
 
  

Abstract: To manage the co-creation effectively and 
efficiently, it is necessary to define how to organize co-
creation in different projects, what is the right co-
creative environment, who potential co-creators are, 
what characteristics they should have to be efficient 
contributors, as well as what possibilities for product 
development exist in different stages of the product 
lifecycle. Following the literature review of co-creation, 
product development projects, product lifecycle stages, 
co-creative environment and potential co-creators, 
authors focus on their relations, identifying gaps to build 
on their further research towards  a model of co-creation 
in product development projects throughout the product 
life cycle, encompassing potential co-creators’ 
characteristics and co-creative environment as crucial 
factors for successful co-creative product development. 
Keywords: Co-creation, product development projects, 
co-creative environment, product life cycle, potential 
co-creators 

1. INTRODUCTION 

As a foundation for companies’ long-term 
competitive advantage, product development projects 
involve a complex coupling between market needs and 
technologies [1]. Since both are continuously changing, 
product development can be defined as one of the 
riskiest, yet most important endeavours of the modern 
corporation [2]. This is why it is important to see the 
development of each product as a project. On the other 
hand, adoption of open innovation is a recognition that 
product development performance can no longer be 
solely determined by internal R&D functions, but also 
depends on the contributions of a broad range of external 
players, from individual customers to large research 
institutes [3]. Pull systems throw the process open to 
many diverse participants, whose input can take product 
and service offerings in unexpected directions that serve 
a much broader range of needs [4], since relying on a 
large variety of external sources of information, 
companies could develop more innovative products [5].  

Co-creation as a powerful engine for innovation [4] 
has become a very interesting research area. In 
contemporary dynamic environment it has a potential to 
increase the success of product development projects. 
Even though there are many examples of co-creation in 
the world, in all stages of the product lifecycle and all 
product development project types, its clear character 

and basic elements are not explained and defined for a 
specific product lifecycle stage and a specific product 
development project. Additionally, there are regions in 
the world, such as South-East Europe, with low 
awareness of the co-creation potential in product 
development if it is practiced throughout the whole 
product lifecycle and in all types of product development 
projects [6]. Nevertheless, there is a gap in the literature 
regarding the relationship among the co-creation and 
product development project types, product lifecycle 
stages, co-creative environment and potential co-creators.  

Therefore, to manage the co-creation effectively and 
efficiently, in the sense of optimal allocation of 
resources, such as people, time and money, it is 
necessary to clearly define how to organize co-creation 
in different projects, what is the right co-creative 
environment, who potential co-creators are, what 
characteristics they should have to be efficient 
contributors, as well as what possibilities for product 
development exist in different stages of the product 
lifecycle.  

Bearing all this in mind, this paper focuses on 
opening some important research questions: 
 How to organize the co-creation in different product 

development projects?  
 When to start the co-creation in the product lifecycle?  
 Where to organize co-creation – what is the most 

suitable co-creative environment for a specific co-
creation type? 

 Who are the right co-creators and what are their 
characteristics?  
Section 2 introduces the literature review of co-

creation, defining it and encompassing its all important 
aspects. This section is followed by the Section 3 that 
introduces the how, when, where and who questions 
about co-creation in product development, focusing on 
product development project types, product lifecycle 
concept, co-creative environment and potential co-
creators in product development. In the Section 4 authors 
discuss about the research framework, explaining 
relations that are already established and determined, as 
well as ones that are not still defined and represent the 
focus of the further research. This section also explains 
the directions of the further research following how, 
when, where and who aspects of co-creation. The 
conclusion explains the significance of the expected 
results of the research and their managerial implications. 
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2. LITERATURE REVIEW  

Innovation is built on a foundation of creativity and 
sometimes on invention, resulting in the creation of new 
knowledge and learning within the organization [7]. It 
can be seen as a co-creation process within social and 
technological networks in which actors integrate their 
resources to create mutual value [8]. Companies are 
increasingly aware that they need to tap into both internal 
and external knowledge sources to accelerate innovation 
[9]. They need to turn to co-creation across innovation 
processes and allow the flow of knowledge over 
organizational boundaries, exploiting internal knowledge 
in more diversified markets, as well as identifying and 
absorbing external knowledge to support the internal 
innovation process [10].  

