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Emotions in Global Virtual Team Processes:
An Experimental Study based on a Serious Game

Shahab Ahmadi, Anne Bartel-Radic, Fréedeéeric Prévot
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* Need for novel and solid methodologies

A digital serious game for experimental research

We intend to study the role of emotions in Global Virtual Teamwork with the novel methodology
developed in the InterCCom project. It is developing digital serious games for pedagogy and
iInnovative research on collaboration in global virtual teams.

Each game is based on an interactive storyline that simulates the interactions between members

N T E R C C O of an international project team. The games are hosted on the GenaGame platform that was developed
within the project.

The research participants will take the role of the coordinator of a fictitious multicultural team. They
must coordinate the team’s work and take action when encountering conflict between team
members. The players play their person in terms of age, gender, nationality and place of work. Their
choices influence the scenario they are immersed in.

Additionally, psychometric tools will measure the participants’ emotions when confronted with the
different conflict situations. We use Face Reader ©, developed by Noldus, an automated system for
facial expression analysis, that recognizes emotions (6 emotional states: happiness, sadness, anger,
surprise, fear, disgust and a neutral state), calculates arousal (attention, alertness) and valence
(positive or negative stimuli), and identifies contempt.

Questions to be answered through the experiment:
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