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1.  Introduction  sustainability strategy bases on I -

CON project achievements and continuation 

after its completion  

 
The project I -CON strives to improve competences and skills of food related SMEs 

through tools and techniques.  

In the framework of the I -CON project, 10 competent partners, in collaboration with 

local and transnational partners and stakeholders, established reliable and strong 

relationships and improved entrepreneurial competences and skills in their remote local 

environments through enhancement of food innovation potentials in SMEs.  

Food sector is traditional industry that is t hrough smart specialization identified as the 

most potential sector to achieve socio -economic multiplier effects. In the I-CON project 

included remote regions in SI, HU, PL, SK which are facing declining employment 

opportunities in traditional industries as  a result of structural change. This emphasizes 

the need to take steps to stimulate economic activity with employment generating 

potential in maintaining a critical mass of facilities to support economic development.  

To descriptively summarize  some of the principal activities in the I -CON project by 

explaining their  experimental nature and demonstration character , one of its pilots was 

focused on crowddesign platform usability testing with prepared supportive tool -kit in 

order to provide a solution to the c urrent problem of platform suitability for set of 

legislative obstacles in various countries and markets (despite standardization there are 

still special regulations which limit certain standard requirements). Here it is very 

important that regional facili tators are familiar with common standards and where to 

find those distinguished paragraphs so targeted SMEs get best information possible in 

order to comply with market obligations referred to labelling  and design. 

Such a crowdsourcing platform usability t esting was performed by  all project partners 

who are, together with their responsibilities, presented with the following list, however, 

in different extents, but the feedback from all was valuable for further work:  

Á PTP-LP              SI011, Pomurska (implementing cases and dissemination 

workshops); 

Á CCIS-CAFE-PP2 SI021, Osrednjeslovenska (dissemination workshops and 

implementing cases);  

Á BIZ-UP-PP3 3AT312, Linz-Wels (dissemination workshop);  

Á CBHU-PP4 HU101, Budapest (dissemination workshop);  

Á STRIA-PP5 HU231, Baranya (dissemination workshops and implementing cases);  

Á CNA ER-PP6 ITH55, Bologna (dissemination workshops and implementing cases);  

Á UNISEF-PP7 ITH34, Treviso (dissemination workshop);  
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Á UHOH-PP8 DE111 Stuttgart, Stadtkreis ( Dissemination Workshop);  

Á KIGPSiO-PP9 PL127, Miasto Warszawa (dissemination workshops and implementing 

cases); 

Á SCCI-PP10 SK010, BratislavskĶ kraj (dissemination workshops and implementing 

cases). 

The fundaments for this pilot action were the following relevant documents/deliverable s 

which were prepared and to be prepared during the duration of the I -CON project: 

Á D.T1.4.2 - Crowdsourcing platform usability Action Plan;  

Á D.T2.3.3 - Design assessment tool-kit;  

Á D.T2.4.2 ð Atlas mapping tool;  

Á D.T3.3.2 - Regional reports on exchange workshops for SMEs; 

Á D.T4.2.1 ð Supply vs Demand report; 

Á D.T4.2.2 - Report on Regional demonstration workshops; 

Á D.T4.2.3 - Regional reports on user groupõs involvement; 

Á D.T4.2.4 - Sustainability strategy.  

Based on regional demonstration events, more than  200 users verified the 

appropriateness of the pre-selected platform , that is the DesignCrowd platform, (to 

some extent) and gave reasons why integration into the mentoring  scheme support is 

reasonable. All of this was acomplisehd via following t he logic which was to text existing 

tool but to introduce additional ôpre-conditioningõ for designers in that platform so users 

could get more tailor -made solutions, which would differ from general design solutions 

and would represent concrete value/for money solutions, read y to be applied in real 

business environment. Adding additional requirement for designers (information from 

regional experts in labelling) in standard template of the platform is actually adaptation 

of the system for specific users targeted in  the I-CON project . 

The main indicator here was to disseminate the existence of the  stated platform to users 

on both side, e.g. designers, who could offer their services in global market , and as well 

as for local SMEs to get solutions from all o ver the world.  Both benefit from wider range 

of offered challenges/solutions.  

In relation to the e xpected impact and benefits of th is pilot action for the concer ned 

territory and target group, t here are several target groups included, thus,  also benefits 

differ in that manner:  

Á SMEs shall see and use this price convenient tool to access services of designers in 

order to develop and improve their product/service recognition also abroad, 

complying with local legislation there and being in trend with that market ð also 

to see their issues and solutions from different perspective (good exercise for 

further developments) ; 

Á relevant ministries and local councils for policy appraisal ð it is about the 

usefulness of the tool, that with small amounts enables local/regional actors to 

improve their product design and thus recognition, and so improving their 

competitiveness; 
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Á support agencies and regional ecosystem getting opportunity to develop novel 

services in their portfolios to work on more applicative base with SMEs in regions 

and preparing them for more successful integration into transnational vertical 

supply chains, e.g. to internationalize with mor e competitive products/services;  

Á applying this specific tool offers also opportunities for local/regional designers to 

find additional channe l to address local/regional SMEs and getting in position to 

use this platform to offer them (SMEs) their solutions - for them this is additional 

selling point for SMEs though multiple choices in selection of further product 

development.  

Toward this communi ty building on the stated platform and use of th is tool (adapted by 

pre-conditioning in food labelling requirements) were set also indicators ð all users of 

the platform. Regional partners could co -finance some testing cases which enabled them 

and SMEs to learn how platform functions and how regional offer and demand could get 

linked.  

There were quite a few l essons learned from the implementation of the pilot action and 

added value of transnational cooperation. While doing the pre -selection not all facts 

were known to the partnership on functionalities or business model, neither, that it is 

possible that business model of such platform changes with time. And exactly this 

happened to our project testing, where initial model was slightly different in promises 

and later it changed for our surprise, without prior notifications from the platform. It 

might be the truth, it didnõt affect that much the  SMEs (end users of solutions) but more 

the ôsupplyõ side, e.g. designers that got involved/listed in platform, offer ing their 

services and when selected not as much as per initial deal was paid to them. It is ,  

however, the truth  that was not initial intention of the project, though we monitored 

also this side while testing.  

Next, what we learned was a technical moment where after initial entry of secure data 

(credit card number) in totally separate case (implemented successfully), data of the 

credit card was saved and while trying next case, even without selecting all 

requirements or even giving data of the credit card an order case was launched and 

money withdrawn from the account. This shouldnõt have happened, so we reacted 

immediately and system of the platform reacted immediately ð positive experience, 

considering situation e.g. considering prior mistake in their ser vice platform.  

In general, we can still say the platform is a nice tool for SMEs facing for the first time 

their design challenges, where for reasonable amount of money they can get drafts of 

their corporate identity or simple product designs, they can lim it the ôfreedomõ of 

designer with pre -conditioning, however one must understand also cultural differences 

between companies from Central Europe (SMEs in need for design) and designers coming 

from all around the world ð cultural differences could limit the usefulness of solutions 

provided. But , in general,  it is good tool for SMEs looking for design, rather than for 

those offering these services via this platform.  
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Additionally , there is a huge sustainability opportunity identified when considering the 

pilot action results and transferability to other territories and stakeholders . When 

referring to sustainability of this pilot action and eventually transferability to other 

territories and stakeholders we can say, that sustainability is guaranteed by existing 

global crowdsourcing platform, w ith its existing business model. Thus, letting other 

regions or actors about it is very easy (from official I -CON website, or from articles in 

media, Newsletters, cross -fertilization projects of partners, but with additional remarks 

from testing (also negative ones ð refer to the (sub)chapters which address the l essons 

learned). In general ,  this approach makes it reasonable to be transferred and used in 

other occasions, however one must understand that it is not to be expected , that 

existing platform would totally adapt/fit the concrete needs, but you have to find inside 

opportunities to use such platform as much as possible to fit your needs and 

expectations. Some of platforms might offer more ôfreedomõ, e.g. opportunities and 

options, some less. 

The results of this pilot action also offers many opportunities for the follow -up projects, 

EU co-founded and commercial, especially within the field of the quickly emerging 

sensory science which is inherently interconnected with the f ield of design. And new 

feasible projects go hand in hand with new thoughtful funding schemes.  

 

2.  Demand and supply (food) designs market -wise 

To start with, the following 3 additional documents which serve as the annexes to this 

document can be found togeth er with this document in the corresponding file:  

Á [2.]Demand and supply (food) designs market -wise1 (.pdf);  

Á [2.]Demand and supply (food) designs market -wise2 (.pdf);  

Á [2.]Demand and supply (food) designs market -wise3 (.odp);  

The first, titled What is Food Design? The complete overview of all Food Design 

subdisciplines and how they merge. , and second, titled What design can bring to the 

food industry , are 2 rather interesting articles which address the background of this 

document. The third is the presentati on that was delivered to the facilitators during the 

training academyõs sessions in Treviso, Italy, by one of the I-CON projectõs knowledge 

partners ð it covers everything from the definition of design to designing processes, 

preparing the briefs, evaluati ons of proposed designs, how ôbeautifulõ is not just a 

perception but has scientific bases, how less is often more, etc.  

Next, it is important that, at this point, we present the definition of design. A design is a 

construction or activity specification or  plan, or the result of that plan in the form of a 

prototype,  finished product, or process. ôTo designõ as a verb expresses the process of 

developing such a design. In some cases, the direct construction of an object without an 

explicit prior plan (such as  in craftwork and some engineering, coding, and graphic 

design) is also considered to be a design activity. The same word is also used for the 

broad discipline of design creation, which spans engineering and applied art.[citation 
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needed] Major examples of design include architectural blueprints, engineering 

drawings, business processes, circuit diagrams, and sewing patterns. The person or 

organization who produces a design is a ôdesignerõ, which is also a term used for people 

who work professionally in one of the various design areas - usually specifying which 

area is being dealt with (such as a textile designer, fashion designer, product designer, 

concept designer, web designer (website designer) or interior designer). A designer's 

sequence of activities is  called a design process while the scientific study of design is 

called design science. A design is often crafted to meet certain design goals and 

constraints, and is often expected to interac t with a certain environment.  Designs may 

take into account aest hetic, functional, economic, or socio -political considerations. The 

process of creating a design can be brief (a quick sketch) or lengthy and complicated, 

involving considerable research, negotiation, reflection, modelling, interactive 

adjustment and re -design. (https://en.wikipedia.org/wiki/Design ) 

There are many different ð and even contradicting - models which are related to design 

thinking and working. For example, the rational model instructs us to c hronologically 

follow all steps from preparing a brief to testing, implementation and conclusion, 

whereas the action -centric model instructs us to follow our emotions, impressions, 

ideas, creativity, etc., by improvising and without paying attention pre -defined 

sequences. 

Additionally, there are many different design disciplines 

(https://en.wikipedia.org/wiki/Design ):  

Á applied arts  

Á architecture  

Á automotive design 

Á biological design 

Á configuration design  

Á communication design 

Á design management 

Á engineering design 

Á experience design 

Á fashion design 

Á game design 

Á graphic design 

Á information architecture  

Á information design  

Á industrial design  

Á instructional design  

Á interaction design  

Á interior design  

Á landscape architecture  

Á lighting design 

https://en.wikipedia.org/wiki/Design
https://en.wikipedia.org/wiki/Design
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Á modular design 

Á motion graphic design 

Á organization design 

Á product design 

Á process design 

Á service design 

Á social design 

Á software design 

Á sound design 

Á spatial design 

Á strategic design 

Á systems architecture  

Á systems design 

Á systems modeling 

Á urban design 

Á user experience design 

Á web design 

It is also important that we present some definitions of so -called food design. With f ood 

design we mean the project with foo d or acts food (eating design). Food design is a 

recent discipline that includes the process of design studies and research that generates 

new products related to food. This discipline is part of the industrial design and is in 

charge of the creation and design of food, parts of complex food products a nd in some 

way related to them. In food d esign meet and mix different disciplines such as biology, 

genetics, anthropology, psychoanalysis, sociology, nutrition, research on sociability and 

social mediation and the history of cucinari sys tems and forms of conviviality. It can be 

divided into several su b-categories, some more related to food, other close to the 

sphere of design and are in some way related to food ð they are presented below.  
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Design with food: the design of the food look at it as an object, and working with it as 

though it were a design project, taking on its usability, ergonomics, the logic of its 

industrialisations, its shape, materials, naming, packaging and rituals of use. This 

process aims to create new objects in terms of taste, texture, temperature, color and 

texture.  

 

Eating design: t his categorie include the design of any eating situation where there are 

people interacting with food. This sub -discipline encompasses many of the other sub-

categories described above, and as a result it could be considered the most complex; 

designing eating situations requires the designer to take into account many different 

aspects and uncountable variables.  
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Food product : the design of food to be mass produced.  

 

Design for food: the design of all the products useful to cut, chop, mix, contain, 

preserve, store, cook and present food. In this category we find all the products that are 

part of the preparation, distribution and communication of food. The packaging is not 

only a container, but equally important, it is one of the means of the communicati on for 

the product, that will make it recognized and remembered.  
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Design about food: i t concerns the design of objects inspired by food. Usually food as a 

material is not involved in this category, instead, food is used to emphasize, reinterpret 

or characterize the productõs message. The products that emerge from this methodology 

are carpets that look like giant fried eggs with  round pillows to form the yolk . 

 

Food space design and interior design for food : the design of food spaces considering all 

the characteristics of the eating environment or food environments, such as interiors, 

materials and colors but also lighting, temperature and music, as well as the employees 

clothing and behavior towards the customers.  

