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Introduction e

Network Holism

Today, the Internet has
become steadily woven into
all aspects of work and lei-

Network Design Princip

ol quifinality — Redundancy

sure. It has grown in size and
complexity due to the many
contributions of its users,

Interactivity — Virtual Communication, .-
dware Innovation including powerful search
engines, unique Web site

Qiticial Intelligence ) .
design, aggregation of con-

tent, EC, and social media, to

O name only a few. The Internet
Q has transformed the world’s business and social environments. In this chapter, I
use the term digital lifestyle as a way to describe how various kinds of media and IT

O are used to enhance the way we live. From smartphones to smart houses, today’s
media users have come to expect certain things from the computer and commu-

Search - Personalization — Mobility — Convergence,

nication devices they use.

Digital Media

Digital media represents the artistic convergence of various kinds of hardware and
software design elements to create entirely new forms of communication expression.
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Digital media has transformed the way we communicate and access information.'
Booking a flight and vacation on Booking.com or Expedia is a very different value
proposition than working with a travel agent. Purchasing a set of songs on iTunes
or Pandora is an altogether different shopping experience than walking into a music
store. And streaming a movie via Netflix on a high-definition television (HDTV) set
or a computer tablet has given new meaning to the term video on demand (VOD). @
Digital media in the 21st century requires a special appreciation for speed, mobility, \
and convenience. Today’s Internet user expects to access the web—anytime, any- 0
where. Location should never be an obstacle.

Digital Storytelling ®
Digital media has proved to be a major game changer when it comes to@

presentation. Digital storytelling is the art of using enhanced media a -

tion tools to tell a story. From online newspapers to a highly engag @ %

display, digital storytelling assumes a wide range of electronic gnedid®®@rratives

that might include text, still and moving imagery, and enhai&und effects as

well as being nonlinear and interactive. Such stories no ngd conform to the
conventions of traditional storytelling.? The personal diary h3w#ven way to public
demonstrations of one’s ideas and opinions usingm):ler of the Internet and
social media. Nowhere is this more evident than j#o dia sites like Facebook
and Twitter. The once iconic photograph albym%#s Jecome more decidedly mul-
tipurpose in approach with digital imprin‘ available on one’s phone, com-
puter tablet, or Facebook account.

In the next two chapters, we will e the second half of the ITS model by
focusing on seven signature featyres. They Wclude: 1) Interactivity, 2) Virtual com-
munication, 3) Information sgarcly, 4)®ersonalization, 5) Mobility, 6) Convergence,
and 7) Artificial intellige Q See Table 8.1.) Accordingly, we consider both
the social and technologi sedfiences of digital media and intelligent networks
ne problem in measuring the technological conse-
untangling cause-and-effect relationships. As Rogers

(1995)° pqints otyggle a primary innovation has been fully diffused into a system,
there is n% backward. Basic patterns of social and organizational behavior are

foreven@

Q Principals of Digital
Q Communication and Binary Logic

Historically, older forms of communication and information technology, includ-
ing radio and television broadcasting, vinyl records, and VHS tapes are considered
analog forms of communication. An analog signal (or analogy) is a representation
of something else. It is a continuous signal that can be physically measured. One
of the major problems associated with analog systems of communication are their
susceptibility to unwanted noise. Consider, for example, that a traditional telephone
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Q rtificial Intelligence e Personalized Recommendation Software

O

Table 8.1 Digital Lifestyle: Signature Features

Digital Medlia Features Applications and Examples

Interactivity e Human-Computer Interface Design
e Video on Demand (VOD)

o Netflix, YouTube, HBO Go
e Cloud Computing

Virtual e Private Virtual Networks
Communication e Global Virtual Teams *

o Videoconferencing, Skype, Facetime \
e Social Media \K

e Content Service Providers

o Facebook, Twitter, Linked-In o %
Information Search e Querying the Internet t

o Google, Yahoo
o Wikipedia, Trip AguigQ
o Web MD, Vacati @ tal by Owners

Personalization e Digital Vidgo Recording

o @ andora, Rhapsody
ized Web Site

acebook, LinkedIn page

Mobility e Laptop Computers
3 Smartphones

o Google Calendar, Yahoo Weather

O e Global Positioning Services (GPS)
o Google Maps and Navigation

onv! ce e Digital Photography
e Filmmaking and Special Effects
e High-Definition Television (HDTV)

