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McAfee, 2006
Knowledge workers can count on two kind of IT tools: channels (e.g. e-mail

and IM) and platforms (e.g. intranets and corporate websites). Channels are
far more used than platforms but user satisfaction is not skyrocketing.

Enterprise 2.0 technologies the so-called SLATES are the new tools to help
knowledge workers in the firm:

Search: search by users overperforms the search in the intranets managed by
professionals

Links: ability to create links can let you infer the opinion of many users
Authoring: desire to author in cumulative or iterative way might lead to high

quality outcomes
Tag: folksonomy rather than taxonomy to describe the contetns
Extensions: algorithms used to infer and suggest related items
Signals: a way to escape from the overwhelming sensation of the amount of

data. E.g. RSS feed.

The advantages of 2. 0 technology are on one hand that anyone able to deal
with e-mails and the Web is able to deal with them (ease of use), on the other
hand that they can help to lower the disfunction of firm’s scale increase.

However the process is not automatic and still the role of management is
needed. In fact, it has been demonstrated that 2.0 technologies spread quicklier
when there is a hierarchy (cfr. subjective norm in Maruping, Agarwal (2004)).
Other factors which positively influence the adoption are a dedicate culture, a
common platform and informal rules (i.e. letting people play around with it
when confident in other scopes).

The main challenge is to differentiate from the Internet where the majority
of user is passive.

Cook, 2008
The paper faces the issue of user contribution. Once considered as charity,

now user contribution is the source of value for many firms. It delivers value in
two ways:

• active contribution, such as information and expertise.

• passive contribution, such as behavioral data.
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The advantages from user contribution are at the following levels: (i) cost
level, free raw material; (ii) scalability level, that is many contributors rise the
quality; (iii) competition level, i.e. benefits from network effects.

Then the author explores the false myths: (a) user contribution is only for
high tech companies; (b) user contribution might harm traditional companies;
(c) the outcomes are poor; (d) it will only be a bubble.

At this point the author shows the employment of user contribution in the
different layers of value chain providing examples:

1) Customer Service and Post Sale Assistance (e.g. Hyatt used forums)
2) Marketing (e.g. Unilever for diapers)
3) Capital Resources (e.g. Honda for the navigator)
4) Design and Development (e.g. the T-shirt)
5) HR (e.g. BestBuy)
6) Production (e.g. American Idol)

The implementation of the user contributed technologies will eventually
need: personal experience, small experiments, slackness and contribution of
young people. Manager in the end needs to be prepared to difficulties and
failure and needs continuous feedback.

Porter, 1991
Previous literature on strategy based on: (i) clear and consistent set of goals;

(ii) goals aligned with SWOT analysis; (iii) creation and exploitation of distinc-
tive competencies.

The principles stated are general for two reasons: (a) need to develop a theory
able to comprehend everything and avoiding to leave some issues isolated; (b)
need to recognize the specificities and complexities of competiion.

The dynamic theory of strategy is built on framework rather than the model.
The framework is capturing broader issues not focusing on an equlibrium despite
optimization procedures. It is to say that frameworks are complementary rather
than substitutes of models.

The firm strategy depends on: (i) attractiveness of the industry; (ii) position
of the firm in the industry (differentiation vis-à-vis cost leadership)

The competitive advantage is developed around activities, which are arrayed
in the so-called value chain. It is the value chain that let one understand the
cost position.

Superior performance of some firms derives from drivers, which are core ac-
tivities that dynamically can maintain and influence the competitive advantage.

Success is instead function of inital condition and managerial choice

The dynamic theory of strategy moves from: (i) Game Theory, from which
lends the issue of many rational and different consistent equilibria according
to the choices of the agents; (ii) Commitment under uncertainty which is able
to define strategies when irreversible; (iii) Resource Based view, for the issue
of core competences, intermediate between activities and advantage, combined
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with resources which are VRIO (Valuable, Rare, Inimitable, Organizationally
feasible).

The dynamic theory must deal both with firm and industry and must offer
the possibility to create new options rather than choose among a set of pre
defined ones. On the other hand it should take into account the role of history
and accident and allow for exogenous change.

