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1. Executive Summary 

On the 17th and 18th of June 2013 at Trinity College, Dublin, Ireland, the Crossover project, together 
with UNDP, the Democratic Society and EurActiv, organized a conference, exploring the emerging 
technologies and trends that are changing the way policy-making is performed.  

Policy-making 2.0 refers to a blend of traditional policy-making methods with methods using web 
social media for enhancing citizen engagement in the design, application and evaluation of policies.  

The aim of this final conference organized by the project was to cross-fertilize projects to support 
community building and to learn from each other. Over these two days many topics were discussed 
including: open and big data, visual analytics, modelling and simulation, collaborative governance 
and crowdsourcing, serious gaming, and opinion mining. Many of these points were of direct 
relevance to the Crossover Research Roadmap and helped in its enrichment. 

The use of graph theory for studying complex societal interactions was proposed as a tool for 
modelling and simulation in governance. By modelling citizen and government interactions on a 
graph, much important information can be extracted, such as the categorization of stakeholder 
groups, and the most influential stakeholders. Other emerging scientific fields that can assist in 
modelling are network science, systems theory (including system dynamics) and statistical 
mechanics, which can be viewed as subfields of the science of complex systems. System Dynamics 
applications for policy modelling in the Defence sector were presented, that can also be found in the 
knowledge base of the Crossover project. 

Good modelling and simulation tools can help to promptly detecting emergencies and evaluating the 
impact of different policy choices before they are implemented, which are necessary features of 
good governance. In particular, the anticipation of future trends and impacts of different policies 
through a systemic approach is fundamental for the most relevant policy decisions. 

Regarding public governance, it was also stated that there is a need to reform the culture in the 
Public Service, which traditionally protects corporate entities, and fears individuals and 
representative groups. Further, the four cornerstones of governance were defined: accountability, 
authority, transparency and responsibility. Transparency, efficiency, engagement and quality were 
also identified by EurActiv as important challenges to generate better policies. One needs to 
discover the most important stakeholders and the most relevant documents on a specific topic, and 
use these to generate new ideas, which reveal the best policy options. Finally, an interesting view of 
policy-making in terms of conflict resolution was given, which gives way to new modelling paradigms 
based on game theory. 

The increasing system interconnection, automation and explosive data growth anticipated in the 
next years and their implications were also a major topic in this conference. It was stated that 
globalization and technological change have created a strongly coupled and interdependent world, 
which presents many development opportunities, but may also create pathways for disaster 
spreading (such as the ‘flash crash’ on May 6, 2010). To tackle eventual catastrophes, there is a need 
for decoupling and compensating mechanisms along the interaction chain, which can be activated 
instantly to prevent damage. Further, there is a need to better understand complex systems, and 
conduct systemic risk analysis. 

Related projects were also presented, such as the ePolicy project (ICT-STREP) for providing decision 
support systems for policy making with emphasis on energy planning, OurSpace project (CIP) for 
creating an online youth community and discussion platform on current and future EU policies, and 
the Nomad project for Policy Formulation and Validation through non-moderated crowd-sourcing. 

http://www.crossover-project.eu/
http://www.undp.org/content/undp/en/home.html
http://www.demsoc.org/
http://www.euractiv.com/
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Finally, the Crossover Roadmap was presented, including the main challenges that the roadmap aims 
to address, the goals of the roadmap, the method for constructing it, and interesting cases of future 
policy-making tools. The Roadmap categorizes and links together all the different policy making 
approaches, presents associated use cases, research goals and ways to achieve them. The processing 
of open and big data was identified as a major element in detecting and understanding problems 
before they become unsolvable. Smart crowdsourcing techniques were presented, that collect 
feedback through a contest-winning process, where all users can participate in the evaluation. The 
roadmap also includes tools for simulation of policy-options, such as UrbanSIM for supporting 
planning and analysis of urban development (http://www.urbansim.org/Main/WebHome). A very 
innovative tool is applications for behavioural change, which helps citizens adjust and monitor their 
behaviour to adapt to a new policy. Finally, visual analytics is a basic tool proposed by the Roadmap, 
which serves as the basic interface to the citizens, and as a tool to evaluate policy performance. 

The conference also gave all participants the opportunity to contest for the Policy 2.0 prize. It’s goal 
was to motivate the community and attract more outside attention on the Crossover project. There 
were 47 submissions, out of which 3 were selected by the jury and nominated as the ones that are 
most likely to have a real impact on policy-making.  

The event was free and open – through the EventBrite platform - to anyone with an interest in 21st 
century policy-making. Invited speakers, animators, and invited guests were among the 87 attendees 
(172 registrations were received though EventBrite). Furthermore, by regularly posting tweets using 
the #policy20 hashtag, others were able to monitor the event. The agenda, attendee list and final 
report are all available on the Crossover website (http://crossover-project.eu/). 

http://www.urbansim.org/Main/WebHome
http://crossover-project.eu/
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2. Introduction 

The June 2013 conference was the final event of three organised under the Crossover project. Its 
aim was to explore the emerging technologies and trends that are changing the way policy is made, 
as well as the environment in which policy-makers work is becoming more challenging day by day. 
The world is becoming increasingly unstable, complex and interconnected, as the financial crisis has 
shown, and policy-making tools that do not exploit the capabilities of information and 
communication technologies are inadequate. At the same time, many citizens refuse collective 
action through traditional political parties and prefer to have an increasingly personal and active role 
in policy decisions using web-based technologies and social media. Policy-making 2.0 refers to a 
blend of emerging and fast developing technologies that enable better, more timely and more 
participated decision-making. Our goal, throughout the project, was to identify, classify and provide 
visibility to the most effective policy-making 2.0 practices, those which delivered a real impact on 
policy-making. 

The conference was held on the two days immediately prior to the Digital Agenda Assembly. The 
hope was that by doing so we would increase the number of people able to attend, as at least some 
of the target audience would likely be in Dublin that week anyway. Many of the conference 
participants were also delegates for the Digital Agenda Assembly, so that co-locating the two events 
was a convenient choice.  

A brief overview of the event, in numbers, is as follows: 

¶ Presentations: 17 

¶ Talks and other short interventions: 15 

¶ Number of policy-making 2.0 applications received: 47 

¶ Number of policy-making 2.0 applications presented as best finalists: 10 

¶ Registered participants: 172 

¶ No. of tweets about the event: more than 800 

This deliverable reports the major results of the conference, such as presentation summaries, 
conclusion from talks, etc. All primary documentation for the conference, including the invited 
speakers, agenda and final report, is published on the project website. Such material is included in 
this report as 'appendices'. 

2.1. Document Structure 

The first sections (3 and 4) set out the conference aims, present the conference agenda, and 
describe the contest for the policy-making 2.0 prize. They present the application submission and 
review process following which the best candidates for the award were selected. The final section 
reviews the conference outcomes and the results of a survey from the Crossover project 
perspective. 
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3. Conference aims 

Formally titled "International Conference on Policy Making 2.0", the conference sets out to explore 
policy-making practices that could efficiently address complex issues that appear in modern 
societies, and react more promptly to the challenges they pose. For instance, some of the questions 
that policy-making 2.0 tools could address are: 

¶ How can we anticipate future financial crises?  

¶ How can we make sense of terabytes of data owned by government?  

¶ How can we extract knowledge from thousands of social media comments?  

¶ How can we remake a decision-making structure based on nineteenth-century 
representative models, and make it fit for the network society of the 21st century? 

Policy-making 2.0 refers to a blend of emerging and fast developing technologies that enable better, 
more timely and more participative decision-making. These applications include: 

¶ Open and big data,  

¶ Visual analytics,  

¶ Modelling and simulation, 

¶ Collaborative governance and crowdsourcing,  

¶ Serious gaming, 

¶ Opinion mining. 

These technologies are being increasingly applied in the public governance context, with promising 
results. 

The existing research and practice about Government 2.0 and Open Government focusses mainly on 
open data and collaborative public services. New models of open, networked governance take these 
conversations wider and make them richer. "Open" in this context does not mean passively open like 
a door, but actively open like a shop, seeking out people to come and join in. As Web 2.0 turned the 
web into an environment that was experienced socially, policy-making 2.0 should turn government 
into a more social and participative experience. 

This is a positive shift, in line with societal trends and pointing towards more flexible and 
personalised approaches to government. However, mainstream research and practice on policy 
modelling remains focussed on linear models, consisting of discrete steps for identification of a 
problem, formulation of policy proposals, selection and enactment of policy, policy implementation, 
and evaluation.  

New policy-modelling paradigms, however, recognise that problems are more complex, connected 
and diverse, and some of the stages of the policy-making process may overlap or interact with each 
other. A crucial objective of the Crossover conference is therefore to make the case in public for 
these new approaches, and give credit to those who are pioneers in this direction. 
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4. Policy-making 2.0 prize 

Our goal, throughout the project, was to identify, classify and provide visibility to the most effective 
policy-making 2.0  practices, those which delivered a real impact on policy-making. Awarding a prize 
to the best applications was therefore most suitable for our purposes. Apart from rewarding the 
teams of scientists for their efforts, our goal was also to attract more attention to the event, and if 
possible breed a new generation of policy-modelling enthusiasts. 
 

4.1. What are policy-making 2.0 applications 

This prize was given to the best policy-making 2.0 applications, which make best use of technology 
to improve the design, delivery and evaluation of Government policy. We focused on implemented 
prototypes that can show a real impact on policy making, either in terms of better policy or wider 
participation. The technologies used included, but were not limited to: 

¶ Open and big data 

¶ Visual analytics 

¶ Modelling and simulation (beyond general equilibrium models) 

¶  Collaborative governance and crowdsourcing 

¶ Serious gaming 

¶ Opinion mining. 

Condition for participating was the real-life implementation of technology to policy issues - 
potential implementation cases were not eligible. 

 

4.2. How to participate? 

The prize was open to citizens and organisations from all over the world. Participants had to submit 
a short form (see Appendix 1), illustrating: 

¶ Name of the application 

¶ Name of the applicant and contact details 

¶ Year of launch of the application 

¶ Description of the application, with particular reference to what extent it addresses the 
award criteria 

The deadline for submitting proposals was May 25th. 

 

4.3. Review Process  

47 applications were submitted from 5 continents (for more information please refer to Appendix 2) 
and the jury had a tough time in selecting the winners. The vast majority of submissions was of high 
level. The top ten applications were invited to be presented in the conference, in the time slot 
reserved for this purpose (day 2 of conference) and the three winning applications were revealed in 
the conference right after the presentation of these  top 10 applications.  
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The conference nominated three winners. 

The criteria for judging, equally important, was: 

¶ What impact did it have on the quality of policies? 

¶ How open, scalable and replicable was it? 

¶ How extensive was public and policy-maker adoption and use of the application? 

¶ How technologically innovative was it? 

 

4.4. Who is the jury? 

The jury consisted of the following people: 

Alberto Cottica (Crossover Animator) 

Alberto Cottica is an economist interested in collaborative design and delivery 
of public policy. As a practitioner, he has founded and directed Kublai, the first 
2.0 project of the Italian central administration; and the "distributed think 
tank" Edgeryders, the first 2.0 project of the Council of Europe. He blogs at 
www.cottica.net, is the author of a book, Wikicrazia, on collaborative 
governance, and of numerous essays. Meanwhile he works on a Ph. D. in 
quantitative economics to delve deeper in the same set of topics. He used to 

be a full time rock-world musician and still tours from time to time, but he's trying to quit. 

 

Emer Coleman 

Emer Coleman has a background in Innovation, Open Data, Journalism, Social 
Media, Arts and Culture, Public Sector Policy and Organisational Change and 
have worked at local, regional and central government most recently in 
Government Digital Service (Cabinet Office). Emer was the architect of The 
London Datastore. She holds a BA in History and Sociology from University 
College Cork and an MPA from Warwick Business School. Emer am the 
founder of DSRPTN a consultancy specialising in leadership and change and 

she am also Business Development Director with Placr a start-up powering innovation and change in 
transport. She was named in Wired Magazines Top 100 Digital Power Influencers List 2011 and 
served as a judge for the Rockerfeller Foundation 2012 Innovation Challenge Decoding Data. I was 
also a speaker at the Code for America Summit 2012 in San Francisco. 

Giulio Quaggiotto 

Giulio Quaggiotto is the Practice Leader, Knowledge and Innovation at UNDP 
Europe and the CIS, Bratislava Regional Centre. Giulio is passionate about the 
intersection of knowledge and innovation for development, hands-on 
experience of turning ideas into results. His topics of Interest include: change 
management, social innovation, knowledge management, information 
dissemination, development 2.0, web 2.0, social media, communities of 
practice, social network analysis. 

 

Jonathan van Parys 
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Jonathan van Parys is co-founder at Additionly, a performance monitoring and 
communication platform for digital advertising agencies. He was previously 
Director of Technology at Semetis, where his team developed apps to help 
their clients gain insights from internet data. Before that, he worked in 
Operations Research at SAS Institute and as an Economist for IBM. In his spare 
time, he's worked on a few open data projects: on bike sharing and on 
languages in Europe. 

 

Miguel Gonzalez Sancho 

Miguel Gonzalez Sancho is a Member of Cabinet of European Commission 
Vice-President Neelie Kroes, Digital Agenda at European Commission. 
Previously he held different positions in the European Commission relating to 
EU legislation on electronic communications and European strategies on the 
information society. Between 2007 and 2010 he was Deputy Head of the Unit 
"ICT for Inclusion" (2007-2010), deputy Head of unit "digital agenda: policy 
coordination"(November 2010 – June 2012), deputy Head of unit "Growth and 

jobs", DG CONNECT (July 2012 – January 2013). His fields of expertise encompass European policies 
and financing for R&D and innovation related to ICT and social inclusion (e-accessibility, ageing and 
dependency, e-literacy). Miguel holds a degree in Law from UNED University (Spain) and a degree in 
International Relations from Louvain University (Belgium), as well as masters in business 
administration and European policies. 