e Robotics
e Virtual Reality

performs the function of translating one’s voice into an electrical signal and trans-
mitting it via a long distance network of switches, routers, and amplifiers. Each time
the signal is re-amplified, there is the potential to introduce unwanted noise into the
transmission. The same problem occurs with recording formats as well. When using
an analog tape recorder, the signal is taken straight from the microphone and laid
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onto tape. If one wants to make a tape of a tape, each successive generation suffers a
degradation in quality. Whereas, in an all-digital link, the signal is an exact replica-
tion of the original, thus eliminating any unwanted noise factors. The cut-and-paste
function on a computer provides a simple illustration. If one types the word innova-
tion and copies it, the quality and accuracy of the paste function is the same whether
it’s the first repeat or the one hundredth. This is the reason why a copy of a CD is as
good as the original.

All forms of digital communication are based on the principle of binary logic,
which presumes that a signaling system is essentially in one of two states: open or

closed. Binary logic uses the numbers 1 and 0 arranged in different sequences to ¢

exchange information. The numbers 1 and 0 are called bits from the word bingr
digit, which is the lowest possible unit of information that can be transferre
handled.* A byte is an eight-bit train; that is, one byte equals eight bitsp A Eigs
signal is made up of pulses of discrete duration, that is, a stream of Bis Watfe
either on or off. Digital signals are sent as a sequence of pulses of fix and

amplitude. (See Figure 8.1.)

Pulse Code Modulation. Traditional analog technologies an are incompat-
ible with digital signaling and communication. Consequently,Wa#situation requires
a conversion process, whereby the analog signal is @gnverted into a digital format.
Consider, for example, the task of converting &p ingsteen music album
recorded in the 1970s into a CD. Pulse code mgd
cess, whereby the analog signal is sampled

1gh (PCM) is a conversion pro-
Qnverted into binary format, that
¥ss requires two steps: 1) Sampling
and 2) Quantizing (companding). (See 8.2.)

The first step in the conversipn procesS§nvolves sampling the analog signal at
regular time intervals. The go adyprately reflect the original signal. The higher
the level of sampling per g e more accurate the reflection of the original

signal. Sampling rate refe Q- )
second.® The sampliyf® st be at least twice the highest frequency component

of the analog so aifhfully reproduce the signal when it is converted into digi-

is, a sequence of 1s and 0s.” The conversy

mber of times the analog signal is sampled per

tal form. The se ep in the process involves quantizing the sampled pulse, that
is, forcing occupy a discrete set of 1 and 0 values.” The information is now fully
he information has been converted to digital format, distribution

digitiz
ar@ osts have been significantly lowered. There is an inherent economy of
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Figure 8.2 Pulse Code Modulation
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scale. A CD is much less expensive to produce when pared to vinyl records. An
MP3 music file can be transmitted and stored elec AWy for a fraction of the cost
when compared to the production and delivery o

o

d and limited resource. Yet all wireless
ones, and satellites (to name only a few)
e critical challenge for broadcasters, cable tele-
rvice providers is how to optimize and make
more efficient use of e e]ﬁctromagnetic spectrum. The term bandwidth refers to
channel width oz tion carrying capacity. As an example, FM radio requires
200 KHz. of i @ dthto provide an acceptable signal to a potential radio lis-
tener. In :@J g typical TV signal requires 4 MHz. of bandwidth. By the time

More Efficient Use of Ban

The electromagnetic spectru
services, including televisio
depend on available spectr
vision operators, and Interne

one a (vestigial sideband) and a little buffer space, a TV signal
requings 6 JHz. of bandwidth. The implementation of HDTV requires about two
gues as much information carrying capacity than was originally needed with

nd

@n TV. The solution, therefore, is to create a system that compresses existing

N\

dwidth space allocations more efficiently.

Digital Video Compression

Digital video compression (DVC) refers to digitizing and compressing video pic-
tures so that they may be processed, stored, and distributed with greater flexibility
and ease. DVC refers to the technical ability to reduce the size of video signals so
that they can be more efficiently transmitted and stored. Digital TV relies on a
compression and encoding scheme known as Motion Picture Experts Group 4
(MPEG-4) to fit its high-resolution images into a lesser amount of bandwidth
space. MPEG-4 reduces the amount of data to about 20 percent of the original
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amount.® MPEG-4 is the industry standard for Internet video streaming as well as
satellite television broadcasts.’

