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Discussion Topics

The workshop will focus on defining research priorities in three areas:

1. How can we define the educational outcomes, competencies, and habits of mind that should serve
as the goals of post-secondary institutions?

The core goal of educational institutions will always be communicating the richness of human
cultures and values, creating a love of learning, building an understanding of the majesty the physical
world, and facilitating constructive dialogue and debate. But the enormous growth in the percentage of
people needing access to higher education for employment, and the growing need to refresh skills and
learn new ones throughout a career, translates into a growing interest in the economic benefits of an
education.

A survey of college freshman found that between 1971 and 2016 the percent of freshman saying
that getting a better job was a “very important” reason for going to college increased from 70 to 84 and
the percent saying that a “very important reason” was “to make more money” increased from 45% to
73%. Interest in credentials is clearly paramount for people in non-degree granting institutions and
older students returning to degree granting institutions to obtain credentials other than a degree. Only
about a third of post-secondary spending goes to acquire traditional degrees (Carnevale, Strohl, &
Gulish, 2015) and only about half of the people in post-secondary education are in a program to get
credits for a degree (Ganzglass, Bird, & Prince, 2011). Forty-seven percent of college students are now
more than 24 years old (National Center for Education Statistics, n.d.).

Defining the competencies needed by employers is increasingly difficult. Studies of job
requirements show a steady increase in the level of “substantive complexity” of jobs (cognitive demand,
analytical reasoning, and synthetic reasoning) and an increasing demand for “interactive skills”
(negotiating, instructing, persuading, speaking, taking instructions). About half of the increases resulted
from changes in employment by industry type and half from changes in demand for different skill levels
within industry groupings (Wolff, 2006). Three quarters of the fastest growing occupations in the US
required some form of credential, half required a BA or higher, and a quarter required a graduate or
professional degree (Baker, 2009). Thirty-four percent of working American adults reported that their
occupation had legal or professional requirements for continuing education and 20 to 30% of people
with a high school degree or less have some form of credential or license (US Dept. of Education,
National Center for Education Statistics, 2013).

Employers are looking for more than mastery of specific bodies of knowledge or technical
expertise. A recent survey of employers found that “Nearly all those surveyed (93%) say that “a
demonstrated capacity to think critically, communicate clearly, and solve complex problems is more
important than [a candidate’s] undergraduate major” (Association of American Colleges and Universities
and Hart Research Associates, 2013). Employers have a strong interest in non-cognitive skills or “soft
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skills” such as integrity, personal initiative, professionalism (Lumina Foundation, 2014). Since the
specific skills needed for employment are almost certain to change over the course of a person’s career,
there is also a clear need to define the foundation needed lifelong learning (Lee, 2014). An ability to
learn quickly, to find information quickly, to adapt, to function in situations of great ambiguity are often
much more important than the ability to regurgitate an array of facts.

The need to modernize and rationalize learning goals in post-secondary educational has
launched a number of projects and studies (Fain, 2014; U.S. Department of Education, n.d.; King-Collins
& Baylor, 2013; Malan, 2000; King-Collins & Baylor, 2013; AACU, 2015; Lumina Foundation, 2014;
Association of American Colleges & Universities, 2005; Maki, 2015; The Social Science Research Council,
2016; Klein-Collins, 2012; Manufacturing Institute, n.d.). These reports all appear to be in agreement on
a key innovation: goals should be specified in terms of outcomes — what the individual actually knows
and can do — rather than in terms of inputs such as credit hours or seat time.

Ignoring most of the efforts driven by university groups and other traditional sources of
information about skills, , private employers are beginning to develop their own definitions of
competency using new sources of data and new analytic methods to better understand the
characteristics of most effective employees. The rapidly growing field of “People Analytics” is producing
a variety of strategies for both to understand the characteristics of highly successful performers and to
try to identify these competencies in job applicants (Craig, 2016; Software Advice, 2016; Capterra, 2017;
Peck, 2013). This practice is made possible by the enormous amount of information generated as an
integral part of a workplace using modern information processing and communication tools — virtually
every occupation. This data is often supplemented with data gathered with the explicit goal of tracking
employees. A recent review found that employees in a third of firms interviewed had some form of
wearable devices to monitor employees (Sinar, 2015; Marr, 2015).

