THE WORKPLACE

CREATING A TRANS-DISCIPLINARY LEARNING/WORKING ENVIRONMENT



Today’'s workplace is a In its ability

to accommodate change / needs.




innovation, collaboration, intersection,



place Is a red herring



















t should be




BEYOND THE ‘BUZZ’
"The illiterate of the 21st century

will not be those who cannot read
and write, but those who cannot

learn, unlearn, and relearn.”
- ALVIN TOFFLER




rate of change unclear about multiplicity of key lack of clarity
present situations decision factors about the
and future meaning of an
outcomes event
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RELENTLESS NEED
LEAD INNOVATION




realized only by having

WORLD-CLASS

TALENT

that is highly competent, motivated and engaged




GROWING SIGNIFICANTLY FASTER
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20% most
innovative companies
(11.3% year-on-year)
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20% least

innovative companies
(3.2% year-on-year)
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INNOVATION

OPEN
ENDED
DISRUPTIVE BLUE SKY
MISSION
FOCUSED SUSTAINING
REACTIVE

SHORT TERM > LONG TERM

Source: The Chief of Microsoft Research on Big Ideas - Fast Co.
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EMPLOYEES
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TOP 5 FACTORS

success requires more than waging a war to acquire talent;

it requires that they strategically develop the talent

Source: social.hays.com



PURPOSEFUL WORK & MEANING

48%

30%

24%

MEANINGFUL
WORK

HIGH PAY SENSE OF

ACCOMPLISHMENT

Source: Career Advisory Board - DeWry University and Harris Interactive

FACTORS THAT INDICATE
CAREER SUCCESS

B what millennials think
" what their bosses assume

12%

10% 9%

o,

HIGH LEVEL OF
SELF EXPRESSION

3%

CHALLENGING
WORK

HIGH LEVEL OF
RESPONSIBILITY



Source

FUTURE WORKFORCE EXPECTATIONS

HALF OF MILLENNIALS

would rather have no job
than one they hate

: Career Advisory Board - DeWry University and Harris

3 0UT OF5 4 OUT OF5
feel that they will switch jobs want regular feedback from
in less than 5 years their boss
9 0UT OF 10

think they deserve their dream job

Interactive



FUTURE WORKFORCE EXPECTATIONS

1 0UT OF 4

say they are completely satisfied with their job

Source: Career Advisory Board - DeWry University and Harris Interactive



FUTURE WORKFORCE EXPECTATIONS

83%

want jobs where
their CREATIVITY

is valued

Source: Career Advisory Board - DeWry University and Harris Interactive



FUTURE WORKFORCE EXPECTATIONS

9 OUT OF 10

Want their jobs to offer a social and fun environment, fewer
cubicles and more brainstorms. And 8 out of 10 think they
should be allowed to make their own hours at work.

Source: Career Advisory Board - DeWry University and Harris Interactive



FUTURE WORKFORCE EXPECTATIONS

6 OUT OF 10

either want to start a business or have already started one

Source: Career Advisory Board - DeWry University and Harris Interactive



Source: Career Advisory Board - DeWry University and Harris Interactive



FUTURE WORKFORCE EXPECTATIONS

ONLY 2 OUT OF 10

want to be the leader at a large organization

Source: Career Advisory Board - DeWry University and Harris Interactive



FUTURE WORKFORCE EXPECTATIONS

ONLY 1 OUT OF 8

employees worldwide are engaged at work

Source: Career Advisory Board - DeWry University and Harris Interactive



WORKPLACE
ENGAGEMENT




Employees want to

grow their

expertise. They are




In the future,
human capital will be the

most important kind of capital.

INVESTING IN PEOPLE

IS not just a nice to have;
It is imperative for growth,

prosperity and progress.



so, what's






LEARNING
REVOLUTION







“Scientists have learned
more about the brain in
the last 10 years than
in all previous
centuries because of the
accelerating pace of
research in neurological
and behavioral science
and the development of

new research techniques.”