DVC operates on the premise that some of the data present before compres-
sion is not essential for achieving good picture quality. Video compression oper-
ates off a grid system using square-shaped groups of neighboring pixels (often
called macroblocks). These pixel groups are compared from one frame to the
next, and the video codec sends only the differences within those blocks.'” The
term lossy is used to describe those situations where there is a high degree of
redundant information within the video display. DVC works well in those situa-

tions where there is limited or no motion. The court surface, during a televised *

basketball game, for example, can be repeated with very little transmitted dKK\ :

DVC is fully utilized by diverse technologies such as: 1) Cable televisi
2) Direct broadcast satellite (DBS) television, 3) Internet video streagi
4) Video games.

MP3 x

MP3 is a patented digital audio encoding format that uti pression tech-
nology. MP3 is designed to greatly reduce the amount of dataYe#fuired to represent
the audio recording while still providing a faithf%oduction of the original
recording. The German company Fraunhofer-Geg@isht '&redited with being the
principal developer of MP3 software technolggy®¥e Jead technology designer was
Karl-Heinz Brandenburg, who was a spe (‘@ in mathematics and had been
researching methods for compressing 1y e 1977." The speed and efficiency
of producing Internet-delivered music IVP3 file-sharing software was a major
game changer by transforming the cost str@ture of music recording and distribu-
tion on a worldwide basis. TQe &mMation of the Apple iPod and iTunes would
eventually create the firs taqble music downloading business model of its
kind." It is a business f t 1f8s been replicated by others including Pandora,

Spotify, and Rhapso

139

Interactivity

nigatioNy, Interactivity can include a whole host of digital media activities ranging
fronNinteractive television to video games to virtual reality simulations. The prin-

iple of interactive communication in its earliest form can be traced back to the

eginning use of touch-tone telephony that replaced rotary dial telephones in the
1970s. Touch-tone telephony utilized a concept known as dual-tone multi frequency,
whereby each button on the telephone handset consists of two frequencies. Touch-
tone provides the basis for interactive capability with a host telephone system or
computer. The goal of touch-tone was to give businesses and other organizations the
ability to create a menu structure of services that the user could access by pushing
select number keys.

T% of interactivity suggests the ability to engage in two-way commu-
t
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Cable Television and Interactive Communication

A good example of interactive communication can be seen in the early develop-
ments of cable television and the ability of the user to engage in pay-per-view (PPV)
television and home shopping. A cable television system is capable of not only
transmitting audio, video, and data signals from the headend point to the sub-
scriber’s home but can likewise send those same signals in a reverse direction. Early
supporters of interactive television realized that two-way capability would allow,
cable system to offer its customers a wide variety of enhanced information segyi
The first generation of two-way interactive cable television involved home%
channels (i.e., Home Shopping Network, QVC, etc.) that relied on hybri
that is, cable television from headend source to home and telephon umca—

tion from home to the program source." During the decadg 0s and
1990s, the second generation of interactive cable television the devel-
opment of PPV television. PPV involves charging the use rogram rather

than by the program channel. PPV has taken several yi and many failed
attempts) to develop and has proved to be modestlv{i:cjessful in the delivery of
special event programs (sports and concerts) as It entertainment.

Video on Demand. VOD represents tiggthird generation of PPV services and
enables the cable television viewer to 3 Mre films and concerts on request.
VOD allows the user to choose proghg ng from a large selection of titles and
program categories that are hog a remote server. Starting in the 1990s,
VOD was being touted as caj fion's answer to the emerging success of the
ustry. While cable television was able to promote
ing, most notably, professional boxing matches,

sent1al broadband link into people’s homes, thus enabling a fourth
ene f interactive capability that relies on digital video recording technol-
we 1 as video streaming via the Internet. The emergence of the digital video

reased control in terms of time shifting, that is, the ability to watch programs

Q er (DVR) in the late 1990s and early 21st century gave the television viewer

when it was convenient to the user. The DVR provides an on-screen guide of sched-
uled television programs, whose features include the ability to record selected pro-
grams for later viewing. One of the important features for the consumer is the ability
to record one’s favorite television programs for later viewing, including the ability to
skip over commercial TV ads."”

