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Abstract. The customer driven innovation systems, market pressures, accelerat-
ing technologies, limited resources, technical complexities and need for exper-
tise have driven organization beyond boundaries. Globally distributed work 
force is one of the competitive strategies of any leading organization and syner-
gy among team members is vital to achieve excellence. This paper extends the 
line of research to identify performance and its role of self-presentation among 
virtual teams to strengthen trust, task interdependence, task oriented communi-
cation and interpersonal relationships. Identifying the role of “Digital Identity in 
self presentation” and understanding team process from “Psycho-Social dimen-
sion” by emphasizing importance on the form of social interaction that takes 
place, rather than the content or structure itself presents a new perspective. The 
proposed model emphasizes trade-off between identity consolidation and mobi-
lization of virtual teams. We believe that the proposed framework will increase 
our understanding the role of individual behavior and team performance in  
globally distributed virtual teams.  
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1 Introduction  

The impact of Information Communication Technology (ICT) and Computer Medi-
ated Communication (CMC) has redefined the global connectivity. Globally Distrib-
uted Virtual Teams (GDVT) is one of the competitive strategies of any leading  
organization. GDVT facilitate organizations to be cost-effective across the border 
operations, improves flexibility and agility to increase its competitive advantages over 
the international markets [1]. GDVT are described as temporary teams of people who 
are connected via communicational technologies across functional, organizational and 
geographic boundaries in order to combine skills and resources to accomplish a goal 
[14]. The GDVT are affected by geographical dispersion, time zone difference, and 
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cultural difference along with the differences in language, national tradition, values 
and norms of behaviour [4]. According to the RW3 culture wizard’s survey on virtual 
teams, 70% of respondents reported that virtual teams face more challenges than 
face‐to‐face (FTF) teams in managing conflict.  Furthermore, 88% replied that the 
greatest personal challenges faced by the respondents were related to their inability to 
read non‐verbal cues.  Additionally, 75% faced difficulty establishing rapport and 
trust, 70% noted an absence of collegiality, and 47% reported a sense of isolation 
[29].  

The presentation of identity has changed from an individual to virtual space. In the 
1990’s, it was common for psychologists to refer to the internet as a medium with 
unlimited potential for identity management. The literature was abounded with the 
terms like identity laboratory [40], the implication being that computer users could 
play any social role they liked and transform themselves into fantasized, free from all 
physical and natural constraints [39]. Most CMC are text based [36] which allows 
individual to construct messages carefully [15] therefore enabling them to express 
their “true” self [2]. In mediated environment, individuals are not immediately visible 
and the required skills to interpret situations to manage impressions are different [33].  

Identity is an important part of the self-concept. Self-concept is the totality of a 
person’s thoughts and feelings in reference to oneself as an object [28], and identity is 
that part of the self ‘‘by which we are known to others”. The construction of identity a 
public process which involves both the ‘identity announcement’ made by the individ-
ual claiming an identity and the ‘identity placement’ made by others who endorse the 
claimed identity, and an identity is established when there is a ‘coincidence of place-
ments and announcements’ [32]. Papadopouls, D accentuates that identity usually has 
a double connotation: individual identity and identity politics. This distinction is ob-
served in social sciences. Psychology and Behavioral sciences deal with individual 
processes of identity formation, while sociology and cultural studies explore social 
and cultural configurations of identity and their relevance for different communities 
and social institutions relying on these identities [24]. 

Understanding of identity in psychology literature can be traced back to Erickson’s 
theory of psycho-social development describing identity as a subjective feeling of self-
sameness and continuity over time. He further described identity as “a configuration 
gradually integrating constitutional givens, idiosyncratic libidinal needs, favored ca-
pacities, significant identifications, effective defenses, successful sublimations and 
consistent roles” [6]. In the seven functional blocks of social media proposed by 
Kietzmann J.H et al., the first functional block of the honeycomb framework represents 
the role of individual identity and indicates the level to which users reveal their identi-
ties in a social media setting. Each functional block represents the social media user’s 
experience and its implication on firms [16]. As the emergence of social technology in 
managing and steering the passage of people from one social institution to another like 
GDVT, acknowledging individual identities in a mediated environment is critical.  
This necessitates development of novel strategies for monitoring, understanding, and 
responding to virtual team performance. 
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2 Background – GDVT and CMC  

New definition of distance, based on connective gaps between places and actors, have 
shown why distance can never die [18]. According to the Social Presence Model by 
Short, social presence is more difficult to build relationships through CMC than FTF 
communication [30], but Walther’s Social Information Processing Theory (SIP) ar-
gues that individuals adapt the communication cues, such as language and typograph-
ical displays [42].  The use of paralanguage is an important factor in the development 
of impressions. Walther found the effects of CMC over time on a groups’ impression 
development, message personalization, and relational communications showed that 
CMC participants’ task orientation, self absorption, arousal and impersonality have 
increased, while dominance decreased over a period of time. Further, CMC groups 
were more positive and task oriented in the interpersonal behavior than FTF groups 
[41]. He emphasized that time plays an important role in order to build up trust and 
friendships via CMC.  

