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I. The research question 
 

 
Citizen participatory deliberation systems imply devolution of power for the government. Why 
would bureaucrats - and in most cases also politicians be open and willing to delegate part of their 
power to the people?  While in some cases politicians are ready to do so, in order to increase their 
consensus among voters, often even if they open the doors to participation and participatory 
deliberation, it does not mean that they will keep them open forever. Furthermore, bureaucratic 
power is based on knowledge of institutional mechanisms.  If citizens gain access to this type of 
information and understand these mechanisms, bureaucrats will swiftly begin to loose their power. 
As a result, bureaucrats need to keep the different “information spheres” separate from each other in 
order to maintain their sphere of influence (Meyrowitz, 1985). 
 
Communication can generally be understood as an act of power. Power, understood in this case as 
the capacity to influence other people's decisions to support the values, the interests and the will of 
the people who hold power (Castells, 2009).  
 
In the field of eParticipation, researchers have not always been able or willing to focus on power 
dynamics. This is because in some cases it is difficult to develop specific frameworks to do so and 
in others because they decide to avoid the topic deliberately, in order to prevent conflicts or please 
their funders/donors - who in most cases, are the same institutions that are financing the project that 
they should be assessing or researching.  
 
During the course of my research, power dynamics were not ignored but formed instead the core of 
the enquiry. Over the course of the thesis, I attempted to demonstrate how is possible to develop 
frameworks, strategies and actions based on the analysis of opposite and complementary power 
relationships. These power dynamics have a direct or indirect impact on eParticipation studies and 
therefore should not be ignored by researchers. Instead, they should become one of the most 
important subjects/elements of any scientific analysis of eParticipation, in both the so-called 
developing or developed countries.  
 
The impacts of power dynamics are considered the starting point of this dissertation. These 
dynamics can be classified as follows: 
 

• “Discourse-Influence”. The system of thoughts composed by ideas, attitudes, courses of 
action, beliefs and practices, that systematically construct the subjects and the worlds 
(Michel Foucault, 1972). For the scope of this paper, it is therefore necessary to consider 
how power dynamics influence the way in which “developing countries” are studied by the 
“developed countries” from which most of the funding for research projects originates. For 
this reason, over the course of the first chapter, theories of development studies  – in our 
case the ones created by “ICT for development” experts, are directly linked to “discourses” 
embedded in western societies and discussed during events such as the World Summit on 
Information Society (WSIS). During the course of the paper many concepts, values and 
ideas on which these discourses are based were deconstructed.  
 
Most of the above-mentioned internationally developed frameworks and discourses, have 
been proved to be functional for the ruling elites who produced and used them to expand 
their power by influencing local/national and international policies before and after 
colonialism. Both, participatory methodologies and ICTs for development projects have 
been used, and are still used today, within these very frameworks.  This implies that a 
critical approach to study both participation as a way of managing resources and the use of 
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ICTs within an informationalist system (Ibid) is needed before starting any type of research 
or project in the field of eParticipation - especially but not exclusively in the context of the 
so called “developing countries”.  
 
A possible solution could be to use the approach proposed by Olivier de Sarden: a “socio-
anthropologie du changement social”, (An anthropology of social change), in order to 
overcome the dialectics between the development anthropologist and the anthropologist of 
development (Olivier de Sarder, 1995). In the same way the dissertation proposes an 
anthropological approach capable of analyzing and deconstructing external/oppressive 
“discourse influences” in order to develop new ones aimed at supporting the uprising of 
marginalized communities. This paper tries to demonstrate the need and feasibility of 
shifting the established approach in the study of eParticipation and in general of 
ICT4Development. In conclusion, the proposal is to deconstruct “non-participatory” 
discourse, in order to construct new “antagonistic discourses” made by and for local 
communities that wish to use an eParticipation project to influence government policies. 

 
• “Techno-Semantic-Influence”: Technocrats behind semantic technologies, especially in the 

legislative field (the so called “legal semantic web”), decide how different concepts and 
bodies of information are linked to each other, influencing thus the sense of an event and the 
relationships between different episodes of political relevance. As a result, technocrats are 
often able to influence the way legislative acts are discussed , approved or rejected. 
Episodes occurring outside legislative bodies but related to what happens inside them, can 
be easily ignored or manipulated by omitting a link to specific information or by selecting 
certain types of information while ignoring others. This dissertation highlights possible 
examples of this and proceeds to explain how “techno-semantic-influence” may represent a 
threat to democracy.  
 
For example: a hypothetic minister that is proposing a certain law is in fact guilty of a 
related crime. However, if the law in question does go through, the crime of which he or she 
is guilty will no longer be consider a crime. By controlling the way a semantic “mark up”2 is 
applied, technocrats influenced by governments may decide that the criminal record of a 
minister should not be linked to the laws he or she is proposing and discussing in 
parliament. In this way, it will become more difficult for journalists, civil society or other 
members of parliament to discover possible conflict of interests or other factors that may 
negatively influence policy making. The importance of using open standards such as XML3 

