Shared Information and Virtual Surfaces

A "Team Recognition Primed Decision-Making" cognitive model has been defined, where teams engage in pattern recognition, share their intentions and then act.  In order to explore this model, we created a decision game that is an example of collaborative pattern recognition and shared situation assessment tasks.  The game is an extension of McGunnigle (2000), where multiple dispersed players (3) confront discrete decision scenarios.  In each scenario, players need to combine their forces to overcome an adversary who may have an asymmetric force advantage; this gives an objective outcome for measuring team performance. Players have a joint virtual surface upon which to share information and play the game with strict and relaxed WYSIWIS ("What You See Is What I See").

An experiment was conducted in which groups made resource allocation decisions while physically dispersed and supported with a shared virtual work surface.  A variety of outcome and process measures were collected.  All groups received significant financial rewards in direct proportion to their decision quality.  Groups supported with the pattern-sharing tool made significantly higher quality decisions.   

