
TEN SKILLS
FOR THE FUTURE
OF THE WORKFORCE



DRIVERS OF CHANGE

01> Extreme longevity

02> Rise of smart machines and systems

03> New media ecology

04> Computational world

05> Superstructured organizations

06> Globally connected world



SENSE-MAKING

DEFINITION:

The ability to determine the deeper meaning of what is being expressed.

As robots are expected to replace humans in basic everyday tasks, there will be an 
increasing demand for higherlevel thinking skills that cannot be codified. These are 
the skills that go beyond number-crunching, into the creation of insights that are 
critical to decision-making.

GOOD PRACTICES:
1> Mitre Corporation, a not-for-profit organization, defined a table of observable sense-making 
behaviors establishing the “self-unaware” as the most likely profile to enhance sense-making.
http://www.mitre.org/news/the_edge/summer_08/edge_summer_08.pdf  (PAGE 16)

2> The book “Advances in Business Marketing and Purchasing” has a chapter on “Training Exercises for 
Improving Sensemaking Skills” that deals with the process of improving our sensemaking capabilities.

3> The National Council of Teachers of Mathematics (NCTM) released their Focus in High School 
Mathematics: Reasoning and Sense Making. Unlike the more rote and simplistic techniques in wide use 
today, this new pedagogy focuses on critical thinking skills as well.

4> Sensemaking was introduced to Human–computer interaction by PARC researchers Russell, Stefik, 
Pirolli and Card in 1993, to information science by Brenda Dervin, and organizational studies by K. Weick.

4> The Watson Computer, by IBM, won the Jeopardy contest, a game in which a certain degree of 
emotional intelligence is required.
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SOCIAL INTELLIGENCE

DEFINITION:

The ability to connect to others in a deep and direct way, to sense and stimulate 
reactions and desired interactions.

Socially intelligent employees are able to quickly assess the emotions of those around 
them and adapt their behavior accordingly. This has always been a key skill for workers 
who need to collaborate and build relationships of trust and more so in multicultural 
environments.

GOOD PRACTICES:
1> MIT Media Lab’s Personal Robots Group is developing a robot that can generate some human-like 
expressions. But, to this day, their emotional skills are still very limited compared to human behavior.

2> The concept of social intelligence was particularly well developed by Karl Albrecht in his  study
“Social Intelligence Theory”.
http://karlalbrecht.com/siprofile/siprofiletheory.htm
http://karlalbrecht.com/
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NOVEL AND ADAPTATIVE THINKING

DEFINITION:

Capacity to think and come up with solutions and responses beyond that
which is rote or rule-based.

According to research, job opportunities (both high level and low level) are
increasing in areas that require the ability to respond to unique unexpected 
circumstances of the moment - Situational Adaptability.

GOOD PRACTICES:
1> Evolutionary Psychology
Adaptive Thinking: Rationality in the Real World. By Gerd Gigerenzer. Oxford, Oxford University Press. 
http://www.epjournal.net/wp-content/uploads/ep01172187.pdf

2> Innovative Thinking vs. Adaptive Thinking
http://bigthink.com/ideas/14887
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CROSS-CULTURAL COMPETENCIES

DEFINITION:

Ability to operate in different cultural settings.

In today’s globally connected world, the quest for seixzing new opportunities dictates 
that a worker must be able to operate in whatever environment they find themselves. 
The ability to respond to new contexts, requires a high degree of cross-cultural 
competencies.

GOOD PRACTICES:
1> ACCOMPLISHING CROSS CULTURAL COMPETENCE IN YOUTH DEvELOPMENT PROGRAMS
Cultural competence is fast becoming a competence needed by educators to function effectively in an 
educational setting. Changing demographics calls for this competency. Self-awareness is one of the three 
vital ingredients in developing cultural competence. This knowledge assists individuals separate ways of 
thinking, believing, and behaving.
http://www.joe.org/joe/2001december/iw1.php

2> DEFINITIONS OF CULTURAL COMPETENCE - GEORGETOWN UNIvERSITY
http://www.nccccurricula.info/culturalcompetence.html
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COMPUTATIONAL THINKING

DEFINITION:

Ability to translate vast amounts of data into abstract concepts and to understand 
data-based reasoning.

As the amount of data that we have at our disposal increases exponentially, many 
more roles will require computational thinking skills in order to make sense of this 
information.

GOOD PRACTICES:
1> HR departments that currently value applicants who are familiar with basic applications, such as
the Microsoft Office suite, will shift their expectations, seeking out resumes that include statistical
analysis and quantitative reasoning skills.

