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Future Work Skills 2020

Drivers—disruptive shifts that
will reshape the workforce
landscape

Key skill needed in the future
workforce
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While all six drivers are important in shaping the landscape in which each skill emerges, the color-coding
and placement here indicate which drivers have parti to the of each of the skills.
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Dialogue for Collaborative Prototyping
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Dialogue for and within Experiential
Professional Development
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How Virtual Reality Games Can Impact Society,
Encourage Prosperity

)

Jeremy Bailenson
STANFORD UNIVERSITY

-

SUMMARY

Video games give players super powers and transport them to new worlds. How might
this technology be used to transform society and your financial prospects? Economics
correspondent Paul Solman visits researchers who use virtual reality to study its effects
on human behavior in the real world.
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Going Pro- Beyond Communities of Practice

°°“58°E TEAMSCIENCE

Collaborative

advancing the
science of networks in communities

o °® o o gy e W o
- founding member of
TRUST
network of laboratories
Introduction The Science of Team Team Science Research Team Science Research Team Science Research

Process in Behavioral Process in Basic Process in Clinical

START HERE Science Solonibe

Medical Science

Northwestern Institute on
NIC Complex Systems

NORTHWESTERN UNIVERSITY

Biomedical Science

m National Cancer Institute

Team Science Toolkit
m About Team Science I About the Toolkit

CollobLob

Discover what resourc

"The Toolkit provides a wealth of res
to use with your colleagues, such as

http://sonic.northwestern.edu

http://www.nico.northwestern.edu
http://collablab.northwestern.edu

https://www.teamsciencetoolkit.can

=

Collaboration and Team Sience: A Field Guide

https://ccrod.cancer.gov/confluence/download/attachments/47284665/TeamScience FieldGuide.pdf?version=2&modificationDate=1285330231523
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Online Survey Administration
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Home About

Becoming Delightful

Research

TransSurvey
Collaboration in Virtual Environments Survey
Hello

This page was used in a research study based on collaboration in groups that operate in a virtual envirenment
(CVE) such as Second Life, OpenSim, or World of Warcraft

This research study was conducted in association with Colorado Technical University’s Computer Science,
Emerging Media Program. Barbara Truman is the researcher who collected, managed, and analyzed the data under
the supervision of Dr. Cynthia Calongne. Privacy was assured

Purpose: This research study explored collaborative experiences occurring primarily within a virtual envircnment
where effective groups created environments, events, or expertise. Of most interest was perception of experience

| when interacting using an avatar or character. The study aimed to broaden understanding of the relationship impact

of using avatars or characters that may affect collaboration

Definitions:

|
| Collaboration-is different than cooperation. Collaboration frequently requires significant investment in

relationship and trust building activities. Collaboration enables the emergence of understanding and realization of
shared visions in complex environments or systems. Collaboration does not necessarily require harmony. Mostly
collaboration requires commitment in addition to shared goals, trust and respect

Dialogue- is different than discussion, conversation, and debate. Dialogue enables one’s experience to subtly

| shift allowing sight through others’ eyes. Sustained dialogue often creates empathy. Possibilties open up to new

insights as deep listening and understanding emerge. Dialogue builds collaboration. Not all dialogue is formal or
structured. Dialogue may include improvisational exchanges with friends, family, colleagues etc

Tweet This Post

Serendipitous Synchronicity
Inquiry into imaginary instantiations

|
I

TransSurvey [RVUTTEIRETY LY

l

3 Part Survey- group, avatar, and
individual experience

N=61 participants completed the entire
online survey representing a 72%
completion rate. The data were
analyzed using SPSS22 and NVivo10.

5 scales: Group Engagement, Group
Collaboration, Avatar Empowerment,
Self-Actualization, and Interdisciplinary
Professionalism among 14 theorized
factors.

Alpha reliability analysis (a =.93).
Kaiser-Meyer-Olkin sampling
adequacy .526



Participant Demographlcs

Respondents came from seven countries,
predominantly USA 87%. 44 groups represented
across professional associations, non-profits,
science-related, government and military.