Analytics tools are being applied across a very broad set of competencies, including finding ways
to define skills of recognized experts. This has been tried in defining the skills needed to maintain
complex equipment and the even the characteristics of highly rated professors. (Azab, 2016). The tools
are also being used to define and measure desirable competencies in social skills such as the
characteristics of effective teams and work groups (Woolley, Chabris, Pentland, Hashmi, & Malone,
2010; Olguin-Olguin & Pentland, 2010; MacMillan, 2013).

Possible Related Research Questions:

e Can post-secondary institutions get access to data on employee activities and use it to gain
insights into the competencies and expertise actually valued in the workforce?

e How can collaborations between academic research and corporate “people analytics” research
best be managed?

e Can the tools of “people analytics” be expanded to help define the habits of thought and the
problem solving skills of experts in academic disciplines (what does it mean to “think like an
engineer”?)

e How can privacy be ensured without compromising the utility of the data?

2. How can we measure an individual’s competence?

Even if it is possible to describe the kinds of expertise an educational institution aspires to help
their students build, measuring actual attainment of those competencies can be challenging. Creative
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solutions have been proposed, but difficult to implement at scale (Messick, 1994; Mislevey, 2003).
Unfortunately, the default approach continues to be a measure of knowledge that is easily assessed as a
paper and pencil test (or an online form thereof). New technologies, however, open new opportunities.

There are two core practical challenges in measuring competence: (1) can measurements in a
formal learning environment correlate well with competence in future jobs or courses, and (2) can we
find ways to evaluate and credential competence gained outside of a formal learning environment?

The flaws in conventional test designs is becoming increasingly apparent: “Many existing
standardized tools, because they were developed decades ago, are misaligned with contemporary
priorities for student learning, not to mention being out of step with modern assessment technology”
(The Social Science Research Council, 2016). One obvious problem is that these tests measure the
performance of a person an environment unlikely to be experienced in the world outside the classroom
only by anchorites -- isolated from external sources of information and conversations with colleagues
(Bransford, 2001). Although there are a number of promising instruments being developed to measure
characteristics like “growth mindset” (Dweck, 2006) and “grit” (Duckworth, Peterson & Mathews, 2007),
there are no clear methods for evaluating “soft skills” using standardized metrics.

Employers are frustrated by the lack of progress. Large corporations like Ernst & Young and
Penguin Random House have lost faith “that success at university correlates with achievement in later
life” (Sherriff, 2016) and two thirds of employers did not ask recent college graduates for their
transcripts (Arum, 2011). A data-driven study of success in a major corporate sales division found no
correlation between success as an employee and the school the candidate attended, their GPA, or
references (Bersin, 2003). In a recent series of interviews, Peck (2013) found that many companies
using advanced analytic methods were hiring people who didn’t attend college for technology jobs, high
end sales jobs, and some managers (Peck, 2013).

Many employers have become less interested in formal degrees and more interested in a
portfolio of credentials that demonstrate specific areas of competence. It is certainly possible that for
all but the most elite institutions, degrees will be replaced with a set of “unbundled” credentials
(representing competencies) that are constantly being refreshed (Craig, 2016). Data science may
contribute to this shift by providing a set of tools for establishing verifiable credentials outside
conventional instructional settings.