In the 21st century, VOD is reasserting itself in an altogether unexpected way.
The major game changer emerged in the form of Netflix, which in 2004 demon-
strated the possibility of streaming movies via a broadband connection directly to
the end user’s digital television set. Video streaming involves sending information
and entertainment content via the Internet in a digitally compressed format. The
programming is displayed on the host television set or computer screen in real

2
S
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time. Netflix would be a catalyst for change, opening up the door for other video
services, including Hulu, YouTube, and HBO Go. Advancements in HDTV and
Dolby stereo sound have made video-streamed programming a much more attrac-
tive value proposition for the consumer.

Over-the-Top Video Services. Also important to the discussion is the future of over- \@

the-top (OTT) video services, that is, television programming that can be video

streamed via the Internet to various kinds of portable devices like laptop comput-

ers, computer tablets, and smartphones. Instead of subscribing to cable or Internet

Protocol TV, the consumer elects to use the Internet as the main delivery system ’Q
for his/her television viewing experience.'® This is interactivity in its most essentia \
form. The user is interacting with the television service provider by expressing (‘:K

preferences for select forms of television programming as well as viewingypl
More and more subscribers are engaged in what is known as cordcutti g ,

the subscriber cancels on€’s basic cable television subscription and ele dto
use one€’s Internet feed for the purpose watching television. Such gnter s have
given new meaning to the term video on demand.
Human/Computer Interface Design D

Today, interactive communication is the starfj i3®or all discussions con-
cerning how users interact with the various med ommunication devices they

s ow users interact with various
artphones, and video game sys-
y as a function of the medium itself.

use. Much of the research on interactivity cq

&

This is particularly true when it comes to g development of things such as smart-
phones and video game systems e‘sthe emphasis is on hardware and software
devices. Steuer (1992), for amg es that the interactivity of mediated communi-
cation depends on thre? @ chflracteristics: speed (i.e., how quickly a device
responds to a user’s @\ s), range (i.e., the level of control permitted by the
device), and mapsMmoNegs the degree of correspondence between a user’s actions to
control the devi®ang how it responds to those actions)."”

communication devices, including co

tems. One group of scholars view intef

In cont@st, a second group of scholars look at interactivity from the vantage
point c8fimunication process itself. Interactivity resides in the perceptions
an mces of those who directly participate in the actual communication.
p&gpective is more closely associated with computer-mediated communica-

tionWAccording to McMillan (2002) interactivity occurs at varying levels and
Qegrees of engagement, ranging from social networking sites to video game partici-
ation.'® Here the emphasis is on the communication of ideas, information, and

shared meaning among communicants.

Interactivity and Knowledge Transfer. Interactivity has to do with the knowledge
transfer between a person and machine or between a person and a larger set of
community users. To fully appreciate the breadth and scope of this idea, one needs
to have an appreciation for the early work in human/computer interface design.
In 1963, Douglas Engelbart of the Stanford Research Center pioneered the
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development of the computer mouse, which was later advanced by the Xerox Cor-
poration in the 1970s. The computer mouse functions as a pointing device that
detects and highlights text and visual displays on a two-dimensional screen. The
computer mouse frees the user to a large extent from using a keyboard. It was a
simple but masterful form of ergonomic design that greatly improved the way in
which people interfaced with computers."

perspective using the principles of coevolution as it might apply to the use of tec

Engelbart’s research and design contribution demonstrated a systems theoryg\@

ergistic pressure on the other, thereby affecting each other’s evolution.

nology. In biological terms, each party in a coevolutionary relationship ex%

become dependent on the other for survival. Engelbart reasoned thi ate of

knowledge and information display is only as good as the av;ila%h ology to
manage it. He thus set out to create an interface design thd | faster and

more efficient in terms of manipulating information on a s @

example is bees and the flowers they pollinate. Both have coevolved SQ! thel ea®yhas

Graphic User Interface (GUI). The development of th&ﬂ icons by Xerox Corpo-
ration and later Apple in the 1980s further advan
interface design. A GUI offers graphical icons and®i#fial indicators as opposed to
text-based interfaces and/or typed comrignd labels to fully represent the informa-
tion and program selections available r&

on all Apple, Microsoft, and Linux-
ogy came along in the 1980s and
tourist attractions, including
screen capability has becom?
appliances, including laptop co

use of human-computer

I has become a standard feature

operating systems. Touch-screen technol-

psed in a variety of automated banking and

#Chines and information kiosks. Today, touch-

hndard feature found in various kinds of digital

ters, mobile smartphones, computer tablets, and
global positioning gavigatidy systems (GPS).