Porter identifies the origin of competitive advantage both in the firm and in
the industry:

Firm: an organization able to learn and redefine the strategy
Industry : being nested in one peculiar country.
This because of the environmental determinants, which Porter defines as the

”diamond”:
a) Factor Condition.
b) Demand Condition.
c) Home based suppliers and related industries.
d) Firm Strategy, structure and rivalry.
To these four factors Porter adds the serendipity, the Government and the

infrastructure.
It is to say that each element of the ”diamond” are self reinforcing with

blurred causality relations. Moreover, is stated that growth of firms within
a nation has to rely on more than one element of a diamond (cfr. the strong
interedendency) and eventually it explains very well the issue of cluster as Porter
states that geographical proximity magnifies the relationships of the diamond.

Magretta, 2002
The article states that a business model which is successful should not shift

revenues and profits but should create new ones. The author makes the example
of Mr. Fargo and the Traveller’s Cheque.

Nowadays computers help to compute different scenarios and the outcomes
are less dependent to chance as happened before.

The assumptions of a business model need to be tested in order to avoid
failures such as Eurodisney when opened. The tests are two:

a) Number Test. The consumer needs to be willing to pay more than the
status quo the product.

b) Narrative Test. The business model must be sound.
Sometimes there is also the need of a strategy in order to differentiate the

product from the competitors. It is true that it may happen that a business
model itself it is a strategy and there are no clear boundaries, but when possible
definition an distinction must be made in order to bring clarity and avoid fuzzy
thinking within the organization.

Sahlman, 1997
The article treat the business plan. Despite it is ranked from 2 to 1 in a scale

of 10 as a proxy of a firm success, it is the fundamental document to raise money.
Its poor reliability is given by the vicious circle of over optimistic forecasts and
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cumulative inaccuracy. Moreover there is the need of assessing clearly the issue
of break even.

A business plan must explain four key elements:
1) People. Managerial Background, knowledge of the target industry, fame

in the industry.
2) Opportunity. Hi Growth industries, need to depict clearly the growth

scenario. Issue of resources and sustainability. Trap of the arbitrage, no sus-
tainability.

3) Context. Favorable policy framework helps sustainability.
4) Risk and Reward. Clear Risk assessment and Incentives to the Investor.
The deal must be lean and clear, trying to avoid legal ties. Before looking

for money the entrepreneur should develop beta versions, prototypes and focus
groups (cfr. Small experiments).

The entrepreneur must treat the investors as active agents rather than bur-
den for them.

Venkatesh & Davis, 2000
The paper takes the Technology Acceptance Model as the starting point. It

is a model which states that intention to adopt is function of perceived usefulness
and perceived ease of use. The so-called TAM2 provides additional elements to
TAM, especially three social forces:

• Subjective Norm (i.e. ”I force you to do something”)

• Voluntariness

• Image (i.e. ”The prestige associated to the use of the mentioned technol-
ogy”)

The paper provides a set of hypothesis to be tested:
1.a) Subjective Norm has positive direct effect on intention to use when the

technology is perceived as mandatory.
1.b) Subjective Norm has not a direct positive effect on intention to use

when the technology is perceived on a voluntary basis.
1.c) The voluntariness has an effect of mitigation on the subjective norm’s

influence on the intention to use.
2) Subjective norm has a direct positive effect on perceived usefulness with

no regard on the mandatory aspect.
3.a) Subjective Norm has a positive effect on Image
3.b) Image has a positive effect on perceived usefulness
4.a) Subjective Norm’s effect on intention to use decreases as experience

increases
4.b) Subjective Norm’s effect on perceived usefulness decreases as experience

increases.
5) Job Relevance has a positive effect on preceived usefulness.
6) Output Quality has a positive effect on perceived usefulness.
7) Result Demonstrability has a positive effect on perceived usefulness.
8) Perceived ease of use has a positive effect on perceived usefulness
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The hypothesis are tested empirically and the only which is not confirmed
is the effect of output quality, which effects -according to the paper- the Job
Relevance variable.

Among the limitations, this paper examines empirically the hypothesis with
a small sample size, with measures based on two items and has no maniupulation
of theoretical constructs. Moreover the results are self reported rather than
objectively measured.

The main result is that a compliance based approach to technology accep-
tance lose its effectiveness over time and it is proper to switch from hierarchical
structures towards a more networked ones.

Maruping & Agrawal, 2004
The paper faces the issue of virual teams and the relation between instru-

ments and functionalities. It has two theories as background:
-Task Technology Fit. The degree to which technology assists the performing

of a task has effect on functionalities on performing the other task.
-Media Synchronicity Theory. The extension of media richeness theory pstu-

lates that tasks are composed of two processes: conveyance, i.e. the exchange of
information and deliberation; convergence, i.e. the development of the deliber-
ated and shared information. The theory provides a possiblity of depicting the
media along a continuum regarding richness of information.