A webpage on the bios of jury was created (http://www.crossover-project.eu/TheJury.aspx).  

 

Pietro Terna (Crossover Animator) 

Pietro Terna is full professor of Economics at the University of Torino (Italy), 
Department of Economics and Finance G.Prato. His recent works are in the 
fields (i) of artificial neural networks and economic and financial modeling and 
(ii) of social simulation with agent based models, where he has been 
pioneering the use of Swarm. He has been developing an original simulation 
system to reproduce enterprise and organization behavior, named java 
Entrerprise Simulator, visible at http://web.econ.unito.it/terna/jes and he is 

now developing a new Python based version both of Swarm and jES, named SLAPP (Swarm- Like 
Agent Protocol in Python). 

 

Yushim Kim 

Yushim Kim, PhD, is an assistant professor at the School of Public Affairs at the 
Arizona State University (ASU). Kim is also a core faculty-member of the 
Center for Policy Informatics, and affiliated faculty at the Decision Theater and 
the Global Institute of Sustainability at ASU. She has contributed two chapters, 
one on an agent-based model of fraud in public service delivery and one on a 
system-dynamics model of pandemic influenza outbreak, to a published 
volume, Simulations for Policy Inquiry (2012). Kim served on the program 

committee for the 2011 APPAM research conference; her expertise was sought for both the track on 
Environment and Energy as well as the new track on Policy Informatics. She has published refereed 
articles on health and welfare policy as well as on spatial and agent-based modeling. 

http://www.crossover-project.eu/TheJury.aspx
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4.5. Important dates for award selection and prizes to the 3 winners 

The most important dates for the policy-making 2.0 prize were as follows: 

¶ April 30th: Launch of dedicated website to the policy-making 2.0 contest 

¶ May 25th: Deadline for submission (through a very simple form, including link to a video) 

¶ May 25th-May 31st: Pre-selection of finalists (first screening by project team) 

¶ June 1st - June 15th: Selection of the winners (by Jury) 

The 3 Winners received high profile visibility ensured by our media partners, Euractiv. An IPAD mini 
was distributed to all winners. 

 

 

4.6. Winners of the Policy-making 2.0 prize 

Here we describe the 3 winners of the policy-making 2.0 prize, as the best to deliver a real impact on 
policy-making. 

4.6.1. Pathways 2050 

The UK Department of Energy and Climate Change (DECC) built the 2050 Calculator to help the 
public engage in the debate, and for Government to ensure that its short- and medium-term 
planning was consistent with achieving the long-term aim of environmental protection through 
increasing energy efficiency in the country.  
The 2050 Pathways Analysis features four practical resources:  

1. A web-based tool for the public to experiment with their own ideas for reducing greenhouse 
gas emissions.  

2. An in depth Excel-based tool and reporting system which includes the methodology/the 
models that are used for the underpinning analysis.  

3. A web-based presentation for younger audiences about greenhouse gas emissions.  

4. A toolkit for leading an energy debate in schools.  

2050 Pathways is a tool to help policy makers, the energy industry and the public better understand 
the impact of alternative choices in relation to energy production and consumption. For each sector 
of the economy, four alternative trajectories have been developed, ranging from little or no effort to 
reduce emissions or save energy (level 1) to extremely ambitious changes that push towards the 
physical or technical limits of what can be achieved (level 4).  
The 2050 Calculator is targeted at citizens, policy makers, senior officials and politicians as well as 
technical experts through different interfaces. 
2050 Pathways Analysis has proved to be a very successful initiative in terms of end-user 
engagement. In the first three months from the official launch of the project there were already 
about 10.000 unique visitors to the platform. Regarding My2050, there are over 16.000 pathways up 
to the date, while about 200 stakeholders were involved in the initial (building) phase. After the 
launch, about 500 stakeholders were engaged. Moreover, a week-long online debate including 
several experts took place with many comments and active participation from citizens in an open 
public consultation.  
The take-up of the initiative can also be considered successful: the UK “Carbon Plan 2011” a policy 
strategy document set up by the British government (how will the UK look in 2050) included as one 

http://www.youtube.com/watch?v=GWR7xBMI_As&feature=player_embedded
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of the main pieces of evidence and visualisation the 2050 Pathways Calculator. In addition, there are 
education programs, both in and outside of the UK, that engage the 2050 Pathways models and 
tools in their courses.  
Moreover, the 2050 Pathways has been presented to -and has received appreciation from- a variety 
of audiences, including the EC, NGOs, conferences, open media (including the BBC website) etc.  
One of the key components of the 2050 Pathways analysis is the available data. Thus, in parallel with 
the project team’s plan to apply the analysis to more countries (e.g. China, Indonesia, South Africa, 
Bangladesh), there is a constant effort towards improving and enriching the available data 
underlying the model and the rendering of results through the visualisation and gaming tools. 
Feedback deriving from end users and/ or experts related to the CROSSOVER project reported that 
the 2050 Pathways Analysis is in fact an interesting, useful and innovative initiative. Many 
workshops and surveys have been carried out, based either on the 2050 Calculator or on the 
My2050 visualisation tool. 
However, it was noted that, unlike the My2050 web-based visualisation, the 2050 Calculator is quite 
complicated and cannot be easily understood and utilized by the ordinary end user (e.g. ordinary 
citizen or even policy makers without support). In addition, it was proposed to replace the excel-
based tool (that the analysis is based upon) with something more sophisticated. Regarding 
dissemination, there was a high criticism on not utilizing social media; the 2050 Pathways Analysis 
team should consider the integration of social channels in their dissemination strategy. Last but not 
least, it would be interesting to see a comparison of the actual results to those calculated by the 
2050 model; in case the propositions made through the 2050 Calculator are adopted and 
implemented. 
This application was also identified and analyzed in depth in deliverable D5.2. 

4.6.2. Ideascale SAVE 

President Obama’s belief was that the best ideas for potential government savings opportunities 
would come from the front lines (federal employees) In 2009, he launched the SAVE Award (Securing 
Americans Value and Efficiency), hoping to find ideas that would make government more effective 
and efficient and ensure taxpayer dollars was spent only on what was necessary. Not only would this 
help reduce the debt, but it would impact every American tax payer.   

At that point, there was no existing system that could amalgamate a steady stream of ideas and 
feedback around those suggestions. Out of desire to remain true to the values of the open 
government initiative (transparency, participation, and collaboration), the White House selected 
IdeaScale as the most viable solution that served all of these needs. Not only did it allow employees 
to submit ideas, but they could vote on those ideas, comment and improve on those ideas and the 
best ones rose to the top for review. 

Over the past four years, federal employees have submitted tens of thousands of cost-cutting ideas 
through the SAVE Award. Dozens of the most promising ideas have been included in the President’s 
Budget. Each year the OMB narrows the best ideas to a “final four.” The American people vote 
online to choose the winner. The winner then comes to Washington to present their idea to the 
President. They needed a system that would serve that entire process: submission, voting, 
evaluation and monitoring, transparent presentation and collaborative development. 

The application required a minimal commitment on the part of the policymaker, because the ideas 
had been submitted and prioritized by the crowd at large. Although all ideas were reviewed, the 
most promising options revealed themselves at an early stage of review. The contribution on the 
part of each individual was minimal, as well, since the submission of ideas and voting minimized the 
time commitment for all. 

Clear goals and a readymade solution allowed IdeaScale to successfully deploy the SAVE Award 
community against an extreme timeline. IdeaScale successfully delivered its ideation software on 

http://www.youtube.com/watch?feature=player_embedded&v=kTRf-Y20TgQ
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time and within budget to the Executive Office of the President. The platform scaled easily and has 
never shown any strain under a high volume of users (nearly 90,000 over the past four years of SAVE 
Awards). In the first week three weeks of 2009 alone, early 40,000 ideas were collected. 

What is innovative about the application is its ease of use as evidenced by the high engagement 
levels. There were several features that supplemented the out-of-the-box solution.  

Out of the Box Solution: IdeaScale supplied the software license that standardized, automated and 
streamlined the collection of ideas from tens of thousands of users, provided robust data export 
tools, hosted software solution in a secure online environment that allowed the White House to 
meet all of its challenge goals: high engagement, high budgetary impact.  

Custom Development: Although, the ready-made IdeaScale solution would have served most of the 
White House’s needs, the IdeaScale team also made product improvements and customized the 
environment that ideation was taking place in. For example, a now standard IdeaScale offering 
emerged early in the White House initiative: email domain-based private communities. Only federal 
employees with a .gov email address were able to join the community. IdeaScale also developed the 
“Hot” tab (where the ideas generating the most discussion and activity were profiled).  

Ease of Moderation/Reporting: Because the OMB reviews not just the top voted ideas, but all ideas, 
the moderation and administration used to evaluate and organize those ideas was important. All 
ideas could be exported and analyzed offline at any time by any site administrator. Training was 
available for all moderation and admin features. The administrator tracked ideas, comments, traffic, 
and suggestion viability against numerous variables and have now served the community for four 
years in a row. 

Now IdeaScale also includes an assessment tool to ease the review process and IdeaScale 
recommends to show what ideas a user might want to vote on based on their past voting activity, as 
well as translation services. 

4.6.3. Liquid Democracy 

The Enquete-Comission Internet and digital Society stands for a parliamentary temporary committee 
established between 2010-2013. During this period, Politicians and experts worked together in order 
to develop policy recommendations on socially relevant and complex internet policy-issues for 
future purposes. This specific Enquete-commission decided – for the first time ever in the German 
history -  to link their decision-making processes and to work with an eParticipation platform, which 
aimed to enable to involved citizens a wider online-participation. The platform called 
enquetebeteiligung.de has been subsequently implemented by the non-profit association Liquid 
Democracy e.V. which is settled in Berlin and which develops further the open source participation 
software Adhocracy. On this platform involved citizens could build up proposals and solutions for 
issues concerning the commission, discuss relevant topics and vote upon the proposals. The most 
popular proposals have been implemented in the final report of the Enquete-Comission Internet and 
digital, the offical policy guideline related to the debated topics. The success lies upon that two of 
twelve recommendations have been mentioned in the final report by taking over exact quotes from 
the proposals of enquetebeteiligung.de. 

For the first time in the german history, citizens could take part through an online-process to the 
work of an official parliamentary committee. Their proposals have been partly included in the final 
report of the Enquete-commission, which is considered as the official policy-guideline for the 
German Government for the next years. Through this process the policy recommendations for the 
German Government could be provided with a unique democratic legitimation. 

The fact that the proposals made on enquetebeteiligung.de were of such a high quality that a 
committee, composed of professional politicians and experts, decided to take them over by 

http://www.youtube.com/watch?v=g9fN1HCfwns
http://www.youtube.com/watch?v=g9fN1HCfwns
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mentioning full quotes in their final report. Moreover it proved the opposite to everyone which was 
the opinion that the average of population is neither interested in legislation nor able to suggest 
high-quality contributions. Enquetebeteiligung.de has shown, that it works. If we strive to enhance 
the possibilities to involve citizens in online policy-making processes, setting this as a democratic 
goal, we can now have a blue print on how it can be done. 

Enquetebeteiligung.de and the Enquete-Commission itself received a wide, positive consideration in 
the German media. The final report, in which citizen‘s proposals were adopted, has been recently 
published. According to a scientific evaluation made by the Zeppelin University settled in 
Friedrichshafen (Germany), the quality of proposals was extraordinary high and the usage of the 
adhocracy-platform for future commissions will be highly recommended. This reflects the high 
accreditations and comforts the interviewed citizens. 

The open-source based platform Adhocracy is an innovative democratic participation software 
concerning the political, administrative and organisational field. The Enquete-commission´s creation 
was the first possibility for citizens to take part online to an official policy-making process and will 
surely be used for future processes. 
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5. Conference programme brochure 

The programme brochure can be found here http://www.crossover-
project.eu/Portals/0/Conference%20programme.pdf. Delegates could download it electronically. 
First a general description about Crossover was provided: 

¶ What is Crossover? 

Crossover has advanced policy making 2.0 by: 

o Uniting global communities of policy making experts and researchers 

o Engaging high-level policymakers and advisors 

o Establishing a lasting scientific and political basis for research 

o Raising awareness amongst the wider public and policy making community at large 

 

¶ What is the Crossover policy making 2.0 framework? 

Crossover provides a comprehensive overview of policy making 2.0, its opportunities and 
challenges for future research. Policy making 2.0 refers to a blend of emerging and fast 
developing technologies that enable better, more timely and more participative decision 
making. These technologies include: 

o Open and big data; 

o Visual analytics; 

o Modelling and simulation; 

o Collaborative governance and crowdsourcing; 

o Serious gaming; 

o Opinion mining 

 

¶ What has Crossover delivered? 

