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Presenter
Presentation Notes
Bridge from Warm up Activity - 
Defining Foresight 
Futurists recognize that the future is unknowable… 
There are simply too many unknowable factors… 
When we think about how things change over long periods of time – it is not essential that we are accurate.  It is more important that we are prepared and flexible… 
For this reason, futurists try to avoid Predictions  - which are ‘single point forecasts’ ---   We try to avoid language of ‘this will happen’ - 
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Presentation Notes
We must also recognize that “thinking about the future” is much more than mere “wishful thinking”.
We are not going to ask you to do blue sky activities where you dream of what you would do if you hit the lottery – or had a CEO who gave your division a billion dollars. 
We admit there is value in creating a compelling vision of a future that you want to see happen– but we should not confuse applying thinking about the future inside the business world – as whimsical wishful thinking.  







Every day I make an effort to go  
toward what I don't understand.  
      Yo-Yo Ma 



• Visioning  
• Planning 
• Goals –  

Objectives - Actions 
• Metrics / Roadmaps 
• Evaluation  
• Iterative Planning 

• Forecasts 
• Scenarios  

• Horizon Scanning 
• Issues Analysis  
• STEEP Categories 

Society 
Technology 
Economics 
Environment 
Politics 

Identifying & 
Monitoring Change 

Exploring 
Implications 

Communicating 
Change 

 

Fundamentals of Foresight 



Trends 
(Continuities) 

Plausible  
Future 

Foresight 101: Three Mechanisms of Change 

Forecasts 

Choices 
(Discontinuities)      

Events 
(Discontinuities)  

Possible 
Futures 

Preferred  
Futures 

Scenarios 

Visions 



Presenter
Presentation Notes
Slide Time: 1:30 
Elapsed Time: 

And finally, set up time for your team to imagine the pipeline of human talent that you want to see arrive at your company?

Consider all the trends that we’ve discussed today– and the spectrum of skill sets and mindsets that your company need to navigate this future landscape. 

Now – write a job description for a position that does not yet exist!  
You might have fun – and actually post the job in the breakroom to provoke conversations about ‘who’ you want to bring into the company that might help to keep your organization ahead of changes in the world. 



What is our college and 
career ready talent strategy? 

Presenter
Presentation Notes
Computer Science and Psychology who specialize in Human Computer Interaction, Interface Design, Human Performance, Artificial Intelligence, Network and Cybersecurity, and Politeness and Etiquette models
Social Signal Processing
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Ability to Apply Broadly Across  
Situations & Disciplines 

T-shaped Talent Strategy  

What does a future  
T-shaped professional look like? 
 
What does a T-shaped learner look like?  
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convergent, synergistic thinking



Entrepreneurs 
•Ability to Anticipate & Adapt to Change 
(Seek Opportunities & Alternatives)  

 
Managers 
•Ability to Assess & Measure 
•Leverage Diversity of People & Tools 
 
Leaders 
•Ability to Communicate the Need for 
Change (Visioning / Storytelling) 
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Ability to Apply  
Broad  Skill sets/ Knowledge 

Tapping Our Inner Futurist?  
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Presentation Notes

convergent, synergistic thinking



Place-based 
Experiences 

Foresight: The Front End of Innovation 

Learner 
Culture 



LUNCH 

In the News  
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The visionary entrepreneur has 
leaked plans in a recent Esquire 
interview on –what the magazine 
is calling - Galactic Inner Space.    
 
The venture will focus on retreat 
centers aimed at individuals 
seeking to unplug and turn 
inward.   

True False 



The US Air Force is exploring the 
development of a Social Radar 
dashboard pulling data from 
Facebook/Twitter, political polls, 
drones, relief worker reports, 
retail sales, and infectious disease 
alerts to identify potential tipping 
points in social behavior change.  Social Radar Dashboard  

True False 



True False 

Former leading employees from 
Pixar and SRI (Creators of 
Apple’s Siri personal assistant) 
have formed ToyTalk™.   
 
The vision of the company is 
intelligent interactivity via web-
connected toys using character-
driven artificial intelligence 
programs. 