In its wider meaning, co-creation represents a 
continual feedback loop and collaboration with all 
stakeholders in a value network throughout any given 
process of designing, developing and implementing 
meaningful products, services, organizational and 
strategic changes [11]. In its more narrow meaning, it is 
defined as an active, creative and social process, based 
on collaboration between producers and users that is 
initiated by the company to generate value for customers 
[12] that is fundamental to a company’s competitive 
advantage. It is based on the information access, global 
view, networking, experimentation and activism of 
people in all areas [13]. Co-creation replaces the 
hierarchical approach to management and the linear 
approach to innovation, affording all stakeholders the 
possibility to influence and bring forth meaningful and 
relevant solutions in a collaborative environment [11]. It 
opens the way to involving new, relevant resources, so 
that companies can do business on the basis of new ideas 
and in this way improve their success rates [14]. 

The role of an individual customer is becoming more 
important, since they are more and more integrated in all 
areas of the society and have increasing influence in 
business environment, so companies have to form close 
relationships with them in order to understand their 
needs and incorporating those needs in their product 
and/or service offering [15]. The co-creation of value is a 
desirable goal as it can assist companies in highlighting 
the customers’ point of view and in improving the front-
end process of identifying their needs and wants [16]. 
Doing innovation with customers rather than just for 
customers can help shift value creation and business 
concepts away from the product towards holistic 
solutions, as well as strengthening service provision and 
non-material values [14].  

On the other hand, in search for innovative solutions 
it is more effective to encourage a diverse group of 
people outside the company, or the discipline [17]. 
Involving co-creators in innovation produces ideas that 
are more creative, more highly valued by customers, and 
more easily implemented [18].  Therefore, companies 
have to develop their collaborative competencies and 
view customers as active contributors with knowledge 
and skills rather than simply as sources of information 
[19]. In this way, value is co-created, jointly and 
reciprocally, in interactions among providers and 
beneficiaries through the integration of resources and 
application of competences [20]. 

3. CO-CREATION:  
HOW, WHEN, WHERE AND WHO? 

Considering that the focus of this research is on 
managing co-creation in different product development 
projects throughout the product lifecycle, the framework 
of the research is divided in four areas: product 
development projects, product lifecycle concept, co-
creative environment and potential co-creators (Fig. 1). 
Current research is based on a theoretical review of these 
concepts, which represent important segments of the 
ongoing doctoral research, since each of them could give 
answers to the research questions. 

 

 
Fig. 1. How, when, where and who aspects  

of co-creation 
 

3.1. Product development projects 

Considering that the product development should be 
managed to control time, resources and quality [21], it is 
necessary to support it by project management 
techniques and tools.  

In order to provide useful information about how 
resources should be allocated in product development, 
Wheelwright & Clark (1992) defined the following five 
types of projects (Fig. 2), focusing on the degree of 
change in the product and in the process [22]: (1) R&D 
projects, focused on inventions, with the goal to create 
new knowledge about new materials and technologies 
that will later be transferred into commercial success of a 
product; the result of these projects is a product concept 
that fundamentally differs from previous generations; 
they are based on vision and creativity of individuals, as 
well as on fundamental knowledge, detected flaws of 
existing products or growing customer requirements; (2) 
breakthrough projects, focused in the commercial 
success of completely new products (e.g. the first cell 
phones, microwaves, television, digital photography, 
etc.), by exploring new possibilities and building up 
technology assets; to cope effectively with the 
uncertainty, they call for intensive new knowledge 
exploration [23]; ask for application of an abstract 
concept into real-life environment; (3) platform projects, 
focused on refinement of breakthrough products for mass 
market consumption, by improving costs, quality, and 
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performance across a range of dimensions; these projects 
provide a continuous transition between product 
generations, by offering moderately innovative products 
(e.g. new car models, next generation microprocessors, 
etc.); these projects call for significant information 
processing and moderate knowledge exploration [23]; (4) 
derivative projects, focused on minor modifications to 
existing platform products (e.g. hard drive size update, 
special edition car paint, whitening toothpaste, higher 
resolution camera, etc.); companies optimize their 
products and incrementally improve them to fit 
customers’ needs and requirements; these are usually 
short-term projects with low levels of resource 
commitment and risk [23]; require only the extension of 
prior knowledge [24]; and (5) alliances and partnership 
projects, that refer to agreements between two or more 
partners to share knowledge, resources and/or the risks 
[25], which could be beneficial to all parties involved 
(e.g. partnership between Nokia and Microsoft, Coca-
Cola and McDonald’s, etc.); these projects can be 
formed to pursue any type of project, so the amount and 
type of development resources and management 
attention can vary widely. 

