to readers, include
their full title and location URL.

Include 5 keywords for the article's
metadata to assist search engines in find-
ing your article.
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CONTRIBUTE

Copyright:

You retain copyright to your work and
grant the Talent First Network permis-
sion to publish your submission under a
Creative Commons license. The Talent
First Network owns the copyright to the
collection of works comprising each edi-
tion of the OSBR. All content on the

OSBR and Talent First Network websites
is under the Creative Commons

attribution (http://creativecommons.org/
licenses/by/3.0/) license which allows for
commercial and non-commercial redis-
tribution as well as modifications of the
work as long as the copyright holder is at-
tributed.

The OSBR is searching for the right
sponsors. We offer a targeted readership
and hard-to-get content that is relevant
to companies, open source foundations
and educational institutions. You can
become a gold sponsor (one year
support) or a theme sponsor (one issue
support). You can also place 1/4, 1/2 or
full page ads.

For pricing details, contact the Editor
chris.mcphee@osbr.ca.
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GOLD SPONSORS

ffb Ontario

The Talent First Network program is
funded in part by the Government of
Ontario.

fin] & Carleton

The Technology Innovation Management (TIM)
program is a master's program for experienced
engineers. It is offered by Carleton University's
Department of Systems and Computer Engineer-
ing. The TIM program offers both a thesis based
degree (M.A.Sc.) and a project based degree
(M.Eng.). The M.Eng is offered real-time world-
wide. To apply, please go to:
http://www.carleton.ca/tim/sub/apply.html.
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