Interior design for food is about products  of interior design conceived for food spaces 

such as kitchens, bakeries, patisseries, bars and restaurants. Even if in this category too, 

food is not involved as a material, the methodology used in interior design for food 

involves knowledge fro m many aspects regarding food ð from food preparation, for an 

understanding of the better material to design a work top with, to the eating experience 

dynamics, to be able to design the right light, temperature and colors in the eating 

environment.  (http://www.intothefood.eu/en/food -eating-design/what -is-food-design/ ) 

It is not long ago, that question ôWhat is food design?õ emerged. To answer this 

question, back in 2007, Dr. Francesca Zampollo, founder of the International Food 

Design Society, founder of the Online School of Food design, and founding editor of the 

International Journal of Food design, created a Food design sub-categorization that 

helped people to understand how multifaceted the Food design discipline is. In 2017 she 

took the definition of Food design to the next level, adding some sub -disciplines and 

creating an overall visualization. As a result, we c an now see everything that makes this 

discipline and how the Food design sub-disciplines intersect and merge.  

http://www.intothefood.eu/en/food-eating-design/what-is-food-design/
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Food design is, simply, the connection between food and design. Food design is the 

design process that leads to innovation on products, services o r systems for food and 

eating: from production, procurement, preservation, and transportation, to preparation, 

presentation, consumption, and disposal. Food design is the process that brings 

deliberate and reasoned innovation of function, technology, or me aning on anything that 

has to do with food or eating.  (http://ifooddesign.org/food -design/ ) 

Food design is the design of food (food facts), or rather the activity of processing food 

more effectively in or der to make the action of purchasing edible substances in a given 

context, environment or place of consumption both correct and pleasurable. Food design 

analyzes the reasons why we perform a food act in order to better understand how to 

design it and how t o adequately meet athe needs of the user. Food design deals with 

edible products, communication, packaging, services and places related to the sale and 

consumption of food.  

The definition of food design can also be presented with 10 point 

(http://foodesignmanifesto.org/en/food -design-manifesto-eng/ ):  

1. Food design deals with design in the food sector.  

2. Food design is a specific design area that aims to produce effective solutions for 

the enjoyment of food in specific contexts and situations.  

3. Food design aims to give shape to the interfaces and services in the way that is 

most appropriate to the circumstances in which the product is consumed.  

4. The manufacturability and the seriality of a product or service are the conditions 

under which a design may be classified as food design. 

5. The main criteria that an edible Food design product has to satisfy are: 

portioning, modularityand format being appropriate to the context and tools in 

and with wh ich it will be consumed.  

6. A food design product is designed to offer a service to one or more persons who 

have demonstrated certain needs, or to make an action related to food more 

effective through a tool derived from its design.  

7. Food design means designing according to standard design procedures that in 

addition to purely formal or decorative research, also involve research into 

innovationin the processes related to production, distribution and consumption.  

8. Food design is a privileged tool and particularly  effective in the development and 

promotion of the territory through its oenogastronomic wealth.  

9. Due to its links with nutrition, food design can also be considered within the 

context of social design and can envisage partnerships with no -profit groups and  

organizations. 

10. A food design product is designed with the sole purpose of generating benefits for 

the user. The entire process has to interact in order to prevent exposing the user 

to risks resulting from poor design or inadequate attention paid to the re gulations 

regarding preservation, production technology, ergonomics and microbiology 

related to foodstuffs.  

http://ifooddesign.org/food-design/
http://foodesignmanifesto.org/en/food-design-manifesto-eng/
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To end with, we decided to include a short interview, titled ôA food designer ð whatõs 

that?õ related to the topic addressed above. 

Gionatan Lassandro is the president of Fooda and the co -founder of Foodam ð 

Food, Design & Art Museum. He has organised a contest inviting designers from 

around the world to reflect on the theme, Food for future. 15 projects were 

eventually selected and then exhibited dur ing Milan Design Week. We interviewed 

him to find out more about food design.  

The term food design is often ambiguous: it can be used to describe the 

presentation of dishes, the setting of a table, the packaging of a product or 

even kitchen utensils. Can you explain your definition of food design?  

First, thereõs a basic premise to make: the paradigm of Food Design is relatively 

recent and there isnõt a fixed definition yet. Some interpretations of the role are 

nostalgic, others are techno -visual. In any case, if you talk about design, you talk 

about styling and planning, so Food Design is the pre -ordination of everything 

having to do with food. To clarify: food design is tied both to industrial 

production and classic design (packaging, shape, colour of the food), as well as to 

a cultural and visual element. If, for example, a chef ta kes over a restaurant and 

decides which mood it should have, thatõs also food design. Itõs important not to 

confuse it with gastronomy and the art of garnishing dishes!  

Do you think that the wider public can appreciate the experimentation in 

food design?  

Thereõs surely a lot of curiosity about it. With regards to Foodam, our aim was to 

create an event. And the definition of òeventó was very helpful, as events 

usually come from an attempt to generate chaos, from a series of happenings. 

Basically, we provided  the input, the public did the rest. Weõll have to wait and 

see...  

In a country like Italy or France, with such strong culinary traditions, do you 

think food design can find its place? And in which area?  

Food Design is a growing phenomenon, but Italy, beca use of its strong traditions, 

is the hardest market to conquer, for sure. At the moment, food design is fun 

and we donõt see it as a limitation, like it could be in other countries. The òfunó 

and ònoveltyó and òsurpriseó tied to gastronomic categories like food design is, 

in reality, the other side of the local customs and traditions that are inextricably 

linked with òexoticismó. Basically, if itõs true that omnivores need to be sure 

that what they eat is part of their identities, itõs also true that they need 

variety to satisfy their intelligence and curiosity, and their need for a varied 

diet. The use of the term òdesignó is simply a matter of fashion and marketing. 

(https://www.finedininglovers.com/blog/points -of-view/food -design-contest/ ) 

 

https://www.finedininglovers.com/blog/points-of-view/food-design-contest/
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3.  Background related to (food) designs 

crowdsourcing  

Similarly to the vast amount of definitions related to food design, there are also a lot of 

definitions related to the term crowd sourcing ð and it is essential to understand it if we 

want to understand how crowdsourcing design(s) work.  

Additionally, this term is related to the sustainability aspect of the I -CON projectõs CDP 

pilot action more than it may seem at first. Crowdsourcing , in general, embodies 

sustainability by itself because its core idea is long -tem cooperation (with high level 

quality for low price) within a vast amount of areas.  

Crowdsourcing as a practice has been around a lot longer than the actual term, which 

dates back only to 2006 according to Merriam -Webster. It entails using many disparate 

individuals to perform services or to generate ideas or content. Since the practice came 

to be known as crowdsourcing, it has become popular on the internet. The concept is 

built on an early 20th -century theory sometimes referred to as the ôwisdom of crowdsõ. 

The idea is that a large group of people can collectively provide surprising insight or 

value as a workforce. It's rooted in the example of British scient ist Sir Francis Galton, 

who in 1907 asked more than 700 people at a county fair to guess the weight of an ox. 

Not one individual guessed right, but the average of all the guesses provided a number 

almost identical to the ox's weight.  

And who uses it? Some businesses use crowdsourcing as a means of accomplishing 

specific tasks or generating ideas. While traditional outsourcing involves businesses 

choosing a specific contractor or freelancer for a job, crowdsourcing work is spread 

across a large, often undefi ned group. In addition to the completion of tasks, 

crowdsourcing also can provide valuable data based on the actions of large groups of 

people. For example, the sort of information or content that people seek on sites like 

Google or YouTube can help businesses gauge public interest in online content or other  

products and services. Aside from businesses, it's also common for small nonprofits or 

other community organizations with limited budgets to use crowdsourcing as a means of 

spreading a message or promoting an event. Perhaps the most common example of 

crowdsourcing is in software developme nt. Many software programs are ôopen sourceõ, 

which means that the actual code is available for programmers to see and review, 

allowing them to make changes or additions  to the software. OpenOffice, which is a 

productivity suite compatible with Microsoft Office products, is one of the more well -

known examples of such open-source software. Because it is developed through a form 

of crowdsourcing, it also is free to download  and use. 

Like any venture, crowdsourcing comes with pros and cons. Before embarking on a 

crowdsourcing campaign, it's a good idea to consider a major benefit and a major 

drawback associated with the practice:  
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Á Pro: It can be much cheaper than hiring a prof essional in a traditional manner. 

For example, if a business wants to develop a new logo or slogan, it might put the 

concept in front of its customer base, challenging people to come up with ideas or 

designs that could be used. This method can be good for achieving positive results 

because the crowd might generate ideas that no one would have discovered 

through a more traditional approach ñand the cost might be no more than 

rewarding those with the best ideas with discounts or some other perks.  

Á Con: Control of the process is limited. Following the same example of the new 

logo or design, a traditional approach would allow the company to oversee the 

process from beginning to end. If there's even a slight miscommunication with the 

crowd in a crowdsourcing campai gn, the project can go in the wrong direction 

quickly and might result in nothing more than a waste of time.  

One topic is also very important when considering crowdsourcing ð marketplaces. Many 

forms of crowdsourcing are a means of attracting free labor. B y seeking input from the 

crowd, businesses or other organizations bypass the process of hiring someone to do the 

desired job. There are forms of crowdsourcing, tho ugh, that involve getting paid. 

Crowdsourcing marketplaces on the web, also known as ômicro-laborõ sites, provide 

opportunities for groups of people to perform small tasks or ômicro-jobsõ for small fees. 

Crowdsourcing websites put out open calls on behalf of clients who need microtasks 

performed. For example, Amazonõs Mechanical Turk offers virtual tasks that can be done 

online from home, and TaskRabbit connects people to complete virtual tasks in addition 

to running errands or doing odd jobs in person. Microworkers on these sites are not 

necessarily providing the same form of wisdom as those in ot her forms of crowdsourcing, 

such as with open-source software. Crowdsourcing marketplaces are different because 

each micro-worker is simply following instructions from a crowdsourcer. However, 

companies that use micro -labor often label these tasks as crowd sourcing jobs and do still 

receive some of the benefits they could get from a large crowd. If they are putting out 

calls for many small tasks to be completed and getting responses from many micro -

workers, that's still much different than hiring one or a fe w full -time employees to 

perform each of those tasks.  The company still gets the benefit of multiple viewpoints 

over time from multiple sources.  (https://www.thebalancecareers. com/what -is-

crowdsourcing-3542321) 

Below, we added some in-depth definitions of crowdsourcing and how it works in 

practice.  

Crowdsourcing involves obtaining work, information, or opinions from a large group of 

people who submit their data via the Internet,  social media, and smartphone apps. 

People involved in crowdsourcing sometimes work as paid freelancers, while others 

perform small tasks on a voluntary basis. For example, traffic apps encourage drivers to 

report accidents and other roadway incidents to p rovide real -time up dated information 

to app users. Crowdsourcing allows companies to farm out work to people anywhere in 

the country or around the world, which lets businesses tap into a vast array of skills and 

https://www.thebalancecareers.com/what-is-crowdsourcing-3542321
https://www.thebalancecareers.com/what-is-crowdsourcing-3542321
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expertise without incurring the normal overh ead costs of in-house employees. 

Crowdsourcing is becoming a popular method to raise capital for special projects. As an 

alternative to traditional financing options, crowdsourcing taps into the shared interest 

of a group, bypassing the conventional gateke epers and intermedia ries required to raise 

capital. Crowdsourcing usually involves taking a large job and breaking it into many 

smaller jobs that a crowd of people can work on separately.  

And the difference between crowdsourcing and crowdfunding?  While crowdsourcing 

seeks information or work product, crowdfunding seeks money to support individuals, 

charities, or startup companies. People can contribute to crowdfunding requests with no 

expectation of repayment, or companies can offer shares of the business t o 

contributors.  

To summarize, crowdsourcing is the collection of information, opinions, or work from a 

group of people, usually sourced via the internet. Crowdsourcing work allows companies 

to save time and money while tapping into people with different sk ills or thoughts from 

all over the world. It seeks work or information from a group, while crowdfunding seeks 

money. 

The advantages/benefits of crowdsourcing include cost savings, speed, and the ability to 

work with people who have skills that an in -house team may not have. If a task typically 

takes one employee a week to perform, a business can cut the turnaround time to a 

matter of hours by breaking the job up into many smaller parts and giving those 

segments to a crowd of workers. Companies that need som e jobs done only on 

occasions, such as coding or graphic design, can crowdsource those tasks and avoid the 

expense of a full -time in -house employee. 

Many types of jobs can be crowdsourced, including website creation and transcription. 

Companies that want t o design new products often turn to the crowd for opinions. 

Rather than rely on small focus groups, companies can reach millions of consumers 

through social media, ensuring that the business obtains opinions from a variety of 

cultural and socioeconomic bac kgrounds. A practical example  is Uber, which pairs 

available drivers with people who need rides, is an example of crowdsourced 

transportation.  

While crowdsourcing often involves breaking up a big job, businesses sometimes use 

crowdsourcing to assess how multiple people perform at the same job. For instance, if a 

company wants a new logo, it can have dozens of graphic designers assemble samples 

for a small fee. The company can then pick a favorite and pay for a more complete logo 

package. (https://www.investopedia.com/terms/c/crowdsourcing.asp ) 

Crowdsourcing is the practice of engaging a ôcrowdõ or group for a common goal ñ often 

innovation, problem solving, or efficiency. It is powered by new technologies, social 

media and web 2.0. Crowdsourcing can take place on many different levels and across 

various industries. Thanks to our growing connectivity, it is now easier than ever for 

https://www.investopedia.com/terms/c/crowdsourcing.asp


 

 

 

Page 18 

 

individuals to collectively contribute ñ whether with ide as, time, expertise, or funds ñ 

to a project or cause. This collective mobilization is crowdsourcing.  

This phenomenon can provide organizations with access to new ideas and solutions, 

deeper consumer engagement, opportunities for co -creation, optimization of tasks, and 

reduced costs. The Internet and social media have brought organizations closer to their 

stakeholders, laying the groundwork for new ways of collaborating and creating value 

together like never before. The approach is being embraced:  

òCrowds are a hit. Millions of people, connected by the Internet, are contributing ideas 

and information to projects big and small. Crowdsourcing, as it is called, is helping to 

solve tricky problems and providing localized information. And with the right knowledge , 

contributing to the crowd ñ and using its wisdom ñ is easier than ever.ó (The New York 

Times) 

Crowdsourcing touches across all social and business interactions. It is changing the way 

we work, hire, research, make and market. Governments are applying cro wdsourcing to 

empower citizens and give a greater voice to the people. In science and health care, 

crowdsourcing can democratize problem solving and accelerate innovation. With 

education, it has the potential to revolutionize the system, just as crowdfundi ng is 

currently challenging traditional banking and investing processes. Itõs a 21st-century 

mindset and approach that can be applied in many areas and many ways to:  

Á accelerate innovation ; 

Á share ideas; 

Á reinvent business models; 

Á co-create ; 

Á engage consumers or citizens ; 

Á reinvent work models ; 

Á save cost; 

Á increase efficiency ; 

Á reinvent financial models . 

