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PROJECT OVERVIEW

VR4SKILLS-Comprehensive training framework for leaders of internationaliza-
tion enhanced by Virtual Reality (VR) in postpandemic era.

| Program: Erasmus + Cooperation partnerships in higher education

| Project No.: 2022-1-PL01-KA220-HED-000089035

| Delivery period: 01.11.2022-30.10.2024 (2 YEARS) 

| Budget granted: 250 000 euro

PARTNER INSTITUTIONS
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METHODOLOGY: NEED GAP ANALYSIS

 | The term “gap” refers to the space between “where we are” and where 
“we want to be”. 

 | Need Gap analysis assesses the differences between the actual and ex-
pected performance.

 | PERFORMANCE GAP ANALYSIS: This type of analysis finds the difference 
between an organization’s or person’s expected performance and their 
actual performance.
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STEP 01

Identify the current  
state of your  
department. 

DIGITAL SKILLS
| Excel, Advanced Excel and Other 

Microsoft Programs, Sharepoint, 
Outlook, Google Skills, One Drive

| Blackboard, Moodle, Teams, Zoom, 
Slido, Mentimeter, Kahoot, Trados, 
Osiris, Canva, SAP

| Webinar Tools
| Student Information Systems

4 MAIN SKILLS CONCLUSION FROM GAP ANALYSIS
01. Although not evenly distributed among countries, the improvement in digital skills

is needed.
02. As a more interesting result, majorrity of the participants, who stated that they

received management/leadership training the most, avoided saying that they found
themselves good in this subject.

03. According to the statements, it can be said that there is a need for intercultural
communication training.

04. Participants’ self-evaluations for Collaboration Skills And Mental & Cognitive Skills
again provide clues that improvement is needed.

THE INTERCULTURAL EFFECTIVENESS
| Creating a positive international 

student experience 
| Academic English and Some Other 

Language Courses

MANAGEMENT / LEADERSHIP SKILLS
| Workshops on Leadership and Lean 

Management
| Time Management 
| Student Motivation
| Communication Skills
| Conflict Management
| Management Fundamentals 

for Executive Candidates

COLLABORATION SKILLS AND MENTAL 
/ COGNITIVE SKILLS
 | Self Awareness Course,
 | Mindfullness
 | Meditation

STEP 02

Identify where you  
want to be with your 
department.

STEP 03

Identify the gaps  
in your department. 

STEP 04

Devise improvements  
to close the gaps in your 
department. 
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THE KOLB LEARNING CYCLE

ACTIVE
EXPERIMENTATION

Trying out what 
you have learned

CONCRETE
EXPERIENCE

Having the axtual
experience

ABSTRACT
CONCEPTUALISATION

Learning from
the experience

REFLECTIVE
OBSERVATION

Reflecting 
on the experience
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TRAINING PROGRAM ASSUMPTIONS

APPROACHES
Each learning module was designed in a model that builds participant involve-
ment in accordance with Gagne’s 9-step model, Kolb’s cycle and elements of 
reflective self-learning. Some of the courses could also use scenario-based 
learning/ problem-based learning/ flipped classroom. You can see each of 
them briefly described below. 

GAGNE’S 9 EVENTS OF INSTRUCTION: 

01. Gain attention of the students.
02. Inform students of the objectives.
03. Stimulate recall of prior learning.
04. Present the content.

05. Provide learning guidance.
06. Elicit performance (practice).
07. Provide feedback.
08. Assess performance.

Taken from:  
https://www.structural-learning.
com/post/kolbs-learning-cycle
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VR4SKILLS TRAINING
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MODULE 1: 

COLLABORATION AND MENTAL 
/ COGNITIVE SKILLS

Main aim: The trainees will be able to 

 | evaluate, assess and revise the 
emotional and social intelligence skills.

 | Measure their stress levels in order to 
avoid a burnout.

 | Revise their cognitive skills and see 
how they affect mental well-being

Units:

01. Emotional and Social Intelligence
02. Agile Work and Resilience
03. Cognitive Skills
04. Mental Well-being

MODULE 3: 

MANAGEMENT AND LEADERSHIP SKILLS

Main aim: The trainees will be able to 

 | Recognize their leadership skills 
 | Apply the tools to drive change 

through collaboration, communication, 
and influence

Units:

01. Management & Leadership
02. Effective Team Collaboration

MODULE 2: 

DIGITAL SKILLS

Main aim: The trainees will be able to 

 | Design digital content appropriate for 
the working environment

 | Evaluate their use of collaboration and 
communication tools  and find ways to 
use them in a more effective way

 | Learn about the different types of 
data storage and analyze what the 
most optimal option is in their work 
environment.

Units:

01. Digital Content Creation
02. Effective Digital Communication and

Collaboration Tools
03. Data Storage

MODULE 4: 

THE INTERCULTURAL EFFECTIVENESS

Main aim: The trainees will be able to 

 | Revise their intercultural competence 
in order to identify their weaknesses 
and apply new techniques in 
intercultural environment.