                                                
2    When referring to semantic mark-up what is implied is the use “tags” to accurately describe a type of content 
3    Standards can concern different aspects of legal information, at different levels: the communication protocols that 

are required for information to be made accessible over the Web; the ways of specifying the typographical 
appearance of the documents; the links to other documents; the structure of the documents (their division in 
component units, like sections and subsections); and so on. The determination of machine-processable standards is a 
crucial issue for public policy in an information society. This means that legal information available over the 
Internet is increasingly processed according to its content (or meaning), and not only as pure text (as a sequence of 
words). This result is usually achieved by embedding in the natural language text special computer readable 
specifications, which can be processed in various ways: for retrieving the document, for accessing related 
information, for determining its currently binding content, for applying the rules it includes, and so on (XML 
tagging is normally used to include such meta-textual information in legal documents, supplemented with languages 
like OWL for specifying conceptual structures, and logical extensions like in RULE-XML for capturing the logical 
structures of legal rules). Standards for marking derogations and modifications in legal documents are already being 
devised, which allow the legal text currently in force to be automatically constructed. Further meta-information is 
being embedded in legal texts available through the Internet for the purpose of conceptual information retrieval. In 
particular, documents are indexed according to conceptual analyses (ontologies) of the concerned legal domains 
(Giovanni Sartor, 2011). 
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is directly linked to the right of social movements, journalists and members of parliament or 
other legislative bodies, to mark up in a participatory manner, important information in 
order to “democratize” the legislative semantic web. Examples of semantic “participatory 
mark ups” such as the http://www.theyworkforyou.com/ website in U.K. are analyzed and 
discussed in-depth to demonstrate the importance of open standards for democracy.  

 
• “Actors-influences”: these influence the way projects start, develop and end. An 

eParticipation project may be started as a result of a conflict between two or more actors. In 
other words, it may exist because a specific conflict occurred and one of the actors decided 
to use eParticipation as a tool to fight against the opponents. An eParticipation project may 
end because the conflict from which it was generated has been solved. In other cases 
eParticipation projects may be kept alive by citizens and civil society as an act of resistance. 
An eParticipation project may also start because an international/national development 
agency decides to target ICTs and eGovernance as a field of technological assistance 
through which it is possible to influence a country's policy-making processes. A social actor 
or a group of activists may use eParticipation to gain the attention of public opinion and 
influence civil society at international, national and local levels.  
In this paper, actors' motivations are considered the strongest influences of power capable of 
determining the success or failure of a given eParticipation project. The role and influence of 
the “creative class” in both developed and developing countries is discussed, in order to 
understand if and how this class is able to shape the society we are living in. Finally, the 
genesis of the “multitude” (Michael Hardt and Antonio Negri, 2004) is analyzed in relation 
to a new possible role it may play in the “informational society” (Castells, 2000), in order to 
develop a new political antagonist actor named “informational multitude”.   

 
In conclusion, eParticipation projects are all considered as actions made by specific private or 
public actors who aim to influence other public/private actors in order to reach specific objectives. 
These actors may start eParticipation projects to defend themselves from others, or may start 
eParticipation projects to gain power over others. Within these ongoing conflicts, new actors 
emerge and alliances are formed. In some cases these alliances may generate “informational 
multitudes” able to change the political systems and overthrow the establishments. In other cases 
new and old enemies continue to fight against each other in order to gain power within the already 
existing political system/framework. 
By understanding the history of conflicts and alliances, it should be possible to draw future 
scenarios and develop new strategies. Nevertheless to accomplish this, a new framework based on 
the historical interactions between both media actors and political actors is needed in order to help 
us understand the process by which the failure and success of eParticipation projects can be 
influenced. 
 
The famous game theory became an interdisciplinary research field after Theory of Games and 
Economic Behavior was published in 1944 (John von Neumann and Oskar Morgenstern, 1944). 
Different games have been invented and used by social scientists - mostly political scientists and 
economists, in order to understand international conflicts and trade. Consequently, other games can 
be used to understand eParticipation and the conflicts that are behind the failure or the success of 
different projects. This approach requires a deep historical analysis of the interactions between 
actors to be effective. Over the five years that I have worked on this dissertation I developed a 
model based on cooperative or non cooperative games: 

 
• Firstly, during the first three years I developed the Win Win eParticipation model which 

focuses on how different media and already existing participatory practices/process, which are 
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part of a specific communicative ecology (Foth & Hearn, 2007), can be utilized in an 
eParticipation project to reduce the risk of failures associated to technological and cultural 
barriers. The methodological proposal is to use a specific framework to assess a socio-
technological dimension/context. The concrete output is a “model” developed to support and 
enhance the implementation of accessible technologies that are used to support existing 
information systems based on traditional participatory practices (Vincenzo Cavallo, 2009). 

 
• Secondly, during the final two years, I developed the concept of eParticipation ecology in 

which three transverse dimensions co-exist: cultural/traditional, political and socio-
technological. In these three dynamic dimensions, different actors interact with each other; the 
result is a complex framework analysis that should be able to support project managers in 
assessing/predicting the actions of other actors that may wish to influence their project results 
and outcomes.  

 
In conclusion, while the first model focuses on technical issues related mainly to media accessibility and 
participatory practices, the second focuses on power relationships in order to understand how possible 
implementation strategies can be developed by considering the power and influence of the other actors 
directly or indirectly involved. That said, these two models should be considered as one comprehensive 
model, capable assessing both the accessibility and power dynamics that belong to a specific 
eParticpation ecology.  
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II. An overview of Kenya’s historic, legislative and administrative structures.  
 
Kenya’s first nationalist movement - the Kenyan African Union (KAU), was formed by Jomo 
Kenyatta in 1944 and was composed almost entirely by Kikuyus, the largest ethnic group in Kenya, 
followed by Luos and other smaller tribes. During the 1950's Kikuyus living on the reserves and 
urban slums that had formed under British rule, embarked on an anti-colonial movement which 
became known as the Mau-Mau uprising. 
 
Kenyatta was arrested in 1955 and the Mau-Mau movement was subsequently outlawed. It was not 
until 1960 that political parties became legalized and 1961 that the “Kenyan African National 
Union” (KANU) was formed. Shortly thereafter Jomo Kenyatta was released from prison helping 
the country to finally gain independence two years later, on the 12th of December of 1963. The 
following year Kenyatta went on to become the first president of the republic of Kenya.  
 