What can be crowdsourced? The short answer is, a collaborative or crowd -centric 

approach can be applied to everything. But here are just a few areas where it has had 

significant impact and huge potential:  

Á enterprise ; 

Á education; 

Á government; 

Á IT; 

Á finance; 

Á entrepreneurship ; 

Á marketing ; 

Á science and health ; 

Á social enterprise and  non-profit . 
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Additionally, crowdsourcing is closely related to the future dynamics of business.  So how 

can this phenomenon work for organizations? Crowdsourcing as a work model, financial 

model, and business model are here to stay. Leveraging collaborative practices and tools 

leads to disruptive business implications and transformative innovations. If existing 

enterprise are not prepared to adapt and embrace this new opportunity, they will be 

disrupted. Knowledge and understanding of collaborative business practices will be a 

required skill for C -level suite executives and entrepreneurs.  

(https://crowdsourcingweek.com/what -is-crowdsourcing/ ) 

 

Crowdsourcing is a sourcing model in which individuals or organizations obtain goods and 

services, including ideas and finances, from a large,  relatively open and often rapidly -

evolving group of internet users; it divides work between participants to achieve a 

cumulative result. The word crowdsourcing itself is a portmanteau of crowd and 

outsourcing, and was coined in 2005. As a mode of sourcing, crowdsourcing existed prior 

to the digital age (i.e. ôofflineõ). 

There are major differences between crowdsourcing and outsourcing. Crowdsourcing 

comes from a less-specific, more public group, whereas outsourcing is commissioned 

from a specific, named gr oup, and includes a mix of bottom -up and top-down processes. 

Advantages of using crowdsourcing may include improved costs, speed, quality, 

flexibility, scalability, or diversity . 

Some forms of crowdsourcing, such as in ôidea competitions õ or ôinnovation contestsõ 

provide ways for organizations to learn beyond the ôbase of mindsõ provided by their 

employees (e.g. LEGO Ideas).  Tedious ômicrotasksõ performed in parallel by large, paid 

crowds (e.g. Amazon Mechanical Turk) are another form of crowdsourcing. It h as also 

https://crowdsourcingweek.com/what-is-crowdsourcing/
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been used by not-for -profit organizations and to create common goods (e .g. Wikipedia).  

The effect of user communication and the platform presentation should be taken into 

account when evaluating the performance of idea s in crowdsourcing contexts.  

The term ôcrowdsourcingõ was coined in 2005 by Jeff Howe and Mark Robinson, editors 

at Wired, to describe how businesses were using the Internet to ôoutsource work to the 

crowdõ, which quickly led to the portmanteau ôcrowdsourcingõ. Howe, first published a 

definition for the term crowdsourcing in a companion blog post to hi s June 2006 Wired 

article, titled The Rise of Crowdsourcing , which came o ut in print just days later: 

òSimply defined, crowdsourcing represents the act of a company or institution taking a  

function once performed by employees and outsourcing it to an undefined (and generally 

large) network of people in the form of an open call. This can take the form of peer -

production (when the job is performed collaboratively), but is also often undertake n by 

sole individuals. The crucial prerequisite is the use of the open call format and the large 

network of potential laborers. ó 

In a February 1, 2008, article, Daren C. Brabham, òthe first [person] to publish scholarly 

research using the word crowdsourcin g" and writer of the 2013 book, titled 

Crowdsourcing, defined it as an "online, distributed problem -solving and production 

model.ó Kristen L. Guth and Brabham, found that the performance of ideas offered in 

crowdsourcing platforms are affected not only by their quality, but also by the 

communication among users about the ideas, and presenta tion in the platform itself.  

After studying more than 40 definitions of crowdsourcing in the scientific and popular 

literature, Enrique Estell®s-Arolas and Fernando Gonz§lez Ladr·n-de-Guevara, 

researchers at the Technical University of Valencia, developed a new integrating 

definition: òCrowdsourcing is a type of participative online activity in which an 

individual, an institution, a nonprofit organization, or company propo ses to a group of 

individuals of varying knowledge, heterogeneity, and number, via a flexible open call, 

the voluntary undertaking of a task. The undertaking of the task; of variable complexity 

and modularity, and; in which the crowd should participate, br inging their work, money, 

knowledge **[and/or]** experience, always entails mutual benefit. The user will receive 

the satisfaction of a given type of need, be it economic, social recognition, self -esteem, 

or the development of individual skills, while the crowdsourcer will obtain and use to 

their advantage that which the user has brought to the venture, whose form will depend 

on the type of activity undertaken .ó 

As mentioned by the definitions of Brabham and Estell®s-Arolas and Ladr·n-de-Guevara 

above, crowdsourcing in the modern conception is an IT -mediated phenomenon, 

meaning that a form of IT is always used to create and  access crowds of people. In this 

respect, crowdsourcing has been considered to encompass three separate, but stable 

techniques; competit ion crowdsourcing, virtual labor market crowdsourcing, and open 

collaboration crowdsourcing.  
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Henk van Ess, a college lecturer in online communications, em phasizes the need to ôgive 

backõ the crowdsourced results to the public on ethical grounds. His nonsci entific, 

noncommercial definition is widely  cited in the popular press: òCrowdsourcing is 

channeling the expertsõ desire to solve a problem and then freely sharing the answer 

with everyone. ó 

Despite the multiplicity of definitions for crowdsourcing, one co nstant has been the 

broadcasting of problems to the public, and an open call for contributions to help solve 

the problem. Members of the public submit solutions that are then owned by the entity, 

which originally broadcast the problem. In some cases, the c ontributor of the solution is 

compensated monetarily with prizes or with recognition. In other cases, the only 

rewards may be kudos or intellectual satisfaction. Crowdsourcing may produce solutions 

from amateurs or volunteers working in their spare time or  from experts or small 

businesses, which were previously unknown to the initiating organization.  

Another consequence of the multiple definitions is the controversy surrounding what 

kinds of activities that may be considered crowdsourcing.  

It is utilized in  multiple industries. Currently, crowdsourcing has transferred mainly to 

the Internet, which provides a particularly beneficial venue for crowdsourcing since 

individuals tend to be more open in web -based projects where they are not being 

physically judged or scrutinized, and thus can feel more comfortable sharing. This 

approach ultimately allows for well -designed artistic projects because individuals are 

less conscious, or maybe even less aware, of scrutiny towards their work. In an online 

atmosphere, more attention can be given to the specific needs of a project, rather than 

spending as much time in communication with other individuals.  

According to a definition by Henk van Ess: òThe crowdsourced problem can be huge 

(epic tasks like finding alien life or mapping earthquake zones) or very small ('where can 

I skate safely?'). Some examples of successful crowdsourcing themes are problems that 

bug people, things that make people feel good about themselves, projects that tap into 

niche knowledge of proud expert s, subjects that people find sympat hetic or any form of 

injustice.ó 

Crowdsourcing can either take an explicit or an implicit route. Explicit crowdsourcing 

lets users work together to evaluate, share, and build different specific tasks, while 

implicit crowd sourcing means that users solve a problem as a side effect of something 

else they are doing.  

With explicit crowdsourcing, users can evaluate particular items like books or webpages, 

or share by posting products or items. Users can also build artifacts by p roviding 

information and editing other people's work.  

Implicit crowdsourcing can take two forms: standalone and piggyback. Standalone allows 

people to solve problems as a side effect of the task they are actually doing, whereas 

piggyback takes users' information from a third -party we bsite to gather information.  
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In his 2013 book, Crowdsourcing, Daren C. Brabham puts forth a problem -based typology 

of crowdsourcing approaches: 

1. Knowledge discovery and management is used for information management 

problems where an organization mobilizes a crowd to find and assemble 

information. It is ideal for creating collective resources.  

2. Distributed human intelligence tasking is used for information management 

problems where an organization has a set of information in hand and mobilizes a 

crowd to process or analyze the information. It is ideal for processing large data 

sets that computers cannot easily do.  

3. Broadcast search is used for ideation problems where an organization mobilizes a 

crowd to come up with a solution to a problem that has an objective, provable 

right answer. It is ideal for scientific problem solving.  

4. Peer-vetted creative production is used for ideation problems, where an 

organization mobilizes a crowd to come up with a solution to a problem which has 

an answer that is subjective or dependent on public support. It is ideal for design, 

aesthetic, or policy problems.  

Crowdsourcing often allows participants to rank each other's contributions, e.g. in 

answer to the question ôWhat is one thing we can do to make A cme a great company?õ 

One common method for ranking is ôlikeõ counting, where the contribution with the most 

likes ranks first. This method is simple and easy to understand, but it privileges early 

contributions, which have more time to accumulate likes. I n recent years several 

crowdsourcing companies have begun to use pairwise comparisons, backed by ranking 

algorithms. Ranking algorithms do not penalize late contributions. They also produce 

results faster. Ranking algorithms have proven to be at least 10 t imes faster than manual 

stack ranking.  One drawback, however, is that ranking algorithms are more difficult to 

understand than like counting.  

In ôHow to Manage Crowdsourcing Platforms Effectivelyõ, Ivo Blohm states that there are 

four types of Crowdsourcin g Platforms: Microtasking, Information Pooling, Broadcast 

Search, and Open Collaboration. They differ in the diversity and aggregation of 

contributions that are created. The diversity of information collected can either be 

homogenous or heterogenous. The aggregation of information can either be selective or 

integrative.  

A lot of examples how crouwdsourcing is utilized in practice exist.  Some common 

categories of crowdsourcing can be used effectively in the commercial world, including 

crowdvoting, crowdsolvi ng, crowdfunding, microwork, creative crowdsourcing, 

crowdsource workforce management, and inducement prize contests. Although this may 

not be an exhaustive list, the items cover the current major ways in which people use 

crowds to perf orm tasks. 

Crowdvoti ng 
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Crowdvoting occurs when a website gathers a large group's opinions and judgments on a 

certain topic. The Iowa Electronic Market is a prediction market that gathers crowds' 

views on politics and tries to ensure accuracy by having participants pay money t o buy 

and sell contracts based on political outcomes.  

Some of the most famous examples have made use of social media channels: Domino's 

Pizza, Coca-Cola, Heineken, and Sam Adams have thus crowdsourced a new pizza, bottle 

design, beer, and song, respectivel y. Threadless.com selects the T-shirts it sells by 

having users provide designs and vote on the ones they like, which are then printed  and 

available for purchase.  

The California Report Card (CRC), a program jointly launched in January 2014 by the 

Center fo r Information Technology Research in the Interest of Society  and Lt. Governor 

Gavin Newsom, is an example of modern-day crowd voting. Participants access the CRC 

online and vote on six timely issues. Through principal component analysis, the users are 

then placed into an online ôcaf®õ in which they can present their own political opinions 

and grade the suggestions of other participants. This system aims to effectively involve 

the greater public in relevant political discussions and highlight the specific to pics with 

which Californians are most concerned.  

Crowdvoting's value in the movie industry was shown when in 2009 a crowd accurately 

predicting the success or failure of a mov ie based on its trailer,  a feat that was 

repli cated in 2013 by Google. 

On reddit,  users collectively rate web content, discussions and comments as well as 

questions posed to persons of interest in ôAMAõ and AskScience online interviews. 

In 2017, Project Fanchise purchased a team in the Indoor Football League and created 

the Salt Lake Screaming Eagles a fan run team. Using a mobile app the fans voted on the 

day-to-day operations of the team, the mascot name, signing of players and even the 

offensive playcalling during games.  

Crowdsourcing creative work  

Creative crowdsourcing spans sourcing creative projects such as graphic design, 

crowdsourcing architect ure, apparel design, movies, writing, company naming, 

illustration, etc.  While crowdsourcing competitions have been used for decades in some 

creative fields (such as architecture), c reative crowdsourcing has proliferated with the 

recent development of web -based platforms where clients can solicit a wide variety of 

creative work at lower cost than by traditional means.  

Crowdsourcing in software development  

Crowdsourcing approach to software development is used by a number of companies. 

Notable examples are Topcoder and its parent company Wipro.  

Crowdsourcing language -related data collection  
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Crowdsourcing has also been used for gathering language-related data. For dictionary 

work, as was mentioned above, it was applied over a hundred years ago by the Oxford 

English Dictionary editors, using paper and postage. Much later, a call for collecting 

examples of proverbs on a specific topic (religious pluralis m) was printed in a journal.  

Today, as ôcrowdsourcingõ has the inherent connotation of being web -based, such 

language-related data gathering is being conducted on the web by crowdsourcing in 

accelerating ways. Currently, a number of dictionary compilation projects are being 

conducted on the w eb, particularly for languages that are not highly academically 

documented, such as for the Oromo language. Software programs have been developed 

for crowdsourced dictionaries, such as WeSay. A slightly different form of crowdsourcing 

for language data has been the online creation of scientific and mathematical 

terminology  for American Sign Language. Proverb collection is also being done via 

crowdsourcing on the Web, most innovatively for the Pashto langua ge of Afghanistan and 

Pakistan. Crowdsourcing has been extensively used to collect high -quality gold standard 

for creating automatic systems in natural language processing (e.g. named entity 

recognition, entity linking).  

Crowdsolving  

Crowdsolving is a collaborative, yet holistic, way of solving a problem us ing many 

people, communities, groups, or resources. It is a type of crowdsourcing with focus on 

complex and intellectively demanding problems requiring considerable effort, and 

quality/ uniqueness of contribution.  

Crowdsearching  

Chicago-based startup Crowdfind, formerly "crowdfynd", uses a version of crowdsourcing 

best termed as crowdsearching, which differs from microwork in that no payment for 

taking part in the search is made.  Their platform, through geographic location 

anchoring, builds a virtual search  party of smartphone and Internet users to find lost 

items, pets, or persons, as well as returning them.  

TrackR uses a system they call ôcrowd GPSõ to load Bluetooth identities to a central 

server to track lost or stolen items.  

Crowdfunding  

Crowdfunding is the process of funding projects by a multitude of people contributing a 

small amount to attain a certain monetary goal, typically via the Internet.  Crowdfunding 

has been used for both commerci al and charitable purposes.  The crowdfuding model 

that has been around the longest is rewards -based crowdfunding. This model is where 

people can prepurchase products, buy experiences, or simply donate. While this funding 

may in some cases go towards helping a business, funders are not allowed to invest and 

become shareholders via rewards-based crowdfunding.  

