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Stream Outline
Despite the multiple theories and models concerning diversity management (DM) there is a common understanding among researchers, management scientists, and practitioners that promulgating diversity as a concept is still at an embryonic stage. Although psychologists have long studied racial bias, as racial prejudice can generate extremely undesirably negative consequences for businesses, the individuals and the society, still any endeavours to promote diversity's value to people seems to be failing, as diversity training in public or business settings are never convert interventions. Diversity's accountability becomes even more difficult by its complexity entailing many issues including: social cohesion; belonging; educational attainment and social equity. Consequently many organisations regard it as a peripheral issue, while others consider it to be sector specific. On the one hand, it is argued that DM is mostly for promoting positive action on the other it is assumed that "the business case (for DM) positions people's differences for instrumental gains and that minorities and women may be ghettoized into segregated industries and units to serve segmented markets with little opportunity for advancement" (Holvino and Kamp, 2009:399).  

A perusal of the literature into the nature of prejudice indicated that a number of researchers have attempted to explore ways to decrease the accessibility and application of stereotypes and racial biases. One positive method that has consistently yielded positive results derives from the concept of perspective-taking. It has been found that perspective-taking can lead to an increasing overlap between the self and the other (Groom, Bailenson and Nass, 2009). Galinsky and Moskowitz (2000) extended these findings by applying into the domain of prejudice and stereotypes, hypothesizing that by encouraging people to focus on situational rather dispositional factor, they will avoid using stereotypes as a criterion of evaluating and interacting with individuals from minority groups.  

Virtual words allow multiple users to socialise and interact with each other in a dynamic space. Participants within a virtual environment are able to interact in real time, simultaneously, through the actions and choices of their on-line personality. In this respect, virtual worlds have, being a learning environment, the potential to provide a positive learning experiences to trainees by emphasising real world application and triggering stimuli of stereotypical perceptions that wouldn't in a real setting context. Considering the increased flexibility of identity afforded by emerging technology, cultural attitudes and patters of bias may be affected in different ways. This stream invites studies that seek to investigate the role of culture in digital environments, which is not only important for those participating in digital environments; users' experiences in virtual worlds affect their attitudes and behaviours in the real world.  

Possible themes include:

The role of racial embodiment on racial prejudice stereotypes in immersive virtual environments; negotiating difference through hybrid identities in virtual worlds; creating action learning environments: simulating real-world hybridity related issues to empower solutions; diversity training in virtual reality; the illusion of identity and its role on creating inclusive environments; the effect of embodied perspective taking in immersive virtual environments on diversity management.
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Important dates:

· Abstract/Developmental/full paper submission: March 31, 2016 on 

http://www.edi-conference.org  

·  Response to authors (acceptance / rejection): April 30, 2016.

·  Deadline for full papers and best paper nominations and submission of best papers to the relevant associated journal (as agreed by submitter): May 30, 2016.
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