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Abstract
In this paper, we address how a new digital tool – a web-
based multi-user video-editing software can support collab-
orative video production as creative practice. We discuss
how video production has changed with the emergence of
new technologies and identify some challenges in the de-
sign and deployment of a such a tool.
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Introduction
Video interaction [8] is an emerging research topic in Hu-
man Computer interaction (HCI). New digital tools are mak-
ing the practice of producing and editing video available
not only for professional teams, but also for amateurs and
pro-ams [1]. Video production is a creative practice and a
challenging activity that requires both technical and artistic
skills, such as editing and visual storytelling [7]. Members
of professional teams distribute the work assuming various
roles (e.g., reporter and editor) based on conventions and
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institutional frameworks [11] and rely on an ecology of ar-
tifacts available in their organisation to produce video [4].
However, pro-ams and amateurs, who do not rely on pre-
existing organizations, have to creatively assemble pieces
of hardware and software into a working assembly of tools
which allows them to produce videos.

In this paper, we address the topic of how a new digital tool
– a web-based, multi-user, video-editing software (VizStory)
that can support collaborative video editing as a creative
practice. We focus on pro-ams and amateurs who would be
open for innovation, new technologies and approaches. In
addition, we outline the aims of project and bring up some
points to discuss during the workshop.

Background
Video production has traditionally been a process of pre-
production and planning, filming, and post-production, but
are in the face of new mobile technologies undergoing sig-
nificant changes and has, as mentioned above, turned from
an inherently professional activity into something that an
amateur with a mobile phone and a laptop can perform. In
discussing these changes, Kirk et al. coined the term “vide-
owork” and proposed a classification of vidework as either
lightweight – focused on emerging events and presuming
no or little editing before sharing, or heavyweight [9]. The
’heavyweight videowork’ in some ways resembles a pro-
fessional practice in that it is more encompassing, includes
several stages of production and is more attentive to the
quality of the produced video. While the motivations and
skills of the people producing video may vary, both types of
work require an assemblage of tools, such as a camera, a
video editor, and video-sharing services.

Collaborative video production has the benefits of having
several people sharing the production workload between

them. At the same time, it requires a certain division of
labour and coordination[3]. When provided with a shared
workspace for the collaborative production, some of the
coordination issues may be addressed by implementing
features to support workspace awareness [5, 6] by provid-
ing the participants with information on who is working on
the project, what the collaborator is doing, and where in the
workspace this action is taking place.

Project Details
In our project, we study collaborative video production with
the help of a web-based, non-linear, video editing software.
We focus on how the tool can support the practice of collab-
oratively producing video and make room for new workflows
and collaboration patterns in the work of video journalists in
news production.

The project is carried out in cooperation with Vizrt, a Nor-
wegian company which develops software for TV stations,
newsrooms, and TV production in general. Vizrt is develop-
ing new software, called VizStory, a web-based non-linear
video editor. Vizrt’s goal with VizStory is to provide a tool
for video journalists to enable them to create and publish
videos to various platforms. Collaboration with Vizrt gives
us the opportunity to implement and test design ideas with
actual users in their workplaces.

VizStory works similar to other video editing tools: user in-
gests their raw footage, then loads clips of it into the time-
line and manipulates them to produce a final video. A user
also can insert graphics generated from pre-made tem-
plates, manipulate audio tracks and add subtitles. Unlike
most video editing tools, VizStory allows multiple users to
work simultaneously on the same project.

For the project, we will study two different settings and user
groups; educational video producers and mobile journalists.



Both cases involve a group of people working with an as-
sembly of tools (such as mobile phones and video editing
software). Both groups work in an institutional context that
does not have well established conventions and workflows
for video production.

Discussion
Our project addresses how a new digital tool can support
the collaborative creative work of video production. In much
video production - full-fledged and advanced creative tools
- such as Adobe Premiere Pro, is the standard when editing
video. These tools have many advanced features and might
be overwhelming to a less experienced user. In making a
video editing tool that is stripped of many of the advanced
features and focused on collaborative work, there is a trade-
off between having a tool that is easy to use, and limiting
the creative opportunities provided by more advanced fea-
tures (such as making fancy transitions between clips).

In terms of collaborative creative work, video production is a
domain specific [2] creative practice. Collaborative creativity
[10] can both benefit from and be hindered by the features
of the tools available. While having participants with vary-
ing skills and backgrounds (such as journalism, editing and
graphics) might in some ways foster a creative practice in
that it allows for different views and perspectives on the
ongoing activity, there might also be problems in communi-
cating and having a shared understanding of the issues at
hand.
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