Individuals, businesses, and entrepreneurs can showcase their businesses and projects to 

the entire world by creating a profile, which typically includes a short video introducing 
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their project, a list of rewards pe r donation, and illustrations through images. The goal 

is to create a compelling message towards which readers will be drawn. Funders make 

monetary contribution for numerous reasons:  

1. They connect to the greater purpose of the campaign, such as being a part  of an 

entrepreneurial community and supporting an inno vative idea or product.  

2. They connect to a physical aspect of the campaign like rewards  and gains from 

investment.  

3. They connect to the creative display of the campaign's presentation.  

4. They want to see new products before the public.  

The dilemma for equity crowdfunding in the US as of 2012 was how the Securities and 

Exchange Commission (SEC) is going to regulate the entire process. At the time, rules 

and regulations were being refined by the SEC, which ha d until January 1, 2013, to 

tweak the fundraising methods. The regulators were overwhelmed trying to regulate 

Dodd ð Frank and all the other rules and regulations involving public companies and the 

way they trade. Advocates of regulation claimed that crowd funding would open up the 

flood gates for fraud, called it the ôwild west õ of fundraising, and compared it to the 

1980s days of penny stock ôcold-call cowboysõ. The process allows for up to $1 million to 

be raised without some of the regulations being invo lved. Companies under the then -

current proposal would have exemptions available and be able to raise capital from a 

larger pool of persons, which can include lower thresholds for investor criteria, whereas 

the old rules required that the person be an ôaccreditedõ investor. These people are 

often recruited from social networks, where the funds can be acquired from an equity 

purchase, loan, donation, or ordering. The amounts collected have become quite high, 

with requests that are over a million dollars f or software such as Trampoline Systems, 

which used it to finance the commercialization of their new software.  

Mobile crowdsourcing  

Mobile crowdsourcing, involves activities that take place on smartphones or mobile 

platforms that are frequently characterize d by GPS technology. This allows for real-time 

data gathering and gives projects greater reach and accessibility. However, mobile 

crowdsourcing can lead to an urban bias, as well as safety and privacy concerns. 

Macrowork  

Macrowork tasks typically have thes e characteristics: they can be done independently, 

they take a fixed amount of time, and they require special skills. Macrotasks could be 

part of specialized projects or could be part of a large, visible project where workers 

pitch in wherever they have th e required skills. The key distinguishing factors are that 

macrowork requires specialized skills and typically takes longer, while microwork 

requires no specialized skills.  

Microwork  
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Microwork is a crowdsourcing platform that allows users to do small tasks  for which 

computers lack aptitude for low amounts of money. Amazon's popular Mechanical Turk 

has created many different projects for users to participate in, where each task requires 

very little time and offers a very small amoun t in payment.  The Chinese versions of this, 

commonly called Witkey, are similar and include such sites as Taskcn.com and k68.cn. 

When choosing tasks, since only certain users ôwinõ, users learn to submit later and pick 

less popular tasks to increase the likelihood of  getting their work chosen. An example of 

a Mechanical Turk project is when users searched satellite images for a boat to find lost 

researcher Jim Gray. Based on an elaborate survey of participants in a microtask 

crowdsourcing platform, Gadiraju et al. have proposed a ta xonomy of different types of 

microt asks that are crowdsourced.  Two important questions in microtask crowdsourcing 

are dynamic task allocation and answer aggregation.  

Simple projects  

Simple projects are those that require a large amount of time and skills c ompared to 

micro and macrowork. While an example of macrowork would be writing survey 

feedback, simple projects rather include activities like writing a basic line of code or 

programming a database, which both require a larger time commitment and skill lev el. 

These projects are usually not found on sites like Amazon Mechanical Turk, and are 

rather posted on platforms like Upwork that cal l for a specific expertise.  

Complex projects  

Complex projects generally take the most time, have higher stakes, and call f or people 

with very specific skills. These are generally ôone-offõ projects that are difficult to 

accomplish and can include projects like designing a new product that a company hopes 

to patent. Ta sks like that would be ôcomplexõ because design is a meticulous process 

that requires a large amount of time to perfect, and also people doing these projects 

must have specialized training in design to effectively complete the project. These 

projects usually pay the highe st, yet are rarely offered.  

Inducement priz e contests  

Web-based idea competitions or inducement prize contests often consist of generic 

ideas, cash prizes, and an Internet -based platform to facilitate easy idea generation and 

discussion. An example of these competitions includes an event like IBM's  2006 

"Innovation Jam", attended by over 140,000 international participants and yieldin g 

around 46,000 ideas. Another example is the Netflix Prize in 2009. The idea was to ask 

the crowd to come up with a recommendation algorithm more accurate than Netflix' s 

own algorithm. It had a grand prize of US$1,000,000, and it was given to the BellKor's 

Pragmatic Chaos team which bested Netflix's own algorithm for predicting ratings, by 

10.06%. 

Another example of competition -based crowdsourcing is the 2009 DARPA balloon 

experiment, where DARPA placed 10 balloon markers across the United States and 
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challenged teams to compete to be the first to report the location of all the balloons. A 

collaboration of efforts was required to complete the challenge quickly and in addit ion 

to the competitive motivation of the contest as a whole, the winning team (MIT, in less 

than nine hours) established its own ôcollaborapetitive õ environment to generate 

participation in their team.  A similar challenge was the Tag Challenge, funded by t he US 

State Department, which required locating and photographing individuals in five cities in 

the US and Europe within 12 hours based only on a single photograph. The winning team 

managed to locate three suspects by mobilizing volunteers worldwide using a similar 

incentive scheme to the one use d in the balloon challenge.  

Open innovation platforms are a very effective way of crowdsourcing people's thoughts 

and ideas to do research and development. The company InnoCentive is a crowdsourcing 

platform for cor porate research and development where difficult scientific problems are 

posted for crowds of solvers to discover the answer and win a cash prize, which can 

range from $10,000 to $100,000 per challenge.  InnoCentive, of Waltham, MA and 

London, England provides access to millions of scientific and technical experts from 

around the world. The company claims a success rate of 50% in providing successful 

solutions to previously unsolved scientific and technical problems. IdeaConnection.com 

challenges people to come up with new inventions and innovations and Ninesigma.com 

connects clients with experts in various fields. The X Prize Foundation creates and runs 

incentive competitions offering between $1 million and $30 million for solving 

challenges. Local Motors is another example of crowdsourcing. A community of 20,000 

automotive engineers, designers, and enthusiasts competes to build  off -road rally 

trucks.  

Implicit crowdsourcing  

Implicit crowdsourcing is less obvious because users do not necessarily know they are 

contributing, yet can still be very effective in completing certain tasks. Rather than 

users actively participating in solving a problem or providing information, implicit 

crowdsourcing involves users doing another task entirely where a third party gains 

information for another topic based on the user's actions. 

A good example of implicit crowdsourcing is the ESP game, where users guess what 

images are and then these labels are used to tag Google images. Another popular use of 

implicit crowdsourcing is throu gh reCAPTCHA, which asks people to solve CAPTCHAs to 

prove they are human, and then provides CAPTCHAs from old books that cannot be 

deciphered by computers, to digitize them for the web. Like many tasks solved using the 

Mechanical Turk, CAPTCHAs are simple for humans, but often v ery difficult for 

computers.  

Piggyback crowdsourcing can be seen most frequently by websites such as Google that 

data-mine a user's search history and websites to discover keywords for ads, spelling 

corrections, and finding synonyms . In this way, users are unintentionally helping to 

modify existing systems, such as Google's AdWords. 
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Health -care crowdsourcing  

Research has emerged that outlines the use of crowdsourcing techniqu es in the public 

health domain.  The collective intelligence  outcomes from crowdsourcing are being 

generated in three broad ca tegories of public health care ð health p romotion, health 

research, and health maintenance.  Crowdsourcing also enables researchers to move 

from small homogeneous groups of participants to  large heterogenous groups, beyond 

convenience samples such as students or higher educated people. The SESH group 

focuses on using crowdsourcing to improve health.  

Crowdsourcing in agriculture  

Crowdsource research also reaches to the field of agriculture. This is mainly to give the 

farmers and experts a kind of help in identification  of different types of weeds  from the 

fields and also to give them the best way to remove the weeds from fields.  

Crowdsourcing in cheating in bridge  

Boye Brogeland initiated a crowdsourcing investigation of cheating by top -level bridge 

players that showed several players were guilty, whi ch led to their suspension.  

Crowdsifting  

Crowdsifting (crowd -sifting) is a form of crowdsourcing by which self -selected 

participants with specia lized disciplinary knowledge, skills and interests examine a 

specific  topic at large scale.  

Crowdshipping  

Crowdshipping (crowd-shipping) is a peer-to-peer shipping service, usually conducted via 

an online platform or marketplace.  There are several methods that have been 

categorized as crowd-shipping: 

Á Travelers heading in the direction of the buyer, and are willing to bring the 

package as part of their luggage for a reward.  

Á Truck drivers whose route lies along the buyer's location and who are willing to 

take extra items in their truck.  

Á Community-based platforms that connect international buyers and local 

forwarders, by allowing buyers to use forwarder's address as purchase destination, 

after which forwarders ship i tems further to the buyer.  

A number of motiva tions exist for businesses to use crowdsourcing to accomplish their 

tasks, find solutions for problems, or to gather information. These include the ability to 

offload peak demand, access cheap labor and information, generate better results, 

access a wider array of talent than might be present in one organization, and undertake 

problems that would have been too dif ficult to solve internally.  Crowdsourcing allows 

businesses to submit problems on which contributors can work, on topics such as 

science, manufact uring, biotech, and medicine, with monetary rewards for successful 
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solutions. Although crowdsourcing complicated tasks can be difficult, simple work tasks 

can be crowdsourced cheaply and effectively.  

Crowdsourcing also has the potential to be a problem -solving mechanism for government 

and nonprofit use.  Urban and transit planning are prime areas for crowdsourcing. One 

project to test crowdsourcing's public participation process for transit planning in Salt 

Lake City was carried out from 2008 to 2009, funded  by a U.S. Federal Transit 

Administration grant.  Another notable application of crowdsourcing to government 

problem solving is the Peer to Patent Community Patent Review project for the U.S. 

Patent and Trademark Office.  

Researchers have used crowdsourcing systems like the Mechanical Turk to aid their 

research projects by crowdsourcing some aspects of the research process, such as data 

collection, parsing, and evaluation. Notable examples include using the crowd to create  

speech and language databases, and using the crowd to conduct user studies.  

Crowdsourcing systems provide these researchers with the ability to gather large 

amounts of data. Additionally, using crowdsourcing, researchers can collect data from 

populations and demographics they may not have ha d access to locally, but that improve 

the validi ty and value of their work.  

Artists have also used crowdsourcing systems. In his project called the Sheep Market, 

Aaron Koblin used Mechanical Turk to collect 10,000 drawings of sheep from co ntributors 

around the world.  Sam Brown (artist) leverages the crowd by asking visitors of his 

website explodingdog to send him sentences that he uses as inspirations for paintings.  

Art curator Andrea Grover argues that individuals tend to be more open in crowdsourced 

proje cts because they are not being physi cally judged or scrutinized.  As with other 

crowdsourcers, artists use crowdsourcing systems to generate and collect data. The 

crowd also can be used to provide inspiration and to collect financial su pport for an 

artist's  work.  

Additionally, crowdsourcing from 100 million drivers is being used by INRIX to collect 

users' driving times to provide better GPS routing and  real-time traffic updates.  

Demographics 

The crowd is an umbrella term for the people who contribute to crow dsourcing efforts. 

Though it is sometimes difficult to gather data about the demographics of the crowd, a 

study by Ross et al. surveyed the demographics of a sample of the more than 400,000 

registered crowdworkers using Amazon Mechanical Turk to complete t asks for pay. A 

previous study in 2008 by Ipeirotis found that users at that time were primarily 

American, young, female, and well -educated, with 40% earning more than $40,000 per 

year. In November 2009, Ross found a very different Mechanical Turk populati on, 36% of 

which was Indian. Two-thirds of Indian workers were male, and 66% had at least a 

bachelor's degree. Two-thirds had annual incomes less than $10,000, with 27% 

sometimes or always depending on income from Mechanical Turk to make ends meet.  
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The average US user of Mechanical Turk earned $2.30 per hour for tasks in 2009, versus 

$1.58 for the average Indian worker.[citation needed] While the majority of users 

worked less than five hours per week, 18% worked 15 hours per week or more. This is 

less than minimum wage in the United States (but not in India), which Ross suggests 

raises ethical questions for researchers who use crowdsourcing.  

The demographics of Microworkers.com differ from Mechanical Turk in that the US and 

India together account for only 25 % of workers; 197 countries are represented among 

users, with Indonesia (18%) and Bangladesh (17%) contributing the largest share. 

However, 28% of employers are from the US.  

Another study of the demographics of the crowd at iStockphoto found a crowd that w as 

largely white, middle - to upper -class, higher educated, worked in a so -called ôwhite -

collar job õ and had a high-speed Internet connection at home.  In a crowd-sourcing diary 

study of 30 days in Europe the participants were predomina ntly higher educated w omen. 

Studies have also found that crowds are not simply collections of amateurs or hobbyists. 

Rather, crowds are often professionally trained in a discipline relevant to a given 

crowdsourcing task and sometimes hold advanced degrees and many years of experience 

in the profession . Claiming that crowds are amateurs, rather than professionals, is both 

factually untrue and may lead to marginalization of c rowd labor rights.  

G. D. Saxton et al. (2013) studied the role of community users, among other elements, 

during his content analysis of 103 crowdsourcing organizations. Saxton et al. developed a 

taxonomy of nine crowdsourcing models (intermediary model, citizen media production, 

collaborative software development, digital goods sales, product design, peer -to-peer 

social financing, consumer report model, knowledge base building model, and 

collaborative science project model) in which to categorize the roles of community 

users, such as researcher, engineer, programmer, journalist, graphic designer, etc., and 

the products and services developed. 

Contributors and m otivations  (for online participation)  

Many scholars of crowdsourcing suggest that both intrinsic and extrinsic motivations 

cause people to contribute to crowdsourced tasks and these factors influence diff erent 

types of contributors . For example, students and people employed full -time rate human 

capital advancement as less important than part -time workers do, while women rate 

social contact as more important than men do.  

