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managers and organisation executives, again 

aiming at maximum social inclusion. The focus 

is on process - an approach to the whole idea of 

planning events, building websites, and making 

information accessible - as the way to achieve 

the best results meeting the needs of the widest 

range of individuals.

The thinking is that if disability issues are investi-

gated separately for each event, then each separate 

investigation into the suitability of each venue and 

the meeting of each ‘special need’ is bound to incur 

a separate cost, potentially wasting valuable time 

and resources. Better to plan the most effi cient use 

of locations and services from the outset, catering 

for the needs of more people well in advance. This 

holistic approach has practical applications for 

anyone coming into contact with the public.

 

The European Institute for Design & Disability’s 

Design for All approach also aims for an inclusive 

result, but its process stands out for its inclusive-

ness as well. This process suggests:

+  shaping the design brief to ensure the result  

caters for a wide diversity of users,

+  including a variety of different users and their 

experiences in the planning process.

+  recognising users as potential ‘experts’.

Design for All applies not just for event planning, 

but also to the built environment, services, and ac-

cess to media, culture and information. As service 

providers - but also as users - we are encouraged 

to think out of the box: how can we make every-

thing more accessible, to more people?

WHAT CAN YOU DO?
Design for All suggests the following fi rst steps 

to insure inclusiveness:

+  Adopt a defi nition of seamless inclusiveness 

+  Establish a Chain of Custody: 

 Who is responsible?

+  Build a dialogue with representative user groups

+  Factor infrastructural modifi cations into your 

regular ordinary maintenance plans

+  Initiate a process of staff awareness training

+  Maintain a regular dialogue with host cities and 

service providers

Accessible design sells places, products and ser-

vices. By planning for maximum accessibility, we 

enrich our events and delegates – with immediate, 

tangible benefi ts for all.

More information:

European Institute for Design and Disability

www.designforall.org

Convention on the Rights 

of Persons with Disabilities

www.un.org/disabilities

European Disability Forum

www.edf-feph.org

 ADOPT A DISABILITY ATTITUDE
   

 Source: European Disability Forum 

 www.edf-feph.org

+  Ensure that the venue infrastructure/hotel 

is totally accessible (ramps, lifts, door width, 

accessible toilet, indications in Braille, as-

sistance dogs allowed, adapted rooms)

+  Consult with each disabled participant 

about the necessary technical aids to 

compensate for their different needs

+  Place pens, paper, documents materials 

within easy reach

+  Allow room for wheelchair entry and 

disabled parking

+  Provide extra chairs and ordinary tables 

(rather than high cocktail tables) - more 

accessible to wheelchair users and deaf per-

sons who need hands free for sign language

+  Provide information in advance of the event 

information in large print or in electronic 

format for to read it with a Braille reader

+  Make presentations accessible through a 

clear oral description or send information 

before the event.

+  Background noise or loud music should 

be avoided

+  Provide an induction loop system (sound 

amplifying system) and/or a velotyping 

system (simultaneous transcription)

+  Provide sign language interpretation if no 

sign language interpreter is accompanying 

the deaf participant 

+  Pay special attention to persons with 

disabilities in case of emergency

TOWARDS 
COMMUNITY-
 BASED COLLA-
BORATIVE 
WORKPLACES
NOWADAYS, THERE ARE MANY SCENARIOS, 

BASED ON NEW TECHNOLOGIES, EXPLAIN-

ING HOW PEOPLE WILL BE ABLE, USING A 

WIRELESS DEVICE, TO REMOTELY TURN 

ON/OFF CAR AND HOUSE HEATING, HOW 

PEOPLE WILL GET A CALL FOR A MILK 

EMPTY ALERT FROM THEIR REFRIGERATOR 

AND SO ON. IS IT GOING TO CONTRIBUTE

TO A BETTER SOCIETY? SOMEONE MAY 

ANSWER “NOT REALLY, IT IS SIMPLY MAK-

ING LIFE EASIER.” ONCE, IT WAS SAID THAT 

THE WAY OF USING TECHNOLOGY REFLECT 

THE MATURITY OF OUR SOCIETY. SO, IN-

STEAD OF SIMPLY MAKING LIFE EASIER IS 

THERE A WAY TO USE WIRELESS TECHNOL-

OGY FOR ACCESSING COMMUNITY BASED 

KNOWLEDGE AND PRACTICE SERVICES?