A variety of new technologies have opened the door to innovations that can make it practical to
provide measures of competence that can both motivate students and provide a useful guide to future
employers (or future instructors). Evaluations, for example, can make use of new tools for presenting
challenges in simulated environments that imitate employment challenges, including such things as the
practice of nursing, machine operation, and working with sophisticate scientific equipment —
approaches that would be prohibitively expensive given traditional methods of instruction. But new
information tools have changed this equation by supporting continuous evaluation as an integral, and
accepted, part of the learning process. Sophisticated computer games, for example, encourage players
to move to the next game level only when they have demonstrated competence at the previous level
(National Research Council, 2011; Oblinger, 2015). In a well-designed game, players use the knowledge
that they are not prepared not as failure, but an incentive to master the skills needed (Holman, Aguilar
& Fishman, 2013). The games can provide highly sophisticated challenges, including challenges involving
teamwork and timely communication. People who may take more time to master some competencies
need not be penalized if the goal is to demonstrate real competence. The concept of “freedom to fail” is

Workshop convened through funding from the National Science Foundation Divisions of EHR & CISE,
Award #1824998.



key in entrepreneurship and is a growing concept in education as well (Dicheva, Dichev, Agre, &
Angelova, 2015).

Education technology now generates an enormous amount of data that can be captured —
including which materials an individual watches, how they behave in simulations and games, and how
they communicate with each other and instructors. But extracting useful information from this
heterogeneous data is heroically difficult (Computing Research Association, 2015) and “data wrangling”
has become an important skill for conducting learning analytics research (Clow, 2014). It is clear that
powerful statistical tools will be needed to make these large datasets meaningful (Mislevey, 2003;
Owen, Ramirez, Salmon, & Halverson, 2014). Machine learning and deep learning, for example, may
prove to be useful in both identifying skills actually used in the work environment and assessing them in
a learning environment. Methods like multi-modal analytics (e.g., Kahn, 2017) and social network
analyses (Scott, 2017) can begin to make sense of the massive amounts of data becoming available.

Possible Research Questions

e How can we discover whether the competence measured in an educational setting translates
into competence in employment?

e Can analytic tools employed by businesses to measure employee performance be used to
determine how well credentials correlate with demonstrated competence?

e What tools can be developed to learn from the increasingly rich set of data trails generated by
students — including use of instructional technologies, online-discussions with colleagues and
instructors — to understand their approach to desired levels of competence.

e Can this include both subject area competence and skills such as critical thinking, team
participation, and communication?

e Can the tools of “people analytics” be applied to capture a richer measure of each student’s
approach to meeting achievement goals?

e Can tools be developed that correlate information gathered on a student’s performance in a
school setting with actual on-the-job performance? Can this be used to measure the
performance of different strategies of instruction? Different competency goals?

e If simulations, including team-based simulations, are used, can automated tools be developed to
mine the multi-dimensional data generated by them.

e Can an individual’'s competence be measured with information derived from employment data
and sophisticated “prior learning assessments”?

3. How can innovations in approaches to learning (both technologies and instructional strategies) be
evaluated?

New information technologies open many new opportunities for building competence and
driven a wide range of experiments. The experiments include how information can be conveyed — using
video, simulations, augmented and virtual reality, games, and other tools; and the role that instructors,
counselors, and other specialists can play; and, the overall management of instruction is managed (e.g.
multi-modal learning, flipped classrooms, peer evaluation) (Christiensen, 2011). These opportunities
have spawned an enormous international market, much of it not a part of conventional instructional
institutions. In 2016, the global market for learning technology was $76 billion (Adkins, 2017). The
challenge, of course, is finding out whether these innovations are actually improving learning by
increasing the efficiency of mastering topics, the quality and durability of what is learned, and the extent
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to which the systems can serve the widest possible range of students. The possibilities and pace of
change have outpaced the research base needed to sort all of this out.

Many parts of the economy would rely on market forces, but markets in education and training
work poorly and there is essentially no tradition of innovation. The most obvious deficiency is the
absence of any agreed way to measure quality (problems addressed in RQs 1 & 2). But even if there
were clear metrics of success, few post-secondary institutions have either the funds or mechanisms for
rewarding major process innovations.