Each project type has a different role, requires 
different levels and mixes of resources, and generates 
very different results. However, all types are vital for the 
competitive advantage of a company [22].  

 

 
Fig. 2. Product development project types [22] 

 

3.2. Product lifecycle concept 

Product lifecycle concept [26] explains the expected 
lifecycle of a typical product from idea to its 
obsolescence. It can be connected with the innovation 
diffusion concept [27], that explains how proposed 
innovations are communicated and adopted through 
certain channels over time among members of a social 
system (Fig. 3). 

Product lifecycle involves the following stages [28]: 
(1) new product development stage - the time of 
spending on the research and development with absolute 
no return; sales are low and revenues are negative; (2) 
new product introduction stage - product launch with its 
requirements to have maximum impact at the moment of 
sale; companies build awareness of their products among 
potential customers; (3) product growth stage - product 
sales increase; products become more recognizable in the 

market and competition tries to copy or offer similar 
products; product modifications are crucial to counter 
these efforts; (4) product maturity stage - the period of 
the highest returns from the product; the sales growth 
slows down, they reach their highest point, new 
competition appears and innovation pace decreases; (5) 
product decline stage – the sales decrease and companies 
try to compete with low price on the market and reduce 
their costs before they finally withdraw their products 
from the market. 

3.3. Co-creative environment 

Even if there is necessary motivation among potential 
co-creators, there also has to be an adequate co-creative 
environment, where they will be enabled and supported 
to contribute in product development. The information 
and communications technology, the Internet in 
particular, is forcing companies to think differently about 
value creation and to be more responsive to customers’ 
experiences [29]. Companies have to empower and 
challenge customers to create ideas and solutions by 
themselves, providing them with social networks, 
forums, blogs, idea competitions, workshops, consumer 
opinion platforms, innovation toolkits or communities 
for social product development [30]. Idea competitions 
are usually supported by social networks (e.g. 
Facebook), companies’ own platforms (e.g. My 
Starbucks Idea) or co-creation communities (e.g. eYeka).  

On the other hand, to gather people with similar 
interests and expertise who want to innovate together, 
companies develop offline co-creative spaces – e.g. 
living labs, to establish close collaboration within the 
team and support exchange of experience and 
competences. Living labs are driven by two main ideas: 
involving users as co-creators on equal grounds with the 
rest of participants and experimentation in real-world 
settings. They provide structure and governance to user 
participation in the innovation process [31] and they turn 
users from observed subjects to active co-creators of 
value and explorers of emerging ideas, breakthrough 
scenarios, and innovative concepts. 

3.4. Potential co-creators 

To successfully manage the co-creation in product 
development, it is of crucial importance to carefully 
choose right co-creators who will be involved. Potential 
co-creators are primarily innovation adopters. According 
to the diffusion of innovation concept [27] (Fig. 3) they 
are related to the stages of the product lifecycle and are 
classified as: (1) innovators, who are gate keepers in the 
flow of new ideas into a social system, technically 
sophisticated, risk-taking, atypical, venturesome, 
knowledgeable, visionary, imaginative, and like to 
explore new technologies merely to see how they work 
[27]; (2) early adopters, who accept new products, 
responsibly judge them and share their experiences with 
others; their word about new products is crucial for 
attracting latter adopters and supporting their success on 
the market; they are visionaries, but need to see practical 
application of the technology from which they can 
benefit [27]; (3) early majority, who are not risk-takers 
and look for simple, proven and guaranteed, but much 
better ways of doing things they already do [27]; (4) late 
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majority, who are sceptical, risk averse and want to be 
sure that products are well tested and that the most other 
people are satisfied with them [27]; and (5) laggards, 
who do not see value in new ideas, prefer their old ways 
and may never adopt the innovation [27]. 