Females 54%, males 44%
Respondents were predominantly Caucasian 77%

All age groups between 20 and 70+ were
represented. Largest segment, 50-60 year olds 30%

Tour of Post-Traumatic

All professional domains were represented from Stress Environment
industry, education, government, and military. Second Life 2012 Photo
Largest segment, university level 32% Creg@itGridjumpss

Educational attainment was high. Largest segment

reporting doctorate level degree 33%
Primary Platforms

The largest role reported was leaders 53% and 71% 67% Second Life
of respondents reported reusing their avatar identity 25% OpenSim
across grids and platforms while 33% use their 8% World of Warcraft

avatar identity with social media.



US Army Research Lab, Simulation &
Training Technology Center (STTC
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ttp://militarymetaverse.org
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Loire Learning Campus
Virtual World Design Thinking MOOC
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Quantitative Component Extraction

Group Attachment

Group Engagement Eigenvalue 11.74, two factors

EMPOWER
Group Understanding
Group Collaboration
Group Role 4
Eigenvalue 4.83, one factor
Open Listening el 38 5
Avatar Relationship \ J
Avatar Empowerment 4 )
Avatar Generativity COLLAB Eigenvalue 3.58, four f
Avatar Expression J
Somatic Awareness p
' genvalue 2.90, four factors
Presencing (Avatar) TRANS \ ; o
Component ~ EMPOWER ENGAGE COLLAB TRANS
Transdisciplinarity ) EMPOWER
ENGAGE 235
Leadership COLLAB 142 115
TRANS 385 .196 .183
s . 3 Extraction Method: Principal Component Analysis.
N - 6 1 y 44 q uantltatlve Va rlables Rotation Method: Oblimin with Kaiser Normalization.

" Correlation Matrix, Values of <.4 suppressed



3 open questions
- group
- avatar
- individual

11 ancillary
questions that
were answered
on average by 42
respondents
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— Themes

Embodiment

Self-
actualization

Discipline
Aspiration

Techne

(Boyatiz,1998 and Glaser, 1967)



Self-Monitoring & Awareness
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18 Themes including Self-Awareness
across
Two Constructs Created for the Study



Constituent Elements within Virtual Learning Organization Communities
BIending Virtual with Physical
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Avatar-
Group

ORGANIZATION: Individual Group Institution Region State Country Global

DOMAIN: Personal/home Education Industry Government Military

SELF- Whole person paradigm Work-Career
ACTUALIZATION: (mind, body, emotion, spirit) Strengths-Based Life

PRAXIS: Entrepreneurship Research & Development Practice
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Downloading »
past patters ; by operating

suspending ., embodying

See ' Prototyping
with ‘ﬁnegsh eyes " A\ the new by linking
head, heart, hand

redirecting L) _ enacting

Sensing | 4 Crystallizing
from the field - ‘ vision and intention

letting go /8 letting come

Who is my Self? What is my Work?

(/’\PRESENCING
G INSTITUTE

The Presencing Institute (Pl) is an awareness-based action research community for
profound societal innovation and change. The presencing process is a journey that
connects us more deeply both to what wants to emerge in the world and to our emerging,
higher self.  http://presencing.com/about




Self-actualization

Virtual
Self

Actualization

morality,
creativity,
spontaneity,

problem solving, Transformed
lack of prejudice, Social
acceptance of facts Interaction

Esteem

self-esteem, confidence,
achievement, respect of others,

Social Presence
respect by others

Love/belonging

friendship, family, sexual intimacy

Safety

Physiological

Self Presence
security of: body, employment, resources,

morality, the family, health, property

Avatar Representation

breathing, food, water, sex, sleep, homeostasis, excretion

Embodiment Theme
Physical environments juxtaposed to
collaborative virtual environments

Maslow’s Hierarchy Creative Commons Attribution Share Alike 3.0 http://en.wikiquote.org/wiki/File:Maslow
%27s_Hierarchy of Needs.svg



Future Research And Practice

|dentity Factors — Supermorphia
(Young & Whitty, 2011) ‘ideal’ self to
better measure virtual-physioception

Physiological therapies using somatic
experience in CVEs — intersection with
biofeedback devices

OpenSimulator Community Conference, Sept. 2013

Connecting CVEs with place-bound

simulators to blend physical and Virtual Learning
virtual teams, organizations, and Organization
community action Communities (VLOC)

: : and Virtual Open Online
Social entrepreneurship and Conferences (VOOC)?

leadership development
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