Crossover has advanced policy making by: 

o Creating directories of experts and solutions 

o Animating knowledge exchange across communities of practice on and offline 

o Producing multimedia content, detailed case studies, workshops, roadmap and a 
high-level policy conference 

o Generating a valuable knowledge base and ontology for policy modeling 

 

A description of the partners follows here http://www.crossover-
project.eu/Project/Consortium.aspx.  The delegates could find in the brochure the program, the 
speakers profiles, as described in the following subsection. They could also find information on the 
policy-making 2.0 prize, practical information on the event and special events and things to do in 
Dublin. 

http://www.crossover-project.eu/Portals/0/Conference%20programme.pdf
http://www.crossover-project.eu/Portals/0/Conference%20programme.pdf
http://www.crossover-project.eu/Project/Consortium.aspx
http://www.crossover-project.eu/Project/Consortium.aspx
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5.1. Programme 

The Conference was organized for two days as follows: 

 

 

 

 

 

 



                                                                  0407F01_Workshop 1 Report               

17 | P a g e 

 

 

5.2. Speakers profiles 

Petra Ahrweiler is Professor of Technology and Innovation Management at 
University College Dublin (UCD) Michael Smurfit School of Business and Founding 
Director of UCD‘s Innovation Research Unit (IRU). She studied Social Sciences at 
the University of Hamburg finishing with her Ph.D. in the area of Science and 
Technology Studies at the Free University Berlin. Since her habilitation thesis at the 
University of Bielefeld on innovation dynamics in knowledge societies she worked 

as a Heisenberg Fellow of the Deutsche Forschungsgemeinschaft DFG and as a Professor at the 
Social Sciences Department Social Sciences, University of Hamburg in Germany, before coming to 
UCD in 2007. Petra Ahrweiler has long experience as principal investigator of international projects 
on research and innovation networks, e.g. the EU projects on Simulating Self-Organizing Innovation 
Networks (SEIN), on Network Models, Governance, and R&D Collaboration Networks (NEMO), or on 
Managing Emerging Technologies for Economic Impact (ManETEI). She holds various research 
awards and is a member of a number of advisory boards of technology policy and social aspects of 
new technologies in both governmental and academic organisations such as DG INFSO of the 
European Commission. 
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Frank Bannister is an Associate Professor of Information Systems and Head of the 
Department of Information Systems in the School of Computer Science and 
Statistics in Trinity College, Dublin. Frank joined Trinity College in 1994 after a 20 
year career in management consultancy and the Irish civil service. He has published 
numerous journal articles and conference papers on e-government and related 
topics including e-democracy and privacy and trust in an electronic age. He has also 

written extensively on IT evaluation and acquisition. He is the sole author of a book on the 
purchasing and financial management of IT and co-author of a book on ICT value management. He 
has co-edited a book on risk and trust in e-government and a forthcoming book on the future of e-
government. Frank is a founding member of the European Conference on e-Government and co-
director of the permanent study group on e-Government in the European Group for Public 
Administration (EGPA). He has served on a UN expert committee on the design of the UN’s e-
Readiness Survey and has been invited to give keynote addresses at major academic and 
professional conferences in several countries. He is the editor of the Electronic Journal of e-
Government and is on the editorial boards of a number of other publications including Government 
Information Quarterly, Information Polity and the Journal of Enterprise Information Management. A 
Chartered Engineer, Frank is a member of the International Institute of Administrative Sciences, a 
Fellow of Trinity College, Dublin, a Fellow of the Institute of Management Consultants in Ireland and 
of Irish Computer Society.       

 

Steven Bishop is a professor of mathematics and has been at University College 
London (UCL) since 1984. He has published over 140 academic papers, edited two 
books and has had appearances on television and radio. His research has covered 
topics such as chaos theory, reducing vibrations of engineering structures, how 
sand dunes are formed and games of hide and seek. The main emphasis at the 
moment is directed towards understanding the implications of Big Data and 

modelling social systems. Steven holds a prestigious, ‘Dream’ Fellowship funded by the UK Research 
Council (EPSRC) until December 2013 to allow him to consider creative ways to arrive at scientific 
narratives. He has been influential in the formation of a European network of physical and social 
scientists in order to investigate how decision support systems can be developed to assist policy 
makers and has run conferences in the UK House of Lords and in the European Parliament in 
Brussels. He has been the Coordinator for two EC funded projects (see 
www.globalsystemdynamics.eu and www.futurict.eu) and is a Partner in the project Global System 
Dynamics and Policy (www.gsdp.eu) which is helping to forge the EC research agenda in global 
system science. Steven is currently a co-investigator on two further projects funded by the UK 
research council; on new business models using big data (£706k); combined models for aid, trade, 
migration and security (£3.5m). Recent publications include the topics of corruption in the public 
sector and investigating whether optimism is linked to GDP (both in Nature Scientific Reports). 

 

Professor Cathal M. Brugha, PhD, MBA, MSc, BSc, FMII 
http://mis.ucd.ie/staff/cbrugha. Director of the Analytics Institute 
http://analyticsinstitute.org/the-team/prof-cathal-brugha. He was founder 
Director of the Centre for Business Analytics in the School of Business, University 
College Dublin President of the Analytics Society of Ireland. Editor of the IFORS 

Journal, International Transactions in Operational Research 2000-2006. Fellow of the Marketing 
Institute of Ireland. Main theoretical research is Nomology, the study of the decision processes of 
the mind, the structures or “covering laws” that frame people’s thinking and provide commonalities 

http://www.globalsystemdynamics.eu/
http://www.futurict.eu/
http://mis.ucd.ie/staff/cbrugha
http://analyticsinstitute.org/the-team/prof-cathal-brugha
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between different fields and cultures. Applied work is on generic decision methodologies, on multi-
criteria measurement www.mcdm.com, and on personal development 
http://www.pneumatherapy.com/. Honorary Professor at the Techno India University in Kolkata, 
India. Visiting Professor China Academy of Science in Beijing and Xidian University, Xi’an. 

 

Anna Carbone, received a MSc in Nuclear Engineering (1988) and a PhD in Physics 
(1993). Since June 1998, she holds a permanent position as “Researcher (Assistant 
Professor)” at the Applied Science and Technology Department of the Politecnico 
of Torino where she directs the Noise and Fluctuations Laboratory 
(http://www.polito.it/noiselab). Her research activity deals with the experimental 

and theoretical analysis of noise and stochastic processes in different systems. She has authored 
several articles and edited special issues appeared in International Peer-Reviewed Journals and 
Proceedings of International Conferences. She is a member of the “Nonlinear and Statistical Physics 
Board (NSP Board)” of the EUROPEAN PHYSICAL SOCIETY (EPS) and “Action Committee on 
Conferences (ACC Board)” of the EUROPEAN PHYSICAL SOCIETY (EPS). She is a member of Editorial 
Boards of International Journals: Physica A: Statistical Mechanics and its Applications; Nonlinear 
Phenomena in Complex Systems; Nonlinear Science Letters C; Frontiers in Fractal Physiology; 
Frontier in Physics. She serves on the Scientific Committee of many International Conferences and 
Meetings. Futhermore Anna Carbone is affiliated to the Institute of Complex Systems - (ISC-CNR), La 
Sapienza University and to the ETH Zurich. 

 

Dr. Yannis Charalabidis is Assistant Professor at the Department of Information and 
Communication Systems Engineering, of the University of Aegean, in Samos. A 
faculty member at the Information Systems Laboratory, he coordinates policy 
making, research and pilot application projects for governments and enterprises 
worldwide. He also serves as the scientific manager at the Greek Interoperability 

Centre, hosted at Decision Support Systems Laboratory, of the National Technical University of 
Athens, delivering high quality research in the area of interoperability. A computer engineer with a 
PhD in complex information systems, he has been employed for several years as an executive 
director in Singular Group, leading software development and company expansion in Eastern 
Europe, India and the US, serving as managing director of the Baan Eastern Europe Localisation 
Centre in Poland and the Netherlands. He has been leading several research projects in the areas of 
eBusiness and eGovernance, in Greece, Europe and worldwide. He is a contributing member in 
several standardisation and technology policy committees. He writes and teaches on Government 
Service Systems, Enterprise Interoperability, Government Transformation and Citizen Participation in 
the University of Aegean and the National Technical University of Athens, while regularly delivers 
lectures in universities worldwide. 

 

http://www.mcdm.com/
http://www.pneumatherapy.com/
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Emer Coleman has a background in Innovation, Open Data, Journalism, Social 
Media, Arts and Culture, Public Sector Policy and Organisational Change. She has 
worked at local, regional and central government most recently in the UK 
Government Digital Service. Emer was the architect of The London Datastore. She 
holds a BA in History and Sociology from University College Cork and an MPA from 
Warwick Business School. Emer is the founder of DSRPTN a consultancy 

specialising in leadership and change and she is also Business Development Director with Placr, a 
start-up powering innovation and change in transport. She was named in Wired Magazines Top 100 
Digital Power Influencers List 2011, served as a judge for the Rockerfeller Foundation 2012 
Innovation Challenge Decoding Data and was also a speaker at the Code for America Summit 2012 in 
San Francisco. 

 

Alberto Cottica is an economist, expert on collaborative public policies and online 
participation. He works with the Council of Europe and University of Alicante. 
Committed to make government smarter and more open, using the Internet to tap 
into the citizenry’s collective intelligence. He has been a reasonably successful rock 
musician, but he is trying to quit. 

 

Miguel Gonzalez-Sancho is a Member of Cabinet of European Commission Vice-
President Neelie Kroes, Digital Agenda at European Commission. Previously he held 
different positions in the European Commission relating to EU legislation on 
electronic communications and European strategies on the information society. 
Between 2007 and 2010 he was Deputy Head of the Unit “ICT for Inclusion” (2007-
2010), Deputy Head of Unit “digital agenda: policy coordination” (November 2010 

– June 2012), Deputy Head of Unit “Growth and jobs”, DG CONNECT (July 2012 – January 2013). His 
fields of expertise encompass European policies and financing for R&D and innovation related to ICT 
and social inclusion (e-accessibility, ageing and dependency, e-literacy). Miguel holds a degree in 
Law from UNED University (Spain) and a degree in International Relations from Louvain University 
(Belgium), as well as masters in business administration and European policies. 
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6. Organisation and Logistics 

The event was organised by the Crossover project together with UNDP, the Democratic Society 
(DemSoc) and EurActiv and advertised as a Crossover Project event with due credit to the European 
Commission. The venue booked was the Lloyd Institute, Trinity College Dublin, which is in the north 
east corner of the campus and about 10 minutes walk from the main gate (there is an entrance to 
the campus near to the Lloyd Institute) as shown in the map below.  

 

 

The combination of DemSoc, the European Commission and the UNDP made the event very 
attractive and gave it a lot of credibility. Those interested in the conference were asked to notify ATC 
and DemSoc as soon as possible and those expressions of interest began to come in immediately 
after the publication of the Call for Policy-Making 2.0 applications submission on 30th April.  

The facilities provided by the venue were satisfactory (power for every seat) with usable wifi 
providing individual login and passwords.  The terms and conditions were set by the University in 
use. The registration was open from Monday 17th of June 13.00-18.00 until Tuesday 18th of June 
09.00-13.30. The delegates also could show their ticket, electronically or on paper, for speedy book 
in.  There was also a cloakroom at the conference venue where the delegates could leave suitcases 
and bags. 

Regarding the refreshments and catering, there were sandwiches available on arrival on 17th of June, 
and a refreshment break in the afternoon. The event reached a larger audience through the 
organisation of a networking event on the evening following the conference on the first day to which 
all the attendees were invited. The venue, Doheny and Nesbitts, which was a 5-minute walk from 
the conference venue, provided some drinks and food after which the delegates could buy more 
drinks, stay for dinner or make their own arrangements elsewhere.  

On Tuesday 18th there were coffee, tea and pastries from 09:00 and the conference started at 09:30 
and finished at 13:00 with a sandwich lunch. All food and refreshments were served at the Lloyd 
Institute. 

http://www.undp.org/content/undp/en/home.html
http://www.demsoc.org/
http://www.euractiv.com/
http://www.tcd.ie/Maps/assets/pdf/tcd-campus.pdf
http://www.dohenyandnesbitts.ie/
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The hash tag (#policy20) was declared in all the relevant Web pages. Following the conference, as of 
20 June, there were nearly 900 tweets using the #policy20 hashtag. These are archived online and a 
representative selection has been included in Appendix 3. 
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7. Conference Outcomes & Conclusions 

7.1. Presentations and discussions 

In the conference, a lot of interesting presentations were given and interesting discussions followed. 
Here we present some major outcomes and statements. You can download all the presentations 
here: http://www.crossover-project.eu/ConferenceProgramme.aspx  

 

Tomislav Coleman: άOnline communications can 
join the citizens and their elected officials in the 
conversation on public good. It is therefore the 
conversation which leads to collaboration and, 
ultimately, to the building of a community. 
When there is the lack of good statistical data 
or specialized IT tools, social media can help in 
ƎƻǾŜǊƴƳŜƴǘΩǎ policy-making processes by 
aggregating citizen input, transforming the 
online buzz on popular online platforms to real 
engagement and action. Croatian Government 
showcased examples of provoking engagement 
via social media and boosting the numbers in 
various public discussions thus scoring as one of 
the most communicative governments on social media.έ 

 

Alberto Cottica (Crossover animator): άNetworks are 
mathematical objects. They provide us with a rigorous 
way to think about relationships (represented by 
edges) across entities (represented by nodes). Social 
networks, specifically, are a useful way to think about 
societies, the economies they support and policies 
enacted on them, because most policies are about 
affecting the behavior of agents one way or another. 
And it turns out behavioral patterns travel across 
social links.έ 

 

Professor Cathal Brugha: ά!ŎŎƻǳƴǘŀōƛƭƛǘȅ ƴŜŜŘǎ 
Enforcement, Authority needs Engagement, 
Transparency needs Encouragement, 
Responsibility needs Empowerment, 
Transmission Systems to the Wheels of 
Governance.  

Policy 2.0 that Crossover is promoting will help to 
Encourage citizens.έ 

 

 

http://www.crossover-project.eu/ConferenceProgramme.aspx
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David Osimo (Crossover partner): “The research 
roadmap presents an analysis of a number of cases 
in order to identify the characteristics and benefits 
resulting from applications of ICT tools for 
collaborative governance and policy modelling, and 
provides an outline of what technologies are and will 
be available to meet the needs of policy-makers. A 
specific focus is on ICT tools and methodologies 
highlighting opportunities, challenges and current 
practices in public governance, in Europe and 
worldwide.”  