In 1966-69, an increase in internal tensions due to the lack of a structural “land reform” pushed the 
government to ban other political parties and impose a one party dictatorship led by Kenyatta. After 
Kenyatta's death, in 1978, Daniel Arap Moi, established another autocratic regime that lasted until 
2002 when Mwai Kibaki, supported by the rainbow coalition, was elected president.  
 
After six years of stability, economic development and democracy, the controversial 2008 election 
results dragged the country into a period of violent civil unrest. This was the result of ongoing 
ethnic and political tensions that had been fueled by politicians in the run-up to the elections. Only 
thanks to the mediation of Kofi Annan were the two main leaders - Kibaki (PNU) and Odinga 
(ODM), able to sign a peace agreement based on a “power sharing” formula, according to which the 
first would became the president of the republic and the second the prime minister and both would 
hold equal amounts of power.  
 
On 4th of August 2010, Kenya approved, through popular referendum, a new constitution. This was 
viewed as an historical moment for the entire nation. In this new version of the constitution, many 
of the civil rights that were not even mentioned in the previous ones, are now clearly stated and 
explained. Among them, Article 33 - the freedom of expression of all individuals, article 34 - 
media's freedom of expression, article 35 - the right of access to data from public institutions for all 
citizens. Other important reforms are related to the transformation of Kenya from a parliamentary 
unicameral system into a bicameral system, and from a highly centralized system into a 
decentralized administrative system based on the development of new local authorities.  
 
Putting aside a series of non-negligible internal problems, Kenyans today can count their 
constitution as one of the most advanced in the African continent. A condition that is not necessary 
but at least favorable for the improvement of the existing administrative and political system.   
 
This brief overview of Kenya would not be complete without mentioning “Vision 2030”, the 
strategic program launched by the government in 2008 to guide the development of the country. 
The overall objective is to bring the country from a 4,9 % GDP to 10% over the next twenty years. 
Tourism, agriculture, ICTs and the financial services sectors are among the developmental 
priorities. The word “Vision 2030” has become today an integral component of Kenyan vocabulary. 
 
Majimbo (literally, "group of regions") is a Swahili term that is commonly used in Kenya to refer to 
the idea of political devolution of power to the country's regions. It is alleged by critics, including 
former vice-president Oginga Odinga in his book Not Yet Uhuru, to have been coined by European 
settlers in Kenya's White Highlands region, around the time of independence in 1963, who 
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preferred to retain an autonomous, ethnically-based governance over the region. 
 
In the famous “Bomas Draft”, the draft constitution of Kenya adopted by the national constitutional 
conference on 15th of March 2004,  Odinga defines devolution using the words “usambazaji wa 
madaraka” which literally means «division and self-government» giving in this way a new 
connotation to this term. 
 
In 2009, the Ministry of State for Provincial Administration & Internal Security4, George Saitoti, 
publicly announced the new administrative system of the country, an important step towards the 
decentralization of the administrative structure 
 
In Vision 20305, devolution is defined as a transfer of power, resources and responsibilities from a 
higher level to a lower one. Decentralization is defined as any change in the structural organization 
of a government that implies the transfer of power from a national level to a sub-national level or 
from a sub-national level to a lower one.  
 
The current administrative structure can be represented as below in schema 1. 

 
(Schema 1) 
 
In 2003, the Constituency Development Fund (CDF) was established through a Parliamentary act 
aimed at reducing economical and social inequalities at regional levels, by distributing public funds 
directly to constituencies (which are not under the Government control, but directly under the 
members of Parliament control). This decision was strongly criticized for two reasons: firstly, 
because other administrative structures and funds with the same objectives already existed and 
secondly, because one of the ratios on which a parliamentary democracy should be based on, is the 
separation of legislative and executive power. Following this ratio, constituencies should not hold 
any executive/administrative power but should focus on proposing legislative solutions to address 
problems.  In contrast, other actors welcomed and appreciated the establishment of the CDF 
considering it to be one of the most innovative development tools ever invented by Africans for 
Africans. The CDF was seen as being able to stimulate citizen participation and enhance 
economical development by using exclusively national funds (2,5 of Kenyan tax revenues) and 
therefore contributing to making the country more independent from international aid/influences. 
Moreover, it was established that CDF funds are allocated according to the national poverty index, 
which means that entire areas that have been ignored since independence for political reasons, 

                                                
4    Under the direct supervision of the Ministry: 8 provinces, 22 regions, 254 district, 652 divisions, 2835 locations, e   

7323 sub locations. 
5    The sources utilized to describe the administrative structures are the Constitution of Kenya Review Commission 

report (CKRC),  Vision 2030, Kenya Human Rights Commission annual reports about decentralization - 
Harmonization of Decentralized Development in Kenya, 2010 Version - Community Participation and Service 
Delivery Report 2008. 



Vincenzo Cavallo – Ph.D. Dissertation Executive Summary “eParticipation and the theory of games”        8                                                                         

received for the first time attention and support by their national government. 
 
Today in Kenya, 12 funds for local development are allocated and distributed by the central 
government through decentralized administrative structures. All together these administrative 
structures are able to distribute a total of 45 billion Kenyan shillings (about $ 45.050.000). 
CDFs contribute to almost the 10% of Kenyan development (CDF status report 2009), about one 
million of US dollars for constituency which means a total of about 210 million US dollars.  
 