One problem faced in finding the true potential of new technologies in education is that the
kinds of transformations created by these technologies in other parts of the economy (e.g., business
services, entertainment, and retailing) required huge investments and fundamentally new business
models. A major video game production can, for example, involve a 700 person team and cost $400
million to complete (Theodore, 2017) — orders of magnitude more than even the largest course
development. This kind of investment appears unreachable for education even though post-secondary
education is an enormous enterprise.

There is, however, compelling evidence that the new tools can dramatically improve the quality
and reduce the cost of learning if they are carefully designed by a competent team. A recent DARPA
project reported by Fletcher (2012), cost $40 million and cut the time spent training shipboard IT
systems personnel in half. In a careful assessment, the people trained on the new system not only
attempted more tasks, and more difficult tasks, but succeeded at a much higher rate people trained on
the new system not only attempted more tasks, and more difficult tasks, but succeeded at a much
higher rate (Fletcher J. J., 2012). Other studies also provide hints that new systems can cut learning
times 24-54% without sacrificing quality (Fletcher J. , 2009). Bowen (2012) conducted a carefully
constructed randomized trial comparing a hybrid (computer training with some classroom time) system
for learning statistics compared with standard classroom instruction. This project showed that student
outcomes were the same although the hybrid course cost 67-75% less per student (Bowen,
2012). Other work has shown that skills gained in simulation-based training transferred successfully into
real skills on the job (Stanton, 2015; Sheftick, 2014). Simulations can cost much less than traditional
classroom approaches and let students experience a far wider range of experiences — including
emergency situations that someone on the job encounters very infrequently.

The tools used to assess an individual’s approach to a desired level of competence can also be
useful in measuring an individual’s emotional state, motivation, or other factors that would be useful to
the people (and software) involved in instruction and counseling. (Pardo, 2015; Lonn S. T., 2014) Tools
are being developed to understand how existing data from students can tailor instruction to increase
the likelihood of success for the widest range of students. These can include improving counseling and
advising (Perez-Rosas, 2017; Lonn S. T., 2014).

Tools developed to define and measure competence and the rich set of data continuously
available from individual students should provide the resources needed to evaluate the massive number
of natural experiments in innovative approaches to instruction now underway and to design A-B and
other experiments that can rapidly gather additional insights.

Possible Research Questions

e Can tools such as adaptive rapid experimental design be used to evaluate the impact of
innovations in instructional design?
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e How can individual student data be used to guide instruction tailored to each student and
provide individualized advice, and counseling?

e What data should be collected about each student (demographics, fine grained indicators of
mastery and deficiencies, skills in online and other interactions including team performance and
ability to communicate, English language skills, other measures)?

e Can this portfolio be built and curated like personal medical records (e.g. distinct access and
consent rules for instructors, instructional software, and researchers)?

How can the data best be presented to instructors?

How can students control access to this data?

How can the records be secured? How can privacy be maintained? Can blockchain systems be
useful? (Tapscott, 2017).

Workshop convened through funding from the National Science Foundation Divisions of EHR & CISE,
Award #1824998.



References

108 Stat 192, 20 U.S.C. 5933. (n.d.). The National Skill Standards Act of 1994.

AACU. (2015). General Education Maps and Markers (GEMs). Retrieved 8 3, 2016, from
https://www.aacu.org/publications/gems/maps-and-markers.

Adkins, S. (2017). The 2016 Global Learning Technology Investment Patterns. Monroe WA: Metaari. Retrieved 9
28, 2017, from http://metaari.com/assets/Metaari_s-Analysis-of-the-2016-Global-Learning-Technology-
Investment-Pat25875.pdf.

Arum, R. R. (2011). Academically Adrift. Chicago: University of Chicago Press.

Association of American Colleges & Universities. (2005). VALUE Rubrics. Washington, DC: American Association
of Colleges & Universities. Retrieved 2 25, 2016, from https://www.aacu.org/value-rubrics.