Nikos Dimakopoulos: “OurSpace is an Online 
Social Network powered by European Youth and 
Youth Organisations to: 

¶ Debate, Discuss and Engage on EU topics, 
National Affairs and Policies. 

¶ Influence EU and National policy-makers 
on issues that concern European Youth. 

¶ Connect and network with peers online, on 
Facebook and on-the-go. 

¶ Benefit youth NGOs with a multi-channel 
and multi-lingual community & tool.” 

Professor Yannis Charalabidis: “Nomad delivers a 
novel methodology for treating the social web as 
a valuable resource of information for policy 
making, through non-moderated crowdsourcing 
and a complete set of tools for searching, 
analysing and visualising arguments, opinions and 
sentiments regarding a policy domain.” 

 

 

 

 

Gianluca Misuraca (Crossover partner) and 
Professor Yannis Charalabidis: “Contribution in 
enhancing and deepening the Crossover 
international roadmap on policy-making 2.0 
through mapping and identifying promising cases 
of applications of ICT solutions for governance and 
policy modelling, selecting and analysing in depth 
four good practise cases, evaluating lessons learnt 
and impacts from implementation of ICT solutions 
for governance and policy modelling at both 
European and global level.” 
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Anna Carbone: “FuturICT proposes massive data 
mining to build a planetary scale simulator freely 
ŀǾŀƛƭŀōƭŜ ŦƻǊ ǳǎŜΦ tǊƻƳƛǎŜǎ ΨōǊŜŀƪǘƘǊƻǳƎƘǎΩ ƛƴ 
ΨǊŜǾŜŀƭƛƴƎ ǘƘŜ ƘƛŘŘŜƴΩ ƭŀǿǎ ŀƴŘ ǇǊƻŎŜǎǎŜǎ ǳƴŘŜǊƭȅƛƴƎ 
societies.” 

 

 

 

 

Professor Igor Mayer (Crossover animator): “A 
socio-technical system is the boundary 
between the world of science and the world of 
politics. The effort of socio-technical 
integration often fails. The principles of game 
theory are getting players to learn the 
underlying patterns of socio-technical 
complexity through variations.” 

 

Professor Eliot Rich:  “Complex systems tend to 
respond to change by adjustment, not by permanent 
adoption... Short term benefits often incur longer 
term losses... Resources are not infinite... Causality 
matters more than correlation.” 

 

Steven Bishop: “GSS goals are to provide 
scientific evidence in support of policy 
addressing global challenges and make 
science part of the societal dialogues and 
societal action that underpin policy actions. 

The Decision Arena is a technology - 
enhanced, ergonomic space where data and 
models can be explored in a collaborative 
environment to empower and legitimise 
decision - making to mitigate disaster.” 
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Riccardo Onori (Crossover partner): “System 
Dynamics is basically an approach other than a 
computer simulation modelling methodology for 
studying and managing complex feedback systems, 
such as business and other social systems. System 
Dynamics, as a decision ς making modelling 
approach, is easily used in contexts where standard 
analysis is made difficult by the wide range of 
available data, especially in those systems highly 
ƛƴŦƭǳŜƴŎŜŘ ōȅ ǘƘŜ ǎƻ ŎŀƭƭŜŘ άǎƻŦǘέ ǾŀǊƛŀōƭŜǎΣ ǘƘƻǎŜ 
variables, usually connected to human behavior, that 
are not directly measurable (i.e. Customer 

Satisfaction, Panic Level, and so on). 

In the Defence sector among the others anticipating future events, promptly detecting emergencies 
and evaluating the impact of different policy choices before they are implemented are necessary 
features of good governance. What we need now is a smart ς decision and systemic approach for 
understanding system of systems behaviour.” 

 

Mega Browne: “EU Community is an online and 
offline initiative to support EU stakeholders and 
create better policy options. It combines social 
media engagement, people ranking, semantic web 
and policy process visualisation. The result will be 
more efficient and accessible EU policy - making.” 

 

 

Miguel Gonzalez-Sancho: “What do policy-makers 
need: 

¶ Policy: in-house empowerment, licence to 
experiment, capitalise on success and 
adapt 

¶ Human: advice and support on who, 
where and how to reach 

¶ Technical: advice available possibilities (functionalities), on architecture (in-house vs. outside 
platforms and tools).” 
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Giulio Quaggiotto and Anthony Zacharzewski presenting the policy-making 2.0 applications from the 
prize participants (live or in video). 

The conference was concluded with a closing session in which Dr Gianluca Misuraca, Senior Scientist 
at the European Commission JRC-IPTS and member of CROSSOVER made a wrap up of the main 
issues discussed during the conference, also providing some inputs for future research and policy 
implications. He also pointed out to the need to continue the work of CROSSOVER and especially the 
structuration of the community ofg Policy making 2.0 which has been successfully built since 2010, 
initiated first with the CROSSROAD project and then continued in CROSSOVER.  

For this purpose, the Final Conference of CROSSOVER is not to be considered an end, but a start for 
the field of Policy making 2.0. In this regard, Professor Yannis Charalabidis invited all the participants 
at the Samos Summit event (http://samos-summit.blogspot.gr/) as a continuation of Crossover final 
conference. 

 

7.2. Conference survey evaluation 

We performed a survey and send this to all the participants in the conference. The results are 
provided here. 

 

Comments by the audience 

¶ That was one of the purposes of the conference and fulfilled; good field for setting 
connections. 

¶ I regret that some of the first day presenters did not engage on the second day. 

¶ Or rather, those working with policies and IT. There weren't the famous policy makers like 
retired heads of Civil Services who don't touch computers. 

¶ Mainly European, Italian dominance... But good selection! 

http://samos-summit.blogspot.gr/
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¶ Yes, but the majority seemed to be on Europeans 

¶ Excellent the panel about ICT platforms; I'd like to hear something more about 
methodologies (good Steven Bishop) and the real needs of politicians (Miguel Gonzalez-
Sancho presentation has revealed just something.) 

 

 

Comments by the audience 

¶ Croatia experience was very interesting and worth to re-apply for Ukraine. 

¶ We could have done with more high level people staying to chat 

¶ Somewhat. 

¶ Not so much (see above) 

¶ Only a few were there. Mainly 'practitioners' academia 

¶ Participants seemed to be more the level of practitioners 

¶ The majority of the presentation was not strictly from policy-makers. Sure the number of 
policy makers in the room was more than one can expect from a first conference like this. 

 

Comments by the audience 

¶ Theoretical models presented by Professor Cathal Brugha and Policy Making process, 
presented by David Osimo were very helpful. 

¶ Scientific yes - not sure about political 

¶ Yes, it covered several different approaches to ICT and policy modelling. 

¶ Content was good, directional debate was good. Now follow-up. PLEASE EU, finance a follow 
up to Crossover!! 

¶ Was it intended to? 
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Comments by the audience 

¶ Absolutely yes. Current practice with the latest tendencies in data-mining, economy 

¶ Fun stuff! 

¶ There were some impressive demonstrations. 

¶ The conference was ahead of the curve. Common practice is behind. This conference talked 
about the future. 

¶ Yes, leading edge practice in many cases 

¶ Very useful 
 

 

Comments by the audience 

¶ Nice prototypes. 

¶ Most worked in the real world, but few had been taken up on a large scale. 

¶ Yes, but as David/Crossover discussed, it will be important to see i) how these tech-based 
solutions tie together and ii) how they actually impact policy 

¶ I'd like to have some more information from University of the Aegean experience 

¶ To the extent of demonstration of solutions participating at the prize-award. 



                                                                  0407F01_Workshop 1 Report               

30 | P a g e 

 

 

Comments by the audience 

¶ Conference brought excellent opportunity for networking and establishing connections for 
future knowledge exchange. 

¶ Offline yes   online depends on how people interact 

¶ I am looking forward to working with some of the attendees 

¶ Yes, great networking opportunity. 

 

 

Comments by the audience 

¶ Croatia experience, theoretical sessions that I mentioned above, and practical examples on 
built solutions were very useful. So, I can say that almost all sessions were useful as I was out 
of content for such solutions before. 

¶ Coffee breaks 

¶ Tomislav Korman, Croatian Government, head of online communications department    
Alberto Cottica (University of Alicante), "Policy-Making powered by Networks"    
Presentation of the policy-making 2.0 applications from the prize participants 

¶ The demonstration sessions on each day. 

¶ Too difficult to make a choice. All were good.  Coffee breaks to talk. 

¶ All - but especially the keynotes and overviews 

¶ David Osimo (Tech4i2): “Policy-Making 2.0 – The Crossover Roadmap”   Gianluca Misuraca, 
Yannis Charalabidis, "Case Studies on specific ICT solutions for Policy Modelling" 

¶ Prof. Eliot Rich (University of Albany) because the most practical, comprehensive and down 
to earth. 

¶ Opening panel (speakers addressed the big picture (rather than their individual initiatives) 
and the Crossover presentation (speaker gave an overview of the project, which I was not 
particularly familiar with) 

¶ Elliot Rich 

¶ The first session because focused on foundational aspects. 

¶ The first session Panel moderated by Phil Archer, because they were interesting talks with 
high-level quality of speakers. 

¶ Alberto Cottica 

¶ Eliot Rich's presentation was the one I enjoyed the most for the appropriate format (5 mins 
time slot is challenging) and the relevant content with practical examples. 

¶ Real platforms, a significant tracking of available tools 
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¶ Videos and presentations were most useful because have underlined practical experiences 
and applications. 

¶ collaborative governance, for data visualisation 

¶ Sessions on setting up and running policy initiatives online. 

 

 

Comments by the audience 

¶ Formal openings when people don't stay 

¶ Keynote Miguel Gonzalez-Sancho (Member of Cabinet of European Commission Vice-
President Neelie Kroes), "What policymakers have, and what they need" 

¶ None 

¶ One or two speakers had poor communication skills making the learning's hardly 
transferable. 

¶ the ones that focused on individual projects 

¶ We saw a lot of similar prototypes without have any time to hear the underlying analysis and 
reasons. 

¶ The whole panel on Tuesday morning had a tight format that did not help the audience to 
process the information overload. Either less panellist or more time for each of them and 
the afterward Q&A. 

¶ More information about methodologies, to better understands the models 

¶ There were not useless sessions. 

¶ 2. the roadmap was not well explained due to time restriction 

¶ Sessions on broader issues around policy about policy making. 

 

 

Comments by the audience 

¶ I would recommend inviting more decision-makers, for whom such tools are developed. 

¶ Run an event along the lines of the Dublin Climate Gathering, with brainstorming and group 
work to develop new approaches to policy-making. 

¶ Why not move into closer cooperation arrangements, set joint agendas, get common 
'projects'. These discussions were happening in the margin, but could go a bit more 
'mainstream' in the event. 

¶ could have been longer - 2 full days perhaps 

¶ Make the Twitter wall visible and interacting with speakers to drive more contributions.  
Trinity College is prestigious but a room more comfortable would have been more pleasant. 

¶ We want more! 

¶ It was a great event, I suggest to focus more on analysis and less on prototypes, it was a little 
redundant. 

¶ I saw enough material already to have a 4 days conference. Also, the participant to the 
competition should be present to receive the awards. 

¶ it would be great if the speakers could have had more time. There was a general feeling 
throughout of everyone being rushed, which is a pity when there is such an impressive line-
up of speakers. 

¶ Involving some politicians to better understand their needs 
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¶ No, the conference was in line with my expectation. 

¶ I would love to see more private solutions rather than a showcase of EU-funded project 
showcase. 

¶ More practical focus on using current issues to highlight solutions to policy-making 
problems. 

 

 

Comments by the audience 

¶ Thank you very much for excellent event! 

¶ All went well for me 

¶ Circulate an email list of attendees.  I don't know who was there. 

¶ The wives of policy-makers should not determine the meeting timetable. They are our 
servants, not our masters. 

¶ Venue was perfect. 

¶ Good event thank you 

¶ Thank you for making it an open event and making it happen 

¶ Don't forget to send me an email, I’ll come for sure. 

¶ Would have been good to include relevant private sector organisations... 

¶ It can be interesting to develop the project globally, trying to bring in experiences from other 
continents. 

¶ No, thank you 
¶ No other comments. 
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Appendix 1. Evaluation form Policy Apps 2.0 

The submission form for the policy-making 2.0 applications can be found in this link 
https://docs.google.com/forms/d/1ArKHg6164Z7hAQHPF6jOeMLxtcU87sDqRRQe0AzPp-c/viewform 

 

https://docs.google.com/forms/d/1ArKHg6164Z7hAQHPF6jOeMLxtcU87sDqRRQe0AzPp-c/viewform
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Appendix 2. Submission of policy-making 2.0 applications 

Here is the list of the applications that were submitted in the context of Crossover conference. We 
would like to thank all the initiatives. 

 

Name of the 
application 

Short description Technology 

Modelling the 
early life 
course 

The Modelling the Early life Course (MEL-C) research project had developed a software 
application tool for policy makers. The application involves a computer simulation model 
which uses data from existing child longitudinal studies to quantify the underlying 
determinants of progress in the early life course. Policy makers are able to interrogate the 
software to test policy scenarios concerning children and young people. The software is in 
the process of being deployed on the desktops of policy makers. 