Intrinsic motivations are broken dow n into two categories: enjoyment -based and 

community -based motivations. Enjoyment -based motivations refer to motivations 

related to the fun and enjoyment that contributors experience through their 

participation. These motivations include: skill variety, ta sk identity, task autonomy, 

direct feedback from the job, and pastime. Community -based motivations refer to 

motivations related to community participation, and include community identification 

and social contact. In crowdsourced journalism, the motivation factors are intrinsic: the 
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crowd is driven by a possibility to make social impact, contribute to social c hange and 

help their peers.  

Extrinsic motivations are broken down into three categories: immediate payoffs, delayed 

payoffs, and social motivations. Im mediate payoffs, through monetary payment, are the 

immediately received compensations given to those who complete tasks. Delayed 

payoffs are benefits that can be used to generate future advantages, such as training 

skills and being noticed by potential emp loyers. Social motivations are the rewards of 

behaving pro-socially,  such as the altruistic motivations of online volunteers. Chandler 

and Kapelner found that US users of the Amazon Mechanical Turk were more likely to 

complete a task when told they were go ing to òhelp researchers identify tumor cells ó, 

than when they were not told the purpose of their task. However, of those who 

completed the task, quality of output did not depend on the framing of the task.  

Motivation factors in crowdsourcing are often a m ix of intrinsic and extrinsic factors. In a 

crowdsourced law-making project, the crowd was motivated by a mix of intrinsic and 

extrinsic factors. Intrinsic motivations included fulfilling civic duty, affecting the law for 

sociotropic reasons, to deliberate  with and learn from peers. Extrinsic motivations 

included changing the law for financial gain or other benefits. Participation in 

crowdsourced policy-making was an act of grassroots advocacy, whether to pursue one's 

own interest or more altruistic goals,  such as protecting nature.  

Another form of social motivation is prestige or status. The International Children's 

Digital Library recruits volunteers to translate and review books. Because all translators 

receive public acknowledgment for their contribution s, Kaufman and Schulz cite this as a 

reputation -based strategy to motivate individuals who want to be associated with 

institutions that have prestige. The Mechanical Turk uses reputation as a motivator in a 

different sense, as a form of quality control. Cr owdworkers who frequently complete 

tasks in ways judged to be inadequate can be denied access to future tasks, providing 

motivation to  produce high-quality work.  

Requesters 

Using crowdsourcing through means such as Amazon Mechanical Turk can help provide 

researchers and requesters with an already established infrastructure for their projects, 

allowing them to easily use a crowd and access participants from a diverse culture 

background. Using crowdsourcing can also help complete the work for projects that 

would normally have geographical and p opulation size limitations.  

Participation in crowdsourcing  

Despite the potential global reach of IT applications online, recent research illustrates 

that differences in location affect participation outcomes in IT-mediated crowds.  

At least six major topics cover the limitations and controversies about crowdsourcing:  

1. Impact of crowdsourcing on product quality  

2. Entrepreneurs contribute less capital themselves  
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3. Increased number of funded ideas 

4. The value and impact of the work  received from the crowd  

5. The ethical implications of low wages paid to crowdworkers  

6. Trustworthiness and informed decision making  

Impact of crowdsourcing on product quality  

Crowdsourcing allows anyone to participate, allowing for many unqualified participan ts 

and resulting in large quantities of unusable contributions. Companies, or additional 

crowdworkers, then have to sort through all of these low -quality contributions. The task 

of sorting through crowdworkersõ contributions, along with the necessary job of 

managing the crowd, requires companies to hire actual employees, thereby increasing 

management overhead. For example, susceptibility to faulty results is caused by 

targeted, malicious work efforts. Since crowdworkers completing microtasks are paid 

per ta sk, often a financial incentive causes workers to complete tasks quickly rather 

than well. Verifying responses is time -consuming, so requesters often depend on having 

multiple workers complete the same task to correct errors. However, having each task 

completed multiple times increas es time and monetary costs.  

Crowdsourcing quality is also impacted by tas k design. Lukyanenko et al.  argue that, the 

prevailing practice of modeling crowdsourcing data collection tasks in terms of fixed 

classes (options), unnecessarily restricts quality. Results demonstrate that information 

accuracy depends on the classes used to model domains, with participants providing 

more accurate information when classifying phenomena at a more general level (which 

is typically less useful to sponsor organizations, hence less common). Further, greater 

overall accuracy is expected when participants could provide free -form data compared 

to tasks in which they select from constrained choices.  

Just as limiting, oftentimes the scenario is that ju st not enough skills or expertise exist 

in the crowd to successfully accomplish the desired task. While this scenario does not 

affect ôsimpleõ tasks such as image labeling, it is particularly problematic for more 

complex tasks, such as engineering design or product validation. In these cases, it may 

be difficult or even impossible to find the qualified people in the crowd, as their voices 

may be drowned out by consistent, but incorrect crowd members . However, if the 

difficulty of the task is even ôintermediate õ in its difficultly, estimating crowdworkers' 

skills and intentions and leveraging them for inferring true responses works well ,  albeit 

with an additional computation cost.  

Crowdworkers are a nonrandom sample of the population. Many researchers use 

crowdsourcing to quickly and cheaply conduct studies with larger sample sizes than 

would be otherwise achievable. However, due to limited access to the Internet, 

participation in low developed countries is relatively low. Participation in highly 

developed countries is similarly low, largely because the low amount of pay is not a 

strong motivation for most users in these countries. These factors lea d to a bias in the 
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population pool towards users in medium developed countries, as deemed by t he human 

development index.  

The likelihood that a crowdsourced project will fail due to lack of monetary motivation 

or too few participants increases over the cou rse of the project. Crowdsourcing markets 

are not a first -in, first -out queue. Tasks that are not completed quickly may be 

forgotten, buried by filters and search procedures so that workers do not see them. This 

results in a long-tail power law distri butio n of completion times.  Additionally, low -

paying research studies online have higher rates of attrition, with participants not 

completi ng the study once started. Even when tasks are completed, crowdsourcing does 

not always produce quality results. When Face book began its localization program in 

2008, it encountered some criticism for the low quality of its  crowdsourced translations.  

One of the problems of crowdsourcing products is the lack of interaction between the 

crowd and the client. Usually little infor mation is known about the final desired product, 

and often very limited interaction with the final client occurs. This can decrease the 

quality of product because client interaction is a vital part of the design process.  

An additional cause of the decrease  in product quality that can result from 

crowdsourcing is the lack of collaboration tools. In a typical workplace, coworkers are 

organized in such a way that they can work together and build upon each other's 

knowledge and ideas. Furthermore, the company o ften provides employees with the 

necessary information, procedures, and tools to fulfill their responsibilities. However, in 

crowdsourcing, crowdworkers are left to depend on their own knowledge a nd means to 

complete tasks.  

A crowdsourced project is usuall y expected to be unbiased by incorporating a large 

population of participants with a diverse background. However, most of the 

crowdsourcing works are done by people who are paid or directly benefit from the 

outcome (e.g. most of open source projects workin g on Linux). In many other cases, the 

end product is the outcome of a single person's endeavour, who creates the majority of 

the product, while the crowd only par ticipates in minor details.  

Entrepreneurs contribute less capital themselves  

To make an idea turn into a reality, the first component needed is capital. Depending on 

the scope and complexity of the crowdsourced project, the amount of necessary capital 

can range from a few thousand dollars to hundreds of thousands, if not more. The 

capital -raising process can take from days to months depending on different variables, 

including the entrepreneur's network and the amount of initial self -generated capital.  

The crowdsourcing process allows entrepreneurs to access to a wide range of investors 

who can take diff erent stakes in the project.  In effect, crowdsourcing simplifies the 

capital -raising process and allows entrepreneurs to spend more time on the project 

itself and reaching milestones rather than dedicating time to get it started. Overall, the 
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simplifie d access to capital can save time to start projects and potentially increase 

efficiency of projects.  

Opponents of this issue argue easier access to capital through a large number of smaller 

investors can hurt the project and its creators. With a simplified  capital -raising process 

involving more investors with smaller stakes, investors are more risk -seeking because 

they can take on an investment size with which they are comfortable.  This leads to 

entrepreneurs losing possible experience convincing investors who are wary of potential 

risks in investing because they do not depend on one single investor for the survival of 

their project. Instead of being forced to assess risks and convince large institutional 

investors why their project can be successful, wary i nvestors can be replaced by others 

who are willing to take on the risk.  

There are translation companies and several users of translations who pretend to use 

crowdsourcing as a means for drastically cutting costs, instead of hiring professional 

translators.  This situation has been systematically denounced by IAPTIand other 

translator organization s. 

Increased number of funded ideas  

The raw number of ideas that get funded and the quality of the ideas is a large 

controversy over the issue of crowdsourcing.  

Proponents argue that crowdsourcing is beneficial because it allows niche ideas that 

would not survive venture capitalist or angel funding, many times the primary investors 

in startups, to be started. Many ideas are killed in their infancy due to insuffici ent 

support and lack of capital, but crowdsourcing allows these ideas to be started if an 

entrepreneur can find a community to ta ke interest in the project.  

Crowdsourcing allows those who would benefit from the project to fund and become a 

part of it, whic h is one way for small niche ideas get started.  However, when the raw 

number of projects grows, the number of possible failures can also increase. 

Crowdsourcing assists niche and high-risk projects to start because of a perceived need 

from a select few who  seek the product. With high risk and small target markets, the 

pool of crowdsourced projects faces a greater possible loss of capital, lower return, a nd 

lower levels of success. 

Concerns 

Because crowdworkers are considered independent contractors rather t han employees, 

they are not guaranteed minimum wage. In practice, workers using the Amazon 

Mechanical Turk generally earn less than the minimum wage. In 2009, it was reported 

that United States Turk users earned an average of $2.30 per hour for tasks, whil e users 

in India earned an average of $1.58 per hour, which is below minimum wage in the 

United States (but not in India ).  Some researchers who have considered using Mechanical 

Turk to get participants for research studies, have argued that the wage condit ions 

might be unethical . However, according to other research, workers on Amazon 
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Mechanical Turk do not feel they are exploited, and are ready to participate in 

crowdsourcing activities in the future.  When Facebook began its localization program in 

2008, it received criticism for using free labor in crowdsourcing the tran slation of site 

guidelines. 

Typically, no written contracts, nondisclosure agreements, or employee agreements are 

made with crowdworkers. For users of the Amazon Mechanical Turk, this means  that 

requestors decide whether users' work is acceptable, and reserve the right to withhold 

pay if it doe s not meet their standards.  Critics say that crowdsourcing arrangements 

exploit individuals in the crowd, and a call has been made for crowds to organ ize for 

their labor rights.  

Collaboration between crowd members can also be difficult or even discouraged, 

especially in the context of competitive crowd sourcing. Crowdsourcing site InnoCentive 

allows organizations to solicit solutions to scientific and technological problems ð only 

10.6% of respondents report working in a team on their submission.  Amazon Mechanical 

Turk workers collaborated with academics to create a platform, WeAreDynamo.org, that 

allows them to organize and create campaigns to bett er th eir work situation.  

Irresponsible crowdsourcing  

The popular forum website reddit came under the spotlight during the first few days 

after the events of the Boston Marathon bombing as it showed how powerful social 

media and crowdsourcing could be. Reddit wa s able to help many victims of the bombing 

as they sent relief and some even opened up their homes, all being communicated very 

efficiently on their site. However, Reddit soon came under fire after they started to 

crowdsource information on the possible pe rpetrators of the bombing. While the FBI 

received thousands of photos from average citizens, the website also started to focus on 

crowdsourcing their own investigation, with the information that they were 

crowdsourcing. Eventually, Reddit members claimed t o have found 4 bombers but all 

were innocent, including a college student who had committed suicide a few days before 

the bombing. The problem was exacerbated when the media also started to rely on 

Reddit as their source for information,[citation needed] a llowing the misinformation to 

spread almost nationwide. The FBI has since warned the media to be more careful of 

where they are getting their information but Reddit's investigation and its false 

accusations opened up questions about what should be crowdsourced and the 

unintended consequences of irresponsible crowdsourcing.   

(https://en.wikipedia.org/wiki/Crowdsourcing ) 

 

4.  ôThe Creativity of Crowdsõ 

Below, an interesting article by Christopher Steiner  which refers directly to the creative 

aspect of masses is presented. Also, the fundaments of the crowdsourcing idea can be 

found in its text/content.  

https://en.wikipedia.org/wiki/Crowdsourcing
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In 1922 publishing baron colonel Robert McCormick promised $50,000 to the 

architect who produced the best  design for a tower to house the Chicago Tribune. 

The competition attracted 263 entries (and the winner's neo -Gothic 36-story 

building still stands). Now Chicagoans Ross Kimbarovsky, 38, and Michael Samson, 

49, want to bring that same competition model to the graphic design business - 

and help thousands of struggling entrepreneurs in the process.  

Their company, CrowdSpring.com, allows buyers to run competitions for company 

logos, Web sites, T-shirts and the like. For buyers of designs, that means more 

choice at a fraction of the cost; for aspiring designers, it means a shot at stealing 

work from entrenched design firms.  

"The beauty of our site is that it doesn't matter if you have a degree from the 

Rhode Island School of Design or if you're a grandma in Tennessee with a bunch of 

free time and Adobe Illustrator," says Samson. "If the client likes the grandma's 

work better, then she's going to get the job."  

The twosome didn't make a beeline to Web land. Kimbarovsky, an intellectual 

property lawyer, met Samson, a film producer, 20 years ago, when Kimbarovsky 

started dating Samson's cousin (now his wife). In 2006 Samson was struggling to 

outsource postproduction work to India, while Kimbarovsky was running into 

trouble with a design shop that kept bungling a face -lift of his law firm's Web site. 

Initially, the two imagined a matchmaking service for buyers and sellers of 

everything from wedding planning to landscaping. They settled on graphic design 

because the product could be rendered and exchanged digitally with minimal 

overhead. In six months they rustled up $3 million from 16 business associates 

around Chicago. 

The concept is compelling. An established interactive -design firm like Razorfish or 

Critical Mass might demand a $5,000 retainer to take on a project; Cr owdSpring 

lets customers load rough specs into the site and pledge as little as $200 to the 

winner (higher purses, however, lure more artists). Designers compete by posting 

their work, gratis, for all to see, and buyers can offer instant feedback. 

CrowdSpring's cut: 15% of the pledged amount, meaning that on a $500 project, 

$500 goes to the winning designer and $75 to CrowdSpring. If at least 25 designs 

come in, you're obliged to buy one, even if you don't like any of them; if fewer 

than 25 come in, you can  get your money back.  

