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Purpose:
Training & Research
To provide learners with techniques that
empower self-awareness around conflict
behaviors in team relationships.
Workshop content focuses on personal
responses to help participants curb destructive
thoughts and behaviors to turn conflict into
productive workplace results and relationships.
Workshop is delivered in 3D Virtual Learning
Environment (VLE) using the Second Life
Platform. Instructors and participants are
represented via a personalized avatar.
NOTE: Participants must meet qualifying
criteria and sign informed consent / release
statement to participate.

Objectives

Learn how to
become a better
teammate.
Applied theory
(gamification and
cognitive behavior)
in avatar-mediated
experiences

Improve selfawareness around
conflict behaviors in
team relationships
Tap into skills and
opinions of all team
members

Strengthen
understanding for
improving
workplace results
and relationships

Provide
confidentiality and
privacy for all
research
participants via
de-identified avatar
identities

Workplace
Team
Interactions

Overview: Workshop Syllabus

3D-VLE
Experience

Personal
Development

• Introduction: Productive vs. Unproductive Conflict in workplace
• Your DiSC style in conflict with other team members
• Destructive responses to other team members
• Changing your responses for improved workplace results and
relationships

Participation Criteria
• Individuals must be 18 or over
• Be employed or have at least 2 years work-related
experience in teamwork
• Must be competent in basic use of computers and
use of online technology
• Have computer and Internet access to participate
• Sign the individual Informed Consent / statement
of release document
• Attend and actively participate in all training
activities and follow-up sessions (avg 3.0 hours per
week for 4 weeks)

Online Training/Research Process
1.

Participants attend 60-minute orientation session via LIVE Video Conferencing –
where informed consent is obtained.
Participants complete DiSC Essentials online training (4 hours) –
self-paced (asynchronous) learning to be completed in one week.
Participants complete online The Everything DiSC Productive Conflict Profile, which is highly
personalized based on participants’ responses to the assessment (30 min).
Participants attend 60-minute (group) DiSC Training Debrief and 3D VLE Pre-Work session via
LIVE Video Conferencing.

2 weeks

5.
6.
7.

3D-VLE Module 1 – synchronous (90 Minutes)
3D-VLE Module 2 – synchronous (60 Minutes)
3D-VLE Module 3 – synchronous (90 Minutes)

1 week

8.
9.

Individual interviews conducted via Video Conferencing (30 minutes).
Focus group discussion conducted via Video Conferencing (60 minutes).

1 week

2.
3.
4.

Total participation time = 12.0 hours / 3.0 hours average per week

Discussion
1.

Who has experienced avatar gaming or
learning?

2.

What do you think is the best way to
recruit participants for this study, given
the nature of the study and selection
criteria?

3.

What, if any, incentives should be offered
for the 12.0 hour commitment to
participate in the study?

Anticipated Benefits of this
Training / Research Project
• New insights into theories (Gamification and Cognitive
Behavior) on phenomenon as process in mental or emotional
energy in conflict situations via avatar-mediated experiences
• Empowers individuals to become better team mates through
self-awareness around conflict behaviors
• Provides flexible personal development training participation
via online delivery
• Offers a fun and innovative way to learn with 3D-VLE
technology - highly integrative, can reduce inhibitions, and
increase learning focus
• Contributes to advancing the knowledge and practice of
3D virtual learning environments

3D VLE Practical Implications
● Make it Seamless: “Turnkey" technology solutions for easy user setup or configuration without annoying
interruptions
● Use Cloud-based gaming services: Streaming services to deliver a seamless end-user 3D gaming experience
● Enhance the Learning Environment with Digital Goods: Virtual products built, bought, and sold in the 3D
VLE (e.g. furniture, vehicles, tools, utensils, etc. as well as avatar personal products like skin, hair, clothes, etc.
● Appeal to the motivational work needs of Millennials: 1) develop individual skills; 2) move into leadership
positions, and 3) connect to a social cause (Bottomley & Burgess, 2018).
● Connect geographically-dispersed participants into one virtual platform to create personal presence via an
avatar and interact with others
● Consider legal and ethical business implications in terms of personal data use, cybersecurity practices, and
data governance policy [e.g. General Data Protection Regulation (GDPR)]
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