One of the first descriptive models focusing on interaction process was developed 
by McGrath who posited that inputs affect group outputs via the interaction (or 
process) that takes place within the group and other influential models of group effec-
tiveness have been proposed by [10], [11], [12], [13]. The normative model of group 
effectiveness by Hackman, aims to increase the understanding of group behavior in 
order to improve the group’s performance [13]. The intent of the normative model is 
to identify the factors that enhance or depress the task effectiveness of a group in a 
way that increases the possibility of constructive changes occurring. The overall per-
formance of work teams in organizations is a function of the group members effort 
collectively expend on carrying out task work, the amount of knowledge and skill 
members bring to bear on group task and  the appropriateness to the task of the per-
formance strategies used by the group in its work [13]. 

According to Global Virtual Team performance conceptual model proposed by 
[27] the team structure is impacted by strategic objectives, work characteristics and 
contextual constraints. According to the author, the global virtual teams’ structure is 
governed by the degree of virtual-ness, team process, alternate mechanisms and atti-
tudinal aspects [27]. As Newell et al., suggests that team members cannot build trust 
through competence and personal relationships when the social dynamics of the firm 
creates fragmentation like “Us versus Them” feeling and an environment of distrust 
[23]. Garrison et al., empirically tested the effect of perception of diversity on trust, 
cohesion and individual performance.  The results indicated that individual produc-
tivity is negatively influenced by the extent of diversity within a team and that trust is 
a critical requirement for its success [8].  

Daim et al. uses mathematical decision models to identify the factors that contri-
bute to communication breakdown in GVT.  The study discusses five distinct areas 
constituting trust, interpersonal relations, cultural differences, leadership and technol-
ogy [7]. Further Cramton explored thirteen virtual teams’ difficulties in maintaining 
“mutual knowledge” and she identified five types of problems constituting failures of 
mutual knowledge, failure to communicate and retain contextual information, uneven-
ly distributed information, difficulty communicating and understanding the salience 
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of information, differences in speed of access to information and difficulty interpret-
ing the meaning of silence. These difficulties were associated with episodes of  
conflict, frustration or confusion in the teams [5]. A study on cross cultural virtual 
environment found that behavioral cultural intelligence strongly influence the virtual 
team member’s trust, which is governed by the language proficiency, team members 
satisfaction and technical skills [43]. It is evident that prior researches on virtual team 
have empirically revealed that trust, cultural differences, task-interdependence and 
communication are major challenges of the GDVT performance.  

The synergy among the members in the GDVT is vital to achieve excellence. The 
GDVT are dynamic in nature, depending upon the organizational short term or long 
term goals, members of the team may undersized or oversized, duration of the team 
may be long or shorter period, diverse in the group may amplify depending upon the 
need for technical expertise. More importantly onetime market pressures has direct 
implication on the speed, processing and performance of the team members, they 
have to be more reactive than resource myopic. Hence, members of GDVT requires a 
rare combination of identity performance abilities which enhance the intra and inter-
personal relationship skills, trust, task oriented communication, task-interdependency 
towards the ability to manage effective interaction process.  

To explain the determinants of virtual team effectiveness, Naik, et al., proposed 
Extended Adaptive Structuration Theory (EAST) Framework. The EAST framework 
proposes (a) Structural characteristics comprising of organizational dimension, task 
dimension, technology dimension, group dimension and individual dimension, social 
interaction (b) Social interaction constituting socio-emotional processes and decision 
processes (c) Control structure or Mission and (d) Outcomes as performance and sa-
tisfaction as determinants of success [22]. In the proposed EAST framework, it em-
phasises only on socio-emotional process contributing to trust, shared understanding, 
relationship building and cohesion towards GDVT performance. As George Simmel 
(1858 –1918) pointed out that the real world composed of innumerable events, ac-
tions, interaction and so forth, to cope up with real world one needs to be concerned 
with the form rather than the content of social interaction [9]. Our research is based 
on the frame work grounded on input-process-output relations work teams developed 
by Hackman [13] and the Social Identity model of Deindividuation Effects is re-
search(SIDE) by Klein et al., [17].  The goal is to understand the nature and dynam-
ics of identity performance in GDVT. This paper extends the line of research in GDW 
and its role of self-presentation in virtual teams.  

