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ABSTRACT
Recent developments in Artificial Intelligence and meta-design
challenge the understanding of the concept of “end user”. The 8th
edition of a workshop in the series “Cultures of Participation in
the Digital Age” (CoPDA 2024) aims to critically differentiate, dis-
sect, and deepen the roles, experiences, and demands of end users
considering contributions from different perspectives.

CCS CONCEPTS
• Human-centered computing→ HCI theory, concepts and
models; Interaction design theory, concepts and paradigms.
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1 INTRODUCTION
This workshop is the 8th edition of CoPDA (Cultures of Participa-
tion in the Digital Age). All the previous editions have identified
specific themes and challenges of the digital age by exploring con-
ceptual frameworks and socio-technical environments:

• 2013: Empowering End Users to Improve their Quality of
Life [7][8]

• 2014: Social Computing for Working, Learning, and Living
[6]
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• 2015: Coping with Information, Participation, and Collabo-
ration Overload [5]

• 2016: From “Have to” to “Want to” Participate [1]
• 2018: Design Trade-offs for an Inclusive Society [2][9]
• 2022: AI for humans or humans for AI? [3]
• 2023: Artificial and/or human intelligence: nurturing com-
putational fluency in the digital age [4]

All information about the editions of the CoPDAworkshop series
are available here: https://copda.unibs.it.

This edition of the CoPDA workshop seeks to critically differen-
tiate, dissect, and deepen the roles, experiences, and demands of
end users by inviting contributions from researchers and practition-
ers from various backgrounds and communities, such as designers
and users of socio-technical environments, learning scientists, and
educators. The concept of “end user” has conventionally been un-
derstood as the final consumer or user of a digital product, service,
or system. However, recent developments in Artificial Intelligence
(AI), meta-design, and cultures of participation challenge this sim-
plistic understanding, revealing that end users are not just passive
recipients but can also become co-creators, critics, and distributors
of innovative ideas and artifacts.

2 WORKSHOP THEME
The theme of the workshop proposed in 2024 is grounded and re-
lated to some of the findings of previous workshops and will bring
together a community of researchers to discuss their findings and
explore challenges for the future. While the value of contributions
made by end users can be significant in terms of the outcomes they
generate (e.g., innovative software, user-centered solutions, acces-
sible knowledge), the effort required by end users to facilitate and
sustain these approaches should not be underestimated. Balancing
the potential value with the necessary effort is crucial to ensure
that end users will be motivated to contribute over long periods of
time.

In the design, development, use, and evolution of complex socio-
technical environments, the “end user” concept is limited and insuf-
ficient to capture the full range of stakeholders involved. Here are
some alternative concepts that can better reflect the diverse roles
and perspectives within this context:

• Stakeholders: This term is a broad and inclusive concept en-
compassing all individuals and groups with an interest or
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stake in the design, use, and assessment of socio-technical
environments. It recognizes that diverse perspectives, moti-
vations, and needs must be considered and integrated into
the development and evolution process. It acknowledges that
these individuals play different roles and contribute to the
software ecosystem in various ways.

• Co-Designers: This concept emphasizes the active involve-
ment of users and other stakeholders as collaborators in the
design process. It recognizes their contributions to shaping
the software environment and promotes a more inclusive
and participatory approach to development.

• Contributors: This term highlights the idea that users and
other stakeholders are not just passive consumers of the
software but can actively contribute to its improvement and
evolution. It encompasses activities such as providing feed-
back, reporting bugs, suggesting new features, and sharing
knowledge and resources.

• Domain Experts: In certain software environments, there may
be individuals with specialized knowledge and expertise in a
specific domain relevant to the software. Referring to them
as domain experts, one recognizes their valuable insights and
contributions to the development and use of the software.

• Prosumers: In numerous environments, the roles of producers
and consumers are merging, with consumers taking on more
active, participatory roles in design and development pro-
cesses, thereby breaking down traditional divisions existing
in the earlier software environment [14].

• Professional Amateurs: “Professional Amateurs” (Pro-Ams)
refer to individuals who pursue a hobby or activity with the
enthusiasm and dedication typically characteristic of profes-
sionals but without the primary intention of financial gain.
Pro-ams pursue problems that are personally meaningful
to them, and they often engage deeply in their chosen pur-
suits, thereby acquiring significant skills and knowledge and
contributing to the advancement of the field, albeit without
making it their primary profession [10].

• Power Users: In communities and research groups, power
users are the local designers who create extensions and mod-
ifications of tools for all members of the community [12].

• Curators: In cultures of participation (e.g., Wikipedia, Open
Source communities, Scratch, and software reuse libraries),
curators play a crucial role in managing, organizing, and
enhancing shared resources and knowledge. They serve as
mediators and facilitators, ensuring the quality, accuracy,
and accessibility of resources within these participative en-
vironments.

• Participants: In cases where the software environment has a
strong community aspect, such as open source projects or
online platforms, referring to users as community members
acknowledges their participation in a shared ecosystem. It
emphasizes the sense of belonging, collaboration, and col-
lective responsibility within the community.

These roles are not static, and in socio-technical environments
supporting rich ecologies of participation, end users may migrate
between these roles over time [11][13].

3 WORKSHOP OBJECTIVES
The workshop organizers invited contributions to explore the fol-
lowing fundamental issues:

• Re-conceptualizing the multi-faceted roles that end users
can play.

• Investigating how end users are evolving into active partici-
pants in the design and development through frameworks
(such as meta-design) that encourage collaborative creation,
modification, and evolution in individual and group activi-
ties.