This very interesting contradiction played a central role for the development of this paper6. Firstly, 
constituencies are an easy target to reach and define. They are specific geographic areas of a 
country represented by their elected member of Parliament. Secondly, the CDF act specifies in 
detail, why and how CDFs should function. Moreover, CDFs should stimulate local participation of 
citizens and civil society in decision-making processes concerning the allocation of public 
funds/resources. It is clearly stated that development priorities must be identified by local 
communities through participatory processes and that project implementations and results must be 
followed and evaluated according to this principle. Therefore, the creation of the CDF represented a 
favorable element necessary to identify the research field and the mechanisms/processes on which 
the research should have been focusing on.  
 
The cycle of a project financed by CDFs should always start with a local meeting, as illustrated in 
the schema below. In this phase the project should be proposed by civil society/Community Based 
Organizations (CBOs) through a participatory process. Therefore, the field research focused on 
how different media were used by different actors to influence the success or failure of a project 
proposal made by and for citizens of a specific constituency. 
 

(Schema 2) 

                                                
6    During the thesis, to explain CDFs, the National Development Funds – Institutional Structure and Procedures of 2007 – 

published by the Centre for Governance and Development were the author’s main source of information. To illustrate why 
a certain part of civil society is claiming CDFs as unconstitutional, an official letter written by the Institute for Social 
Accountability (TISA) to Parliamentary and Government Members has been used as main reference. The title of the letter 
is “Gross Illegalities in Constituency Development Fund Need Urgent Redress”, Public Interest at stake due to poor 
performance of CDF national officers (CDF Status Report, December 2009. Alarm over illegalities in CDF operations). 
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III. Country media land-scape.  
 
When in 2002 Kibaki was elected president, Kenyans felt that the dark period they had lived under 
Moi was finally coming to an end. Kibaki promised a new constitution in 100 days and to reform 
the most important sectors. He signaled out reform of the media sector as one of his main priorities. 
Unfortunately though the promises were not met and when media reported the famous Anglo 
Leasing scandal7 the headquarters of the Standard group, one of the most important media groups in 
Kenya, was literally destroyed by government agents. Nevertheless this conflict became one of the 
critical elements that eventually lead to positive change. After what happened, the opposition was 
gaining internal cohesion and external consensus. As a result, Kibaki decided to change his strategy 
of repression and started instead to support media reforms.  
 
In 2007, the Media Council of Kenya was officially established. However, the problem still persists 
up to today because the institution that should regulate and supervise media and press behavior, is 
not financially independent and therefore liable to succumb easily to government influence. 
 
With the ICT Act of 2006, the construction of ICT villages was planned for, in order to support the 
development of Kenyan information society.  
 
In 2007, Kibaki approved changes to the media law that broadened the scope of official power to 
interfere with the media, under the guise of protecting national security. This caused widespread 
protests on the part of all Kenyan journalists and the international community.  
 
In 2007/2008, when post-election violence erupted, the government was able to obscure all the 
programs broadcast live on TV and subsequently to create a task force to investigate the 
responsibilities of journalists in relation to the ethnic violence.  
 
According to the Media Vulnerability Study Report (Peter Oriare - Rosemary Okello-Orlale - 
Wilson Ugangu, 2010) although the new Constitution has literally set media free, hurdles persist 
because the anti-media laws in the statute laws of the land, have yet to be repealed and reformed.  
 
Different media have a different role, a different capacity and a different modality of influencing 
political debates/events. The study of media actors, their role and capacity to influence positively or 
negatively the tragic events happening during the 2007/2008 post-election violence, has provided an 
interesting insight, not only for this thesis but for many other similar bodies of research.  
 
The role of radios, sms and the Internet in relation to Kenyan post election violence has been 
analyzed by a wide array of research institutes, independent organizations and researchers, mainly 
to understand how media policies can negatively or positively influence conflicts (BBC Trust, 
2008). Consequently, in this thesis the role of different media such as the VRs and the Community 
Radios (CRs) in relation to other media such as the mobile phone, the Internet and the TV is also 
analyzed to understand and confirm/validate the data found during the field research.  
 
In 2004, the liberalization of the media sector allowed the development of many Vernacular Radios 
(VRs) - broadcasting mainly in tribal/vernacular languages. The main reason why all these radios 
flourished was initially economical and not political but very soon politicians started to use VRs in 
order to gain consensus. They are mainly private companies guided only by economical profit, 
therefore members of Parliaments bought shares of the companies controlling the radios and used 
                                                
7 The scandal is alleged to have started when the Kenyan government wanted to replace its passport printing system, 

in the year 1997, but came to light after revelation by a government officer, in 2002. 
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their power to influence the contents of programs (Ibid.). In less then tree years these radios were 
able to conquer the 27% of the Kenyan market against the 33% of the older national radios (NRs) 
(BBC Monitoring Database).  
 
The majority of the analysts involved in media research on the role of radios during post-election 
violence in Kenya agree that VRs’ bear a substantial responsibility with regards to the ethnic 
conflict that occurred (Ibid.). Some of these radios were shown have actively and deliberately 
incited one tribe against another under the guidance of politicized ethnic groups (Ibid.). However, 
while the role of VRs was assessed and negatively evaluated by groups of analysts, the role of other 
media such as the main newspapers, the National Radios (NRs), private and public TV stations - 
especially Community Radios (CRs), was conversely seen to have had a positive impact on the 
situation. 
 
Mainstream media and CRs proved to be more impartial when compared to the VRs. A very 
important role was also played by online blogs and SMS. Kenya currently has seven million mobile 
phone users; SMS could therefore have easily been used to incite violence (Kenyan National 
Human Rights Commission Report 2007) but also to inform about accidents in order to avoid them, 
much in the same way applications such as the online crisis-mapping tool Ushahidi - one of the 
most famous cases of cross-media applications invented in Africa - did.  
 