Presenter
Presentation Notes
t can take anywhere from six weeks to six months to build a 2,800-square-foot, two-story house in the U.S., mostly because human beings do all the work. Within the next five years, chances are that 3D printing (also known by the less catchy but more inclusive term additive manufacturing) will have become so advanced that we will be able to upload design specifications to a massive robot, press print, and watch as it spits out a concrete house in less than a day. 



Google Ventures – the company's 
internal venture capital group 
recently invested in  a startup called: 
Smarterer which validates digital, 
social, and technical skills, using 
crowd-sourced test design and an 
adaptive scoring algorithm similar to 
the one used to rank chess masters.  

True False 

Presenter
Presentation Notes
Similar  -  ‘cultural zone’ 
Local assets – and liabilities 



In Bristol, Connecticut, a 
thousand people –self identified 
as Risers - are crowdsourcing a 
new 17-acre downtown for their 
city of 61,000 people. The 
collaborative project is being led 
by Long Island based developer 
Renaissance.    

True False  
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Similar  -  ‘cultural zone’ 
Local assets – and liabilities 



True False 

After beating two reigning 
Jeopardy champions in the Spring 
of 2011, IBM Watson is now 
gearing up for prime-time at work! 
 
IBM has announced a roadmap to 
bring Watson to work – focusing 
on healthcare, financial services 
and customer service.  

Presenter
Presentation Notes
t can take anywhere from six weeks to six months to build a 2,800-square-foot, two-story house in the U.S., mostly because human beings do all the work. Within the next five years, chances are that 3D printing (also known by the less catchy but more inclusive term additive manufacturing) will have become so advanced that we will be able to upload design specifications to a massive robot, press print, and watch as it spits out a concrete house in less than a day. 



Place-based 
Experiences 

Learner  
Culture 



Anonymous Web 
1998 

Social Web 
2008 

…. to a more  



Now everyone 
knows I’m working 
on some personal 

growth issues 



Era of  
Institution  

Disruptions of  
Books & Industrial Work 

Disruptions of  
Web & Knowledge Economy 

Era of 
Apprenticeship 

Era of  
Learner  

Presenter
Presentation Notes
Apprenticeship Era
Local Tradition            Elders as Teachers       Class-based Occupation
Institutional / Teacher Era
Public Schools (Life stage)   Professional Teachers      Core curriculum 
Learner Era
Lifelong  Learning            Beyond Institutions       Software-mediated

http://www.flickr.com/photos/bonnie-brown/4249862228/sizes/m/in/photostream/





Flip the 
Learning Experience 



Lifelong Learning  
Media Empire 

Web = Platform for 
Learning Media 

How will these companies 
interface with public and 

private sector organizations? 



Private Sector 
Involvement  

Institutional Role in  
Changing Behavior?  

Continuity of 
Outcomes 

This is us!  



Libraries & Formative Learning:  

Data & Behavior Change 
                  **and the end of high stakes testing 



Role of Data: Self-Awareness & Behavior Change 



I Don’t 
Understand ? 

What metrics linked outcomes can we 
imagine via these feedback loops? 



Predictive 
What might happen.. 

Prescriptive 
What should happen..! 

Descriptive 
What happened.. 

Library Experience Design = Prescriptive Data 



What can we learn from Weight 
Watchers on designing experiences 
to improve learner outcomes?  



‘Gaming Mechanics’ Design Principles: 
  
•Rules & Rewards 
•Quests & Challenges 
•Badges & Recognition  
  (‘Level up’ Stages of Mastery) 
•Reputation Management 
•Teamwork & Strategy 
•Continual Feedback  

Experience Design = Novice to Expert Level Skills  

= 



Micro-Experiences 
Make the Plant (Vine) ‘Grow’ 







What skills and mindset-building Quests 
might our young people pursue? 



Who is in…? Looking beyond badges to helping young 
people tell their story of personal growth 



Rethinking  
- Resumes  
- Library Membership  

Telling Stories of Skill sets and Mindsets 
How do libraries help learners manage 
their portfolios & web presence?  