2> Still, workers must remain able to act in the absence of data.

3> Scratch is an interactive learning environment developed by Lifelong Kindergarten Group at the MIT 
Media Lab. It teaches young people the fundamentals of computational methodology.
http://scratch.mit.edu
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NEW MEDIA LITERACY

DEFINITION:

Ability to critically assess and develop content that uses new media forms, and to 
leverage these media for persuasive communication.

The effects of the “social media revolution” will be fully felt in the workplaces in the 
next decade. workers will need more sophisticated skills to use these social media 
tools (videos, key visuals, sound,...) to engage and persuade their audiences.

GOOD PRACTICES:
1> Howard Rheingold’s Social Media Classroom teaches viewers the vernacular of video.
http://socialmediaclassroom.com

2> “The Future of the Book” by IDEO. The Future of the Book is a design exploration of digital reading
that seeks to identify new opportunities for readers, publishers, and authors to discover, consume, and 
connect in different formats.
http://www.ideo.com/work/future-of-the-book
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TRANSDISCIPLINARITY

DEFINITION:

Literacy in and ability to understand concepts across multiple disciplines.

Contrary to the 20th century, the next century will see transdisciplinary approaches 
take center stage. This happens because Many of today’s global problems are 
multifaceted and too complex to be solved by one specialized discipline (global 
warming, overpopulation,...). These problems require transdisciplinary solutions.

GOOD PRACTICES:
1> Educating researchers who can speak languages of multiple disciplines—biologists who have
understanding of mathematics, mathematicians who understand biology.

2> The ideal worker of the next decade is “T-shaped”—they bring deep understanding of at least one 
field, but have the capacity to converse in the language of a broader range of disciplines.

3> Rise of new disciplines and fields of research: Nanotechnology, biotechnology,...

4> TRANSDISCIPLINARITY: THE UNIFYING PARADIGM OF HUMANITIES, NATURAL
AND SOCIAL SCIENCES  By Josephine Papst 
http://www.inst.at/trans/15Nr/01_6/papst_b_15.htm
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DESIGN MINDSET

DEFINITION:

Ability to represent and develop tasks and work processes for desired outcomes. 

The computational world will bring with them new opportunities to take a 
design approach to our work. In the future, workers will need to become adept at 
recognizing the kind of thinking that different tasks require, and making adjustments 
to their work environments that enhance their ability to accomplish these tasks.

GOOD PRACTICES:
1> DESIGN THINKING > IDEO - Tim Brown
Book “Change by design”
http://www.ted.com/talks/tim_brown_urges_designers_to_think_big.html
http://designthinking.ideo.com/
http://hbr.org/2008/06/design-thinking/ar/1
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COGNITIVE LOAD MANAGEMENT

DEFINITION:

Ability to discriminate and filter information for importance, and to understand how 
to maximize cognitive functioning using a variety of tools and techniques.

The next generation of workers will have to develop their own techniques for 
tackling the problem of cognitive overload. Only by acomplishing that, will they be 
able to turn the massive influx of data into an advantage.

GOOD PRACTICES:
1> SOCIAL FILTERING: METADATA, TAGGING,...

2> MANAGING COGNITIvE LOAD IN ADAPTIvE ICT-BASED LEARNING
The history of technological innovations in education has many examples of failed high expectations. To 
avoid becoming another one, current multimedia ICT tools need to be designed in accordance with how 
the human mind works.
http://www.iiisci.org/journal/Cv$/sci/pdfs/XE225KW.pdf

3> 2TIME LABS: TIME MANAGEMENT AND COGNITIvE LOAD THEORY
http://www.2time-sys.com/2008/04/24/time-management-and-cognitive-load-theory/
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VIRTUAL COLLABORATION

DEFINITION:

Ability to work productively, drive engagement, and demonstrate presence as a 
member of a virtual team.

Connective technologies make it easier than ever to work, share ideas and be 
productive despite physical separation. But the virtual work environment also 
demands new competencies such as motivation and engagement strategies.

GOOD PRACTICES:
1> YAMMER
A twitter-like microblogging service foccused on business that asks employees to provide updates on 
the question, “What are you working on?”

2> OPEN INNOvATION NETWORKS
OpenIDEO is an open innovation platform created to solve big challenges for social good.

3> CROWDSOURCING INITIATIvES
A Challenge Driven Innovation approach leverages open innovation and crowdsourcing to help 
organizations solve pressing Challenges.
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THANK YOU!