Modelling and 
simulation 
(beyond general 
equilibrium 
models), 

co-ment "co-ment(R) is a reference tool for on-line text annotation and co-writing. The subscribers to 
the Web service or the organizers that install the free/open source software can put texts 
on-line, submit them to comments by the public or designated users and revise the text to 
take in account the received comments. Comments take the form of marginal annotations 
applying to an extract of the text. Each comment can give rise to a discussion. Co-ment has 
been designed to cope with large texts and a great number of comments. 

Participatory policy-making was the initial motivation for the development of co-ment and 
remains one of its most exciting application domains. Co-ment has been used by all types of 
participants in policy-making. Here are just a few examples: 

- Co-ment was used by the European Commission for the collaborative discussion of the texts 
of the Digital Agenda Assembly. See https://daa.co-ment.com/text/C8XMt9gQVZb/view/  

- Co-ment was used for the co-writing of law proposals in the French National Assembly. See 
https://cpaul.co-ment.com/text/7nPq9B8gXaa/history-version/3juqZnwRdAG/ 

- Co-ment was used by the ALDE group of the European Parliament for the co-drafting of a 
written declaration on open governance 

- Co-ment was extensively used by NGOs such as Bits of Freedom or La Quadrature du Net to 
crowdsource the analysis of legislative proposals. 

- Co-ment has been used by Partido del Futuro in Spain for its platform of democratic reform, 
see http://www.co-ment.com/2013/04/03/co-ment-for-the-elaboration-of-the-political-
program-of-the-partido-del-futuro/"  

Collaborative 
governance and 
crowdsourcing, 

Madison "From Gavin Newsom's new book ""Citizneville"" LINK: 
http://opengovfoundation.org/assets/Project-Madison-from-Citizenville-by-Gavin-
Newsome.pdf 

""PROJECT MADISON Representative Darrell Issa is another Republican on the front lines of 
this fight. In early 2012, Issa fought against the Stop Online Piracy Act (SOPA), legislation that 
many believed would inhibit Internet freedom. In response, he introduced an alternative bill 
called the Online Protection and Enforcement of Digital Trade (OPEN) Act. But instead of 
simply drafting the bill for submission, he decided to invite people to take part in crafting the 
legislation.  

He dubbed the effort Project Madison and launched a Web site— KeepTheWebOPEN.com— 
where anyone could offer comments and edits. This was unheard of. Normally, legislation is 
drafted behind closed doors on Capitol Hill, and constituents get to see only the finished 
product, not all the drafts and revisions. But Issa wanted, as journalist Greg Ferenstein wrote 
in Fast Company, to invite “the legions of angry technology firms and policy wonks to 

Collaborative 
governance and 
crowdsourcing, 

http://www.arts.auckland.ac.nz/uoa/a-modelling-tool-to-improve-the-policy-response-on-issues-concerning-children-and-young-people#s3c7/
http://www.arts.auckland.ac.nz/uoa/a-modelling-tool-to-improve-the-policy-response-on-issues-concerning-children-and-young-people#s3c7/
http://www.arts.auckland.ac.nz/uoa/a-modelling-tool-to-improve-the-policy-response-on-issues-concerning-children-and-young-people#s3c7/
http://www.co-ment.com/
http://keepthewebopen.com/
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Name of the 
application 

Short description Technology 

construct their own version” of the bill.  

Ferenstein described how the site was set up:  

Project Madison is a stripped-down interactive blogging platform, which allows citizens to 
select individual passages of legislation, and strike or add their own language, with 
comments for each suggestion. Citizens are encouraged to like or dislike each change, with 
the most popular suggestions rising to the top. Each page also has embedded Facebook and 
Twitter buttons that link to individual amendments.  

How’s that for a new way of engaging people in government? Instead of simply sending out a 
one-way e-mail blast to announce an upcoming, already written bill, why not invite people to 
actually take part in writing it? If we want people to feel some ownership over the 
government process, after all, letting them take part in creating legislation is a pretty great 
way to do so.""" 

Qhub.com - Q 
& A Software 
that Makes it 
Easy to Build a 
Vibrant 
Community 

Qhub.com a the leader in Q & A Software. It's the simplest way to add fully featured, 
beautifully designed Q & A and FAQ pages to any website. It's also an awesome way to set up 
your own online community, all in less than 30 seconds. Qhub has almost 8000 active 
customer licenses, and is used by pretty much anyone - business, group, club or society - to 
really engage, understand and help their users and members. 

Collaborative 
governance and 
crowdsourcing,, 
Public or private 
online 
communities 

www.manosei
mas.lt 
("myParliame
nt") 

“ManoSeimas.lt” means “my Parliament” in Lithuanian and allows voters to examine in a 
simple manner how political parties and individual parliamentarians voted on various issues 
over the past four years. The website also prompts its visitors to study the issues that have 
been voted on in greater depth by presenting arguments for and against such topics as 
higher education reform, the definition of the family, the Visaginas nuclear power plant, 
double citizenship or Internet voting. People can also test themselves by indicating how they 
would have voted on a particular issue and then see which party’s voting record on featured 
issues corresponds with their position. 

Visual analytics, 

Buergerhaush
alt Wuppertal 

Starting in 2009, the Wuppertal based competence network on participatory budgeting 
aimed to stretch the limits of transparency and citizen participation in urban development 
and city budgeting. The strategy was as simple as it was successful: DIY. The initiators 
decided, it would make more sense to organize processes and bring about transparency and 
participation by themselves instead of pressuring local politicians and the administration to 
do it for them. The key to success is competition. 

Collaborative 
governance and 
crowdsourcing, 

Wedecide "Wedecide facilitates an information market, where participants allocate their virtual credits 
on various ideas to solve a given challenge.  

By ""investing"" their credits, participants both make a valuation of the idea, and become 
""partners"" in ideas, and co-develop ideas based on their ""ownership"" of the ideas." 

Collaborative 
governance and 
crowdsourcing, 

Political 
Phrase Viewer 

"This is the Political Phrase Viewer. We call phrases ""ngrams"". An ngram is a sequence of 
words, where ""minister"" would be a 1-gram or unigram, ""prime minister"" a 2-gram or 
bigram, ""deputy prime minister"" a 3-gram or trigram, etcetera. 

Inspired by the Google Books ngramviewer, the Political ngramviewer shows the use of given 
phrases in the Dutch Parliament over time. 

For example, try http://ngram.politicalmashup.nl/?terms=europese%20gemeenschap 
(""European Union""). We see a huge decline of this phrase after 1992. But adding the 
search term EU (http://ngram.politicalmashup.nl/?terms=europese%20gemeenschap|EU) 
shows what is happening: the abbreviation is used instead. One can also notice many false 
hits in the 19th century; these are due to OCR errors.  

Open and big 
data,, Visual 
analytics, 

http://qhub.com/
http://qhub.com/
http://qhub.com/
http://qhub.com/
http://qhub.com/
http://qhub.com/
http://www.manoseimas.lt/
http://www.manoseimas.lt/
http://www.manoseimas.lt/
http://www.manoseimas.lt/
http://www.buergerhaushalt-wuppertal.de/
http://www.buergerhaushalt-wuppertal.de/
http://wedecide.com/
http://ngram.politicalmashup.nl/
http://ngram.politicalmashup.nl/
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Name of the 
application 

Short description Technology 

Furthermore, the ngramviewer features facets, allowing for the comparison of the use of 
phrases by parties, or even individual members of parliament.  

 The ngramviewer facilitates insight into agenda setting (which party puts a topic on the 
agenda first, and which parties follow?) and the use of framing (the use of certain words to 
influence public opinion; ""taxpayer money"" versus ""government funds"") by political 
parties. 

The adoption and use of a certain phrasing, such as ""Joe the Plumber"" or ""Henk en 
Ingrid"" for the Average Citizen, can be shown, discerning between parties and politicians." 

Wrangl "Wrangl allows anyone to set up a page that illustrates a ""this versus that"" debate. 

The idea is that the page becomes a reference point for anyone considering an issue, say 
how to vote on an issue, whether something should happen or should not happen, and make 
up their mind either way. 

It's an open system - anyone can set up a page, and the page can be about anything as long 
as it fits into the ""two-sided debate"" model. 

In policy-making it is a way for those wishing to visualise the issues involved, to engage the 
public in a constructive way (rather than the usual comment battles we see on blogs and 
forums), and to enable anyone to make sense of an issue in a digestible way." 

Collaborative 
governance and 
crowdsourcing,, 
Opinion mining. 

BundesGit BundesGit (Federal Git) put all German Federal laws on the collaborative software platform 
GitHub. Changes to laws can be applied directly to the law and proposed for merging - 
bringing the agility and transparency of the software development process to policy making. 

Collaborative 
governance and 
crowdsourcing, 

The 
Environment 
Nexus 

Nexus thinking is a new way of thinking which recognises the crucial interdependence of 
WATER, ENERGY and FOOD, and highlights the need for an integrated approach by policy-
makers. The IIEA/European Parliament Environment Nexus is an online hub for EU 
environment policy. Under three themes – water; agriculture and food security; and energy 
and climate – visually-appealing, informative video interviews, animations, interactive 
infographics, country comparisons, voting polls, frequently asked questions, short articles 
and analytical policy reports explain some of the most important environmental issues facing 
Ireland and the EU. 

Visual analytics,, 
Motion graphics 
videos, citizen 
polls 

Europe's 
Energy 

Countries around the world are taking measures to mitigate climate change. Member States 
of the European Union have agreed on targets aimed at reducing greenhouse gas emissions 
by cutting energy consumption by 20% and increasing the share of renewables in the energy 
mix to 20% by 2020. The 'Europe's Energy' project gives users a set of visual tools to put 
these targets into context and to understand and compare how progress is being made 
towards them in different countries. 

Open and big 
data,, Visual 
analytics, 

1st Govt 
Online 
Communicatio
n Department 
in Croatia & 
new 
approaches to 
using social 
media 

"According to Twiplomacy Croatian Government is among the most communicative and 
connected Governments on Twitter in the world. Croatian government has the most active 
page on Facebook in Croatia, it doubled web page visits in a year and increased number of 
public suggestions and proposals by 2000%. 

Government of Croatia showcased new approaches to using social media for research and 
engaging the public in policy making by using an existing open public space to democratically 
create and build a public policies, integrating citizens, politicians and government. In today’s 
financial crisis, social media is an optimal and free tool for open interaction and means 
tremendous change of Croatian government’s communication strategy and Croatian online 
democracy. Croatian government crowdsources, explores and teaches how citizen 
expectations and preferences can be and are included in decision-making via social media. 

Online Communication Department at Government of the Republic of Croatia listens, 

Collaborative 
governance and 
crowdsourcing, 

http://wrangl.com/
https://github.com/bundestag
http://www.iiea.com/environmentnexus/home
http://www.iiea.com/environmentnexus/home
http://www.iiea.com/environmentnexus/home
http://energy.publicdata.eu/
http://energy.publicdata.eu/
http://db.tt/m6fqd0DP
http://db.tt/m6fqd0DP
http://db.tt/m6fqd0DP
http://db.tt/m6fqd0DP
http://db.tt/m6fqd0DP
http://db.tt/m6fqd0DP
http://db.tt/m6fqd0DP
http://db.tt/m6fqd0DP
http://db.tt/m6fqd0DP
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Name of the 
application 

Short description Technology 

motivates and engages online community via Facebook, Twitter and YouTube in order to 
achieve transparency and better law-making." 

IdeaScale’s 
White House 
SAVE Award 

"President Obama’s belief was that the best ideas for potential government savings 
opportunities would come from the front lines (federal employees) In 2009, he launched the 
SAVE Award (Securing Americans Value and Efficiency), hoping to find ideas that would make 
government more effective and efficient and ensure taxpayer dollars was spent only on what 
was necessary. Not only would this help reduce the debt, but it would impact every 
American tax payer.   

At that point, there was no existing system that could amalgamate a steady stream of ideas 
and feedback around those suggestions. Out of desire to remain true to the values of the 
open government initiative (transparency, participation, and collaboration), the White House 
selected IdeaScale as the most viable solution that served all of these needs. Not only did it 
allow employees to submit ideas, but they could vote on those ideas, comment and improve 
on those ideas and the best ones rose to the top for review. 

Over the past four years, federal employees have submitted tens of thousands of cost-
cutting ideas through the SAVE Award. Dozens of the most promising ideas have been 
included in the President’s Budget. Each year the OMB narrows the best ideas to a “final 
four.” The American people vote online to choose the winner. The winner then comes to 
Washington to present their idea to the President. They needed a system that would serve 
that entire process: submission, voting, evaluation and monitoring, transparent presentation 
and collaborative development." 

Collaborative 
governance and 
crowdsourcing, 

We Sign It "We Sign It is a freemium online service that enables users to easily create petition websites. 

Petition creation implies the creation of a user account. Once the account is activated, the 
user is driven into a 4 steps-form to configure his website. 

We Sign It allows petition creators to chose a domain name they already have bought.  

Petition signature and promotion is highly connecte withe Facebook and Twitter. 

We Sign It is available in a dozen languages. 

We Sign It is the perfect tool for citizens to organize online mobilization and help raise 
awareness." 

Collaborative 
governance and 
crowdsourcing, 
Empowerment 

Liquid 
Democracy - 
enquetebeteili
gung.de 

The Enquete-Comission Internet and digital Society stands for a parliamentary temporary 
committee established between 2010-2013. During this period, Politicians and experts 
worked together in order to develop policy recommendations on socially relevant and 
complex internet policy-issues for future purposes. This specific Enquete-commission 
decided – for the first time ever in the German history -  to link their decision-making 
processes and to work with an eParticipation platform, which aimed to enable to involved 
citizens a wider online-participation. The platform called enquetebeteiligung.de has been 
subsequently implemented by the non-profit association Liquid Democracy e.V. which is 
settled in Berlin and which develops further the open source participation software 
Adhocracy. On this platform involved citizens could build up proposals and solutions for 
issues concerning the commission, discuss relevant topics and vote upon the proposals. The 
most popular proposals have been implemented in the final report of the Enquete-Comission 
Internet and digital, the offical policy guideline related to the debated topics. The success lies 
upon that two of twelve recommendations have been mentioned in the final report by 
taking over exact quotes from the proposals of enquetebeteiligung.de. 