Speech Recogn¥ %
speech reo
healt cSallls. Speech recognition software allows the user to dictate into a com-

uterl-@udheld recorder, thus enabling an electronic text version of the spoken
rds to appear on the users’ screen. Each successive generation requires less format-

ext and evolving generation of interface software involves
stems evidenced by the work being done in the military and

Q the software (i.e., identifying specialized words). Also, the software adapts to

user by keying in on select words and phrases and storing them in its internal
memory. A variation on speech recognition systems are voice command systems
using Bluetooth technology in cars.” Bluetooth represents an industry standard for
personal wireless communication devices, referred to as personal area networks.
Bluetooth provides a way to connect and exchange information between Bluetooth-
compatible devices such as laptop computers, smartphones, and music sound systems
using unlicensed short-range radio frequencies (i.e., typically 1-100 meters). Blue-
tooth simplifies the discovery and setup of services between devices. The voice com-
mand system can set up and execute a hands-free cellular telephone call as well as call
up music and traffic reports from the vehicle’s radio, DVD, or iPod control system.
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Cloud Computing

The expression “putting something on the cloud” refers to the idea of storing
information and data on a remote host site. Cloud computing provides both stor-
age as well as the delivery of information services over a virtual platform using the
networking capability of the Internet. Cloud computing represents an altogether @
different form of interactive communication. Users are able to access such services &
on demand. In general, the public is most familiar with public cloud services. 0
Public cloud computing involves making available information and entertainment
services to the general public by a third-party vendor. The services are hosted by’Q
the vendor and are offered free of charge or on a pay-as-you-go basis. Example
include: Google, Gmail, Calendar, Apple iTunes, Amazon.com web serv&
Facebook, and Pandora. The third-party vendor is responsible for magagi%
entire service. The end user has little control over where the data i tx
whether or not it can be available at any given time. Q

Private Cloud Services or community clouds operate withig th all or
boundaries of an organization. Private clouds are managed inte% by an organi-

Al Mformation. As

zation and are therefore responsible for organizing and secuy %

a result, the organization will typically make a major find commitment in

software and hardware capability as well as utilizingggn-house expertise to manage

information flow throughout the entire transpgfi Wy ganization. Examples

might include the international banking and airl ustries. In general, there are

three types of cloud computing service @ iluding 1) Infrastructure as a
as a service.

service, 2) Platform as a service, and 3) VWi
Infrastructure as a Service (IagS). This Rgresents the most basic kind of cloud
support model. IaaS refers to th{se quds of facilities that provide business users

with extra storage space o
providers manage an org Bon'@complete data information needs remotely and

Ras

e server. The basic premise is that cloud service

gs of virtual links. The principle advantage is cost sav-
ings by not havig®Rga#hage and host one’s own database system of documents
and records.

Platfo xrvice (Paa$). PaaS$ is a category of cloud computing services that
Proj @ghly refined computing platform and set of subsystems. In this model,
tiQusMcreates a set of software tools using programs and/or a library from the
provMer. The user also controls the software deployment and configuration set-
Qngs. The cloud service provider helps to advance the network, servers, storage,
nd other services. Examples of PaaS might include a community based geographic
information system (GIS).

Software as a Service (SaaS). This service model is used for purposes of software
deployment. The cloud service provider licenses various kinds of software applica-
tions on demand to customers as needed. The end-user does not manage or control
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infrastructure planning as it pertains to the network, servers, operating systems,

storage, or software applications. Instead, SaaS provides a cost-effective alternative

from having to purchase software support outright as well as simplifying mainte-

nance and support. In a sense, the organization is leasing the software as compared

to having to purchase it outright. All updates are automatically fitted into the soft-

ware as a service. Saa$ has proved to be a useful approach for start-up companies @
with limited resources that don't want to make the large up-front investment in \
software. 0

With the growth of cloud computing comes the associated challenges

mation security. Both business as well as individual users who have their®
tion stored on a third party’s server are subject to security and complignce§ta
of operation to ensure the protection of their information. PreserviifRgecWpity on
the cloud is one of the major concerns by users who chosg t eir data
remotely. The overriding concern is the control of data: ho & s a system,
where it resides, how it is managed and processed, and w atcess it. One of

the important compliance issues is data loss. A single goint ilure or intrusion
could prove catastrophic for business and individual uS§s. To offset this possibility,
cloud computing service providers build in red (i.e., backup systems) to

ensure safety and security.