All these co-creators usually come from the three 
different areas of society: industry, academia and market 
[32]. Potential co-creators from the industry are 
contributors from cross-functional company staff and 
experts from other companies. It is very important that 
companies know what they know and what their 
competitors know. Co-creators from academia are 
students, scientists and researchers, who are identified as 
a powerful source of innovative solutions. It is shown 
there is a great potential for the cooperation between 
universities and industry in co-creation in product 
development [33][34]. Additionally, universities and 
science-based technologies play a strong role in the 
quadruple helix innovation model [35], as well as user-
driven innovation approaches that are seen as an 
essential element in the new broad-based innovation 
policy approaches, of which the quadruple helix is a part 
[35]. These users or co-creators from the market can be 
classified as lead users and innovators, users from target 
groups (communities of early adopters and early 
majority), and public (the crowd or late majority)[32]. 

 

 
Fig. 3. Product lifecycle and innovation diffusion 

concept [26][27] 
 

All these groups of co-creators have their own way of 
thinking when solving problems. Since the co-creation is 
about coming up with new solutions, it is very important 
to choose co-creators with an adequate thinking style for 
specific challenges that are in front of them in 
accordance to the product development project type [36]. 
Ned Herrmann (1986) has defined four thinking styles 
based on the dominant brain quadrant [37]: (1) A 
quadrant thinking style - preference for analyzing, 
dissecting, figuring out, getting facts and solving 
problems logically; (2) B quadrant thinking style - not so 
concerned about present facts as about past experiences, 
trying to be conservative and to maintain status quo; (3) 
C quadrant thinking style - perceives reality through 
subjective experience, tries to reconcile and harmonize, 
by employing emotional involvement; and (4) D 
quadrant thinking style - highly imaginative and creative, 
takes initiative in exploring hidden possibilities, 
synthesizing content in order to construct new concepts.  

Additionally, there has to be a certain motivation to 
join a co-creation initiative. There are four basic 
motivation drivers of potential co-creators [38]: (1) 
intrinsic interest for innovation, that motivates very 
skilled novelty seekers, who think “out-of-the-box” and 
like problem solving; monetary award is not so important 
for them; (2) curiosity, that motivates people who  
usually had little previous innovation experience, but are 
interested in the process of co-creation and its result; (3) 
need, that motivates people who are highly demanding 
and very interested to adapt existing offer to their own 
needs; and (4) reward, that motivates people who are 
driven by monetary awards, and very little by their 
interest in innovation and gaining knowledge. 

4. DISCUSSION 

With the goal to find the way to support co-creation 
in product development projects and increase its success, 
it is necessary to build up the research on already 
determined relations among key areas of the research. 
Following the determined relations among concepts of 
product lifecycle, diffusion of innovations and product 
development project types [27] [39], each product 
development project type is linked to a specific product 
lifecycle stage and a group of innovation adopters, 
according to their role in the diffusion of innovations: 
 R&D projects are related to the new product 

development stage and products developed through 
these projects are adopted by the innovators in the 
first stage of the product lifecycle; 

 breakthrough projects are related to the new product 
introduction stage and products developed through 
these projects are adopted by the early adopters; 

 platform projects are related to the product growth 
stage and products developed through these projects 
are adopted by the early majority; 

 derivative projects are related to the product maturity 
stage and products developed through these projects 
are adopted by the late majority; 

 alliances and partnership projects can be used to 
pursue any other project type; therefore they are 
related to all stages of the product life cycle, with the 
exception of the last stage of the product lifecycle - 
product decline stage, when companies do not 
undertake product development projects, because 
laggard customers are not willing to accept 
innovations; companies try to reduce their costs and 
compete on low price in the market, before they 
finally withdraw the product from the market. 
These findings are going to be used in the further 

research to find the answers on how, when, where and 
who questions about co-creation (Fig. 1). 

