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Interest & Experiences 

We are interested in researching the transition between 

different levels of presence in remote and local remote 

collaborative group tasks. We are currently collecting 

and analyzing empirical data from two sets of 

experiments. The first experiment examines remote 

collaboration with different fidelity of available 

communication channels (video, shared workspace, 

audio). Some early findings from a pilot study (Figure 

1) and discussion of these have been presented [3]. A 

second set of experiments aims to study group 

collaboration in ‘co-located remote’ settings (Figure 2), 

i.e. in co-located settings where participants use 

connected personal and shared devices during the task. 

Combining these data we hope to understand how a 

device-environmental setting is associated with mental 

model of presence and co-presence, as well as ways to 

manipulate presence and co-presence in order to 

support efficient collaboration.  

Open Research Issues 

We know that communication is not just an exchange 

of content; it is a complex and versatile phenomenon 

which operates based on many cognitive functions and 

constructions. In many situations, the communication 

process benefits from a sense of co-presence [7,8]. 

Furthermore, Slater et al. [6] argue that the 
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prerequisite for a sense of co-presence is a sense of 

personal presence.  

The obvious difference between co-located and remote 

collaboration is an actual participant’s location in the 

real world. But what psychological meaning does 

physical presence have? Is it just “being here or there” 

physically? The classical definition of presence is 

described by M. Lombard and T. Ditton as a “perceptual 

illusion of a non-mediated experience” [4]. Some 

researchers [1,10] argue that the more sensory 

channels synchronously activated, the higher the 

chances that a person will form a mental model of a 

virtual presence. At the same time, a sense of self-

presence in another context may be achieved without 

significant external stimulation, for example, the “book 

problem” [5], where people feel as if in another 

(fictional or non-fictional) location. And even without 

any targeted stimulation, people have “far away 

thoughts”, or daydreams of being elsewhere.  

The involvement of group member’s presence model in 

effective group work seems to us an interesting 

question for a collaborative system design area due to 

the following factors.  In the domain of collaborative 

groups, a sense of co-presence has different impacts on 

group performance depending on the task at hand. 

Comparing face-to-face and computer-mediated 

groups, Teasley and Finholt [2] showed that face-to-

face groups reach a decision faster, have more overall 

consensus and more satisfaction on the outcome of 

collaboration, but computer-mediated groups are better 

at generating ideas. Another consideration could be the 

group working style. Underwood et al. [9] draw a 

distinction between co-operation and collaboration 

within a group of people working together towards a 

common goal. Co-operation refers to taking 

responsibility for subtasks while collaboration describes 

working together on the whole task. Based on our 

remote collaboration pilot study results [3] we 

hypothesize that a certain degree of a sense of co-

presence promotes either cooperative or collaborative 

tendencies in communication. We also hypothesize that 

in local remote environment sense of social presence is 

not constant. Thus, on the surface is the attractiveness 

of understanding how to design a system to support 

maximum benefits of both feeling and not feeling co-

present at different stages of complex task 

performance.  

To summarize, the general research questions and 

goals of this project are the following: 

 Identifying efficient ways of measurement of 

sense of presence and co-presence; 

 Analyzing the device-environmental factors 

influencing sense of presence/co-presence in 

remote and local remote settings; 

 Analyzing possible ways to manipulate the 

dynamic of sense of presence and co-presence. 

Workshop goals 

We would be very interested in discussion about 

research of aspects of sense of presence and possible 

implementations for systems design. We are also 

looking forward to hearing any feedback about 

presented research direction. As the project is at the 

initial stage we would appreciate any advice or 

suggestions related to the future research.   

Figure 1. Pilot study. Imitation of 

remote collaboration.  

  

Figure 2. Co-located remote 

collaboration.  
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