Collaborative 
governance and 
crowdsourcing, 

 

 

  

Izwe "Izwe is a range of tools to enable government to build a community of engagement. Using 
simple tools and opening up Government hosted spaces for conversation, debate and 
opinion forming, an ongoing conversation can take place, rather than the ad-hoc 

Collaborative 
governance and 
crowdsourcing, 

http://saveaward2012.ideascale.com/
http://saveaward2012.ideascale.com/
http://saveaward2012.ideascale.com/
http://www.wesign.it/
http://www.bundestag.de/internetenquete/
http://www.bundestag.de/internetenquete/
http://www.bundestag.de/internetenquete/
http://www.bundestag.de/internetenquete/
http://www.consultations-publiques.developpement-durable.gouv.fr/
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Name of the 
application 

Short description Technology 

consultations and surveys we've come to expect from Government. 

Developed in the UK and France, it is being best utilised as a white label tool by France's 
Ministry of Ecology, Sustainable Development and Energy (http://www.consultations-
publiques.developpement-durable.gouv.fr/)." 

Opinion mining. 

Global 
Epidemic and 
Mobility 
Model 
(GLEAM) 

"The Global Epidemic and Mobility Model (GLEAM) is a unique data-driven stochastic 
epidemiological model that is able to forecast the unfolding of Influenza Like Illness (ILIs) at 
the global scale. Forecasts can be projected at different spatial resolutions and the model is 
general enough to allow for the implementation of different intervention policies such as 
antiviral treatments and vaccination campaigns.  

GLEAM was extensively used during the H1N1 2009 pandemic to provide agencies and 
corporations in USA and Europe realistic scenarios of the geographical spread and impact of 
the virus and to estimate the effect of possible mitigation strategies.  

GLEAMviz is used in pnadmeic planning, the analysis of emerging diseases and the analysis of 
seasonal influenza. 

GLEAM is a flexible computational model that includes unprecedented amounts of data on 
human mobility and refined theoretical and computational techniques. From the perspective 
of public health agencies or, more in general policy-makers, useful tools need to be 
accessible by a broad set of actors, especially during an emergency like influenza pandemics. 
For this reasons, GLEAM can be easily used through a client-server software, GLEAMviz, that 
offers the extensive flexibility in the design of simulations and scenarios. In particular the 
software has a client application with a graphical user interface (GUI) for preparing, 
executing and exploring the results of simulations.  

The client application is publicly downloadable from www.gleamviz.org, allowing the general 
public to experiment with different epidemic scenarios using our server infrastructure. For 
more intensive use, public institutions and research centers can request the server 
application for installation in their own servers." 

Open and big 
data,, Visual 
analytics,, 
Modelling and 
simulation 
(beyond general 
equilibrium 
models), 

PuzzledbyPolic
y system 

"‘Migration is a hot topic and a top priority on the political agendas of the EU Member 
States. It is growing in scope and complexity and is having a serious impact – positively and 
negatively – on the European Union and its Member States.’ European Institute of Public 
Administration, Maastricht. 

Many Governments recognise that to deliver effective public policy they need to enhance 
citizen and community involvement in the policy making process, particularly amongst the 
socially disadvantaged and hard to reach. Unfortunately, policy making, particularly at the EU 
level, is seen by many as an elitist process, taking place only amongst high level decision 
makers and the more influential members of society. For the average citizen let alone a 
newly arrived immigrant, locating, accessing and using up-to-date information and resources 
can be difficult if not impossible – leaving many citizens unsure about the key policymaking 
issues facing Europe or even how to begin to understand them.  

Puzzled by Policy (PBP) aims to help correct this worrying situation by providing all citizens – 
regardless of their socio-economic background, subject matter knowledge, IT or literacy skills 
– an engaging and easy-to-use eParticipation platform to learn about and discuss important 
policy issues such as immigration - an area that directly impacts often hard-to-reach and 
socially exclude groups within society, and yet rarely incorporates their voices.   

The EU is challenged on a daily basis to deal with immigration and migration within the 
overall socioeconomic context of Europe: a challenge that is increasingly characterised by 
skill and labour shortages, competition for highly skilled workers, and the need to integrate 
migrants into host societies while managing the pressure of illegal migrants trying to make 
their way into Europe. A common EU immigration policy has been pursued for years by Italy 

open source 
governance 

http://www.gleamviz.org/
http://www.gleamviz.org/
http://www.gleamviz.org/
http://www.gleamviz.org/
http://www.gleamviz.org/
http://join.puzzledbypolicy.eu/
http://join.puzzledbypolicy.eu/
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Name of the 
application 

Short description Technology 

and other Southern European members such as Spain and Greece, whose governments 
complain that they have been left alone to deal with a problem that concerns all European 
countries. At the same time, it has been resisted by Member States such as the UK, Austria 
and Germany who voice concerns that a common policy will add unnecessary costs and 
administrative burdens. Meanwhile, newer Member States like Poland are looking to Europe 
for aid in developing their embryonic systems of migration regulation. 

The idea of a common European immigration policy dates back to the Amsterdam Treaty of 
May 1, 1999 which gave Union Institutions new powers to develop legislation on 
immigration matters. Over 13 years later, however, Europe still lacks a harmonised approach 
to the treatment of legal migration and illegal immigration.  During the last European 
Parliament elections the issue of immigration raised fears of far-right gains in a number of 
Member States and led to widespread calls for a more educated and informed debate 
throughout Europe. Yet if anything, discourse has become even more contentious and 
divisive in recent years. The current economic crisis in Greece, for example, has led to a 
sharp increase in anti-immigration sentiment, prompting complaints by Amnesty 
International and the US State Department over Greece’s detention of immigrants lacking 
papers.  

PbP aims to help ensure that discussions about immigration and migration are as balanced, 
informed and inclusive as possible by providing a politically neutral, easily accessible and 
transparent platform for discourse and exchange among all citizens – regardless of their 
socio-economic backgrounds, language and IT skills and level of education. 

The PbP platform is built around three central concepts: 

*Understand:    A POLICY PROFILER tool (in the form of a fun, quick and easy –to-take quiz 
with a STAR rating system to identify which issues matter the most) enables users to 
VISUALLY SEE where their views stand on a policy spectrum chart and to access information 
from NGOs and political parties from across the spectrum.  

*Discuss:  A U-DEBATE forum enables citizens to exchange views. ARGUMENT 
VISUALISATION tools break down arguments into easy-to-follow strands. A simple, easy to 
use icon system allows citizens to mark their policy positions and comments as an issue or 
pro/ con argument. LINGUISTIC TRANSLATION tools make content accessible to those who 
can read. 

* Share:  WIDGET allows users to share the PbP platform on popular sites such as Facebook, 
and YouTube and mobile phones.  A POLICY-MAKER FEEDBACK button feeds easy-to-grasp 
snapshot reports – including STAR ratings - of citizen views to decision makers."
 

Citizens Voice 
- E-petitions 

"Within the broader framework of the government’s commitment towards more 
transparency, effectiveness and accountability, with institutions that empower citizens and 
are responsive to their aspirations, this Project aims to set up a new instrument enabling the 
public to influence the process of  public policy design by means of submitting e-petitions to 
the Government of Montenegro.  

“Citizens’ Voice – E-Petition” signals a noteworthy step forward in affirming participatory 
democracy, demonstrating Government’s openness to dialogue and partnership with civil 
society and active participation of the citizenry in policy making.  

The project’s implementation made Montenegro the first country in the broader region to 
introduce such a model of interactive policy making  

Web platform “Citizens’ Voice – E-Petition” enables every citizen, old enough to vote, or a 
foreigner with permanent residence in Montenegro to initiate an e-petition referring to any 
issue within the Government’s remit. Following an initial assessment of compliance with the 
set criteria, submitted petitions are published on the platform and thus made available for 

Partcipatory 
policy making 

https://epeticije.gov.me/
https://epeticije.gov.me/
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Name of the 
application 

Short description Technology 

voting." 

OURSPACE OurSpace is based on the idea that the active involvement of young people in the process of 
socio-political decision-making plays a very important role in our societies. Therefore, 
OurSpace, aims to contribute towards bringing the EU closer to the youth by improving their 
role within the democratic system of the EC through the use of ICT. 

Opinion mining. 

CriticalCity 
Upload 

"CriticalCity is the first urban transformation game in Italy. 

CriticalCity is a ground-breaking project using the interactive/collaborative technologies of 
Web 2.0 and online social networks to empower young people to intervene in the real world, 
and become protagonists in a collective game to transform their city, culture and society. 

CriticalCity is a game in which imaginative and creative action can lead to rediscovery of a 
sense of community, and repossession of the urban and social environment. 

Through the web platform (www.criticalcity.org) players are encouraged to get out, explore 
their town or city, meet others in the real world, and carry out creative missions to improve 
the urban environment and social fabric." 

Serious gaming, 

POPVOX POPVOX is a neutral, nonpartisan platform for civic engagement and legislative information. 
We start with all bills pending in the U.S. Congress, allow organizations to "endorse" or 
"oppose", invite individuals to create a verified account and weigh in -- choosing to "support" 
or "oppose" and writing a message to Congress, which POPVOX delivers electronically and 
displays in a public aggregation of sentiment. 

Collaborative 
governance and 
crowdsourcing, 

Where Does 
My Money 
Go? 

Where Does My Money Go? aims to promote transparency and citizen engagement through 
the analysis and visualisation of information about UK public spending. 

Open and big 
data, Visual 
analytics, 

Under The 
Radar 

"How two, separate initiatives based on a cross-thinking, approach creates a completely new 
platform for political innovation in Denmark. 

Member of The Danish Parliament, Uffe Elbæk designed and initiated “48 Thermo Pots” in 
2011.  “48 Thermo Pots” was a new dialog based, cross polical and cross sectoral policy 
making tool. It was based on a round table discussion-setup addressing essential and present 
topics as “What to learn from the financial crises?”, “How do we improve integration in 
Denmark?” and “How does we prioritize the Culture-field in Denmark?”. The participant was 
ordinary people together with experts, politicians etc. and the discussions were filmed and 
put on YouTube and other media platforms.  

When Uffe Elbæk was appointed Minister of Culture late 2011 he brought the results from 
“48 Thermo Pots” to his new workplace. But he also took the conceptual idea with him, and 
launched the social-media based, “Culture on the Edge”. The two concepts played a central 
role in the Culture-politics development in Denmark for more than a year.  

When Uffe Elbæk stopped as Minister early this year he was deeply amazed by the strength 
that the two concepts in a dialectical way influenced the daily policy making I Denmark - the 
especially on the Culture-scene. He wanted to introduce the cross polical and cross sectoral 
policy making tool to other policy-fields – to cover a bigger part of the Danish political 
landscape.  

Uffe therefore launched “Under the Radar” February this year. A social media-based, 
participatory and crowd focusing platform for political innovation, who works across political 
parties. A group of highly motivated, voluntary people, obsessed by finding new solutions on 
present and future societal challenges, but very different in terms of age, professions, 
ethnical background and political orientation, works identify and expose new, progressive 
solutions and ideas – both from Denmark, the rest of EU and the rest of the world. The 

Collaborative 
governance and 
crowdsourcing,, 
Opinion 
mining., 
Strategic 
combining 
social media 
with physical 
activities as 
meeting, 
conferences 
and saloons 

http://www.joinourspace.eu/
https://dl.dropboxusercontent.com/u/609438/CriticalCity%20Upload%20-%20images.zip
https://dl.dropboxusercontent.com/u/609438/CriticalCity%20Upload%20-%20images.zip
http://www.popvox.com/
http://wheredoesmymoneygo.org/
http://wheredoesmymoneygo.org/
http://wheredoesmymoneygo.org/
http://www.underradaren.dk/
http://www.underradaren.dk/
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Positive Pointing Finger, the Test Balloon and the introduction of the Fourth Sector are 
elements that focus on and involve the crowd from a collaborative governance and opinion 
mining perspective. And the tools are facebook, blogs and websites together with physical 
tools as debate-meetings, conferences and topic-saloons. Under the Rader both reaches out 
in the Danish Society and it also reaches in to the Danish Parliament." 

BudgIT "BudgIT as a tool aims to redefine participatory governance. Many Nigerians, with little or no 
knowledge of accounting and public financial management, are lost when they see (if they 
ever get the chance to) the budgets of the different arms of government. Most media 
releases of the Nigerian budget only have the macro figures as the finer details that trickle 
down to the citizens such as neighbourhood projects are not fully explained. The maze of 
millions and billions in the “thick” budget documents tend to confuse and it is difficult to put 
clear context on how public funds are actually spent. 

BudgIT’s innovation within the public cricles comes with a creative use of government data 
by either presenting them in simple tweets, interactive format or infographic displays. 
BudgIT serves as the bridge by using creative methods  to deliver Nigeria’s budgets to larger 
sections of the populace. 

We have transversed from civic engagement to institutional reform through technology 
solutions to government institutions. We have been involved in building data mapping 
applications for the Nigerian legislature budget office and also presentations in building 
effective institutions for budget monitoring." 

