Blame game  as an alternative to Information transfer models of communication systems.

I. accountability as  BT vs IT

a. people are reactive  if  formative and summative evaluation are conflated as accountability then it switches from a communication process to  a reinforcement seeking process where it’s about getting positive reinforcements an avoiding punishment. 
b. Every reasonably complicated job has more important components than can be adequately measured.

c. Very few important things can be measured directly but must be tracked using indicators or indexes rather than measures. 

d. The link between measures and indices is always based on a lot of assumptions  that can be violated systematically to improve scores

e. Processing information is  very expensive when done right and when done economically involves assumptions and shortcuts that are vulnerable to ‘gaming’

f. Gaming is nothing more than optimizing reinforcement schedules and inherently human nature so it will happen.

g. Human elements and most elements in an information network are inherently unreliable and reliability is expensive and mostly depends on multiple independent channels.  Very expensive.

h. Many things are so expensive to monitor that  outcome based accountability is often as expensive, done right, as the basic process itself. 

II. Blame technology as a poor man’s IT

a. The subset of all relevant information required to determine who is to blame is very small relative to the amount of information relevant to understanding the problem

b. Transmitting the results of a BT analysis is very  cheap and requires little information

c. The result of a bt analysis leads quickly to action “ fire the bum’.

III. IT as inherently intractable

a. Humans are action oriented not information oriented

b. IT is complicated and inherently buggy and noisy

c. Nerds are not  seen as valuable members of  American society not trained to lead

i. E.g. the CIO is not a major player

d. Computer Science types are not usually put in charge so IT is lead by amateurs trained in management 

e. Almost all real answers are statistical and highly uncertain
f. The reward structure does not support ‘honest information

g. It is human to distort information in predictable ways.

IV. Substituting technology for trust : gaming the system

a. Examples of techno trust
i. EBAY ratings

ii. Amazon.com feedback

iii. Googling your mate or potential date

iv. Online check on your mate services

v. Using pre screening dating services

vi. Carfax

vii. Chains and branding

viii. Inspections and testing

ix. Certifications

x. Keystroke monitoring and other monitoring / controlling technologies
V. Substituting words for actions

a. Major consequence of the blame game is that words and protocols get substituted for actions and outcomes

b. You can always be perfect on words and protocols /isolated from reality nothing necessarily goes wrong.

c. In the world of  actions and outcomes failure is statistically inevitable.

d. Inevitable consequences is that when action is required failure is inevitable

i. E.g.  katerina, iraq,  9/11,  obesity epidemic

