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ABSTRACT

The university-software industry collaboration relationship has been represented a key resource, to the 
extent that together they can more easily promote technological development that underpins innovation 
solutions. Through a literature review, this chapter aims to explore the concepts and the facilitator or 
inhibitor factors associated with the collaboration relationships between university and software industry, 
taking knowledge management into account. This chapter is organized as follows. In the first section, the 
authors briefly introduce university, software industry, and knowledge management. The following sec-
tion, based on the literature reviewed, provides a critical discussion of the university-software industry 
collaboration relationship, knowledge management in knowledge intensive organizations or community, 
and knowledge management in collaboration relationship between these two types of industries. Finally, 
in the rest of the sections, the authors point to future research directions and conclude.

INTRODUCTION

The current environment that characterizes the software industry is extremely dynamic and somewhat 
complex demanding high-performance solutions, rapid development and cost efficiency. The collabora-
tion relationship with universities has been represented a key resource, to the extent that together more 
easily can promote technological development that underpins innovation solutions. In addition, several 
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studies point out knowledge sharing as an important and strongly influential factor in a collaboration 
relationship.

Organizations belonging to the software industry, as well as higher education institutions designated 
in this work as universities are recognized as organizations based on intensive knowledge. Given the 
knowledge intensive nature of the two types of organizations, the collaboration strategy requires the 
integration of specialized knowledge dispersed between each of the members of the work teams, usu-
ally multidisciplinary. The highly specialized knowledge, both tacit and explicit, is created and shared 
in the different phases of the relationship (Boyarchuk, Kharchenko, & Sklyar, 2018; Salavisa, Videira, 
& Santos, 2009). However, tacit knowledge becomes more important to the relations between these 
types of organizations (Ryan & O’Connor, 2013). Edmondson et al. (2012) add that the true value of a 
collaboration relationship is often associated with the tacit knowledge that is shared. This implies that 
possible solutions that aim at the sustainability and success of the relationship should be examined 
through knowledge management (Gill, 2002; Philbin, 2008).

In this study, the term “university-software industry collaboration relationship” is defined as an activ-
ity that involves the interaction between teams composed of people from academia (teachers, researchers 
and students) and software industry professionals. The objective of this collaboration is to create and 
share knowledge and technology, with neither party being relegated to a simple case study (Daria & 
Kostiantyn, 2018). This collaboration is expected to benefit the related members and teams (teachers, 
researchers, students and professionals), the organizations that establish the relationship and, consequently, 
the surrounding society (Boyarchuk, Kharchenko, & Sklyar, 2018). As suggested by Wholin (2013, p. 
43), when universities enter into a collaboration relationship with the industry, they should not see it as 
just a place to study, but rather as a partner to do the study with.

Through a literature review, this chapter aims to explore the concepts and the facilitator or inhibitor 
factors associated with the collaboration relationships between university and software industry, taking 
knowledge management into account.

This chapter is organized as follows. In the next section, the authors briefly introduce university, 
software industry and knowledge management. The following section, based on the literature reviewed, 
provides a critical discussion of the university-software industry collaboration relationship and knowledge 
management in knowledge intensive organizations or community. Finally, in the remainder sections, the 
authors point future research directions, and conclude.

BACKGROUND

In this section, this chapter outlines a brief theoretical foundation of the study. The first part covers the 
context of the study. The second part presents the knowledge management.

The Context of the Study

About the University

Universities (or higher education institutions) are complex and heterogeneous organizations (Bozeman & 
Boardman, 2013), fragmented into different knowledge domains, structured through communities (e.g. 
pedagogical, scientific, and institutional) with inviolable values of freedom and academic autonomy 
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