In conclusion, while the role of the web and the mobile phone have been proved to be ambivalent, 
in contexts such as these, media outlets like VRs have proved to have a negative influence on their 
audience. In contrast, media such as CRs have been shown to act as positive voices that worked 
towards easing some of the tension. Pamoja F.M, Koch F.M., Ghetto Radio have all been 
mentioned as best practices (BBC Trust, 2008) in different contexts (academic papers, cinema, 
documentaries) because they were able to provide very useful and reliable information to their 
audience, all the while promoting messages of peace during the course of the conflict. TVs and 
newspapers were also able to maintain an impartial position despite the difficult situation. 
Therefore, media policies should have been adopted beforehand, so as to monitor and regulate 
journalists working for VRs, but also to foster the role of Community Media such as the ones of the 
CRs that were able to contribute in a positive manner to conflict resolution within their 
communities. Despite the fact that CRs are non-profit organizations providing a series of very 
useful services to local communities, there are no public funds that have been allocated to support 
them.  
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IV. Cross-media models, research findings and outcomes 
 
In developing countries, Community Multimedia Centers (CMCs) can be considered fertile grounds 
on which many low cost cross-media innovations/solutions have been developed and experimented. 
CMCs are usually located in marginalized urban areas or remote rural areas to improve the life 
conditions of a specific community through the use of ICTs. In such conditions the main problem is 
accessibility. Radio is considered the most used and accessible media in Africa (BBC Trust, AMDI 
2006) and should therefore be considered as the main interface between the community that has no 
access to the Internet and the CMCs that should be able to access Internet and provide the know-
how to use it.  
 
One of the characteristics that allowed radio to become so popular is the capacity and adaptability 
of this media. For example, using phone to call radio presenters or to take part in a public debate 
transformed the radio into an interactive media. Therefore information for radios can be produced 
and distributed locally but distributed world wide through a decentralized interactive network of 
different radios distributed in different areas.  
 
In conclusion, radio structure and contents are perfectly compatible with the existing culture of 
internet and social networks (Girard, 2003). Examples such as radio browsing8 programs have 
demonstrated the potential of this cross-media approach in the field of education, health and 
participatory development. Radio browsing has also contributed to disseminate values and ideals 
embedded in the western “discourse” on ICT4Development (Soriano, Technobiography 2007). 
 
Over the last few years, developing countries have been also the protagonists of an incredible 
mobile phone market expansion. Mobile Penetration rates have been incredibly high in Africa, Asia 
and Latin America changing forever the media landscapes of developing countries and the use of 
other media such as the Internet and the Radio (UNCTAD, 2010).  
 
In just five years, Kenya has become an innovation hub thanks to mobile applications and cross-
media solutions that have been developed and experimented by local media activists/developers in 
and for the local market. These innovations are having a huge impact at both national and 
international levels.  Over the course of this paper, the genesis of such innovations was analyzed in 
depth to understand the role plaid by the different actors involved (Actor-Influence) and the cultural 
context in which they have been interacting between each other (Discourse-Influence).  
 
M-Pesa9, is the result of a partnership between different organizations which represent a significant 
example of how mobile low-cost technologies can be used in creative ways to improve the life 
conditions of the populations of developing countries. This innovation started as a “development 
project” (Discourse 1-Influence) financed by the Vodafone Foundation and the UK-based 
Department for International Development (DFID) (Actor 1-Influence) trying to solve a problem 
that most Kenyans (Actor 2-Influence) have to face: credit. 
 
                                                
8    Radio Browsing of the Internet is a type of program in which the radio presenters gather information in response to listeners’ 

needs and queries from reliable sites on the Internet, on CD-ROMs or other digital resources. During the program, the presenter 
“visits” these sources of information alongside a local expert (for example, a doctor for a health question) and together they 
describe, explain and discuss the information directly in the languages used by the community. Radio browsing is already used in 
Asia, Africa and Caribbean. It has demonstrated radio’s potential for overcoming language barriers to access, discuss, select and 
assimilate information available in a limited number of languages on the Internet. Moreover, being a participatory radio program, 
Radio Browsing of the Internet has taken into account the desires of rural communities to assimilate knowledge collectively as 
against the prevailing modality of individual access to the Internet (Source, Unesco Web-Portal). 

9    M-PESA (M for mobile, pesa is a Swahili slang-word for money) is the product name of a mobile-phone based money transfer 
service for Safaricom, which is a Vodafone affiliate. 
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The initial concept of M-PESA was to create a service that allowed micro-finance borrowers to 
conveniently receive and repay loans using the network of Safaricom airtime resellers. This would 
enable micro-finance institutions (MFIs) to offer more competitive loan rates to their users, as there 
is a reduced cost of dealing in cash. The users of the service would gain by being able to track their 
finances more easily (Discourse 1 made by Actor 1). However when the service was eventually set 
up for user-trials, it was discovered that customers adopted the service for a variety of alternative 
uses (Discourse 2 made by Actor 2). After this complications arose with Faulu10, the partnering 
micro-finance institution (MFI) (Conflict).  
 
M-PESA was re-focused and launched with a different value proposition: sending remittances home 
across the country and making payments. This conflict of interests between the vision of Actor 1 
and Actor 2 generated a new “discourse” from which both Actors (1 & 2) could benefit from, while 
Faulu decided to leave when the project lost the micro-finance component.  
 
M-PESA is now a branchless banking service, meaning that it is designed to enable users to 
complete basic banking transactions without the need to visit a bank branch. The continuing success 
of M-PESA, in Kenya, has been due to the creation of a highly popular, affordable payment service 
with only limited involvement of a bank. The system was developed and ran by Sagentia (U.K. 
based company) from initial development to the 6 million customer mark. The service has now 
been transitioned to be operationally run by IBM Global Services on behalf of Vodafone (U.K. 
based company). The initial 3 markets (Kenya, Tanzania & Afghanistan), are hosted between 
Rackspace and Vodafone.  
 