• Understanding the skills and literacies (e.g., computational
fluency) that end users need to acquire to be successful con-
tributors (e.g., education, after-school clubs, etc.)

• Envisioning future scenarios and possibilities for end user
roles and experiences in the context of emerging technolo-
gies and cultural changes.

• Understanding the design trade-offs associated with balanc-
ing the potential value of end-user contributions with the
necessary effort to ensure that end users will be motivated
to contribute over long periods of time.

The workshop also aims to investigate how Large Language
Models (LLMs) in general, and ChatGPT in particular, can both
empower and potentially diminish the role of end users, depending
on the context in which they are applied.

The following sources of empowerment of end users by ChatGPT
can be critically examined. Can ChatGPT:

• Provide access to relevant information (e.g., reducing infor-
mation overload)?

• Serve as a digital assistant (e.g., drafting initial responses),
increasing the backtalk of situations with critiquing systems?

• Enhance learning by providing explanations and generating
examples?

• Integrate adaptive features (generated by ChatGPT) with
adaptable components (contributed by humans)?

ChatGPT can diminish the role of end users, and concerns about
these developments can be elaborated by exploring the following
hypotheses. Will ChatGPT:

• Create an overreliance on technology?
• Suppress critical thinking skills needed to analyze bias and
misinformation?

• Reduce the autonomy of end users by imposing its view and
value system of the information generated?

• Replace workers in tasks that the workers can do better and
would like to do themselves?

• Represent mostly “black boxes” for end users due to the
complexity and opacity of their internal workings (e.g., end
users often have limited capability to influence or customize
the model’s behavior)?

Therefore, topics of discussion include (but are not limited to):
• Analysis of the use and historical development of the concept
of end user

• Can meta-design frameworks facilitate and empower end
users in becoming designers, shaping, and adapting systems
to their needs?
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• What are the major responsibilities for end users in “end-user
development” and/versus “end-user software engineering”?

• If computational fluency is widely achieved by humans in
the digital age — how will this change the concept of “end
user” and “learning with digital tools”?

• How can the division between professional developers and
end users be designed and supported as collaborative inter-
actions rather than as rigid separation?

• How do we scale up user participation from individuals to
groups to communities?

• In which contexts are end users the drivers of the innovation?
• Which other frameworks and environments in AI exist, in
addition to LLMs, to support end users?

• How does the role of end users change in the era of LLMs?
• Which additional learning demands occur that empower end
users to assess LLM possibilities and limits?

• Success stories and failures (e.g., empirical studies) involv-
ing or analyzing end users as active participants in socio-
technical systems in different domains (education, workplace,
at home, leisure, etc.).

4 WORKSHOP CONTRIBUTIONS
The workshop received 15 contributions with authors based in Italy,
Norway, Germany, The Netherlands, Portugal, Sweden, and United
States. A few papers provide conceptual discussions aimed to reflect
on the proposed workshop topics, such as how the end user role has
changed over the years and may further change in the future. Other
contributions focus on case studies developed in various domains,
where different design methodologies, such as participatory design,
meta-design, and value-based design have been integrated with AI;
these papers also explore several issues related to ethics, privacy,
inclusivity, and the like.

5 WORKSHOP ORGANIZATION
The one-day workshop is structured as follows: 1) a brief round of
presentations by each participant; 2) participants’ presentations last-
ing 15 minutes, followed by 5 minutes for questions and answers; 3)
plenary discussion about the new topics, ideas, and challenges that
have emerged in pre-workshop activities, as well as those emerging
after each presentation; 4) concluding remarks with proposals for
future collaboration.

6 PROGRAM COMMITTEE
Alessandra Melonio (University of Venice Ca Foscari, Italy)
Angela Locoro (Università degli Studi di Brescia, Italy)
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Jose Abdelnour-Nocera (University of West London, UK)
Marco Winckler (Université Nice Sophia, France)
Maristella Matera (Politecnico di Milano, Italy)
Monica Maceli (Pratt Institute, USA)
Philippe Palanque (Université Paul Sabatier, France)
Renate Andersen (Oslo Metropolitan University, Norway)
Rosella Gennari (Free University of Bozen-Bolzano, Italy)
Torkil Clemmensen (Copenhagen Business School, Denmark)
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of Colorado at Boulder. He is a member of the Computer-Human
Interaction Academy (CHI; 2007), and a Fellow of the Association
for Computing Machinery (ACM; 2009). His research has focused
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and collaborating, human-centered computing, and design. His
recent work is centered on quality of life in the digital age, social
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Daniela Fogli is Professor at the Department of Information
Engineering, University of Brescia, Italy. Her research interests
are in the field of Human-Computer Interaction and include meta-
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Anders Mørch is Professor at the Department of Education
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matics from the University of Oslo and an M.S. in computer science
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between Human-Computer Interaction and Software Engineering
through techniques of End-User Development. His research inter-
ests focus on Human-Computer Interaction, Software Engineering,
End-User Development, the Internet of Things, Smart Environ-
ments, and Visual Interactive Systems. He is/has been Full Paper
Co-Chair of INTERACT 2021 and 2023 and IS-EUD 2011, doctoral
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Stefano Valtolina is Associate Professor at the Computer Sci-
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Computer Science from the same university. His research interests
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well as studies in semantic, social, and cultural aspects of infor-
mation technologies with an emphasis on the application of this
knowledge to interaction design. His research activity is directed
toward the study of aspects of Human-Computer Interaction and
Database Management investigating methods, interactive systems,
and tools for Knowledge Management and Fruition.
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