Above all, the paper faces the Conflict Management making different as-
sumptions on the tools to be used in the team formation according to the kind
of conflict. The paper identifies and analyses three kind of conflict: (i) task con-
flict; (ii) relation conflict; (iii) process conflict; (iv)motivation and confidence
building.

The outcomes are below mentioned:
For Task Conflicts:
1.a) Virtual Teams should use IT tools which are high in feedback, symbol

variety, parallelism (e.g. Videoconferencing) to solve conflicts in the early stages.
1.b) Virtual Teams should use IT tools which are low in feedback and symbol

variety but high in parallelism reharsability and reprocessability (e.g. e-mail)
to solve conflicts in the later stages.

For Relation Conflicts:
2.a) Virtual Teams should use IT tools which are high in feedback, symbol

variety and low in parallelism (e.g. Telephone) to solve conflicts in the early
stages.

2.b) Virtual Teams should use IT tools which are low in feedback and symbol
variety but high in parallelism reharsability and reprocessability (e.g. e-mail)
to solve conflicts in the later stages.
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For Process Conflicts:
3.a) Virtual Teams should use IT tools which are high in feedback, symbol

variety, parallelism (e.g. Videoconferencing) to solve conflicts in the early stages.
3.b) Virtual Teams should use IT tools which are low in feedback and symbol

variety but high in parallelism reharsability and reprocessability (e.g. e-mail)
to solve conflicts in the later stages.

For Motivation and Confidence Building :
4.a) Virtual Teams should use IT tools which are high in feedback, symbol

variety and reprocessability (e.g. Istant Messaging) in the early stages.
4.b) Virtual Teams should use IT tools which are high in feedback adn

reprocessability (e.g. e-mail) to solve conflicts in the later stages.

The theory needs sperimentation by objective indicators for conflicts. More-
over it does not take into account the role of team leader, nor the level of virtual
communication team and the theory refers only to effectiveness rather than sat-
isfaction, commitment, cohesion (cfr. Ernst et al. Team Performance vis-à-vis
Team Quality.

Blair-Early & Zender, 2008
The authors deal with the interaction of principles and parameters towards

an interface. Interface evolved from a tool to use a software to a one by which
exploring the contents within. The authors use an inductive method to analyse
the issue: identification of the features to be successful on a case by case basis.

Taxonomy of parameters: from Scientific to Poetic
Strategy:

• Reference: high reliability, as much information as possible in the fewest
steps.

• Educational : high reliability. Step-by-step approach to stimulate learning

• Inspirational : conunts more on emotional engagement.

• Entertainment : interaction with the user. Different interpretations.

User intention:

• Hunter : specific pre-defined goals, no deviations, driven by need

• Browser : broad general goals, open to new experiences, driven by curios-
ity.

Structure of the content: modification to make it fit with strategy

• Linear : cumulative learning, step-by-step.

• Hierarchy : different options from general to specific. Quick access and
users as co-authors.
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• Matrix : many different options showed simoultaneosly with possiblity to
comparisons at a glance.

• Web: very disaggregated content.

Interface Principles:
1) Obvious starting point. Need to attract the attention.
2) Obvious end point with possibility to reverse each process. A safe exit

increases the confidence of the user. ”I can try”.
3) Consistent Logic: clear relation from action to effect. Increases learning

and reliability.
4) Few deviations from the conventions. Deviate only if advantages are huge

(cfr. the EXACTLY ! Strategy)
5) Feedback in response to actions. They have to be proportional to the

actions.
6) Landmark to signal the location of the user in the conceptual map.
7) Proximity of tasks between related actions.
8) Possiblity of customization.
9) Help as source of last resort. Needs to be subtle.
10) Interface must be direct to content.
General principles:
1) Subject matter and interface should be related.
2) Output must be consistent and adapted to the interface.
3) Interface should be visually engaging.
4) Metaphores should be used to introduce the new concepts.

Cross tabulation of parameters and principles can lead to the optimal inter-
face

A limit of the paper is the absence of objective indicators to measure pa-
rameters.

Hoegl, Ernst and Proserpio, 2007
The paper discusses the teamowork requirements according to members’

proximity. Teamwork quality in the paper is defined as teamwork effectiveness
and effciency. The authors argue that teamwork quality is going to decrease as
teamwork proximity decreases. In this paper they state that teamwork prox-
imity moderates the relation between teamwork performance and teamwork
quality.