Collaborative 
governance and 
crowdsourcing, 

Your Dublin, 
Your Voice 
Online 
Opinion Panel 

"Your Dublin, Your Voice Online Citizen Engagement Panel is an exciting initiative of the four 
Dublin local authorities.  While developing city indicators, the Office of Economy and 
International Relations at Dublin City Council found a wealth of empirical data available to 
monitor Dublin’s progress across a range of policy spheres.  What was not so readily 
available was a barometer of how people living, working or studying in the region felt about 
aspects of day-to-day life in the city and in their local neighbourhoods. 

Your Dublin, Your Voice addresses this gap by engaging with citizens, residents and passers-
by through surveys on quality of life issues and on the important issues facing political 
representatives and other decision-makers in the region.  Results of each survey are 
disseminated to all members of the Your Dublin, Your Voice panel, made available on the 
website and sent to targeted stakeholders with presentations or workshops organized where 
appropriate.  Launched in 2010, the panel now boasts some 4,000 members from every 
county in Ireland and representing up to 50 nationalities.   

Your Dublin, Your Voice is currently delivered by Dublin City Council in partnership with 
Delve Research, an independent research company based in Cork www.delveresearch.com" 

Collaborative 
governance and 
crowdsourcing, 

eRulemaking 
with 
DiscoverText 

"DiscoverText is a tool used by US federal agencies to handle large numbers of documents. 
The electronic discovery tools help agencies to respond to legal exigencies. DiscoverText 
delivers key features for eDiscovery, Freedom of Information Act (FOIA) and de-duplication 
and machine clustering for large-scale public comment response. Users can work with data 
from multiple sources, including: 

- Federal Docket Management System Archives 

- Plain text, Word, Excel, HTML, and PDF files 

- Emails from Exchange servers and Outlook files 

- Public comments from YouTube 

- News feeds and comments 

- Facebook, Twitter, and other social media feeds 

Open and big 
data,, 
Collaborative 
governance and 
crowdsourcing, 

http://yourbudgit.com/
http://www.yourdublinyourvoice.ie/
http://www.yourdublinyourvoice.ie/
http://www.yourdublinyourvoice.ie/
http://www.yourdublinyourvoice.ie/
http://www.discovertext.com/
http://www.discovertext.com/
http://www.discovertext.com/
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- Blog and wiki content 

- XML documents 

- RSS feeds 

- Instant messaging archives 

DiscoverText for FOIA processing: 

- Redact sensitive, confidential or classified information 

- Improve communication between constituents and legislators 

- Annotate shared memos during document classification 

- Auto-highlight unique & offensive language 

- Detect threatening and other problematic communication 

- Prevent spoliation; all metadata is stored and searchable 

- Store data in raw and ""native"" formats 

- Read receipts generated on all documents 

- Review material as printed paper, a ""native file"" PDF format 

- Review single or multi-page TIFF images 

- Adjudicate documents or units of text coded by others 

- Share projects to create large private analysis teams" 

VocalEyes "VocalEyes is an advanced digital community decision making tool involving a process of 
engagement and learning that turns IDEAS into ACTION and leads to empowerment and 
positive change. http://blog.vocaleyes.org/ 

SUMMARY : VocalEyes is an advanced participation and engagement process designed to 
turn ideas into action that can be used in policy making processes by any group, business or 
community in the UK, and beyond resulting in a more effective and resilient organisation. It 
does this by providing an open, transparent means for or promoting the ‘vocalisation’ of 
ideas, and for deliberating, deciding, and progressing the best of these ideas into meaningful 
actions which are supported across the organisation. Ideas can be generated at any level – 
top-down or bottom-up – facilitating both consultation and empowerment. 

TRANSFORMING STAKEHOLDER ENGAGEMENT : VocalEyes can transform stakeholder 
engagement within any type of community. The innovative combination of on & offline 
engagement strategies can progress members of communities (be it staff, students, 
residents, customers, patients, volunteers etc), from a sense of apathy and dissatisfaction to 
one of engagement, learning and empowerment. 

IDEAS INTO ACTION : VocalEyes enables people to suggest any number of ideas in response 
to problems and challenges within their geographic or interest communities. These ideas are 
then be rated, debated & prioritised by their community. The trending ideas are then directly 
assessed by decision makers and progressed through to action & end up as either tangible or 
learning outcomes.  

LEVERAGING THE CROWD : Where commitment is required to progress an idea to action, 
VocalEyes leverages crowd-resourcing and crowd-funding techniques to reach the necessary 
trigger levels required to implement a project. i.e. 100 customers & £100,000 required to 
start a new community energy project. 

Open and big 
data,, 
Collaborative 
governance and 
crowdsourcing, 
Opinion mining. 

http://blog.vocaleyes.org/
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SCALING THE BEST PROJECTS : Due to the standardised, accessible and intuitive nature of the 
service, VocalEyes enables the best projects to be taken to scale rapidly and replicated in any 
other area. 

SOCIAL JUSTICE : Leading speakers on many of the big issues of the day point to a 
transformation in social justice and grassroots democratic engagement as being absolutely 
fundamental if we are to solve these problems. i.e. Andy Atkins (FoE Director) recently 
highlighted that the tipping point for irreversible climate change is now only 3 to 4 years 
away!!  .  

BIG SOLUTIONS : To stand a chance of making the necessary changes required to avoid this 
dire scenario, transformative democratic engagement is required on every level, from our 
communities of interest to our geographic communities (local, county, country & global). 
This will enable us to scale the necessary sustainable development projects and drive policy 
reform globally.  

VocalEyes is one very big part of the solution and offers a policy making platform for 
grassroots participatory democratic engagement and consensus community decision making 
worldwide." 

Citizenscape Citizenscape created a 'network of networks' by bringing together civic content creators into 
a shared civic space which is co-produced and open.  It was used in the CRIF project in order 
to curate a network of active citizens to co-produce a renewable infrastructure framework 
for Cambridgeshire as part of an innovative community engagement programme. 

Collaborative 
governance and 
crowdsourcing, 
Network 
Analysis 

Rapporteurs Despite all educational and technological improvements of modern society, the average 
citizen in the 21st century still lacks a comprehensive overview of what policymakers are 
doing. Rapporteurs is a citizen initiative aimed at monitoring the performance of the current 
Belgian federal government, a six-party coalition formed in December 2011. More 
specifically, Rapporteurs’ goal is to provide citizens with an exhaustive, politically 
independent assessment of the implementation of the government’s policy statement. The 
statement’s plain text is translated into separate promises, each of which are briefly and 
clearly contextualized and conferred one of the 6 statuses, such as “fulfilled”, “not fulfilled” 
and “adjusted”. All promises are published on the initiative’s website and can be freely 
consulted. Rapporteurs consists of around twenty members who contribute on a voluntary 
basis and who cover the minimal operational costs. 

Open and big 
data, Visual 
analytics, 

Votenaweb Votenaweb is a nonpartisan web platform for civic engagement created in 2009 by the 
Brazilian company Webcitizen. Gathering today over 65,000 users across the brazilian 
territory, Votenaweb aims to bring citizens closer to the decisions that are being taken in 
National Congress. With a user-friendly interface Votenaweb translates the bills that are 
pending before the House of Representatives and in the Senate into a simpler and more 
objective language, so that every brazilian citizen can understand. Thus, the platform seeks 
to encourage citizens to participate in the regular activities of the National Congress and 
check whether lawmakers are really representing them. Besides that, periodic reports with 
the thermometer of the society opinion are sent to lawmakers so they can be increasingly 
aware of the desires and needs of citizens. 

Visual analytics, 
data 
transparency 

C-ROADS: 
Climate Policy 
in Real-time 

"Climate policy is daunting for many reasons, not the least that is that policymakers can't 
readily evaluate policy implications using the 'mental models' -- in their heads. Lead UN 
negotiators, the head of the UNFCCC, and EU (UK, EC, Germany, Denmark) and US officials all 
desire help when evaluating possible global climate regimes. 

Climate Interactive developed the C-ROADS (Climate Rapid Overview and Decision Support) 
simulator to give policymakers *instant* feedback about policy scenarios. C-ROADS was 

Open and big 
data, Visual 
analytics, 
Modelling and 
simulation 
(beyond general 
equilibrium 

http://www.sustainabilityeast.org.uk/index.php?option=com_docman&task=doc_download&gid=287&Itemid=62
http://www.rapporteurs.be/
http://www.votenaweb.com.br/
http://climateinteractive.org/simulations/C-ROADS
http://climateinteractive.org/simulations/C-ROADS
http://climateinteractive.org/simulations/C-ROADS
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designed with feedback from users and provides them with the ability to answer their 
burning questions.  The underlying climate model has been independently scientifically 
reviewed (panel on website), providing confidence the model for users. 

C-ROADS puts policy relevant insights of super computer models on a users laptop, so 
policymakers and evaluate climate scenarios in real-time, for free, using an open-source and 
trusted tool. 

C-ROADS has been used by US State Department officials, US DOE officials, EU EEA officials, 
Chinese officials, members of the climate NGO community (CAN, others)." 

models) 

Auckland 
Council, New 
Zealand - 
ShapeAucklan
d Housing 
Simulator 

"Auckland, New Zealand has a vision to become the world’s most liveable city. 

A key factor to this vision is to successfully plan for Auckland’s projected growth – 1 million 
more people over the next 30 years.  The policy that will enable this is one Auckland-wide 
planning rulebook – a Unitary Plan. 

Aucklands lack of housing supply, lack of affordability and lack of housing choice is having a 
serious impact on communities and families with increasing numbers of people being unable 
to afford homes.  Auckland is building 2,500 homes a year but needs to build more like 
13,000.  The unitary plan focuses on putting together rules to ensure the right quality 
housing development happens in the right places – unlocking growth, while keeping and 
enhancing what makes Auckland special.   

During an engagement and feedback campaign, one of the initiatives Auckland Council 
developed was the Shape Auckland Housing simulator tool.  The tool had two key aims:  

1. To demonstrate the balancing act needed in accommodating growth (multi-level 
apartments vs single houses, mixed and terrace housing)  

2. To try out something new and innovative in communicating and engaging with 
stakeholders and to provide a visual element to garner feedback 

Visitors to the simulator tool were told the following:  

“Auckland is projected to grow by a million people over the next 30 years. Planned properly, 
that growth can help make Auckland the world’s most liveable city. Have a go at choosing 
where you think the approximately 400,000 homes needed should go. We encourage you to 
share your solution with friends and Auckland Council using the form below.” 

The housing simulator then allowed users to play around with determining different 
percentages of where new homes would be built.  A visualisation of what the user chose 
demonstrated the variation of housing choices they could make to accommodate the extra 
400,000 homes over 30 years.   

After choosing their housing preferences, users were able to submit their solution to be 
counted as feedback towards the draft Unitary Plan.  There was also room for the user to 
make comments on their proposed solution and/ or share it with other people via email or 
social media." 

Modelling and 
simulation 
(beyond general 
equilibrium 
models), 

publicspendin
g.net 

"The publicspending.gr project (PSGR) is the first attempt to generate, curate, interlink and 
distribute daily updated public spending data in LOD formats that can be useful to both 
expert (i.e. scientists and professionals) and naïve users. The PSGR ontology is based on the 
UK payments ontology and reuses, among others, the W3C Registered Organization 
Vocabulary and the Core Business Vocabulary. RDFized data are linked to product 
classifications, Geonames and DBpedia resources. Online services contain advanced search 
features and domain level information (e.g. local government), simple and complex 
visualizations based on network analysis, linked information about payment entities and 
SPARQL endpoints.  During February 2013, the growing dataset consists of approximately 2 

Open and big 
data, Visual 
analytics 

http://shapeauckland.co.nz/shape-auckland-housing-simulator/
http://shapeauckland.co.nz/shape-auckland-housing-simulator/
http://shapeauckland.co.nz/shape-auckland-housing-simulator/
http://shapeauckland.co.nz/shape-auckland-housing-simulator/
http://shapeauckland.co.nz/shape-auckland-housing-simulator/
http://shapeauckland.co.nz/shape-auckland-housing-simulator/
http://www.publicspending.gr/
http://www.publicspending.gr/


                                                                  0407F01_Workshop 1 Report               

45 | P a g e 

Name of the 
application 

Short description Technology 

mil. payment decisions valued 44,5 bil. euros forming 65 mil. triples.  

The provision of linked open data in public spending domain will enable a thorough, easy and 
updated online access to who, when, why and what a public institution spends. Furthermore, 
the generic information about public expenditure can initiate a vast range of analysis from 
mathematical networks to data journalism. These include data visualizations, economic and 
statistical analysis and policy assessment. Beyond transparency, economic LOD provides an 
extra tool to governments for implementing advanced budget monitoring processes and 
multiple and more complex criteria for eligibility in e-procurement with minimum costs. In 
the business side, economic LOD is dynamically integrated in business information systems 
for stimulating dynamic resource allocation with lower cost and wider application range. This 
type of integration will benefit more the SMEs, since they lack advanced business 
intelligence systems and sufficient R&D budgets." 

PolicyCo - 
Open source 
collaborative 
policy-building 
technology 

"PolicyCo is a collaborative policy platform and community with a proven track record, based 
on open source software. 

Using wiki-style technology, PolicyCo has been co-designed with government over 5 years. 
Since inception it has been gathering a growing global collaborative community of 
policymaking citizens and public servants and this is anticipated to rapidly increase as we 
move to an open source design making our processes and software as accessible as possible. 

The key to PolicyCo’s success is the one thing that remains constant at every stage of almost 
every policy process in the world: the policy document. A policy is the ultimate 
representation of the agreement that has been forged between government and the people. 