Association of American Colleges and Universities and Hart Research Associates. (2013). It Takes More than a
Major: Employer Priorities for College Learning and Student Success. Washington, DC: Association of
American Colleges and Universities. Retrieved February 4, 2016, from
https://www.aacu.org/leap/presidentstrust/compact/2013SurveySummary.

Astin, A. S. (2002). The American Freshman: Thirty-Five Year Trends, 1966-2001. Los Angeles, CA: Higher
Education Research Institute, University of California. Retrieved 9 18, 2017, from
https://www.heri.ucla.edu/PDFs/pubs/TFS/Trends/Monographs/TheAmericanFreshman35YearTrends.p
df.

Azab, M. and Mihalcea, R. (2016). Analysing RateMyProfessors Evaluations across Institutions, Disciplines, and
Cultures: The Tel-tale Signs of a Good Professor. Proceedings of the 8th International Conference on
Social Informatics. Seattle, WA.

Bersin by Deloitte. (2016). Global Human Capital Trends 2016. Deloitte University Press. Retrieved 9 18, 2017,
from https://www?2.deloitte.com/content/dam/Deloitte/global/Documents/HumanCapital/gx-dup-
global-human-capital-trends-2016.pdf.

Bersin, J. (2003). Big Data in Human Resources": Talent Analytics (People Analytics) Comes of Age. New York, NY:
Forbes. Retrieved 9 22, 2017, from https://www.forbes.com/sites/joshbersin/2013/02/17/bigdata-in-
human-resources-talent-analytics-comes-of-age/#3e94b2ec4cdO.

Boyd, R. and S. Wilson and J. Pennebaker and M. Kosinski and D. Stillwell and R. Mihalcea (2015). Values in
words: Using language to evaluate and understand personal values. In Proceedings of the International
Conference on Web and Social Media (ICWSM 2015), Oxford, UK, 2015.

Bowen, W. M. (2012). Interactive Learning Online at Public Universities: Evidence from Randomized Trials. New
York, NY: ITHAKA. Retrieved 3 10, 2016, from http://mitcet.mit.edu/wp-
content/uploads/2012/05/BowenReport-2012.pdf.

Bransford, J. E. (2001). Knowing What Students Know. 2001: National Research Council.

Workshop convened through funding from the National Science Foundation Divisions of EHR & CISE,
Award #1824998.



Capterra. (2017, 9 22). Applicant Tracking Software. Retrieved from Capterra:
http://www.capterra.com/applicant-tracking-software/.

Carnevale, A., Strohl, J., & Gulish, A. (2015). College is Just the Beginning. Washington DC: Georgetown
University. Retrieved January 27, 2016, from https://cew.georgetown.edu/wp-
content/uploads/2015/02/Trillion-Dollar-Training-System-.pdf.

Carnevale, A., Strohl, j., & Smith, N. (2009). Help Wanted: Postsecondary. NEW DIRECTIONS FOR COMMUNITY
COLLEGES, Retrieved September 12, 2015, from
http://s3.amazonaws.com/PCRN/docs/PostSec_Ed_Trng_Carnevale_Strohl-Smith.pdf.

Christiensen, C. E. (2011). The Innovative University: Changing the DNA. San Francisco CA: Josey-Boss.

Clow, D. (2014, March). Data wranglers: human interpreters to help close the feedback loop. In Proceedings of
the Fourth International Conference on Learning Analytics and Knowledge (pp. 49-53). ACM.

Computing Research Association. (2015). Data-Intensive Research in Education: Current Work and Next Steps.
Washington DC: Computing Research Association.

Craig, R. (2016, June 28). The technology of higher education. Retrieved 7 19, 2016, from Techcrunch:
https://techcrunch.com/2016/06/28/the-technology-of-higher-education/.