Virtual Communication

é\,a

The term virtual communic Q:used to describe the artificial space and
network linkages connectin: arate and dispersed group of users using vari-
ous forms of computer and comMynication technology. From Skype to the interna-
tional business vidgoc§aferyice, the common denominator with all forms of virtual
communicationg ility to create a simulated environment. The communica-
tion itself can'% chronous (real time) as well as asynchronous (different
times). T Q and type of communication technology is based on how much
inforrg®oMeshtent the sender wishes the receiver to have. Researchers Daft and
LengeNLYP6) refer to this as media richness.” The difference in quality and depth

%according to the communication medium.

QQrtual Private Networks

A virtual private network (VPN) is a computer network that uses a public tele-
O communications infrastructure such as the Internet to provide remote users (or
departments) secure access to their organizations’ networks. A VPN can range in
size and scale of operation from the transnational media corporation that operates
on multiple continents to a major medical hospital that must provide secure
health-care information to physicians and other medical professionals located in
a variety of clinics and adjoining facilities. The major requirement is the ability to
provide immediate and secure information available only to the organization and
its affiliate sites.” (See Figure 8.3.)
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Figure 8.3 Virtual Private Network
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people and organization both within a kide an organization are quite real. As
Reed (2014) reminds us:

s, CPUs, hundreds of thousands of miles of
.. No matter how lost we may get imaginatively

cords and fiber 0;@) 8. .
in cyberspac;@ emingly virtual spaces are possible only because of a

lions of very earthbo %@

massive arra terial objects anchored in geographically specific places.”

etworking and
onal Business Communication

Sial and scientific terms like knowledge economy, information society, or digital
Oge do not lend themselves to precise definition or meaning. What is beyond dis-
pute, however, is the role of intelligent networks in helping to advance the transmis-
sion, storage, and display of media and information content within the context of
international business communication. The knowledge economy involves the full
integration of transnational business, nation-states, and technologies operating at
high speed. It is a global economy that is being driven by free-market capitalism and
the power of intelligent networking.” The knowledge economy stands in marked
contrast to many of the basic patterns and assumptions of the Industrial age. The
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once highly centralized business has given way to the transnational organization that
operates in multiple countries throughout the world. Instead of time and communi-
cation being highly synchronized, todays working professional lives in a digital
world of asynchronous and virtual communication that allows for the international
collaboration of projects regardless of time zones, geographical borders, and physi-
cal space. We have entered the era of global virtual teams where work is produced

“The knowledge economy has become a society of networks. We don't talk wi
»26

across multiple time zones and geographic spaces.” As Eli Noam (2001) points 011‘%0\@

people; we network with them!

are predicated upon economic goals and efficiencies with to national

boundaries. The TNC has become a salient feature of our Qut-day global eco-
nomic landscape.” Through a process of foreign direcfginve
on the use of advanced IT as a way to stay globally conWgcted. At the heart of trans-
national business operations is the importance a izational control, which
describes the need for a system-wide method for figing, tracking, and evaluat-
ing a TNC’s domestic and foreign operafjgns. Organizational control provides the
ability to centralize decision making, & ng senior management the tools
necessary to plan, allocate resource ke corrective action to meet changing
international conditions. The intq B network has become the vital nervous sys-
i #lons and subunits to function independently
Inication network. As a consequence, traditional
divisions and departmental hierfychies tend to be flatter, thereby permitting direct
communication befwekn agl among organizational players.”

Global VirtualQeanjs. I#ernational project teams are the key to smart, flexible, and
cost effec >angzations. A global virtual team represents working professionals
from 0rldw1de operatlons assembled together on an as—needed basis for

%nt countries. More and more, the transnational organization uses global virtual
as part of a larger effort to share international expertise across the entire TNC.

Qe global virtual team offers up certain distinct advantages, including shared access

N\

to information, collaborative research and design work, reduced travel costs, and so
on. Advancements in communication technology and intelligent networking have ele-
vated the principle of teamwork to a whole new level in terms of collaborative effort.”

At the same time, global virtual teams bring with them a unique set of challenges.
Foremost are issues pertaining to trust involving differences of culture, geographic dis-
location, complex problem solving, and the effective collaboration of ideas. Specifically,
how does one creatively engage a group of people that one has never physically met and