The relation between co-creation in product 
development and product development projects seems to 
be clear, while co-creation is managed through projects. 
Nevertheless, there are different types of product 
development projects depending on the change in 
products or processes, as well as potential degree of 
novelty. On the other hand, there are literature sources 
that define different co-creation types, based on diverse 
dimensions – openness and ownership [40], degree of 
the personalization of the value created and the point 
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where value creation occurs [41], kind of information 
and form of exchange [30], etc. Therefore, to clearly 
answer how to manage co-creation in product 
development, it is necessary to define types of co-
creation that match product development project types - 
R&D projects, breakthrough, platform, derivative, and 
alliances and partnership projects [22] to make co-
creation fit to all product development projects. 

Additionally, product development projects differ 
from stage to stage of the product lifecycle, and it can be 
supposed that the co-creation in product development 
varies in different stages of the product lifecycle and 
companies should have different approach to co-creation 
depending on when they start the co-creation in the 
product lifecycle. Types of co-creation that match 
different product development projects, which are 
planned to be defined through the further research, 
should also fit to individual stages of the product 
lifecycle, following their characteristics and level of 
innovation activities [42]. 

Further, co-creation environment is of crucial 
importance for successful co-creation. Companies should 
initiate offline co-creation within special co-creation labs 
(e.g. living labs) or to establish online co-creation platform 
(e.g. idea contest) depending on the product development 
project type and product lifecycle stage. Types of co-
creative environment that fit to different co-creation 
types are also an issue to examine through further research 
and give the answer on where to manage co-creation. 

Finally, co-creation in product development 
throughout the product lifecycle asks for the involvement 
of different types of co-creators, who have different role 
in the diffusion of innovations (lead users and innovators, 
early adopters, early majority, late majority and laggards), 
who are driven by different motivation factors (intrinsic 
interest for innovation, curiosity, need or reward) and 
who think differently when solving problems (A, B, C or 
D quadrant thinking style). As the first adopters of cutting-
edge innovations [43], lead users and innovators are seen 
as the most valuable sources of new product development 
ideas in co-creation. However, there is a point of view 
that laggards, who are described as people who may never 
adopt innovation, can also be an advantageous source of 
new product ideas and diffuse them to mainstream users 
through reverse innovation [44]. Further research can 
examine such issues as who are the right co-creators for a 
specific product development project, having in mind 
their role in diffusion of innovations, as well as their 
motivation and thinking style. 

Therefore, these how, when, where and who 
questions about co-creation are in the focus of the further 
research and they are planned to be examined through a 
mosaic multiple-case study method. This research 
method enables a deep, intensive and detailed research 
through several aspects or questions about a group of 
cases, maintaining their individual character through a 
holistic approach [45]. This is important because the 
further research on co-creation in product development 
has its focus on unique characteristics of co-creation in 
different individual cases, as well as on circumstances 
and factors that affect its successful management.  

5. CONCLUSION 

In contemporary business environment it is more than 
evident that companies should allow the flow of 
knowledge over their boundaries and turn to co-creation 
across product development processes. Results of this 
research are expected to lead towards a model of co-
creation in product development projects and show links 
among co-creation types and product development 
project types in different stages of the product lifecycle. 
This model could serve as a toolbox that supports 
efficient management of co-creation throughout the 
product lifecycle, defining a suitable type of product 
development projects for it, sort of the co-creative 
environment, potential product novelty, motivation 
drivers of potential co-creators, their personal 
characteristics, role in the diffusion of innovations and 
thinking style in problem solving. 

6. REFERENCES 

[1] D. Dougherty, “Interpretive Barriers to Successful 
Product Innovation in Large Firms,” Organization 
Science, vol. 3, no. 2, pp. 179–202, 1992. 

[2] R. G. Cooper, Winning at New Products, 3rd 
Edition. New York: Addison Wesley, 2001. 

[3] H. Bahemia and B. Squire, “A Contingent Perspective 
of Open Innovation in New Product Development 
Projects,” International Journal of Innovation 
Management, vol. 14, no. 4, pp. 603–627, 2010. 

[4] J. S. Brown and J. Hagel, “From Push to Pull: The 
Next Frontier of Innovation,” 2005. [Online]. 
Available: http://www.mckinseyquarterly.com/ 
Strategy/Strategic_Thinking/From_push_to_pull_Th
e_next_frontier_of_innovation_1642?gp=1 . 

