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10 Steps to Map Individual Know edge
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Think about it. O rather if you are going to think
about it perhaps there is noney in themthere neuronic
i mpul ses. Perhaps you don’t think so, but sone
netrepreneurs think so. | received an email about a week
ago froma kmlist describing a new web site —
www. i nf or ocket. com The basic idea: People post answers to
gquestions and the people wanting the answers bid on the
answers. The answer goes to the highest bidder and the
answerer gets paid. Here is press rel ease.

09/ 09/ 99- Updated 10:40 AM ET
Site to auction infornmation
By Kevin Maney, USA TODAY

An unannounced start-up -- funded by three top venture capital firms --
pl ans to |l aunch a groundbreaki ng and controversial Wb site that

prom ses to be an eBay for information and advice, allow ng anyone to
buy and sell answers to questions over the Internet.

The conpany, called InfoRocket, will launch this fall. InfoRocket is
creating a stir in technology circles because it could be the next hot
concept and because it raises questions about veracity, copyright
protection and liability.

Quy Kawasaki of Garage.com an investor in InfoRocket, calls InfoRocket
one of the cool est conpanies he's ever seen. The other investors are
red- hot Draper Fisher Jurvetson and Prospect Street Ventures. Not
everyone in tech is smtten, though. "I find it puzzling that

peopl e woul d pay for those (answers), especially the subjective stuff,”
says Christine Comaford of Artem s Ventures.

How | nf oRocket will work:

Post a question and the anobunt you're willing to pay for the info.



The question could be factual (How many TVs were sold in China in
19987?) or subjective (Wiat's the best place to go dancing in Wchita?).

Anyone can bid to answer. The person will provide information on why he
or she is qualified. If both parties agree, the answer is sent to the
guesti oner, who pays the person who answered. If you're not satisfied
with the answer, you can refuse to pay.

The site will build up eBay-style mechanisms for self-policing. Answers
get a grade from1l to 4, with coments. Questioners get rated by those
who sell them answers. As ratings build, buyers and sellers can be nore
sure of what they're getting, |nfoRocket says.

Top-rated answers will get posted in an archive and the author will get
paynments every tinme someone downl oads that answer. Also, if you see a
qguestion you think a friend could answer, you can pass it on via e-nai
with one click.

I nfoRocket is aimng first at the nass market, not business. The
conmpany is counting on people becomng addicted to the site as they
browse for questions they can answer and buy bits of information

There are hurdl es ahead, though. "Copyright and liability are our two
bi ggest issues,"” says Matt Cassin, an InfoRocket founder. |If someone
privately sells an answer that contains research done at work, that
could violate copyright rules. If soneone posts an answer that, for
instance, leads to an injury, that could trigger a lawsuit. Cassin says
I nf oRocket has mechanisns in place to limt those problens.

Your thoughts about this would be appreciated !
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KnowSi t e

As desribed in KnowBits: wwv i nforocket.com
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10 Steps to Map I ndividual Know edge
1. Decide what aspect of your know edge you want to map.

Consi der that you have the accunul ated know edge of
your age. What is it that you specifically want to map? Are
you solving a particular problemw th the map? Are you
interested in creating a picture of sone particul ar aspect
of what you know?

2. Choose an appropriate representation.



It is a good idea to have sone idea of how you wll
represent your know edge in the map. My personal preference
is a graph — a visual representation that depicts concepts
as nodes of the graph and rel ationships as edges. In this
type of representation it is also a good idea to start out
with a small set of relationships.

3. Make a list of initial concepts.

| like to think of a knowl edge map as beginning froma
root or central seed concept. For exanple, if | were
mappi ng ny know edge about programm ng, | would nmake the
central node of ny graph a node naned programm ng. If |
were mappi ng ny know edge in an outline, then | mght start
the outline with the concept programm ng.