National Institute of Neurological
Disorders and Stroke (NINDS)

Brain



Customization



FACTOR 4




Paradigm §
Shift

20TH
CENTURY

Industrial Age

Mechanization &
Sequentiality

21ST
- CENTURY

Conceptual Age

Instant Access to
Information & Simultaneity

- Marshall McLuhan



Geography

Physics

Linear Learning

Interdisciplinary

Learning

Linguis

thropolo
nthropology Asynchronous Cross-

Disciplinary Learning

Mathematics







FACTOR 8

guide, inspire, and troubleshoot
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Experiential
Learning




FACTOR 10










THINK-SCAPE
A Space that Supports a “Thinking Curriculum”



THINK-SCAPE
A Space for Research




THINK-SCAPE
A Space for Critical Thinking




THINK-SCAPE
A Space for Assessment



THINK-SCAPE
A Space for Visual and Audio Recording



THINK-SCAPE

A Space for Individual Distance Learning




FULTON COUNTY MIDDLE SCHOOL PROTOTYPE Atianta, Ga

Immersive LearningScape

@ THINK
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LEARNING - SPACE



A Space for



A Space for

SIR T B




A Space that



CREATE-SCAPE
A Space that Supports STEM & STEAM Education



FULTON COUNTY MIDDLE SCHOOL PROTOTYPE Atianta, Ga

Immersive LearningScape

@ CREATE



Project-Based Learning
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LEARNING - SPACE



DISCOVER-SCAPE
A Space for Hands On Investigative Learning



A Space for



A Space for



A Space for




A Space for



FULTON COUNTY MIDDLE SCHOOL PROTOTYPE Atianta, Ga

Immersive LearningScape

©DISCOVER
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LEARNING - SPACE

O IMPART




IMPART-SCAPE
A Space for Sharing




IMPART-SCAPE
A Space for Teaching



IMPART-SCAPE
A Space for Quick Lessons




IMPART-SCAPE
A Space for Group Distance Learning




FULTON COUNTY MIDDLE SCHOOL PROTOTYPE Atianta, Ga

Immersive LearningScape

O |IMPART
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EXCHANGE-SCAPE
A Space for Social Learning




EXCHANGE-SCAPE
A Space for Co-Planning & Co-Teaching




EXCHANGE-SCAPE
A Space for Informal Conversation
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EXCHANGE-SCAPE
A Space for Exhibiting



FULTON COUNTY MIDDLE SCHOOL PROTOTYPE Atianta, Ga

Immersive LearningScape

OEXCHANGE



EXCHANGE-SCAPE






Stanford’s
D. School
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- = Stanford’s

D. School



















Source: La Nueva School, Ca
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learning experience

“Education is the most “Once you stop
powerful weapon learning, you start
which you can use to dying.”

change the world.”



learning experience

8 YEARS 4 YEARS 4-10 YEARS 40 YEARS
PRIMARY SECONDARY TERTIARY QUATERNARY






stored In

your brain needed to do your job

715%

20%

1986 | 1997 2006

Robert Kelley, Carnegie-Mellon University, longitudinal study with knowledge workers



How do we shift
the mindset from...

PUSHING
KNOWLEDGE TO
PEOPLE

10,

SUPPORTING
PARTICIPATION IN
THEIR PRODUCTIVE

INQUIRY







EMAIL keep up to

date on trends,

data, info




SOCIAL INTERACTION

in person

conversations




THE INTERNET

info, news, blogs,

research




HANDS ON

doing, making,

creating




MAKER DAY AT MOVELINE
Work schedule is clean, and guaranteed
to stay that way. No interviews, no

standups, no checkins, nothing. Your

time is completely your own.