To empower this agreement, ideally the people would be involved in the document’s 
creation. This is precisely what PolicyCo exists to facilitate, enabling policy collaboration 
through open source wiki technology. Key features include: 

- A structured wiki that enables wiki pages to be organised into a traditional linear document 

- Revision control features that speed up collaboration, afford transparency and ensure 
accountability 

- User profiles that support peer-to-peer connection and reputation-building 

- Activity streams and comment threads that provide additional avenues for participation 

- A library of supporting evidence: links, documents, rich media and original content 

PolicyCo brings together content, people and evidence in a way that drives shared 
understanding, reduces collaboration overheads, and surfaces previously invisible 
knowledge.  

The “Future Melbourne City Plan that Anyone Can Edit” is a perfect example of our software 
being used to dynamically create policy for a government agency with active and open public 
engagement." 

Collaborative 
governance and 
crowdsourcing 

Patchwork "Patchwork is a simple and secure web application that uses social technology to join up 
professionals across public services for better results. For example, connecting the team 
around the family leads to earlier interventions and better outcomes for families.By helping 
practitioners communicate better across organisations, Patchwork supports better multi-
agency working, which in turn leads to better informed policy-making in a range of areas. 

FutureGov, the company behind Patchwork, have worked closely with users and front line 
staff to design a tool and approach that helps to reveal the human network around a 
particular case, whether that is children and the family, or beyond. Implementation of the 
application is accompanied by a bespoke engagement programme designed to embed 
Patchwork quickly, strengthening multi-agency policy-making from the beginning." 

Collaborative 
governance and 
crowdsourcing 

http://www.futuremelbourne.com.au/wiki/view/FMPlan
http://www.futuremelbourne.com.au/wiki/view/FMPlan
http://www.futuremelbourne.com.au/wiki/view/FMPlan
http://www.futuremelbourne.com.au/wiki/view/FMPlan
http://www.futuremelbourne.com.au/wiki/view/FMPlan
http://vimeo.com/49825473
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XTribe "Experimental Tribe (XTribe in short) is a web platform for gaming and social computation. It 
helps researchers to realize web games/experiments and it let people join, while enjoying, 
the scientific research. 

Ready to use and already operational, XTribe aims at drastically reducing the effort required 
to develop and run web experiments. XTribe takes care of user management by handling 
their registration and profiles, while in case of multiplayer games, it provides the necessary 
user grouping functionalities. Moreover, XTribe provides communication facilities to easily 
achieve both bidirectional and asynchronous communication. From a practical point of view, 
the researcher is left with the only task of designing and implementing the game interface 
and logic of her experiment. XTribe also acts as a repository of different scientific 
experiments, thus realizing a sort of showcase that stimulates users’ curiosity so to enhance 
their participation and help researchers in recruiting volunteers. 

XTribe currently hosts two experiments, among the others, that are specifically designed to 
measure and enhance citizens’ awareness about urban mobility and political elections: City 
Race and LaPensoCosì." 

Collaborative 
governance and 
crowdsourcing, 
Serious gaming, 
Opinion mining 

CarbonDiem+
TravelAI - 
Autonomous 
Private 
Crowdsourcin
g of Transport 
Data 

"Our software runs on smartphones as an app and uses special low power technologies and 
algorithms to automatically identify travel method used. This is possible because we run in 
teh background 24/7 studying user speed, location and pattern on the device, wih no user 
information coming off the device to resolve the problem - ""How did the person travel 
today, yesterday and everyday"". 

We have found a balance between automation, accuracy and privacy. 

This means multi-modal transport data collection tools for 25 EU countries including 
identifying train, metro, tram, road, walking, cycling and flying without any need for the user 
to interact with their smartphone." 

Open and big 
data, Modelling 
and simulation 
(beyond general 
equilibrium 
models), 
Collaborative 
governance and 
crowdsourcing 

Heroj The idea behind Heroj is to bridge the gap between citizens and local authorities. Reporting 
problems in local communities is not an easy task, often overshadowed by bureaucracy steps 
one needs to take when reporting. And it is the small issues that bother us the most on a 
daily basis and all those issues are hard to be spotted by the authorities even though they do 
represent a problem. We tried to ease this by making the app that has gaming context where 
citizens are superheroes that are spotting the problems in their local communities, and we 
are automatically passing the issues to those who should be handling the problem. We are 
going to try and push the platform on a global scale so that citizens from all over the world 
can participate in making their world a better place. 

Collaborative 
governance and 
crowdsourcing, 
Serious gaming, 

Dgroups "The Dgroups platform is built on the premise that technology needs to be made accessible if 
it is to include wide groups to professional actors into a policy-influencing discourse.  

Even today, well into a second decade of the 21st century, most available technology is not 
inclusive enough to include majority of the actors that should be part of the discourse. 

For the past decade, dgroups as a technology platform has focused on enabling professionals 
and actors in areas such as sustainable food, public health, human rights, to connect in 
effective and inclusive manner and participate in important discussions influencing, and 
making public policies. 

Three distinguishing features of this technology platform are (a) its strong focus simplicity 
and approachability, and (b) its effective use of the most widespread communication 
technology that humanity ever invented, email, (c) strong and proven sustainability model 
that allows it to scale like no technology platform for professional communication before it. 

While in the age of Twitters it might sound trivial to propose that a technology platform 
based on something invented so long ago can be interesting, we feel it is important to 

Open and big 
data, 
Collaborative 
governance and 
crowdsourcing 

http://www.xtribe.eu/
http://www.carbondiem.com/
http://www.carbondiem.com/
http://www.carbondiem.com/
http://www.carbondiem.com/
http://www.carbondiem.com/
http://www.carbondiem.com/
http://www.carbondiem.com/
../Local%20Settings/Temp/imgur.com/a/ppfsH
http://dgroups.org/
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propose something that really works in the context of policy-making discourse. We believe 
that knowledge and policy-making are intimately intertwined, as well as that written word is 
the most universal knowledge exchange medium. 

Most projects/products oriented towards professional actors (as opposed to general public) 
deal with hundreds, and in rare cases thousands of actors. Dgroups platform, on the other 
hand, deals with hundreds of thousands of active professional actors, many of which are 
high-level policy makers and harness the platform daily to enable the policy-making 
discourse." 

African 
Highland 
Farmer 

"Land degradation is an increasing problem for smallholder farmer communities in the 
Usambara Mountains of Tanzania. A lot of research on this issue has been conducted in this 
area, but there lacks communication with district level policy makers, who can adjust and 
implement land conservation policies. 

My study was part of a research project by Wageningen University, investigating the 
implementation of sustainable land management [SLM] in the East African Highlands. The 
project wanted to organize a policy maker workshop where the debate about existing policy, 
SLM practices and farmers’ livelihoods can be started. The idea was to make a short 
computer game to trigger these discussions. For my graduation research as MSc Land and 
Water management, I took up the task to develop a computer game, to be used in the policy 
maker workshop. 

The main goal of this game was to create awareness among policy makers by explaining 
farmers’ main issues in a fast and comprehensible manner. Therefore, the local farming 
system, and farmers’ critical decision moments and investment behaviour were examined. 
Taking the results of my research into consideration, the principal conclusion was that the 
computer game needed to show farmers’ resilience as well as their limitations in order to 
give a clear message to policy makers. 

Functionalities of the Game: 

1. After a short introduction on the context of this project and instructions how to play, the 
start of the game is set in the environment of Tanzanian highlands. You see a plot of land 
situated on a slope, next to a farmer family in front of their house and shed. This is the main 
playing field. 

In several side-menus, the player can choose different actions, like a) buying crop seeds to 
plant that year; b) send children to school; c) buy malaria medication; d) hire labour or find 
employment elsewhere yourself; e) invest in livestock; and f) invest in the construction of 
terraces and/or grass strips. 

2. These options are limited by the availability of labour and money. 

3. Soil productivity declines over the years if no measures are applied. 

4. At the end of each turn, a summary is given of income and expenses. 

5. Each year, however, an ‘unexpected’ event takes place which influences your options, 
expenses or income [e.g. drought, social conflict]. The investments in land conservation, 
saving etc have increased the farmers’ coping capacity for such events." 

Serious gaming 

gov.insight "Gov.insight is a web application that builds upon the Greek open consultation data ( 
opengov.gr ), providing visual analysis of the consultations, supported by state-of-the-art 
sentiment analysis and topic modeling methods. 

The site services support law-making, as public servants are required to provide consultation 
summaries to the Parliament, before the beginning of the voting process for Greek laws. 
Given the fact that the open consultation allows people to offer free-text (unstructured) 

Visual analytics, 
Collaborative 
governance and 
crowdsourcing, 
Opinion mining 

http://weirdbeard.nl/dev/highlandfarmer
http://weirdbeard.nl/dev/highlandfarmer
http://weirdbeard.nl/dev/highlandfarmer
http://gov.insight.iit.demokritos.gr/
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comments as feedback, the effort of systematizing and summarizing the comments can be 
problematic. 

The system allows the user to: 

- browse a consultation, based on the implied (automatically detected) topics presented in 
people's comments. 

- detect trends in conversations (using an animated tag cloud, illustrating trend terms over 
time) 

- search for specific terms in comments. 

- groups comments by comment author. 

- quantify the sentiment in a specific consultation, via automatic sentiment analysis and 
visualization. 

- detect the most active conversations, implying higher controversy or social impact." 

DiteciCome "DiteciCome" is an application, based on ""Making Speeches Talk"", that permit to comment 
phrase by phrase a document. 

In this case the document was the Italian Action Plan for the Open goverment in the frame of 
Open Government Partnership Initiative. 

The document has been published from the Italian Government (Ministero per la pubblica 
istruzione e la semplificazione). Users, in order to comment, had to authenticate with social 
networks or with a email+password registration. The document was commentable for one 
month, without any other restriction." 

Collaborative 
governance and 
crowdsourcing 

OpenCoesione "The lack of transparency on how public money is spent is one of the main reasons for the 
slow pace in implementing development policies and in understanding whether investment 
projects actually respond to local demand. This is a particularly hot topic in Italy at present 
given the low absorption rate of EU Structural Funds and the debate all over Europe 
continues on the extent to which, after decades of subsidies, whether the European Regional 
Policy is effective or not. 

 “OpenCoesione” is Italy’s first national web portal on the implementation of investments 
programmed in the 2007-2013 programming cycle by Regions and State Central 
Administrations via cohesion policy resources. Publication of data from now on allows Italian 
citizens to evaluate if and how both implementation projects meet their needs and whether 
financial resources are allocated effectively. 

The web portal contains information about any single project carried out to implement 
cohesion policy, and more specifically: funds used, places and categories, subjects involved 
and implementation timeframes. Users can either download raw data or surf through 
interactive diagrams itemised by expenditure categories, places and type of intervention, as 
well as have access to files on single pojects and subjects involved. Data on the local 
economy and social context are provided as well. 

OpenCoesione represents an attempt to: firstly, improve policy effectiveness through better 
knowledge on which kind of investment projects are actually carried out in the territory; 
secondly, enhance coordination among the administrations responsible for implementing 
the projects; and, thirdly, provide more public scrutiny on who benefits from the resources 
(also with the aim to avoid corruption and fraud) and encourage greater public participation 
and collaboration." 

Open and big 
data,, Visual 
analytics, 
Collaborative 
governance and 
crowdsourcing 

Mobile 
Harvest 

"Mobile Harvest has developed a suite of literacy & language neutral, mobile based 
applications, which are intuitive and can be used by people to create and share their stories.  

Collaborative 
governance and 

http://www.lineaamica.gov.it/ditecicome/ogp/
http://www.opencoesione.gov.it/
https://docs.google.com/a/mobileharvest.in/file/d/0B3gE3jrf6DFnbHB5WmRpaUJEQXM/edit?usp=drive_web
https://docs.google.com/a/mobileharvest.in/file/d/0B3gE3jrf6DFnbHB5WmRpaUJEQXM/edit?usp=drive_web
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Name of the 
application 

Short description Technology 

One of the applications, Mitra (hindi word meaning friend) is being used by UN Women to 
establish their Regional Centre of Excellence to promote gender responsive local governance 
in Andhra Pradesh, India. 

Mitra is a customized social network which doesnt require any text input, is easy to use and 
requires minimal training. Users can access audio/video/image based content, and can share 
audio/image based content with their peers, tag content to topics (to add context to their 
conversations), as well as share content with organizations.  

Another application that the team has created Swara (meaning voice), is a literacy neutral 
application through which users can record content or share images with organizations and 
can tag the content to topics. 

For all our products, organizations are given a web-based state of the art dashboard, which 
allows them to view the identity (mobile number) of the user, the location from which 
content was created and access the content." 

crowdsourcing, 
Opinion mining, 
Literacy neutral 
mobile based 
platform for 
people to create 
and share their 
stories 

Simpl 
Challenges 

"Simpl Challenges is the challenge platform where organisations (mostly local government) 
can kick start and support brilliant ideas to make the world better. Each Simpl Challenge is 
based around a question, typically related to a social issue that needs a solution. People 
submit ideas in response to the challenge question, with the best ideas taken to the Simpl 
Challenges event where they are tested, prototyped and kick-started quickly, in a focused 
and exciting environment.  

Simpl opens up the policy process for local councils in the UK by seeking ideas from inside 
and outside the organisations. The platform enables an accountability mechanism through 
holding idea owners and councils crowdsourcing ideas to account. This openness and 
transparency means councils have a stronger impetus to deliver on policies generated 
through Simpl as the ideas submitted to the platform are public, visible and co-owned by the 
people behind the ideas." 

Collaborative 
governance and 
crowdsourcing 

 

http://simpl.co/
http://simpl.co/
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Appendix 3. Tweets using the #policy20 hashtag 

The following pages are a selection of the Tweets emanating from the conference. The full archive is 
available at http://178.79.168.115/ytk/archive.php?id=117. 

 

 

http://178.79.168.115/ytk/archive.php?id=117
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