4. Connect initial concepts.

Using the root or initial concept as a starting point,
connect the other initial concepts to the root concept. For
exanpl e, using programm ng as the core concept, | m ght
di vide ny know edge map into concepts |ike C Java, Visual
Basi c, Devel oping Al gorithnms, Coding, Data Structures,
Testing, and Debugging. Note that this list is not neant to
reflect a conprehensive list of programm ng rel ated
concepts, but rather a list that reflects my owm view of ny
know edge about progranmng. In outline form | represent
this as:

Root : Progranmm ng

Languages

Devel opi ng Al gorithns
Codi ng

Data Structures
Testing

Debuggi ng

TmooOm>

5. Iterate through your Iist

You can take the list to any level of detail. For
exanpl e, | have know edge of several different progranmm ng
| anguages. | mght wish to add this as another |evel of

detail in ny know edge map.

Root: Progranmm ng
A. Languages



C

Java

Vi sual Basic

C++

LI SP

Pr ol og

Littl e Languages
a. Designing

b. Creating

Devel opi ng Al gorithns
Codi ng

Data Structures
Testing

Debuggi ng

NokwbE

nmmoOw

6. ldentify the know edge you are going to represent

So far, what we have done is to represent a structure
for our know edge. Having settled on a series of topics,
what is the actual know edge you will represent? Back to
the original definition about know edge — that which
enables us to do things - we m ght consider recording rules
of thunmb (heuristics), processes, procedures, or
techni ques. Each of these is an attenpt to represent
sonet hing that enables us to do sonething. Under debuggi ng,
| have added three know edge itens.

Root : Progranmm ng
A. Languages

1. C
2. Java
3. Visual Basic
4. C++
5. LI SP
6. Prol og
7. Littl e Languages
a. Desi gni ng
b. Creating
B. Devel oping Al gorithns
C. Codi ng
D. Data Structures
E. Testing
F. Debuggi ng

1. Ways to debug
a. Printing variables
b. WIf trap



7. Express the Know edge

How are you going to express the know edge you want to
convey? Typically we will wite or speak to express our
know edge. For exanple, if we want to express a rule of
t hunmb, then we mght wite sonmething |ike,

| f a program freezes a conputer while it is running,
this is usually the sign of a nenory | eak.

This is one way to express a rule of thunb or heuristic.
8. Situate the know edge that you are expressing.

When you express the knowl edge in step seven, it is
removed fromits original environnment. For exanpl e,

| f you use a pokeball you could catch a pokeman or
it mght escape.

In this exanple, unless you are a 7-sonething year old or a
parent of a 7-sonething year old, you probably don't have
any idea what this rule is about. A context for the rule
woul d help identify when it was to be applied. In this
case, the context is the Pokemann fad that kids are
presently engaged in. By situate, | nmean that it is
inportant to set a context for the know edge you are

mappi ng.
9. Test the know edge (optional but desirable)

There are different ways that you m ght test the
know edge. You m ght see if anyone el se can use the
knowl edge in the formyou recorded it. You m ght al so get
an assessnent of the value of the know edge.

10. Integrate the know edge

| f you decide to integrate the know edge into a | arger
repository, you nust make sure the repository has hooks for
this kind of know edge and your know edge has the necessary
“eyes” for the hooks.

These ten steps represent a framework for establishing
your own know edge map. There are a couple of things you
nmust consider to assure that your know edge map is useful.
First, you nmust follow a consistent discipline to grow your



map. These ten steps can be used to grow your know edge
map as well as to create it. Consistency is inportant
because it will enhance your ability to retrieve know edge
fromthe map. Second, you nust keep your know edge map
fresh. Know edge maps can rapidly becone stale if they are
not used and if they don't evolve over tinme. If you create
a knowl edge map, it is inportant to be commtted to not

letting it go stale.
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If you are interested in | earning nore about know edge
wor k, subscribe to this newsletter by sending email to:

knowl dgWORKSNews-on@ 1 sts. webval ence. com

To unsubscri be send an e-mail to: know dgWORKSNews-
of f @i sts. webval ence. com

You may type an x in the subject or body if your e-mai
program r equires.

Previ ous issues of the know dgWORKS News are archived at
http://ww. accsys-corp.com
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