3 The Theoretical Framework and Propositions  

The first effort to explain identity through sociological approach was Social Identity 
theory (SIT) proposed by Tajfel. The theory assumes that one part of the self-concept 
is defined by our belonging to social groups [34]. According to Tajfel and Truner 
(1979), people categorize themselves and others belonging to different social groups  
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and evaluate these categorizations [34]. Later, Turner distinguishes between social 
identity as self-definitions in terms of social category memberships and personal iden-
tity as self-definitions in terms of personal or idiosyncratic attributes [35]. By propos-
ing Self-Categorization Theory (SCT) Turner highlights social identity processes 
where identification leads individuals to perceive themselves in terms of the characte-
ristics they share with other members of their in-groups rather than in terms of the 
idiosyncratic characteristics that differentiate them from other individuals [38].  

Later Deindividuation theory was proposed to explain the phenomenon of people 
in crowds can become capable of acts that rational individuals would not normally 
endorse, but the historical evidence and case studies strongly suggested that the psy-
chological process proposed by deindividuation theory (a loss of self) did not occur in 
the crowd [21]. SIDE model developed as a critique of deindividuation theory. The 
model took Reicher's ideas about the crowd, applied and extended them to CMC. The 
model articulated that during anonymous CMC, a user’s personal identity or social 
identity can be more or less salient, when a social identity becomes salient, and the 
person identifies with the group, the conformity to an internalized group norm will be 
strong [31]. The normative and even stereotyping effect is thought to be more accen-
tuated than in FTF interaction because individual characteristics of other users cannot 
be identified [37]. SIDE argues that anonymity and social context in interaction have 
cognitive and strategic consequences. The strategic consequences were extended to 
strategic dimensions referring to the “Identity Performance” [17].  

The SIDE extends the social identity and SCT to CMC by demonstrating that cer-
tain features of Internet communication, such as anonymity, create greater closeness 
and intimacy between group members [19], [20], [25], [26]. The Identity performance 
is defined as “purposeful expression of behaviors relevant to those norms convention-
ally associated with a salient social identity” The word purposeful means that identity 
performance behaviors that are deliberately performed with the intention of manifest-
ing one’s relation to a group identity. The phrase relevant means behavior that is anti-
normatic with respect to salient social identity. The association between the behavior 
and the social identity are thought to be “conventional” indicating that performing a 
norm relevant behavior, the communicator expects the audience to recognize the as-
sociation between behavior and relevant social identity [17]. Further author identifies 
two functions of identity performance for in-group audiences and out-group audi-
ences; they are Identity consolidation and Identity Mobilization [17].  

Identity Consolidation operates on social identity at two different levels. One hand, 
individuals may act to secure their social identity as members of a particular group, on 
the other hand members of a group may act together to secure the recognition of their 
shared social identity under two different contexts one is single identity and other is 
dual identity [17]. Identity Mobility operates on collective mobility of the group. Au-
thor emphasises that this function is used to mobilize in-group members into support-
ing specific political projects. The mobilization function is implied by a process of 
social influence. It is the act of expressing group norms to enjoin group members to  
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act together in a way that is socially potent and capable of bringing proposals to frui-
tion [17]. Author identifies the role oppression and objectification facilitating the 
mobilization function. We centre the functions of Identity performance for in-group 
audiences only as the purpose of the study is limited to GDVT and suggest the follow-
ing propositions of our proposed frame work.  

• Proposition 1: Globally distributed virtual teams construct, manage and promote 
identity to facilitate team performance  

• Proposition 2: Globally distributed virtual teams will demonstrate high levels of 
Identity Consolidation and Identity Mobilization.  
o Proposition 2 (a): High levels of Identity Consolidation and Mobilization will 

positively influence the team performance outcomes.  
o Proposition 2 (b): Low levels of Identity Consolidation and Mobilization will 

negatively influence the team performance outcomes.  
• Proposition 3: Digital Identity constituting the properties of mediating technologies 

such as traceability, searchability and promotability will affect the team process 
and team performance. 