Venture capitalist Guy Kawasaki, who recently put up $500 for a T -shirt design to 

sell on his Web site, received 230 entrants and garnered a lot of traffic for 

CrowdSpring from Kawasaki's huge global reader base. Last August Kimberlee 

Dushinski, a self-employed mobile -marketing consultant, offered $250 for a new 

company logo; five days later she had 112 to choose from. "This gave me the 

opportunity to work with several great designers, something that wouldn't have 

been possible otherwi se," she says. 
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CrowdSpring eats its own cooking. It offered $5,000 for its Web site design, done 

by a college student in the Netherlands. CrowdSpring's logo, a clever silhouette of 

a man's torso leaping with the force of a spring below, came from a janitor  in 

Toronto with no formal design training. Cost: $200.  

On the supply side, freelance designers--some 80,000 in the U.S.--need lots of 

help. Sarah Urbanek couldn't find a drop of work until she went on CrowdSpring, 

where the 28-year-old Titusville, Fla. de signer has since snared 37 projects. "It's 

been a total savior to me," she says.  

While scores of so-called business-to-business Web startups have flamed out 

groping for immature or insignificant markets, CrowdSpring, now with nine 

employees, is showing some legs. Some 5 million new companies come online 

every year and most need design work. Since its launch last May CrowdSpring has 

registered nearly 2,400 buyers from 35 countries --and 12,200 designers from more 

than 130. "We have clients chasing good designers rather than desperate designers 

chasing work," says Kimbarovsky. About 1,900 projects, worth an average of $400, 

have closed so far, yielding a little over $100,000 in revenues. Assuming the 

founders can manage their cash (they won't share their monthl y burn rate), they 

expect to turn a profit in mid -2010. 

How to land higher -dollar gigs? The site's premium Pro option (minimum pledge: 

$1,000) appeals to larger buyers--such as packaged-food-giant ConAgra Foods --by 

allowing them to veil the submissions, s o as not to tip off the competition. 

(ConAgra confirms it has tapped CrowdSpring to spruce up some of its brands but 

won't provide details.)  

Competition lurks. Sites like Elance.com and Guru.com offer a big pool of 

freelancers for everything from legal to design work. But those sites don't do 

much to help untested freelancers. After a buyer posts a project, vendors 

advertise existing portfolios, but they don't take a preliminary stab at the work. 

Seasoned players usually win out. 

Yet another challenge: deal ing with pushback from the established design 

community, which has started a campaign called NoSpec, urging designers not to 

work in advance of getting paid. "You can't go to the new restaurant at the top of 

Trump Tower, ask for a taste and then decide if you're going to pay," says 

Catherine Brownlee, director of the Association of Professional Design Firms.  

Not that Kimbarovsky feels the need to justify CrowdSpring's competitive 

approach. "In the design world, the gatekeepers are fighting hard to keep the 

status quo," he says. "Now if you live in India or Peoria you can buy a computer 

and sophisticated software for a little bit of money and compete with big 

agencies--and they don't like that."  

(https://www.forbes.com/forbes/2009/0216/062.html ) 

https://www.forbes.com/forbes/2009/0216/062.html
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5.  ôWhy Designers Hate Crowdsourcingõ 

Below, an interesting article by Mike Isaac is presented ð it specifically touches the not -

so-great aspects of design(s) crowdsourcing that  is from the (fair) designersõ 

perspective.  

Mix crowdsourcing, the Internet and a huge pool of underemployed graphic 

designers, and the outcome is a company that's grabbed a great deal of attention. 

In the two and a half years since it launched, Web startu p 99designs out of 

Melbourne, Australia, boasts that it's helped to broker 48,000 graphic design 

projects for big name clients like Adidas and DISH Network as well as for 

thousands of small businesses.  

Acting as a middleman between business owners and graphic designers, the 

99designs site hosts contests in which clients post their needs --website design, 

logos, print packages--and designers compete to fill them. Instead of bidding for 

the job, designers submit finished work tailored to the client specificat ions in the 

contest listing. 99designs calls it a win -win scenario: Its clients gain access to the 

site's pool of 73,000 active designers, while the designers are given a chance to 

compete for "upwards of $600,000 in awards paid out monthly."  

The company seems to be winning too. It says it will generate $12 million in 

revenues this year, is growing at a 10% monthly clip and has opened a San 

Francisco office to handle its business development and marketing.  

But many in the graphic design community say 99de signs isn't such a good thing.  

"99designs is something akin to a Walmart," says Dan Ibarra, industry veteran and 

co-founder of Aesthetic Apparatus, a Minneapolis design studio. "It's not 

necessarily dedicated to bringing you good work, but to bring you a lot of it. 

That's not necessarily better."  

Ibarra's thoughts echo the general response from designers to a 2009 article 

Forbes ran on a 99designs look-alike called Crowdspring.com. Many critics of 

Crowdspring's business model directed readers to NO!SPEC.com, an online 

campaign dedicated to educating the public about the risks of speculative work --

which is, as defined by NO!SPEC, work in which the designer "invests time and 

resources with no guarantee of payment," a "huge gamble" for designers 

competing against thousands of others.  

99designs' main selling point is exactly that: The company prides itself on its 

crowdsourcing business model, boasting of its ability to bring the client as many 

designs as possible from anyone who wants to participate. "A new des ign is 

uploaded to the site every seven seconds," says site cofounder Matt Mickiewicz, 

with "quality that I would argue is as good or better as any freelance designers out 

there."  
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Earning the title of 'designer' on 99designs is as easy as filling out an o nline 

registration form.  

"It doesn't matter if you're 18 or 60," says Mickiewicz, making a case for merit -

based design competitions on a levelled  playing field. Technically, you must be 18 

years old to sign a contract to submit work to the site. But 99desi gns doesnõt 

appear to be very strict about enforcing that. People claiming to be as young as 

11 years old that  have posted designs. But the competition is stiff. For each 

project, 99designs says an average of 95 designs is submitted.  

Design professionals do concede that the site is attractive to art school students 

and others just starting out. "The populist element is very appealing," says Richard 

Gref®, executive director of the American Institute of Graphic Arts, a professional 

association for designers. "Clients may be satisfied with that, but they're losing 

out on the full experience of design."  

It's this lack of experience that irks designers the most. Clients post a brief to 

99designs' website in which they tell the designers what the company is look ing 

for, but there's no guarantee the client will provide feedback to the designers 

who seem to be getting it right. (99designs does encourage "continual feedback" 

between client and designers.) "The initial back -and-forth process of consultation 

between client and designer is crucial to the design process," says Gref®.  

While clients may or may not be getting "Walmart -quality" designs, they're 

certainly paying Walmart prices. Logo pay-outs can run as low as $211, while a 

webpage design package starts at just $499--rates considered absurdly low by 

some in the business.  

"AIGA would never come up with a piecework price list for design," scoffs Gref®. 

"It's a pricing structure that does not relate to value."  

As larger companies turn to 99designs and the crowdsourcing model, industry 

professionals are paying closer attention, whether they like it or not. "We're trying 

to understand and respect the shift in the marketplace while still trying to protect 

the integrity of design," says Gref®. "It's clear that social media is changing the 

marketplace."  (https://www.forbes.com/2010/07/09/99designs -spec-graphic-

technology-future -design-crowdsourcing.html ) 

 

6.  Selection of DesignCrowd platform  

Our first debate was about developing our own platform which would serve as tool for 

design(s) crowdsourcing or utilizing one of the existing ones. We decided for the later 

option, however, we had to carefully determine  the parameters based on which we, in 

the next phase, selected the one which we then used.  

https://www.forbes.com/2010/07/09/99designs-spec-graphic-technology-future-design-crowdsourcing.html
https://www.forbes.com/2010/07/09/99designs-spec-graphic-technology-future-design-crowdsourcing.html
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The process of selection of the DesignCrowd platform can be found in the document, 

titled [6.]Selection of DesignCrowd platform  (.pdf), which is included in the same  file as 

this document.  

In the table below, the parameters/categories and scorings related to the stated 

selection are presented (for in -depth analysis refer to the next chapter).  

 

 

 

PROVIDER LOGO   
CORPORAT
E IDENTITY   

STIC
KER   

LABE
L   PROCESS STAGES  

https://www.cro
wdstudio.in/ 158 USD 4 408 USD 

n
/
a   

n
/
a   

n
/
a 

create an 
account 3 

design 
brief 4 receive 4 

feed
back 5 

favou
rite 3   

n
/
a 

https://graphicri
ver.net/ 

29 
USD/mo

nth 2   

n
/
a   

n
/
a   

n
/
a 

template
s 4   

n
/
a   

n
/
a   

n
/
a   

n
/
a   

n
/
a 

https://www.cro
wdspring.com/ 199 USD 3   

n
/
a   

n
/
a   

n
/
a 

creative 
brief 3 

project 
details 4 review 4 

pay
men

t 3   

n
/
a   

n
/
a 

https://99design
s.com/ 299 USD 2 599 USD 5   

n
/
a   

n
/
a 

design 
brief 3 

design 
packag

e 5 
launch 
contest 3 

rece
ive 5 

feedb
ack 3 

favo
urite 3 

https://99design
s.co.uk/ 209 GBP 3   

n
/
a   

n
/
a   

n
/
a 

design 
brief 3 

design 
packag

e 5 
launch 
contest 3 

rece
ive 5 

feedb
ack 3 

favo
urite 3 

http://www.desi
gncrowd.com/ 

> 150 
USD 4 > 100 EUR 5 

400 
USD 
(win

e 
glas
s + 
box

) 4 

> 
150 
USD 4 e-mail 4 contest 5 

similar 
to 

others 
& 1st  

receive 5   

n
/
a   

n
/
a   

n
/
a 

https://www.48
hourslogo.com/ 29 USD 5   

n
/
a   

n
/
a   

n
/
a 

descripti
on 5 contest 5 

initial 
payme

nt 2 OR 3 

guara
nteed 
prize 4   

n
/
a 

https://logotour
nament.com/ 

prize (> 
275 
USD) 2   

n
/
a   

n
/
a   

n
/
a name 4 

audienc
e 5 ideas 3 

priz
e 3 

upgra
des 5 

pay
men

t 3 

  

http://www.designcompetition.com/design-competitions-platforms.php 

100% money back guarantees (conditions applied and no commission fee returned) 

We also find an interesting statement which backed up our decision to use the 

DesignCrowd platform (accessible via the following link: 

https://www.designcrowd.com/ ) for the I -CON projectõs pilot action: òWhile design 

quality is one of our top priorities, affordability is another. For both of these reasons, I 

t rust you will find the perfect design solution with DesignCrowd. ó 

 

https://www.crowdstudio.in/
https://www.crowdstudio.in/
https://graphicriver.net/
https://graphicriver.net/
https://www.crowdspring.com/
https://www.crowdspring.com/
https://99designs.com/
https://99designs.com/
https://99designs.co.uk/
https://99designs.co.uk/
http://www.designcrowd.com/
http://www.designcrowd.com/
https://www.48hourslogo.com/
https://www.48hourslogo.com/
https://logotournament.com/
https://logotournament.com/
http://www.designcompetition.com/design-competitions-platforms.php
https://www.designcrowd.com/
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7.  Introduction to and actions plan (including 

methodology) related to DesignCrowd platform  

Letõs start with the explanation what the DesignCrowd platform actually is. 

DesignCrowd is an online logo design service and marketplace for website design 

contests and almost any other type of graphic design you can think of. 

Businesses/people that need a design can use DesignCrowd to run a Design 

Contest and get the best design possible or run a Freela nce Graphic Design Jobto 

save money. 

We have a global designer community specializing in all areas of design, 

including; Logo designers, Web designers, Graphic and Brochure designers from 

the USA, the UK, Europe, Australia and India. You can harness the co llective 

creativity of these designers using the design crowdsourcing model and find the 

best design available by running a Design Contest on DesignCrowd.  

Already know exactly what you want on your design and just need someone to do 

it for you? Or maybe y our design is too complex to run as a contest (for e.g. a 

multi -page website)? If so, you can also run a Freelance Job where designers are 

invited to submit their interest to work on your project and you choose the best 

designer for the job. Once a designe r is chosen, DesignCrowd will provide you 

with the necessary tools to begin working one -on-one with them to produce your 

design. 

When using DesignCrowd, the entire design process, end-to -end, is managed 

within the DesignCrowd website. From brief definition , to communicating with 

designers, to receiving your designs, and payment - the DesignCrowd marketplace 

is all you need.  

In summary, use DesignCrowd as your agent to help you find the best design 

possible, reduce your risk, and provide protection. Thousan d of customers have 

already used DesignCrowd by crowdsourcing logo design, web design and more. 

Read the DesignCrowd reviews to see some feedback from happy customers. 

(https://ww w.designcrowd.com/help/article/what -is-designcrowd) 

In the same file, together with this document, one can also find a video, titled 

[7.]Introduction to and actions plan (including methodology) related to DesignCrowd 

platform  (.mp4), which briefly shows wh at is the DesignCrowd platform and how it 

works. 

Developing joint cooperation strategy and action plan ð CROWDSOURCING PLATFORM 

USABILITY ACTION PLAN 

For the purpose of preparing this document, that is the sustainability strategy related to 

the I -CON projectõs CDP pilot action, we ôoverhauledõ the original document of the 

deliverable D.T1.4.2 and it is presented below.  

https://www.designcrowd.com/help/article/what-is-designcrowd
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Introduction  

A previous version of Deliverable D.T1.4.2: ôCrowdsourcing platform usability action 

planõ was submitted on February 2017. The original version of this deliverable (chapter 1 

Crowdsourcing platform (CDP): Criteria definition and selection in the present 

document) included exclusively the analysis of several available crowd design platforms, 

and the selection of the most suitable one for the I -CON purpose following a criteria 

definition. Purpose of the platform is from one side bring designers and another side 

food producers, who are looking for good d esign. 

After the creation of the I -CON Atlas mapping tool and the selection and the exhaustive 

use of the DesignCrowd platform as I-CON crowdsourcing platform, the present update 

version of D.T1.4.2 includes two additional chapters (chapters 2 and 3). Chap ters 2 

presents the ultimate guide for the I -CON Atlas mapping tool and, subsequently, the 

DesignCrowd platform users, presenting the crucial phases/steps related to the 

previously stated tool and platform to assist the users to fully and optimally utilize  both 

of them. Within I -CON project, a pilot action will be carried out  on CrowdDesign 

platform usability testing . Based on regional demonstration events min 200 platform 

users will verify the  appropriateness of the platform and its integration into the 

mentoring scheme support.  The Chapters 3 collects I-CON partnersËinstructions for the 

correct implementation of the regional pilot action on DesignCrowd platform use.  