Cronen, S. M. (2017). Adult Training and Education: Results from the National Household Education Surveys
Program of 2016. Washington, DC: National Center for Education Statistics, Institute of Education
Sciences, U.S. Department of Education. Retrieved 9 18, 2017, from
https://nces.ed.gov/pubs2017/2017103.pdf.

Dicheva, D., Dichev, C., Agre, G., & Angelova, G. (2015). Gamification in education: a systematic mapping study.
Journal of Educational Technology & Society, 18(3), 75.

Duckworth, A. L., Peterson, C., Matthews, M. D., & Kelly, D. R. (2007). Grit: perseverance and passion for long-
term goals. Journal of personality and social psychology, 92(6), 1087.Eagan, K. S.-A. (2017). The
American Freshman: National Norms Fall 2016. Los Angeles, CA: Higher Education Research Institute.
Retrieved 9 18, 2017, from https://www.heri.ucla.edu/monographs/TheAmericanFreshman2016.pdf.

Dweck, C. S. (2006). Mindset: The new psychology of success. Random House Incorporated.

Fain, P. (2014, 10 28). Big Ten and the Next Big Thing. Inside Higher Ed. Retrieved 2 25, 2016, from
https://www.insidehighered.com/news/2014/10/28/competency-based-education-arrives-three-major-
public-institutions.

Fletcher, J. (2009). Education and Training Technology in the Military. Science, 72-75.

Fletcher, J. J. (2012). DARPA Digital Tutor: Assessment Data. Alexandria, VA: Institute for Defense Analysis.
Retrieved 1 18, 2018, from http://www.acuitus.com/web/pdf/D4686-DF.pdf.

Garimella, A. and R. Mihalcea (2016a). Zooming in on gender differences in social media. In Proceedings of the
COLING 2016 Workshop on Computational Modeling of People’s Opinions, Personality, and Emotions in
Social Media (PEOPLES 2016), Japan, 2016.

Workshop convened through funding from the National Science Foundation Divisions of EHR & CISE,
Award #1824998.



Garimella, A., R. Mihalcea, and J. Pennebaker (2016b) Identifying cross-cultural differences in word usage. In
Proceedings of the International Conference on Computational Linguistics (COLING 2016), Japan, 2016.

Ganzglass, E., Bird, K., & Prince, H. (2011). Giving Credit where Credit is Due. Center for Postsecondary and
Economic Success. Retrieved August 24, 2015, from http://files.eric.ed.gov/fulltext/ED538037.pdf.

Khan, S. M. (2017). Multimodal Behavioral Analytics in Intelligent Learning and Assessment Systems. In
Innovative Assessment of Collaboration (pp. 173-184). Springer International Publishing.

King-Collins, R., & Baylor, E. (2013). Meeting Students Where They Are. Washington, DC: Center for American
Progress. Retrieved 2 24, 2016, from https://cdn.americanprogress.org/wp-
content/uploads/2013/11/CAEL-student-report-corrected.pdf.

Klein-Collins, R. (2012). Competency-Based Degree Programs in the U.S. Chicago, II: Council for Adult and
Experential Learning. Retrieved 2 25, 2016, from
http://www.cael.org/pdfs/2012_competencybasedprograms.

Lonn, S. A. (n.d.). Student Explorer: A tool for supporting academic advising at scale. Proceedings of the Learning
@ Scale Conference. Atlanta, GA: ACM.

Lonn, S. T. (2014). Student Explorer: A tool for supporting academic advising at scale. Proceedings of the
Learning @ Scale Conference (pp. 175-176). Atlanta GA: ACM.

Lumina Foundation. (2014). Degree Qualifications Profile. Lumina Foundation. Retrieved from
https://www.luminafoundation.org/files/resources/dgp.pdf.

MacMillan, J. M. (2013). Measuring team performance in complex and dynamic military environments: The
SPOTLITE. Military Psychology, 266-279. Retrieved 9 29, 2017, from http://psycnet.apa.org/buy/2013-
23802-009.