In conclusion what began as a “development project”, partially financed by international aid public 
funds and implemented by a “western private company”, was transformed into one of the most 
profitable business ever invented for the African market11 thanks to the users “appropriation” of the 
new media. The appropriation is an ongoing transformation of use continuously brought about by 
interactions with other users and by interactivity with equipment and software. Appropriation is a 
concept that helps us get out of a naïve prediction, built exclusively on technical possibilities. To 
think in terms of appropriation necessarily entails introducing social representations/perceptions of 
the potential users in their contexts/networks (Patrice Flichy, 1995).  
 
The genesis of Ushahidi - in Swahili witness - can also be explained by using the same categories 
(Discourses – Actors – Conflicts). This open-source software was invented during the post election 
violence. The Kenyan government (Discourse 1 - Actor 1) decided to obscure live programs on TV 
and to limit media coverage of daily episodes of violence (Conflict). Therefore, a human right 
activist Ory Okolloh12, a blogger Erik Hersman and a developer David Kobia (Discourse 2 - Actor 
2) managed over the course of three days, to develop a software that could be used to map in a 
                                                
10 Faulu Kenya is a Deposit Taking Micro-Finance Company, registered in Kenya under the Micro-Finance Act 

regulated by the Central Bank of Kenya. 
11 By 2012 mobile financial systems in developing countries will create a market of about 5 million of US dollars 

(Cgap e Gsma 2009). 
12  In the full version of the thesis the author explains why and how Ory Okolloh, with other Kenyan activists started 

the project Mzalendo which means "patriot" in Swahili. The project began at the end of 2005 with the mission to 
"keep an eye on the Kenyan Parliament. The idea for the project came about after the website for Kenya's 
Parliament was shut down following protests by some MPs who were embarassed about their CVs being published 
online. The initial goal of Mzalendo, then, was to provide the basic information that otherwise would have been 
available on the official parliamentary website. Kenya's parliament website is now back online - and much improved 
since its former 2005 incarnation – but the activists behind this eParticipation project continue to feel that they still 
have an important role to play in using online tools to hold Kenyan MPs more accountable, therefore Mzalendo 
project is still going on. Through this case study, the author demonstrates how and why eParticipation projects 
generates and develop from/around conflicts.   
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participatory manner episodes of violence around the country (eParticipation innovation). They 
achieved this by using an already existing google map application and already existing software to 
manage SMSs with the help of a simple laptop FrontlineSMS. The main objective of Actor 2 was to 
create a platform through which Kenyan citizens could inform each other about what was 
happening around the country. In this way, citizens who needed to move from a place to another, 
could have been informed about road blocks and other dangers in order to avoid them.  
 
As we already mentioned, radios and mobile phones are the most accessible media in Africa, 
therefore the on-line platform had to be developed according to the specific needs of Kenyan users.  
FrontlineSMS the open source software that is able to turn a laptop and a mobile phone into a 
central communications hub, was synced to be used with Ushahidi. Once installed, the program 
enabled users to send and receive text messages with other groups of people through mobile phones 
while concurrently volunteers and bloggers were mapping information on-line using the google 
application. Consequently, other media such as CRs began using the Ushahidi platform as one of 
their main sources to inform citizens. In just a few days Ushahidi, an newborn eParticipation 
platform, became a credible source of information for both citizens and mainstream media. 
 
FrontlineSMS or GoogleMaps could be used for different purposes, and of course existed before 
Ushahidi did. Nevertheless it is without doubt that the combined used of it with Ushahidi in that 
specific situation, introduced a new dimension of use thanks to which Ushahidi became famous 
around the all world. What happened after that is already history, Ushahidi has been used for 
different purposes and in different parts of the world. An innovation coming from the “South” of 
the world is now used to solve problems in the “North”.  
 
In this research Ushahidi is not only cited and analyzed as a best practice. The impact of this 
software on why and how social movements are increasing the development of eParticipation 
platforms based on wireless/mobile technologies and geo-local applications is also analyzed.  
 

• Wireless/mobile technologies - from a series of case studies on socio-political mobilization 
wireless communication emerges as new antagonist model (Castells–Fernandez-Ardevol– 
Linchuan Qiu–Sey 2007). Wireless communication can improve the capacity of citizens to 
bypass mainstream media during specific moments in which mainstream media has lost 
credibility (Ibid.). However the technological element cannot determine alone citizens’ 
empowerment: the same tools can easily be used by both demagogs and populists. In any 
case, the implementation of Ushaidi cannot be considered solely as a flash mob (Rheingold, 
2002). The final objective has always been to assist the victims of violence or natural disasters 
during a specific crisis episode and not to subvert the establishment. In most cases Ushahidi 
has been used to generate decentralized information networks able to cope with extremely 
complex situations.  
 

• Geo-local applications - Ushahidi is also able to respond to a collective psychological need 
by giving to citizens a chance to overcame their sense of impotence by actively engaging in 
an event of social and political relevance and at the same time being able to disclose and share 
the realities ignored by mainstream media. They can share information and connect places by 
mapping them, creating in this way a cognitive map of the problems that is able to contrast the 
one created by their opponents. The technological and structural characteristics of Ushahidi 
and in general the idea of antagonism based on crowd-sourcing is perfectly compatible with 
the one of the so called “multitude” (Antonio Negri and Michael Hardt , 2004). The 
“informational multitude”, composed of users and producers, bloggers, human rights activists, 
common citizens, etc., can be considered as a whole of singularities always productive and 
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always in motion. Participatory Social mapping for these actors is the process through which 
problems are disclosed and publicly displayed in order to be solved or just to discredit the 
establishment. 

