Hello guys, I have read two of the papers Daniele gave us. I tried to pick out the information we could make out of it. It is very interesting and has a especially theoretical aspect to it, that we still lacked so far.
1- On exchange in virtual communities

In one research, Gary Burnett (B. Gary, 2000) establishes a “typology of the varieties of information behaviour to be found in virtual communities”. He distinguishes three groups of activity that are made online, the non interactive, the interactive and the collaborative-interactive. The non interactive is the activity of “lurking”, of reading the information that can be found on a forum or a website, without participating. Then comes a possible interaction but with a will to harm: it can be a “hostile interaction”, or what is called “flaming” or insulting people, “trolling” which is trying to create a flame, “spamming”, or “cyber-raping” the most terrible of these interactions. Finally comes the collaborative aspects of interactions where people may try to look for jokes, games, emotional support or actual information. All these activities are represented in the Figure1 below.
However, in the case of Facebook, almost only collaborative-interactive behaviours can be noticed because of the nature of the collaborative space in itself. Indeed, as a user can’t get access to any information if he is not befriended by a person, “lurking” is almost impossible. Moreover, almost all applications are interactive in nature: poking, questionnaires, comparisons, making the user more than a spectator. Hostile interactions, flamings... are also very reduced by the fact that people are fully identified and that you can always delete them as your “friends”.
Therefore, Facebook can be considered an especially good platform for our application, as it takes the best of the virtual communities and leaves the bad.
	Group activity
	behaviour

	Non interactive
	· lurking

	Interactive
	· hostile interaction
· Flaming (insults)

· Trolling (trying to create a flame)

· Spamming

· Cyber-rape

	Collaborative / interactive
	· Not specifically information oriented
· Neutral (i.e, pleasantries)

· Humorous (i.e language games...)

· Empathic (i.e emotional support)

· Specifically information oriented

· Announcements

· Queries for information

· Directed group projects


Figure 1. Typology of  behaviours in virtual communities, based on B.Garry, 2000
2- On explaining why our application is needed
Our intention is to build a community of LSE students that would gather around the calendar as the core application. There would therefore come at first to look for information, what their timetable is, and, in a second time, rate the teachers, recreate and socialise around the calendar.
According to a study made by Gefen and Ridings, there are very specific reasons explaining why people join a virtual community (Figure2 shows these results) and our application would satisfy the main ones (Gefen and Ridings, 2004). Indeed, in their paper, the authors show that the first reason why people join a community is “information exchange” at 49,8% which our application will give through the timetable. Moreover, our programme will provide for friendship and recreation through the collaborative part.
	Reason to join a community
	Importance (in %)

	Information exchange
	49,8%

	Social support
	10,9%

	Friendship
	24,0%

	Recreation
	8,7%

	Common interest / technical reasons
	1,7%

	Other
	3,1%


Figure2. Reasons to join a community, based on Gefen and Ridings, 2004
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