McNamara, B. D. (2014). Deliberate Practice and Performance in Music, Games, Sports, Education, and
Professions: A Meta-Analysis. Psychological Science, 1-11.

Maki, P. (2015). Assessment That Works: A National Call, A Twenty-First Century Response. Washington, DC:
Association of American Colleges & Universities.

Malan, S. (2000). The 'new paradigm' of outcomes-based education in perspective. Tydskrif vir Gesinsekologe en
Verbruikerswetenskappe, 22-28. Retrieved 2 24, 2016, from
http://www.ajol.info/index.php/jfecs/article/viewFile/52788/41390.

Manufacturing Institute. (n.d.). NAM-Endorsed Certofocatopms. Retrieved from <amifactiromg Omstotite:
http://www.themanufacturinginstitute.org/Skills-Certification/Certifications/NAM-Endorsed-
Certifications.aspx.

Marr, B. (2015, 3 25). Big Data: The Winning Formula In Sports. Forbes. Retrieved 2 25, 2016, from
http://www.forbes.com/sites/bernardmarr/2015/03/25/big-data-the-winning-formula-in-
sports/#6989b9b326dc.

Workshop convened through funding from the National Science Foundation Divisions of EHR & CISE,
Award #1824998.



Mason, E. (2018, 1 1). A>I> and Big Data Could Power a New War on Poverty. The New York Times. Retrieved 1
18, 2018, from https://www.nytimes.com/2018/01/01/opinion/ai-and-big-data-could-power-a-new-
war-on-poverty.html.

Messick, S. (1994). The interplay of evidence and consequences in the validation of performance assessments.
Educational Researcher, 13-23.

Mislevey, R. A. (2003). A brief introduction to evidence-centered design. Educational Testing Service.

National Center for Education Statistics. (n.d.). National Postsecondary Student Aid Study 2008. Retrieved July
28, 2016, from https://nces.ed.gov/datalab/quickstats/createtable.aspx.

National Research Council. (2011). National Research Council. Washington, DC: National Academies Press.

Oblinger, D. (2015). Workshop on Data-Intensive Research in Education. Arlington, Va: Computing Research
Association.

Olguin-Olguin, D., & Pentland, A. (2010). Sensor-based organizational design and engineering. Int. J.
Organisational Design and Engineering, 69-97. Retrieved 2 24, 2016, from
http://web.media.mit.edu/~dolguin/IJODE-OLGUIN.pdf.

Overton, L. D. (2016). The Consumer Learner at Work. filtered. Retrieved 9 18, 2017, from
file:///C:/Users/Henry%20Kelly/Downloads/In-Focus_2016_- The_Consumer_Learner_at_Work_-
_Full_Report.pdf.

Owen, V., Ramirez, D., Salmon, A., & Halverson, R. (2014). Capturing Learner Trajectories in Educational Games
through ADAGE. American Educational Research Association Annual Meeting. Philadelphia, PA.
Retrieved August 28, 2015, from http://adageapi.org/ADAGE_AREA_2014.pdf.

Pardo, A., (2015). Learning analytics research, theory and practice: Widening the discipline. Journal of Learning
Analytics, 4-6.

Peck, D. (2013, December). They're Watching You at Work. The Atlantic. Retrieved 2 24, 2016, from
http://www.theatlantic.com/magazine/archive/2013/12/theyre-watching-you-at-
work/354681/?single_page=true.

Perez-Rosas, V. M. (2017). Understanding and Predicting Empathic Behavior in Counseling Therapy. Proceedings
of the Association for Computational Linguistics. Vancouver, CA.

Scott, J. (2017). Social network analysis. Sage.

Shainer, G. S. (2010). From Computational Science to Science Discovery: The Next Computing Landscape.
Sunnyvale CA: HPC Advisory Council. Retrieved 1 18, 2018, from
http://www.hpcadvisorycouncil.com/pdf/From_Computational_Science_to_Science_Discovery.pdf.