The final structure of Deliverable D.T 1.4.2 can be found below:  

Á Chapter 1. Crowdsourcing platform  (CDP): Criteria definition & selection ; 

Á Chapter 2. I-CON atlas mapping tool & DesignCrowd platform usersË manual; 

Á Chapter 3. I-CON regional pilot action on DesignCrowd p latform  use: partnersË 

instructions . 

Chapter 1. Crowdsourcing platform (CDP): Cr iteria definition & selection  

In order to be able to reach the output set e.g. Crowd design platform and 

corresponding Action plan it is necessary to define steps to be taken while developing 

this joint cooperation strategy. Under steps it is understood t o have criteria definition of 

most suitable design of a crowd -sourcing platform, ability of user requirements, 

definition of technical and EU regulation normative and process itself (information 

flow). The last one can be made through concrete pre -testing,  where data collected is 

used for Action plan and guidelines for users in pilot actions.  

Platform (Crowdsourcing platform definition)  

Crowdsourcing is a specific sourcing model in which individuals or organizations use 

contributions from Internet users to obtain needed services or ideas.  

Crowdsourcing was coined in 2005 as a portmanteau of crowd and outsourcing. This 

mode of sourcing to divide work between participants to achieve a cumulative result 

was already successful before the digital age (i.e., "off line").  
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Crowdsourcing is distinguished from outsourcing in that the work can come from an 

undefined public (instead of being commissioned from a specific, named group) and in 

that crowdsourcing includes a mix of bottom -up and top-down processes. 

Advantages of using crowdsourcing may include improved costs, speed, quality, 

flexibility, scalability, or diversity.  

Crowdsourcing in the form of idea competitions or innovation contests provides a way 

for organizations to learn beyond what their "base of minds" of  employees provides 

(e.g., LEGO Ideas). 

Crowdsourcing can also involve rather tedious "microtasks" that are performed in parallel 

by large, paid crowds (e.g., Amazon Mechanical Turk).  

Crowdsourcing has also been used for noncommercial work and to develop common 

goods (e.g., Wikipedia). Arguably the best -known example of crowdsourcing as of 2015 is 

crowdfunding, the collection of funds from the crowd (e.g., Kickstarter).  

(https://en.wikipedia.org/w iki/Crowdsourcing ) 

Above stated definition, taken from Wikipedia perfectly describes the advantages of this 

tool in comparison to other classical ways of obtaining knowledge or services from 

external sources. Accordingly to project targets fit perfectly to  be examined and where 

possible adapted to the needs of SMEs coming from food processing industry.  

Criteria definition  

A selected platform should comply with following requirements:  

Á globally available ð from any internet accessing point;  

Á òfuzzy logicó for easy use (guidelines through logical steps);  

Á safety (secured payment of services);  

Á minimum communication in English;  

Á allowing users to customize the search accordingly to its needs;  

Á price (cost efficiency, price ðvalue ratio, additional services availability ð 

discounts); 

Á 100% money back guarantees (exception  commission fee returned) ; 

Á time efficiency ð from order to delivery (optioning);  

Á protection of rights (IPR issues);  

Á claims of the customer (post -sale services); 

Á supply (offer) side should repr esent a huge base of global providers;  

Offer on the market  

NOTE: Not all platforms provided all of the required information, namely price models 

and deeper access (registration and other conditions required), therefore it is rather 

difficult to directly b enchmark various platforms.  

Through desk research and upon some information from business partners following 

platforms attracted our attention.  

https://en.wikipedia.org/wiki/Crowdsourcing
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CrowdStudio    

 

 

 

https://www.crowdstudio.in/  

 

 

 

 

 

Graphicriver  

https://www.crowdstudio.in/
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https://graphicriver.net/  

 

 

 

 

 

 

 

 

 

 

 

 

Crowdspring  

 

 
 
 

https://www.crowdspring.com/  
 

 

 

 

 
 

 

99designs 

https://graphicriver.net/
https://www.crowdspring.com/
https://www.crowdspring.com/
https://99designs.com/
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https://99designs.com/  

 

 

 

Also EU version: 

https://99designs.co.uk/  

  

 

DesignCrowd 

 
http://www.designcrowd.com/  

 

 

 

 

 

 

 

48hourslogo  

 
 
 

https://www.48hourslogo.com/  
 

 

 

 

 

 

Logotournament  

https://99designs.com/
https://99designs.co.uk/
http://www.designcrowd.com/
http://www.designcrowd.com/
https://www.48hourslogo.com/
https://logotournament.com/
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https://logotournament.com/  
 
 

 

 

 

 

More of such pages: http://www.designcompetition.com/design -competitions -

platforms.php .  

Selection  

Upon process of selection we searched for the attributes in criteria definition, which 

enabled us direct comparison and evaluation of each individual site/platform and 

summaries in this table below made it possible for us to benchmark all and sel ect most 

appropriate:    

 

 

Legend:  

By comparing selected platforms through accessible details provided within the 

platforms, e ach attribute can be ranked by points given (1 -insuficent; 5 ðexcellent  or 

state N/A where not available service or information pro vided) and the best sum of 

points (highest point achieved) has resulted in DesignCrowd platform to be most 

appropriate to our information.  

See the evaluation of platforms by points (the average rating according to two 

evaluators who analyzed and utilized t he platforms):  

https://logotournament.com/
http://www.designcompetition.com/design-competitions-platforms.php
http://www.designcompetition.com/design-competitions-platforms.php
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Explanation:  

There are many crowd design platforms available which is consistent with a rather high 

level of online design projects demand. The majority of such platforms offer 100% 

money back guarantee but it should be noted that òconditions applyó policy is always 

present.  The selected platform, i.e. DesignCrowd, is ð at least as it seems ð the most 

popular and the most used such a platform.  

DesignCrowd platform  was selected due to shortest process of getting first results, 

easiness of communication and prices which are of good price / value ratio. However, 

without direct testing of all platforms to see in detail (and accordingly pricing policies of 

each platform) we canõt say that selected platform is absolutely òthe bestó, still 

according to testing we made we feel it is one of the best. Its design, accessibility and 

customer support make it even easier for common users (not expert) to be able to work 

with it (easy to understand, secure -safe payments, not working with templates th at 

everyone can see-confidentiality issue) and in general user friendlyée.g. òfuzzy logicó). 

Additionally, the pre -phase, namely desk research and comparing various platforms, i.e. 

gathering crucial information, was the most important element of the decisi on making 

process since it offered nearly all of the necessary information regarding available 

design categories, process stages, approximate prices, payment options and selected 

design handover process. It is crucial to add that information provided prove d to 

actually be correct and consistent with the offer. However, we were quite disappointed 

since we did not receive as many designer responds and designs as it was advertised in 

the òPackageó option.  

Nevertheless, we experienced a very high level of feed back and correspondence with 

the designers and there were no problems whatsoever concerning receiving the final 

design files. Also, the designer we selected as a winner offered to assist us even after 

they have received their payment which was not in any w ay compulsory, but rather a 

courteous and voluntary gesture. Last but not least, the customer support was and is 

good, maybe even a bit too much since they are still notifying us (almost daily) about 

various promotional offers even after we have completed the design project.  

Chapter 2. I -CON Atlas Mapping Tool and DesignCrowd Platform usersË manual 

This chapter is to be considered as the ultimate guide for the I -CON Atlas mapping tool 

and, subsequently, the DesignCrowd platform users. It briefly, clearly an d simply 

scrutinizes all of the crucial phases/steps related to the previously stated tool and 

platform and comprehensively walks the users through them in order to assist the users 

to fully and optimally utilize both, the tool and the platform.  
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I-CON Atlas mapping tool  

The I-CON Atlas mapping tool offers to investigate specific issues and geographic areas 

by selecting the data to be mapped from a menu.  

The access to the said online platform is provided through the following web page link: 

http://www.p -tech.si/icon -mapping/ . Doing that, a  user reaches its first web page 

layer. 

 

 

 

Overview  

The I-CON Atlas mapping tool is designed and implemented to be as user-friendly as 

possible. It consists of six main pan els of which some have additional subcategories to 

choose from and the search bar with filtering options. All of this is accompanied by the 

interactive map.  

One of the I -CON Atlas mapping toolõs interactive and intuitive conceptualized panels is 

the CDP labelling tool panel. It offers various links with the direct access to the 

legislation, supporting documents and good and bad practices examples related to the 

food labelling design.  

The discussed panel aims to help the soon-to-be food labellers by providin g the 

legislative and supporting documents, together with good and bad practices 

graphic/visual examples. It is designed and implemented to be as user -friendly as 

possible. A user can choose one of the main categories and/or various subcategories 

and/or ca n utilize the search bar with the filtering options. Again, all of this is 

accompanied by the interactive map.  

http://www.p-tech.si/icon-mapping/
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How to use? 

A user can access the I-CON Atlas mapping toolõs CDP labelling tool panel by clicking the 

CDP labelling tool button which is the fourth of the six panels available  on the first web 

page layer.  

 

 

 

The said panel contains the DesignCrowd ð Freelance food label design platform button.  

 

 

 

It offers the direct redirection to the renowned online freelance design platformõs food 

label design subpage (hyperlink: http://label.designcrowd.com.au/ ).  

 

http://label.designcrowd.com.au/
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Troubleshooting support  

Should a user experience any (kind of) error/issue/problem regarding and/or when using 

the I -CON Atlas mapping tool, they are invited to report it to the following e -mail 

address: borut@p-tech.si . We will appreciate all help directed to th e improvement of 

our tool.  

DesignCrowd platform  

The DesignCrowd platform is one of the most utilized  online freelance design platforms. 

It connects the design related demand and supply from all over the world and hosts the 

create-the-best-design competition in which a customer can select a winning designer 

who receives the predetermined payment amount. It is as simple and fast as it feels.  

The access to the said online platform is provided through the following web page link: 

http://www.designcrowd.com.au/ . Doing that, a  user reaches its first web page layer . 

 

 

 

Overview  

mailto:borut@p-tech.si
http://www.designcrowd.com.au/
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The DesignCrowd platform is an online marketplace providing logo, website, print and 

graphic design services by providing access to freelance graphic designers and design 

studios around the world.  

It gives the users the access to a so-called virtual team  of more than 600 thousand 

designers from around the world via a process called crowdsourcing and helps them to 

tap into the very best  intern ational design talent available  at a low cost. A user can post 

a project and watch designs  pour in from around the world. An  average project receives 

more than 50 designs.  

However, it is not all about the quantity. The quality also matters and the DesignCrowd 

platform  uses the so-called Crowdsourcing 2.0 system which offers  a fairer, sustainable  

and higher quality crowdsourcing where every designer can get paid and customers can 

browse the top graphic designers and hand-pick their favourites.  

The DesignCrowd platformõs teamõs mission statement indicated that they desire to give 

people the opportunities to be creative and to provide various businesses with the risk -

free graphic designs. 

The benefits of the design(s) outsourcing are:  

Á more creativeness, 

Á privacy,  

Á cost effectiveness,  

Á experience.  

The quick presentation of the DesignCrowd platform and how it works is available 

through the following hyperlink:  https://www.youtube.com/watch?v=9Qx6fbt1ycA . 

How to use? 

When a user reaches the DesignCrowd platform, they have to create a free account in 

order to utilize it.  

 

 

 

https://www.youtube.com/watch?v=9Qx6fbt1ycA
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Additionally, they have to log in.  

 

 

 

To manually ð instead of using the previously descr ibed I-CON Atlas mapping toolõs direct 

redirection button ð reach the (food) label design subpage, a user has to hover over the 

Categories dropdown menu and click on the Label Design button which is located in the 

Graphic Design column. 

 

 

 

Now, the (food)  label design subpage is reached and Get started now button is to be 

clicked.  
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Firstly, the design type has to be selected and the (food) label design is the default 

selection because of the previous actions.  

 

 

 

Secondly, the projectõs basic information and other descriptions, including the projectõs 

name and desired duration, are to be provided.  
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A user can always save their progress and/or click on the Continue button.  

 

 

 

Thirdly, one of the predetermined and offered packages has to be selected dep ending 

on the userõs preferences. 

All available packages contain a brief description, price and other important and 

relevant information. The most popular package is the default selection.  

 

 

 

Additionally, the project can be improved by adding the desired  upgrades. 

All available upgrades contain a brief description, price and other important and 

relevant information.  

NOTE: The currency on the picture below is the Australian dollar which is the default 

option and, as such, this should be ignored. A user can  select their preferred currency 

(e.g. Euro, etc.).  
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Also, the discount code(s) can be entered and claimed.  

 

 

 

 

Next, the projectõs details shall be reviewed and confirmed before proceeding to the 

payment phase. 

 

 

 

Then, the desired payment method/option has to be selected and the Submit payment 

button has to be clicked.  

NOTE: The DesignCrowd platform remembers/stores the previously used credit cardõs 

data. Instead, the Use another credit card number selection can be chosen.  
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The payment i s successfully processed after entering all of the required data regarding 

the payment.  

Now, the project is launched and public.  

 

 

 

When clicking on òMy accountó dropdown menu, a user can manage their project(s), 

access and change the account settings and/or log out.  

 

 

 

When entering the My account subpage, a user can manage their open, closed and draft 

projects, i.e. resume or delete not yet launched project(s) and monitor the live 

projectsõ progress. 
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After the project is complete, a user can access the design files, view invoice and/or 

start a new project with the same, i.e. winning, designer.  

 

 

 

Additionally, they can view the projectõs brief and extensively and thoroughly edit it. 

 

 

 

The projectõs timeline  which shows the projectõs completed and uncompleted phases is 

also visible.  
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A user can monitor the projectõs progress and various other details via the Project 

health system which offers optimal suggestions and prompts them to take action(s) 

needed. 

 

 

 

The projectõs deadline can be extended when a user does not receive enough 

(acceptable) designs. 

NOTE: Only the first deadline extension is free of charge.  

 

 

 

When the project is due, a user can select the preferred designs and choose the winner. 

They can also grant the participation payments . 
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Additionally, a user has to approve the payment(s).  

 

 

 

However, not before they have received the projectõs designõs source file(s). 