 
The Foucaultian concept of a heterotopia (Michael Foucult, 1967) is particularly relevant to explain 
why and how the appropriation by social movements of these kinds of technologies occurs. 
Foucault uses the term heterotopia to describe spaces that have more layers of meaning or 
relationships to other places than immediately meets the eye. In general, a heterotopia is a physical 
representation or approximation of a utopia, or a parallel space that contains undesirable bodies to 
make a real utopian space possible.  
 
Ushahidi has been used to map spaces in which negative episodes/events occurred, in order to 
destroy an imposed heterotopia using an on-line off-line mobilization, able to generate so called 
crowd-sourcing data, but also to display utopian spaces by mapping areas in which positive 
episodes/events have occurred, in order to balance a negative image created by mainstream media. 
In conclusion, geo-mapping is directly connected to the need of social movements to 
counterbalance heterotopias imposed by mainstream media. Once again we find that not only is 
technology determined by use, but that the reverse is also true and the two are actually co-
determined. 
 
The field research confirmed most of the above mentioned findings about the use of Radios, Mobile 
Phones and the Internet, by investigating how different actors communicate between each other on 
issues related to CDFs and local/national policies in 16 Kenyan constituencies (Vincenzo Cavallo, 
2009). 
 
The overall aim of the filed research was to advise policy makers and project managers working in 
the field of eDemocracy/eParticipation in Africa on how to avoid failures (Heeks, 2002) and 
provide, at project completion, ROI (return of investment) data for all the relevant stakeholders. The 
concrete output of this study is “a model” developed to support and enhance the implementation of 
accessible technologies used to support existing/traditional information systems supporting 
existing/traditional participatory practices: the “Win Win eParticipation model” (Vincenzo Cavallo, 
2009).  
 
The first “Win-Win eParticipation model” (schema 3) was based on the assumption that: 
 

• the concept of “communicative ecology” (Tacchi, Slater & Hearn, 2003) is the most 
appropriate one for understanding the reality in which a hypothetical eParticipation project 
should be implemented, in order to “design realities” and reduce the risks of failures caused 
by the “reality gaps” (Heeks, 2002). 

• the “Win-Win” terms stands for relationships or transactions in which both or all parties 
gain something. The model is based on the assumption that a “Win-Win” relationship is 
happening when all the actors involved in a communication process are benefiting from a 
specific media mix strategy, used to pursue a common objective. 

 
The first version of the model was based on three analytical micro-dimensions developed to assess 
the “socio-technological macro-dimension”: 
 

• Organizational: consists of a pre-implementation and post-evaluation analysis of the project 
in relation to the traditional participatory policy practices and cycle - e.g. Identify an already 
existing/traditional practice and evaluate the impact of the project on it. 
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• Socio technological: consists of a pre-implementation and post-evaluation analysis of the 
project in relation to how citizens and their representatives already use the existing media 
(radio, video, press) and how the eParticipation platform can empower and extend their 
networking ability - e.g., how the eParticipation platform could empower the use of local 
radio, mobile phones etc. in order to support communication between citizens and their 
representatives. 

• Socio-political: consists of an overall pre-implementation and post-evaluation analysis in 
relation to the policy cycle and the achievement of public participation goals, e.g. political 
vision, policy information, decision making, implementation, impact on the final decision of 
the Parliament (International Association of Public Participation). 

 
(schema 3) 
 
The field research, consisted of 16 interviews with personal assistants (PAs) of Kenyan members of 
parliament (MPs), 8 constituency officers (COs) and 2 community radio journalists (CRJs). 
 
The main research focus areas were:  
 

• the use of different media to communicate between (Pas, Mps, Cos & CRJs) citizens, civil 
society and journalists  

• the use of the media mix: new and old media, strategies and tools to inform and engage 
citizens in public debates 

• perceptions and prioritization of different technologies usage and finally socio technological 
ideas and scenarios for the future. 

 
The results are: 
 

• Organization/Processes: mabaraza13 can be the main source of information14 
                                                
13  “The baraza (pl. mabaraza) is a feature of Zanzibar's “public sphere”. In organizational terms, a baraza may represent different degrees of 

formality and informality, institutionalization, and abstractness. A baraza might be a simple (informal) “meeting” of people, but it could also be a 
“council”, or, in historical times, the “audience” of the Sultan of Zanzibar... finally, it could refer to a vast range of clubs, unions or 
associations.....In spatial terms, a Baraza is a public or semi-public space where people meet to chat, communicate, quarrel, sit, similar to a 
“Piazza” in Italy “Agorà” in Greece or the “Majlis” in Arabia” (ISIM REVIEW 16/AUTUMN 2005). 
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• Usage/Media mix: mobile phones and community radios are used to organize mabaraza and 

communicate their contents to a vast audience, the Internet is used to send information from 
Nairobi to the constituencies, once in the constituencies they are distributed in different 
formats: radio and printout. Radio and mobile phones are mostly used to mobilize people 
while the Internet is seen mostly as a found raising and a business to business tool rather 
then a media to communicate directly with citizens by most of the constituencies officers. 

• Already existing data: radio have an enormous amount of information about citizens 
opinions and pools in their on-line database, constituency staff members are video recording 
mabaraza and store the videos off-line. 

 
Recommendations/Strategy: 
 
An information system to engage citizens in Kenya should focus mainly on:  

 
• Inform citizens about incoming mabaraza, using mob phones and radios 
• Record mabaraza contents using video and audio 
• Distribute contents and generate debates using radio browsing e.g. 