This because of the dispersion of team members in new product development
may lead to captiure knowledge potential from various locations. Teamwork
quality represents the ability to use such dispersed knowledge.

Whenever teamwork proximity decreases, the leadership effectiveness de-
creases too and there is less possiblity of substitution of teamwork with hands-on
leadership, and therefore Teamwork quality is deemed to have a greater impact.

Theoretical Implications
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The paper confirms and explains the mixed results in the literature about
this topic. It treats proximity as a continuous rather than a discrete variable.

Managerial Implications
Proximity is a parameter in the manager’s hands. Even if it is difficult

to achieve high quality works as proximity decreases, superior performance for
dedicated teams needs to be assessed by greater attention toward teamwork
quality.

For a team leader, social skills should need to be taken into account, and
collaborative processes can be reinforced by ICT.

Why Teams Don’t Work
The article faces the team underperformance because of the problem of co-

ordination and motivation. One of the key problem is the perception of team
boundaries but not their clear definition. The CEO has the responsibility to
face the process:

• make ruthless choices about membership.

• create a small tension within the groups, ”grumpy orchestras perform bet-
ter”

• create small groups, no more than six-seven components. ”no double digit
as rule of the thumb”

• take into account that the novelty is more often a liability rather than an
asset if introduced too often

• put a ”deviant member” to avoid complacent behaviors

Moreover, it has to be noted that the first minutes are the ones which de-
termine the relationships. A blueprint approach of leadership is wrong as each
leader has own strengths and weaknesses. Eventually firms invest too much
focus on the single employee rather than the group.

The suggestions for the teamwork are consistent also with the virtual teams
but when each member does not know each other.

Bridging Faultlines
One of the main features of failure in collaboration and knowledge sharing

is the issue of faultlines (i.e. subgroups or coalitions).
One of their defining factor is the behaviour of the team leader by prioritising

action he may reduce the extent of faultlines.
The leader may follow four strategies:

• pure task orientation

• pure relationship orientation

• transition from relationship to task
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• transition from task to relationship

It has been shown in the article that the best performing is the switch from
task orientation to relationship orientation, this happens when people accept
the reciprocal social influences after the negiotiation.

The leader to successfully master this issue must:
1) Assess clearly the probability of faultlines generation.
2) Focus on the task when the new team is formed.
3) Learn when to make the switch.
4) Switch to relation orientation.

Project Retrospectives
Two thirds of 15,000 IT projects failed. This might be due to the failure of

people of learining from mistakes. In fact, no retrospectives are made within
the company due to their cost and sometimes they can be transformed into a
”witch hunt”.

Despite all this issues, retrospectives are useful for learning, estimation, pro-
cess improvement, team building and better recognition.

The author of the article evaluates the success criteria by a survey delivered
to different stakeholder. The success criteria can be outcome (use, value, learn-
ing) or process (time, cost, product) related and the rankings are different for
the different stakeholders: team leader and team members are more focused on
process related criteria, while top management and sponsor are more concerned
about value and outcome related criteria.

It may happen that results are mixed i.e. one might face a ”failed success”
(success in the process, failure in the outcome) or a ”successful failure” (failure
in the process, success in the outcome).

The project manager should pay always attention to relative importance of
criteria for other stakeholders, but also needs to embody them in the retrospec-
tive.

Retrospectives should be made after each important milestone of the project,
the need to be scaled and located and other stakeholders have to be represented
in the core sessions.

Infamous Failures
The author list the classic mistakes in IT Project Management:
-People: greater impact of motivation; relation conflict; adding people to

later stages of the project.
-Process: time wasted around fuzzy front end; optimistic risk management,

too much outsourcing.
-Product: requirement gold-plating; change in requirements during develop-

ment; development gold plating (new technologies); research-oriented develop-
ment.

-Technology: silver-bullet syndrome (too much optimism around new tech-
nologies); switching technology during project development.
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From a survey resulted that the main mistakes and most relevant are people
and process related with the top three mistakes that account for half of the firms
surveyed.

The best practices suggested by the author are:
1) Avoiding poor estimation and scheduling.
2) Avoiding ineffective stakeholder management.
3) Avoiding ineffective risk management.
4) Avoiding insufficient planing.
5) Focusing more on testing and prototyping .
6) Avoiding weak personnel .
7) Need of sponsorship and commitment for the project.
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