———




PARTICIPATION

idea-sharing

involvement,

k\ownership
\




PIXAR STUDIO SCRUM SESSIONS
Daily morning meetings enable teams to
communicate important ideas / problems to the

entire crew at once and get candid feedback



All evidence tells us that

LEARNING
SOCIAL THING

It exists in action.

-LUC GALOPPIN
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IMMERSIVE



The Immersive

Workplace will

enable and support
LEARNING

-LEARN




"EDUCATION IS THE KINDLING OF A FLAME,
NOT THE FILLING OF A VESSEL."

— SOCRATES



FUTURE

Source: Siemens G. 2008. Knowing Knowledge



must learn to

that
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The Immersive
Workplace will

enable and support

and



Technology i1s not only changing
the way companies engage with customers, but

HOW THEY ENGAGE

INTERNALLY

-STEVE CRABTREE




physical environment with digital world
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IMMERSIVE
WORKPLACE LEARNING







KNOWLEDGE SHARING



INTERSECTIONAL APPROACH



CREATIVITY
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ECOSYSTEM
KNOWLEDGE




ECOSYSTEM

uses as much of available resources as
It can and wastes as little as possible.



LEARNING SYSTEM










WHAT WE RE
DOING AT LITTLE

the infancy of an Ecosystem



a company of
memes




building a

repository of
memes




connecting the
memes




CLUSTERING



VISUAL DATA ANALYSIS



5 MAIN ‘HABITATS’

FOR OUR KNOWLEDGE
SHARING ECOSYSTEM

KNOWLEDGE AND SKILLS

current and past

COLLABORATION

skills / team / position
matching

BUSINESS DEVELOPMENT

resume / pursuit / client
matching

SCHEDULE

workloads / forecast

THOUGHT LEADERSHIP /
PASSION

match passion and thinking
to projects
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THE RESULTS

1. More 2. More
Collaborative Transdisciplinary

Leverage our Diversity

3. Better 4. Transform 5. Talent-
Learning Into an ldea Passion-
Environment Company Project-Client-

Matching




THE RESULTS

ENGAGED TOGETHER

LEARNING EVOLVING PASSIONATE




what Little’s are doing
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MORNINGSTAR



spirit, autonomy to
‘run with an idea’

Focus on
at
the core

Morningstar
University is an
opportunity to
‘showcase’ the

Passionate,
enthusiastic &

Space for training up
to 20 people, but

to use for
other needs

Contained space for
smaller meetings to

on
large conference
room upstairs

Other possible uses
for ;
exercise, training
video filming

Need space to

and idea sharing, as
well as focused
thinking

Few visitors, but
entry sequence
needs to be more
and better
represent the
Morningstar brand

Corporate
philosophy supports



SCENARIO 3
Break out of the ‘BOX’
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VIEW FROM ENTRY — FLEX WORK ENVIRONMENT



VIEW FROM ENTRY — GALLERY & MEETING ROOM



VIEW FROM BUSINESS CENTER



OUTDOOR SPACE



PRECEDENT IMAGERY










review concept
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review program




program



program



program



review program




review program




garden overview




approach plan
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approach launch pad
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approach view to garden




view from garden
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a real

PARADIGM SHIFT

A .
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BN AN ENAW . W mNAN.Y
WORKPLACE

BY MARION BRADY




Change is

Source: A Paradigm Shift in Education



We need to or die.

Source: A Paradigm Shift in Education



Today’'s Workplace 1s dependent on

existing knowledge. The future is about

Source: A Paradigm Shift in Education



New knowledge is created as

between parts of reality not previously
thought to be related

Source: A Paradigm Shift in Education



The between
expertise, and working in isolation from

each other, block the relating process
essential to knowledge creation.

Source: A Paradigm Shift in Education



What needs to be known in the future
can’t yet be taught.

by which that knowledge is created can
and must be taught.

Source: A Paradigm Shift in Education






THE WORKPLACE

CREATING A TRANS-DISCIPLINARY LEARNING/WORKING ENVIRONMENT