(http://www.unesco.org/webworld/cmc) 
• Get feedback from citizens using mob phones and store it on-line to record and keep track of 

citizens opinions using relational database systems  
• Connect different radio databases between each others to have a clear picture of citizen 

opinions and their trends at local and national level.  
• MPs should allow their staff to upload all the contents about mabaraza on line so that radio 

stations, tv and single citizens could have access to policy makers should use the data 
gathered to understand priorities and needs of the citizens 

 
 
Following the first version of the Win Win eParticipation model, actors interested in developing an 
eParticipation project in Kenya should: 
 

• Customize an already existing Content Management System (CMS) in order to be used by 
the actors of the already mapped ecology. 

• Customize already existing Web 3.0 applications to develop a multi platform approach in 
order to use different media and different sources of data 

• Involve the users and producers in the design of the platform 
• Monitor and evaluate the project cycle using the 3 dimensions: organization, media mix, 

policy cycle . 
 
Based on the results and the recommendations of this research the project eBaraza has been 
developed and presented to the European Union by the NGOs Media Focus on Africa and Cultural 
Video Foundation. The project eBaraza is part of the thesis annexes: “Annex A15”.  
 
 

                                                                                                                                                            
14   The “baraza” appears to be at same time: a place, an event, and a forum, therefore is “an essential node in the social 

network” (Vincenzo Cavallo, 2009 p.9). 
15   Annex A can be download at http://vincenzocavallo.files.wordpress.com/2010/10/allegato-a.pdf 
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IV. The theory of games and the latest version of the Win Win eParticipation model. 
 
As already mentioned in the introduction, during the last two years of research I developed the 
concept of eParticipation ecology based on the already existing communicative ecology (Tacchi, 
Slater & Hearn, 2003) concept and the cooperative or non-cooperative games.  
 
An eParticipation ecology is an analytical framework necessary to map a specific network 
composed of actors, contents, cultures and traditions, media skills and  “discourses” 
interested/involved in and by communication practices/modalities aimed to influence a specific 
group of policy makers. These actors are not necessarily sharing the same physical spaces, however 
their objective is to influence policy-making processes in specific geographic/administrative areas. 
These actors are able to actively influence such policies being involved at local, national or 
international levels.  
 
During the course of the field research and thanks to the last interviews and social network analysis 
I discovered that young people living in Nairobi are actively involved in local debates concerning 
their constituencies of origin. In the same way, the influence of Kenyans abroad through the use of 
social networks such as facebook drastically increased during the last election and is becoming a 
new source of opinion, able to influence the decision of many Kenyan voters. The most evident 
example is Ory Okolloh the human rights activist behind Ushahidi and Mzalendo16 who studied and 
still lives abroad, despite being undoubtedly one of the most influential human rights/political 
activist in Kenya. Therefore, eParticipation ecologies are borrowing the concept of field developed 
by the Network Ethnography (NE) (Howards 2002).  For this reason, eParticiaption ecologies are 
composed of specific geographic areas, in which policies are discussed and implemented, and 
networks of actors, who do not necessarily live in a specific geographic area but that are able to 
influence policy-making processes. 
 
An eParticipation ecology is composed by five elements: actors, contents, traditional culture of 
participation, existing media skills and practices, discourses in conflicts (establishment vs. 
antagonists) and three macro-dimensions: cultural/traditional, political and socio-technological, in 
which the five elements are interacting between each other.  
 

 
 
                                                
16   The site sought to increase government accountability by systematically recording bills, speeches, MPs, standing 

orders, etc. The genesis of the project has been already explained in the previous chapter (footnote n. 12). 
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Game theory can be used to understand how a certain actor or a group of actors can develop a 
successful strategy in/for each one of the three dimensions. Therefore, the concept of Nash 
equilibrium (John Forbes Nash jr.,1950), developed in physics and successfully applied in economy 
and other fields of study, can be borrow also by eParticipation analysts/project managers to develop 
“Win-Win” scenarios in order to increase eParticipation project's chances of success and 
consequently reduce eParticipation's “risk of failures” (Heeks, 2002).  
 
Strategies developed by using the “Win Win eParticipation model” should be divided in tree micro-
strategies. For each one of them analysts/project managers will develop scenarios using the grids 
such as the ones below as guidelines. 
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A win-win game is a game that is designed in such a way that all participants can profit from it in 
one way or the other. In conflict resolution a win-win strategy is a conflict resolution process that 
aims to accommodate all disputants.  
 
In eParticipation, a Win-Win eParticipation scenario is a situation in which a specific group, in 
conflict with other groups, is able to reach its priorities/objectives reducing at the same time both 
the ostracism of other groups of opponents, and the technological “reality-gaps”. A Win-Win 
eParticipation scenario17 can be created by planning ad hoc strategies based on payoff 
matrix/tables 18 developed using cooperative non-cooperative game theories.  
 
In conclusion, the eParticipation ecology, based on ideas such as the communicative ecology and 
the networking ethnography, together with the latest studies on non-cooperative and cooperative 
games, developed in the last 50 years of research, can offer to eParticipation analysts/project 
managers a new set off useful analytical tools to develop successful projects and reduce risks of 
project failure. Therefore, this thesis conclusion is that the development of such analytical tools 
should improve the quality and the success rate of eParticipation projects.  
 
 
 
 

                                                
17   Example of Win-Win scenarios developed for the project eBaraza (annex A) are provided in the full version of the  

thesis. 
18  A payoff matrix is a decision analysis tool that summarizes pros and cons of a decision in a tabular form. It lists 

payoffs (negative or positive returns) associated with all possible combinations of alternative actions (under the   
decision maker's control) and external conditions (not under decision maker's control). Also called payoff table. 

 