[5] N. Amara and R. Landry, “Sources of information as 
determinants of novelty of innovation in 
manufacturing firms: evidence from the 1999 
statistics Canada innovation survey,” Technovation, 
vol. 25, no. 3, pp. 245–259, 2005. 

[6] A. Orcik, T. Stojanova, and R. Freund, “Co-Creation: 
Examples and Lessons Learned from South-East 
Europe,” in Proceedings of International Conference 
for Entrepreneurship, Innovation and Regional 
Development ICEIRD 2013, 2013, pp. 36–44. 

[7] D. O’Sullivan and L. Dooley, Applying Innovation. 
SAGE Publications, Inc., 2009. 

[8] T. Russo-Spena and C. Mele, “‘Five Co-s’ in 
innovating: a practice-based view,” Journal of 
Service Management, vol. 23, no. 4, pp.527–553, 2012. 

[9] A. S. Huff, K. M. Möslein, and R. Reichwald, 
Leading Open Innovation. MIT Press, 2013. 

[10] H. W. Chesbrough, Open Innovation: The New 
Imperative for Creating and Profiting from 
Technology. USA: HBS Press, 2003. 

[11] A. Kirah, “Co-creation and the design mindset,” 
Copenhagen Co-Creation Network, 2009. 

[12] T. Roser, A. Samson, P. Humphreys, and E. Cruz-
Valdivieso, “Co-creation: New Pathways to Value 
an Overview,” Promise/LSE Enterprise, 2009. 

[13] V. Ramaswamy, “It’s about human experiences and 
beyond, to co-creation,” Industrial Marketing 
Management, vol. 40, no. 2, pp. 195–196, 2011. 

150



[14] K. Rahbek, “Co-creation makes demands on the 
organisation,” in Copenhagen co’creation: 
Designing for change, 2009. 

[15] M. Mukhtar, M. N. Ismail, and Y. Yahya, “A 
hierarchical classification of co-creation models and 
techniques to aid in product or service design,” 
Computers in Industry, vol.63, no.4, pp.289–297, 2012. 

[16] R. P. Lusch and S. L. Vargo, The service dominant 
logic of marketing: Dialog, debate and directions. 
Armonk, NY: M.I. Sharpe, 2006. 

[17] K. R. Lakhani and L. B. Jeppesen, “Getting Unusual 
Suspects to Solve R & D Puzzles,” Harvard 
Business Review, vol. 85, pp. 30–32, May 2007. 

[18] P. Kristensson, J. Matthing, and N. Johansson, “Key 
strategies for the successful involvement of customers 
in the co-creation of new technology-based 
services,” International Journal of Service Industry 
Management, vol. 19, no. 4, pp. 474–491, 2008. 

[19] L. Witell, P. Kristensson, A. Gustafsson, and M. 
Löfgren, “Idea Generation: Customer Co-Creation 
versus Traditional Market Research Techniques,” 
Journal of Service Management, vol. 22, no. 2, pp. 
140–159, 2011. 

[20] S. L. Vargo, P. P. Maglio, and M. A. Akaka, “On 
value and value co-creation: A service systems and 
service logic perspective,” European Management 
Journal, vol. 26, no. 3, pp. 145–152, Jun, 2008. 

[21] B. Barkley, Project Management in New Product 
Development. McGraw-Hill, 2007. 

[22] S.C. Wheelwright and K. B. Clark, “Creating project 
plans to focus product development.,” Harvard 
Business Review, vol. 70, no. 2, pp. 70–82, 1992. 

[23] J. Zhang, A. Di Benedetto, and S. Hoenig, “Product 
development strategy, product innovation performance, 
and the mediating role of knowledge utilization: 
evidence from subsidiaries in China,” Journal of 
International Marketing, vol.17, no.2, pp.42–58, 2009. 

[24] R. G. Kleinschmidt, E.J., Cooper, “The Impact of 
Product Innovativeness on Performance,” Journal of 
Product Innovation Management, vol. 8, no. 4, pp. 
240–251, 1991. 

[25] P. Trott, Innovation Management and New Product 
Development. Financial Times Prentice Hall, 2008. 