• Proposition 4: The shared “Digital Identity” among the team members has a recip-
rocal relationship with team performance outcomes.  

4 Proposed Model and Discussion  

The proposed model is grounded on input-process-output relations by Hackman [13] 
and the SIDE model by Klein et al., [17]. According to Hackman, there are three ways 
of construing input-process-output relations in work teams; (a) Input conditions affect 
performance outcomes only through group interaction process, (b) Input conditions 
affect both process and performance and (c) Input conditions affect both process and 
performance and there is also a reciprocal influence between process and performance 
[17]. This study explains how the input conditions affect both process and perfor-
mance and their reciprocal influence between process and performance of GDVT.  

The figure 1 below represents our proposed framework. There are internal input 
condition and external input conditions. The internal input conditions are organization 
structure, team Structure, mission, time and complexity and the external input condi-
tions are market pressures, limited resources, technology changes and customer  
demands. As Danah Boyd accentuates, the potential audience is affected by the prop-
erties of the mediating technologies namely persistence, replicability, invisible au-
diences and searchability [3]. Similarly, in group interaction process that we have 
proposed in hierarchical model, “Digital Identity” is affected by the properties of 
mediating technologies such as traceability, searchability and promotability. Digital 
Identity plays a critical role in self presentation and building self-concept. The hierar-
chical model proposes three different forms of Identity take place in a GDVT team 
process: (a) Tangible Identity, (b) Social Identity and (c) Self-Concept.  
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Fig. 1. Showing the Proposed framework  

In the hierarchical model, we proposed tangible identity as the tip of an Iceberg, it 
is the readily available information of the individual identity like who am I? What I 
am Doing? And Where I am coming from? Hence we coin the term tangible identity 
with respect to availability of any individuals’ identity information via intranet or 
internet; it may be a blog, picture, video, post or social media. The next level is identi-
ty performance of individual governed by in-group audience. The expression of social 
identity is affected by power balance within or out group characterized by the Identity 
consolidation and Identity mobilization.  

During the high levels of identity consolidation individuals act to secure their so-
cial identity as members of a particular group by of collective recognition. On the 
other hand, members of a group may act together to secure the recognition of their 
shared social identity by showing intimacy and low level of identity consolidation is 
constituted by dual identity [17] this may lead in formation of subgroups, lack of 
trust, sharing less information. In Identity mobility function high level indicates the 
collective mobility of the group. The mobilization is an act of expressing group norms 
to enjoin group members to act together, low level of identity mobility is governed by 
oppression and objectification which contributes forming conflict, communication 
error and silence.  
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The bottom of the Hierarchical model represents the Self-Concept of Digital Iden-
tity, which provides opportunity to individual to construct, manage and promote iden-
tity which is an important and integral part of the self-concept. Self-Concept is the 
totality of a person’s thoughts and feelings in reference to oneself as an object. The 
higher levels of self-concept is shared among the group will result in building trust, 
effective communication followed by greater understanding about self and others, but 
time and internal crucial role in opening up the true-self, as Walther highlights that 
time plays an important role and it takes longer to get used to the medium, to get to 
know each other and to build up trust and friendships via CMC. 

5 Conclusion  

The proposed model with set of inter-relationships could be regarded as a primary 
step towards theory building in GDVT which is still in its early stages. The current 
model attempts to blend ideas, theories and results from varied areas of research, par-
ticularly groups and teams, organization design, CMC, technology management and 
strategic management. With respect to the specific contribution in this area, from our 
point of view are the suggested dimension of the two key functions of identity per-
formance an individual impacts on the level of trust, task interdependence, task orien-
tated communication and interpersonal relationship towards performance in virtual 
team. Emphasizing the role of “Digital Identity in self-presentation” and understand-
ing the team process from “Psycho-Social dimension” by underlining the form of 
social interaction takes place rather than the content or structure itself are unique to 
virtual teams and presents a new perspective that has not been advanced before.  

In this paper, we developed the theoretical framework.  However, the scope of this 
research did not include quantifying the instruments to test this theory empirically.  
Next stage of this research should be to come up with measures and develop reliable 
instrument for each dimensions within the model. First, we will focus on certain in-
dustry domains and then move on to application of our theory in a global distributed 
virtual environment. We are also interested in developing an instrument to accurately 
measure team performance that reflects upon the psycho-social aspect of team 
process. These further studies and outcomes of these measurements may be  
implemented for tailoring suitable intervention programs for GDVT. 
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