TEXT - MARC PALLOT, ESOCE-NET

Looking at the actual success of digital photos, 

either taken with a digital camera or simply 

with a mobile phone, it seems there are many 

people who are fond of sharing with people in 

similar communities. Is it a sign showing that 

the border between private and public life has 

become very tiny? Is socialising with people far 

away more feasible?

Social activities and working activities have 

always been considered as separated periods of 

time. However, several studies demonstrate the 

importance of social activities to the creativ-

ity and innovation process. This could explain 

why the coffee machine area is so important 

for socialising and discovering or maturing new 

ideas. It is not a conventional area but a place 



HEADQUARTERS 28

where conviviality is the main or only rule; any-

one can enjoy the discussion and feel confi dent. 

Patricia Vendramin (1) discusses the ichallenge 

for the future of work: how to develop fl exible 

telework or mobile work patterns while prevent-

ing a deterioration of working conditions? 

There is a trend suggesting that organisa-

tions are in a transition towards more fl exible 

arrangements in the workplace (see diagram). 

Who will be benefi t from those arrangements 

and what will be the role of ICT? 

The categorization shows an evolution from 

individual workplace to team workplace and 

then from team workplace to community 

based workplace. At the same there has been 

a transition from fi xed to mobile solutions. This 

demonstrates the evolution of services from 

individual needs to team needs and from team 

needs to community needs. It’s certain that a 

project team is bound by a business contract 

that rules relationships among team members 

- while community members are not bound by 

any business contract so far.

The term Mobile workplace could be interpret-

ed as people moving from one working location 

to another one. Our interpretation or vision is 

rather a single workplace everywhere at any-

time, which follows the worker wherever he is. 

There is no more need to carry on documents 

or a heavy lap-top or to look for a power socket 

and network socket to plug in your computer. 

You just bring a small wireless computer device, 

fi tting in the pocket of your jacket or on your 

wrist like a watch, which enables instant con-

nection to the Network wherever you are and 

whenever you need it. Wireless connectable fl at 

screens are available almost everywhere; the 

Network becomes the working place.

This mobile workplace brings the opportunity for 

global socialising with faraway people, and local 

socialising with people nearby with common 

interests. Instead of working ineffi ciently for 

hours, there could be breaks for social activities. 

This approach integrates working, learning and 

social activities for a more balanced way of 

living. No more need to travel every morning 

to your offi ce and every evening back to your 

home - with the added bonus of a positive 

impact on traffi c jams, pollution and transpor-

tation stress. One direct consequence is more 

time for social, learning or sporting activities 

and a better family life. 

Another interesting trend is the emergence of 

communities of knowledge and practice on the

internet, suggesting that workers are in a tran-

sition towards a new working place in between

their organisation and the communities they 

belong to. In the eighties, organisations were

expecting Artifi cial Intelligence and expert sys-

tems to be able to collect workers’ know-how,

knowledge and good practices. It simply failed. 

During the last decade, Knowledge Manage-

ment (KM) constituted the next attempt to 

make knowledge a resource available to every 

worker. Unfortunately, KM still requires a lot of 

effort to maintain the huge amount of informa-

tion for a low level of potential re-use inside 

the organisation. Even with extensive, available 

knowledge information, identifying sources and 

audience is time consuming. 

This is exactly the point where communities 

of knowledge and practice are emerging as a 

unique places which collect workers’ experi-

ences in specifi c domains, turning this informa-

tion into re-usable knowledge and into library 

of shared information. Concepts are developed 

and maintained by those communities as part 

of a combined, group of effort. 

Further, communities are then turning know-

ledge and practices inside-out by offering 

services directly to members. Communities 

of knowledge and practice are refl ecting the 

new paradigm of ‘knowledge everywhere 

anytime’. 

A community workspace is, for example, 

composed of projects and topics spaces where 

members can collaborate. Virtual meeting 

spaces for brainstorming or conferencing and 

conviviality space for socialising with others 

are among the other possible components of a 

community workspace.

The community-based collaborative workplace 

looks like a promising area for further research 

where human, social, business, organisation, 

ICT and legal aspects need to be considered for 

the best chance of developing successful and 

innovative frameworks.
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INSTEAD OF WORKING INEFFICIENTLY 
FOR HOURS, THERE COULD BE BREAKS 
FOR SOCIAL ACTIVITIES
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