 

 

 

Yet again, a user can preview the winning design, request changes and/or download 

received file(s).  

 

 

 

The DesignCrowd platformõs messaging system can be accessed via the main menu 

option.  

 

 

 

The picture below is showing the DesignCrowd platformõs messaging system with the 

actual correspondence.  
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When the entire process is completed, the successfully approved on [date] message is 

displayed on the screen.  

By now, a user has already received their design, including all of the relevant files, and 

the winning designer has already received their predetermined payment.  

The project is now complete and over.  

 

 

 

Troubleshooting support  

Should a user experience any (kind of) error/issue/problem regarding and/or when using 

the DesignCrowd platform, they are invited to refer to the following hyperlinks: 

www.designcrowd.com.au/help  and www.designcrowd.com.au/contac t  or contact the 

following e -mail address: support@designcrowd.com. 
Chapter 3. I -CON regional pilot action on DesignCrowd platform use: partnersË 

instructions  

As previously reported, an I -CON pilot activity focused on CrowdDesign platform usability 

testing will be carried out. Purpose of this platform is , from one side, bring designers 

and, from the other side, food producers, who are looking for good  design. Based on 

mailto:support@designcrowd.com
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regional demonstration events min . 200 platform users will verify the  appropriateness of 

the platform and its integration into the mentoring scheme support.  

On the basis of the impact assessment reports during the pilot test implementation, 

partners will verify the results, elaborate sust ainability strategy and  recommendations 

to policy makers.  

The present chapter summarizes the instructions for the I -CON Regional partners 

concerning the steps to be done for the pilot action on DesignCrowd Platform use.  

Every regional partner (CCIS-CAF£, STRIA, CNA, KIGPSiO and SCCI) must assign one 

internal (I -CON official partner) or external CDP facilitator. This person will be 

responsible for the support of the regional SMEs with the DesignCrowd platform, the 

gathering of the required data and the prep aration of the corresponding report to PTP.  

The DesignCrowd platformõs designers create nothing but blank designs. The designers 

design creative sheets. For that reason, the CDP facilitators will help their clients to 

prepare the proper content for given food label designs.   

 

 

 

Thus, all addition al texts, ratios, colours, highlighted parts, exposed areas, (bold) fonts, 

distributions of various marks, etc. ought to be provided in advance and/or during a 

given food label design project.  
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Food label design contents ought to be checked that they a re in accordance with the 

European Union legislation and other relevant regulations. In the I -CON projectôs 

duration time, internal and/or external experts in the relevant field(s) can offer 

assistance to all CDP facilitators.  

Based on the information prov ided by the SMEs (e.g. type of food product, especial 

needs, requirements, etc.), each CDP facilitator will be responsible for the 

launching/ordering of the food label design projects. Through the corresponding regional 

partner, each CDP facilitator has a specific budget allocated to cover the cost of the 

different food label design projects . 

DesignCrowd platformõs invoices shall contain appropriate organizationsõ data and 

information for justifying the expenses. By notifying the platformôs service consultants 

(support@designcrowd.com). See the example in the following page), it is possible to 

modify any given invoice and issue the updated one. Each CDP facilitators will send all 

invoices (PDF/PrtScr) to the lea d CDP facilitator (PTP). An example of an DesignCrowd 

platform invoice is showed below.  

 

mailto:support@designcrowd.com
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Example of communication with the platformôs service consultants 

 

 

Example of DesignCrowd platform invoice  

 

As it was previously indicated, the required total number of participants for this pilot 

activity is 200 (counting customers and designers), with a minimum of 40 participants for 

each regional partner (5 regional partners + PTP). For each food label design  project 

order, the number of participants will be one òclientó (SME) + the number of responding 

designers.  

A recommended approach has been suggested by PTP and CCIS-CAFE: 

Á 1st call: 5 invited regional SMEs (xû500)/regional partner. 

Á 2nd call: additional in vited regional SMEs (xû500)/regional partner (until reaching 

the adequate total number of participants).  

Before the start of the pilot action on DesignCrowd platform, 18 demonstration 

workshops will be held  by the regional partners in the 5 I-CON pilot reg ions (SI, IT, HU, 
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PL and SK). The main goal of these workshops is the t ransfer of knowledge  to regional 

SMEs by facilitators , including information about I -CON CDP labelling tool and the I -CON 

pilot actions. T hose SMEs who show interest  for pilot activitie s will be invited to 

participate as a òclientó for the DesignCrowd platform, getting food label design for 

their food products with no costs for them. Also designers (students, etc.) will be invited 

to take part in the CDP pilot action.  

Summary (to -do lis t):  

 

 

 

 

 

 

 

 

 

 

 

8.  Instructions/usersõ guide/manual to optimally 

use DesignCrowd platform  

The following is to be  considered as the ultimate guide for the I -CON Atlas mapping tool 

and, subsequently, the DesignCrowd platform users. It briefly, clearly and simply 

scrutinizes all of the crucial phases/steps related to the previously stated tool and 

platform and comprehe nsively walks the users through them in order to assist the users 

to fully and optimally utilize both, the tool and the platform.  

Additionally, it includes the explanations how to find and utilize some of the additional 

materials (legislation, photo -examples, regulations, etc.) related to the stated topic.  

This was prepared, reviewed and rectified during the I -CON project. 

I-CON Atlas mapping tool  

The I-CON Atlas mapping tool offers to investigate specific issues and geographic areas 

by selecting the data t o be mapped from a menu.  

The access to the said online platform is provided through the following web page link: 

http://www.p -tech.si/icon -mapping/.  Doing that, a  user reaches its first web page 

layer. 

 

1. Information flow: SMEs (clients) -> CDP facilitators -> Grega Konkoliń (PTP) 

2. 1 CDP facilitator/regional partner  

3. Total required (project level): 200 participants  

4. Min. 40 participants/regional partner  

5. Always conduct/perform a food label  design content check-up 

6. Invoices shall contain regional partnersô names and addresses 

7. Send all invoices (PDF/PrtScr) to the lead CDP facilitator  
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Overview  

The I-CON Atlas mapping tool is designed and implemented to be as user-friendly as 

possible. It consists of six main panels of which some have additional subcategories to 

choose from and the search bar with filtering options. All of this is accompanied by the 

interactive map.  

One of the I -CON Atlas mapping toolõs interactive and intuitive conceptualized panels is 

the CDP labelling tool panel. It offers various links with the direct access to the 

legislation, supporting documents and good and bad practices examples related to the 

food labelling design.  

The discussed panel aims to help the soon-to-be food labellers by providing the 

legislative and supporting documents, together with good and bad practices 

graphic/visual examples. It is designed and implemented to be as user -friendly as 

possible. A user can choose one of the main categories and/or various subcategories 

and/or can utilize the search bar with the filtering options. Again, all of this is 

accompanied by the interactive map.  

How to use? 

A user can access the I-CON Atlas mapping toolõs CDP labelling tool panel by clicking the 

CDP labelling tool button which is the fourth of the six panels available  on the first web 

page layer.  
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The said panel contains the DesignCrowd ð Freelance food label design platform button.  

 

 

 

It offers  the direct redirection to the renowned online freelance design platformõs food 

label design subpage (link: http://label.designcrowd.com.au/ ).  

 

 

 

Troubleshooting support  

http://label.designcrowd.com.au/


 

 

 

Page 68 

 

Should a user experience any (kind of) error/issue/problem regarding and/or when using 

the I -CON Atlas mapping tool, they are invited to report it to the following e -mail 

address: borut@p-tech.si . We will appreciate a ll help directed to the improvement of 

our tool.  

DesignCrowd platform  

The DesignCrowd platform is one of the most utilized  online freelance design platforms. 

It connects the design related demand and supply from all over the world and hosts the 

create-the-best-design competition in which a customer can select a winning designer 

who receives the predetermined payment amount. It is as simple and fast as it feels.  

The access to the said online platform is provided through the following web page link: 

http://www.designcrowd.com.au/ . Doing that, a  user reaches its first web page layer . 

 

 

 

Overview  

The DesignCrowd platform is an online marketplace providing logo, website, print and 

graphic design services by providing access to freelance graphic designers and design 

studios around the world.  

It gives the users the access to a so-called virtual team  of more than 600 thousand 

designers from around the world via a process called crowdsourcing and helps them to 

tap into the very best intern ational design talent available  at a low cost. A user can post 

a project and watch designs  pour in from around the world. An  average project receives 

more than 50 designs.  

However, it is not all about the quantity. The quality a lso matters and the DesignCrowd 

platform  uses the so-called Crowdsourcing 2.0 system which offers  a fairer, sustainable  

and higher quality crowdsourcing where every designer can get paid and customers can 

browse the top graphic designers and hand-pick thei r favourites.  

mailto:borut@p-tech.si
http://www.designcrowd.com.au/
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The DesignCrowd platformõs teamõs mission statement indicated that they desire to give 

people the opportunities to be creative and to provide various businesses with the risk -

free graphic designs. 

The benefits of the design(s) outsourcing are : 

Á more creativeness, 

Á privacy,  

Á cost effectiveness,  

Á experience.  

The quick presentation of the DesignCrowd platform and how it works is available 

through the following hyperlink:  https://www.youtube.com/watch?v=9Qx6fbt1ycA . 

How to use? 

When a user reaches the DesignCrowd platform, they have to create a free account in 

order to utilize it.  

 

 

 

Additionally, they have to log in.  
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To manually ð instead of using the previously described I -CON Atlas mapping toolõs direct 

redirection button ð reach the (food) label design subpage, a user has to hover over the 

Categories dropdown menu and click on the Label Design button which is located in the 

Graphic Design column. 

 

 

 

Now, the (food) label design subpage is reached and Get started now button is to be 

clicked.  

 

 

 

Firstly, the design type has to be selected and the (food) label design is the default 

selection because of the previous actions.  
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Secondly, the projectõs basic information and other descriptions, including the projectõs 

name and desired duration, are to be provided.  

 

 

 

A user can always save their progress and/or click on the Continue button.  
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Thirdly, one of the predetermined and offered packages has to be selected depending 

on the userõs preferences. 

All available packages contain a brief description, price and other important and 

relevant information. The most popular package is the default selection.  

 

 

 

Additionally, the project can be improved by adding the desired upgrades.  

All available upgrades contain a brief description, price and other important and 

relevant information.  

NOTE: The currency on the picture below is the Australian dollar which is the default 

option and, as such, this should be ignored. A user can select their preferred currency 

(e.g. Euro, etc.).  

 

 

 

Also, the discount code(s) can be entered and claimed.  
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Next, the projectõs details shall be reviewed and confirmed before proceeding to the 

payment phase. 

 

 

 

Then, the desired payment method/option has to be selected and the Submit payment 

button has to be clicked.  

NOTE: The DesignCrowd platform remembers/stores the previously used credit cardõs 

data. Instead, the Use another credit card number selection can be chosen.  

 

 

 



 

 

 

Page 74 

 

The payment is successfully processed after entering all of the required data regarding 

the payment.  

Now, the project is launched and public.  

 

 

 

When clicking on My account dropdown menu, a user can manage their project(s), 

access and change the account settings and/or log out.  

 

 

 

When entering the My account subpage, a user can manage their open,  closed and draft 

projects, i.e. resume or delete not yet launched project(s) and monitor the live 

projectsõ progress. 

 

 

 

After the project is complete, a user can access the design files, view invoice and/or 

start a new project with the same, i.e. winning, designer.  
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Additionally, they can view the projectõs brief and extensively and thoroughly edit it. 

 

 

 

The projectõs timeline  which shows the projectõs completed and uncompleted phases is 

also visible.  

 

 

 

A user can monitor the projectõs progress and various other details via the Project 

health system which offers optimal suggestions and prompts them to take action(s) 

needed. 

 

 

 

The projectõs deadline can be extended when a user does not receive enough 

(acceptable) designs. 
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NOTE: Only the first deadline extension is free of charge.  

 

 

 

When the project is due, a user can select the preferred designs and choose the winner. 

They can also grant the participation payments.  

 

 

 

 

Additionally, a user has to approve the payment(s).  

 

 

 

However, not before they have received the projectõs designõs source file(s). 
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Yet again, a user can preview the winning design, request changes and/or download 

received file(s).  

 

 

 

The DesignCrowd platformõs messaging system can be accessed via the main menu 

option.  

 

 

 

The picture below is showing the DesignCrowd platformõs messaging system with the 

actual correspondence.  
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When the entire process is completed, the Successfully approved on [date]! message is 

displayed on the screen.  

By now, a user has already received their design, including all of the relevant files, and 

the winning designer has already received their predetermined payment.  

The project is now complete and over.  

 

 

 

Troubleshooting support  

Should a user experience any (kind of) error/issue/problem regarding and/or when using 

the DesignCrowd platform, they are invited to refer to the following hyperlinks: 

www.designcrowd.com.au/help  and www.designcrowd.com.au/contact  or contact the 

following e-mail address: support@designcrowd.com. 

9.  Testing of DesignCrowd platform  

Before promoting the DesignCrowd platform to other project partners and wider public, 

we had to test it to see how it works in practice.  For this, we actually ordered a 

concrete food packaging design and documented the whole (ordering) process from the 

preparation of the brief to the payment step and the final food design handover in the 

agreed formats.  

The complete testing, together with some instructions and warnings, is presented via 

screen-captured images in the presentation, titled [9.]Testing of DesignCrowd platform  

(.pdf), which can be found in the file where this document is located. Some of the 

images are also presented below.  

mailto:support@designcrowd.com
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10.  Identified approaches to and opportunities 

considering use of DesignCrowd platform  

When using the DesignCrowd platform, we noticed that we began receiving the auto -

generated e-mails with various helpful information and promotions which we int egrated 

into our future (food) design(s) orders.  

Below, we present some examples via the screen -captured images ð they are in raw, 

that is not cropped, form because of the intention to present the DesignCrowd 

platformõs concept of such e-mails. 

Writing a b rief  #1 

 

 

 

 

 

 

 

 

 

 

Writing a brief #2  
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Top tips  

 

 

 

 

Starting a project (order)  
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File formats  

 

 

 

 

Types of (ordering) contests  
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11.  Design ordering, payment and handover 

processes within DesignCrowd platform  

Utilizing the DesignCrowd platform consists of ordering a design via a pre-prepared 

brief, waiting for designer(s) to do their work and communicating with them, approving 

your payment and design(s) handover phase. 

Brief  
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Order  
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