Sheftick, G. (2014). Avatar-based simulations to boost counseling skills. NCO Journal. Retrieved August 28, 2015,
from http://ncojournal.dodlive.mil/2014/09/19/avatar-based-simulations-to-boost-counseling-skills/.

10
Workshop convened through funding from the National Science Foundation Divisions of EHR & CISE,
Award #1824998.



Sherriff, L. (2016, 1 18). Penguin Random House Publishers Has Just Announced It's Scrapping Degree
Requirements For Its Jobs. Huffington Post. Retrieved 4 7, 2016, from
http://www.huffingtonpost.co.uk/2016/01/18/penguins-random-house-scrapping-degree-
requirements-jobs_n_9007288.htmI?1453113478.

Sinar, E. (2015, 12). How Leaders Can Navigate the Internet of Things in the Workplace. Retrieved 4 7, 2016,
from Talent Management intelligence: http://www.ddiworld.com/blog/tmi/december-2015/leaders-
intervene-in-the-internet-of-things.

Software Advice. (2016). Compare Applicant Tracking Software (ATS) Systems. Retrieved 8 3, 2016, from
Softwareadvice: http://www.softwareadvice.com/hr/applicant-tracking-software-comparison/.

Stanton, T. (2015). Study: Simulator Training Transfers to OR Skills. AAOSNow. Retrieved August 28, 2015, from
Overall, the simulator-trained group performed significantly better (P = 0.031) than the control group.
The authors report that this difference was predominantly the product of better performance in the
probing section (P = 0.016) rather than the visualiz.

Tapscott, D. T. (2017, march 13). The Blockchain Revolution and Higher Education. Educausereview. Retrieved 1
17, 2018, from https://er.educause.edu/articles/2017/3/the-blockchain-revolution-and-higher-
education?utm_source=Informz&utm_medium=Email&utm_campaign=ER#_zs5MOLel_zIHiDS4.

The Social Science Research Council. (2016). Improving Quality in American Higher Education. Jose-Bass.
Retrieved from http://highered.ssrc.org/projects/measuring-college-learning-project/.

Theodore, S. (2017, 10 31). Retrieved from https://www.forbes.com/sites/quora/2016/10/31/why-have-video-
game-budgets-skyrocketed-in-recent-years/#4bc26b6e3ea5.

U.S. Department of Education. (n.d.). Competency-Based Learning or Personalized Learning. Retrieved from
ed.gov: http://www.ed.gov/oii-news/competency-based-learning-or-personalized-learning.

US Dept. of Education, National Center for Education Statistics. (2013). The Adult Training and Education Survey
(ATES) Pilot Study. Washington, DC: US Department of Education. Retrieved February 8, 2016, from
http://nces.ed.gov/pubs2013/2013190.pdf.

Wilson, S. and R. Mihalcea and R. Boyd, and J. Pennebaker (2016a). Cultural influences on the measurement of
personal values through words. In Proceedings of the AAAI Spring Symposium on Observational Studies
through Social Media and Other Human-Generated Content, 2016.

Wilson, S. and R. Mihalcea and R. Boyd, and J. Pennebaker (2016b). Disentangling topic models: A cross-cultural
analysis of personal values through words. In Proceedings of the EMNLP workshop on Natural Language
Processing and Computational Social Science, Austin, TX, 2016.

Wolff, E. (2006). Does Education Really Help> Skill, Work, and Inequality. Oxford: Oxford University Press.

Woolley, A., Chabris, C., Pentland, A., Hashmi, N., & Malone, T. (2010). Evidence of a Collective Intelligence
Factor in the Performance of Human Groups. Science, 686-688. Retrieved 2 25, 2016, from
http://www.cs.cmu.edu/~ab/Salon/research/Woolley_et_al_Science_2010-2.pdf.

11
Workshop convened through funding from the National Science Foundation Divisions of EHR & CISE,
Award #1824998.