From Resume to Portfolio to Presence  
Readiness = Telling Stories of our Growth  



Learning from Masters of Storytelling 

Nancy Duarte 
Duarte Design 

Neil deGrasse Tyson 
 



Place-based 
Experiences 

Foresight: The Front End of Innovation 

Learner  
Culture 





Learning Graph 
‘Map of my ignorance’ 
Danny Hills 
 

Basic Level 
 

In Progress 
 

Expert Level 

Idaho History  



The Importance of Place 



…on my way to the  
library then home  

…join my son and I  
       photographing city  

…welding class 

…art gallery show tonight! 

Community Experiences & Transformation of Place  

…starting a local reading group! 



How do we leverage place-based discovery and sharing? 



Not Work (School), Not Home 

            ‘Third Place’ 

Restaurants 

Place-based Experience Design 

How does Third Place culture impact learning? 



Transforming Familiar Places 

Delivering the Unexpected  

Combining Function 
[Co-Working / After-School] 

Secret Cinema 

How do we design across the emotional spectrum? 
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Unstructured
Courses
Being-ness 

buildings buildings
parks parks parks 
streets streets
Nature-Trails
Transit-Stations  Transit-Stations
Pedestrian-malls Pedestrian-malls
Lawns Lawns
‘Pop-up-Architecture’ 
bookstores bookstores bookstores 
cafes cafes cafes 
Hospitals Hospitals Hospitals 
Co-Working-Spaces Co-Working-Spaces Co-Working-Spaces
Alleys Alleys
Lobbies Lobbies
Staircases 
Libraries Libraries Libraries 





AGNES  
Age Gain Now Empathy System 

How do we reimagine tool kits & products? 



Experience &  
Purpose-driven Events  

What are problems to solve via ‘Hacker’ events? 



How do we tap momentum of making things? 



• What are new assumptions to embrace?  
 

• What might be resisted within staff/community?  
 

• What are natural-fit opportunities?  
(e.g. Program Areas; Physical location )  
 

• What are new types of partnerships to explore? 
 

Place-based Experience Design  



I don’t 
like the 
future… 



Every day I make an effort to go toward  
                                              what I don't understand.  
      Yo-Yo Ma 





Badges  

Millennial 
Parents 

Globalization 

Learning 
Management 

Systems 

Behavior-Change Gaming 
Mechanics 

Prescriptive Data 
? 

Big Data  

Third 
Place 

Portfolios & 
Presence 

Learning 
More… 

Personal 
Assistants 



Tip #1 
Embrace Mistakes 



Tip #2 
Follow Passionate People & Smart Conversations 

Tim O'Reilly 

Hans Rosling 

Nancy Duarte 

Neil deGrasse Tyson 

http://www.mindtools.com/�
http://changingminds.org/�
http://designtaxi.com/�


Tip #3 
Hiring People: Not Like Us!  & Creating New Positions   

Presenter
Presentation Notes
…
Example for equipment maker…



Tip #4 
‘Killer Questions’ to Brainstorm Ideas 

1.What if we invited a 
gaming mechanics team to 
redesign membership levels 
around acquired skill sets? 
  

2.What if we had rooms (or 
services) that must be 
‘unlocked’ via a quest? 

Presenter
Presentation Notes
…
Example for equipment maker…



Garry Golden  
www.garrygolden.net 
garrygolden@gmail.com 
347-463-7412 
www.garrygolden.net/Idaho2012 



• What sparked your interest tonight?  
What topics intrigued you? 

• What ideas do you think will move Idaho forward on this topic? 
• How will increased Internet access  at the library and online 

resources strengthen or change the experience of growing up in a 
rural community? 

• How will increased Internet access give students better 
preparation and more options? 

• What is the most exciting possible result for students of expanded 
online resources and access in Idaho? 

• How do you see online access and resources at the library 
impacting the lives of students? 

• What needs to happen in the library for these resources to be 
useful to students? 

Questions  



Thinking about the Future  
- Andy Hines & Peter Bishop 

The Five Futures Glasses  
By Pero Micic 

The Lords of Strategy  
By Walter Kiechel 



Most uncomfortable =    __________ 
Most Inspired             =    __________ 
 
Biggest Opportunity  =   __________ 
Biggest Risk                 =   __________ 
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