[26] T. Levitt, “Exploit the Product Life Cycle,” Harvard 
Business Review, Nov-Dec, pp. 81–95, 1965. 

[27] E. M. Rogers, Diffusion of Innovations. Free Press 
of Glencoe, 1962. 

[28] P. Kotler, V. Wong, J. Saunders, and G. Armstrong, 
Principles of Marketing. Financial Times Prentice 
Hall, 2005. 

[29] C. Prahalad and V. Ramaswamy, “Co-creating 
unique value with customers,” Strategy & 
Leadership, vol. 32, no. 3, pp. 4–9, 2004. 

[30] F. Piller, A. Vossen, and C. Ihl, “From Social Media 
to Social Product Development: The Impact of 
Social Media on Co-Creation of Innovation,” Die 
Unternehmung, pp. 7–27, 2012. 

[31] E. Almirall and J. Wareham, “Living labs and open 
innovation: roles and applicability,” The Electronic 
Journal for Virtual Organizations and Networks, 
vol. 10, pp. 21–46, 2008. 

[32] S. Schoellhammer and A. Orcik, “The 
Uebermorgenwerkstatt: Co-creating a shared, 

customizable innovation process for collaborative 
development projects,” in 21st International Product 
Development Management Conference, 2014. 

[33] A. Orcik, Z. Anisic, I. Fuerstner, N. Suzic, and N. 
Sremcev, “Co-creation in product development - 
students in an innovation contest,” in Proceedings of 
the International Conference on Technology 
Transfer ICTT, 2013. 

[34] N. Abdelkafi, M. Bartl, J. Füller, C. Ihl, and M. Rieger, 
“The Open School Vision – For More Openness at 
Universities,” in INFORMATIK 2010. Service Science 
- Neue Perspektiven für die Informatik. Band 1 P-175, 
2010, pp. 949-954. 

[35] R. Arnkil, A. Järvensivu, P. Koski, and T. Piirainen, 
Exploring Quadruple Helix - Outlining user-oriented 
innovation models. University of Tampere, 2010. 

[36] A. Orcik, P. Vrgovic, and Z. Tekic, “Thinking styles 
and product development project types: How to 
match them?,” Procedia Engineering, vol. 69, pp. 
830–837, 2014. 

[37] N. Herrmann, Applied Creative Thinking. Charlotte, 
NC: Herrmann International, 1986. 

[38] J. Füller, “Refining Virtual Co-Creation from a 
Consumer Perspective,” California Management 
Review, vol. 52, no. 2, pp. 98–122, Feb. 2010. 

[39] M. Poli, Project Strategy: The Path to Competitive 
Advantage/Value. PhD Thesis, 2006. 

[40] M. Pater, “Co-creation’s 5 guiding principles,” 
Amsterdam Fronteer Strategy, 2009. 

[41] C. Lawer, “Eight styles of firm-customer knowledge 
co-creation,” OMC Group Insight, no.4, 2006. 

[42] A. Orcik, Z. Tekic, and Z. Anisic, “Customer Co-
Creation throughout the Product Life Cycle,” 
International Journal of Industrial Engineering and 
Management (IJIEM), vol. 4, no. 1, pp. 43–49, 2013. 

[43] E. von Hippel, “Lead Users: A Source of Novel 
Product Concepts,” Management Science, vol. 32, 
no. 7, pp. 791–805, 1986. 

[44] V. Govindarajan and R. Ramamurti, “Reverse 
innovation, emerging markets, and global strategy,” 
Global Strategy Journal, vol. 1, pp. 191–205, 2011. 

[45] M.I. Miljević, Metodologija naučnog rada. Univerzitet 
u Istočnom Sarajevu, Filozofski fakultet, 2007.  

  
 
 
CORRESPONDENCE 
 

Anja Orcik, MSc 
Doctoral student 
University of Novi Sad 
Faculty of Technical Sciences 
Trg Dositeja Obradovica 6 
21000 Novi Sad, Serbia 
a.orcik@uns.ac.rs 
 
Zoran Anisic, PhD 
Full Professor  
University of Novi Sad 
Faculty of Technical Sciences 
Trg Dositeja Obradovica 6 
21000 Novi Sad, Serbia 
anisic@uns.ac.rs  

151