Units:

01. Developing Intercultural Competence
and Empathy
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VR4SKILLS TRAINING
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MODULE 1:

COLLABORATION AND MENTAL
/ COGNITIVE SKILLS

Main aim: The trainees will be able to

| evaluate, assess and revise the
emotional and social intelligence skills.

| Measure their stress levels in order to
avoid a burnout.

| Revise their cognitive skills and see
how they affect mental well-being

Units:

01. Emotional and Social Intelligence
02. Agile Work and Resilience
03. Cognitive Skills
04. Mental Well-being

MODULE 3:

MANAGEMENT AND LEADERSHIP SKILLS

Main aim: The trainees will be able to

| Recognize their leadership skills
| Apply the tools to drive change

through collaboration, communication,
and influence

Units:

01. Management & Leadership
02. Effective Team Collaboration

MODULE 2:

DIGITAL SKILLS

Main aim: The trainees will be able to

| Design digital content appropriate for
the working environment

| Evaluate their use of collaboration and
communication tools  and find ways to
use them in a more effective way

| Learn about the different types of
data storage and analyze what the
most optimal option is in their work
environment.

Units:

01. Digital Content Creation
02. Effective Digital Communication and

Collaboration Tools
03. Data Storage

MODULE 4:

THE INTERCULTURAL EFFECTIVENESS

Main aim: The trainees will be able to

| Revise their intercultural competence
in order to identify their weaknesses
and apply new techniques in
intercultural environment.

Units:

01. Developing Intercultural Competence
and Empathy

TASTE THE TRAINING

HTTPS://ERASMUSPLATFORMS.WSB.EDU.PL

VR4SKILLS ONLINE TRAINING PLATFORM
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VR4Skills Online Training:



VR4SKILLS TRAINING
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MODULE 1:

COLLABORATION AND MENTAL
/ COGNITIVE SKILLS

Main aim: The trainees will be able to

| evaluate, assess and revise the
emotional and social intelligence skills.

| Measure their stress levels in order to
avoid a burnout.

| Revise their cognitive skills and see
how they affect mental well-being

Units:

01. Emotional and Social Intelligence
02. Agile Work and Resilience
03. Cognitive Skills
04. Mental Well-being

MODULE 3:

MANAGEMENT AND LEADERSHIP SKILLS

Main aim: The trainees will be able to

| Recognize their leadership skills
| Apply the tools to drive change

through collaboration, communication,
and influence

Units:

01. Management & Leadership
02. Effective Team Collaboration

MODULE 2:

DIGITAL SKILLS

Main aim: The trainees will be able to

| Design digital content appropriate for
the working environment

| Evaluate their use of collaboration and
communication tools  and find ways to
use them in a more effective way

| Learn about the different types of
data storage and analyze what the
most optimal option is in their work
environment.

Units:

01. Digital Content Creation
02. Effective Digital Communication and

Collaboration Tools
03. Data Storage

MODULE 4:

THE INTERCULTURAL EFFECTIVENESS

Main aim: The trainees will be able to

| Revise their intercultural competence
in order to identify their weaknesses
and apply new techniques in
intercultural environment.

Units:

01. Developing Intercultural Competence
and Empathy

REGISTRATION FOR VR4SKILLS TRAINING:

1. Visit:
https://erasmusplatforms.wsb.edu.pl/login/index.php

2. Create new account

3. Accept Platform Rules and GDPR rules



VR4SKILLS TRAINING
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MODULE 1:

COLLABORATION AND MENTAL
/ COGNITIVE SKILLS

Main aim: The trainees will be able to

| evaluate, assess and revise the
emotional and social intelligence skills.

| Measure their stress levels in order to
avoid a burnout.

| Revise their cognitive skills and see
how they affect mental well-being

Units:

01. Emotional and Social Intelligence
02. Agile Work and Resilience
03. Cognitive Skills
04. Mental Well-being

MODULE 3:

MANAGEMENT AND LEADERSHIP SKILLS

Main aim: The trainees will be able to

| Recognize their leadership skills
| Apply the tools to drive change

through collaboration, communication,
and influence

Units:

01. Management & Leadership
02. Effective Team Collaboration

MODULE 2:

DIGITAL SKILLS

Main aim: The trainees will be able to

| Design digital content appropriate for
the working environment

| Evaluate their use of collaboration and
communication tools  and find ways to
use them in a more effective way

| Learn about the different types of
data storage and analyze what the
most optimal option is in their work
environment.

Units:

01. Digital Content Creation
02. Effective Digital Communication and

Collaboration Tools
03. Data Storage

MODULE 4:

THE INTERCULTURAL EFFECTIVENESS

Main aim: The trainees will be able to

| Revise their intercultural competence
in order to identify their weaknesses
and apply new techniques in
intercultural environment.

Units:

01. Developing Intercultural Competence
and Empathy

REGISTRATION FOR VR4SKILLS TRAINING:

4. Find the VR4Skills Training on Platform's Home Page

5. Enroll using self enrolment key

6. Enrolment key: VR4Skills24

https://bit.ly/erasmusplatforms



TRAINING TESTIMONIALS
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VR APPLICATION – VR4SKILLS

The project involved creating an application for Meta Quest 2 or newer VR gog-
gles, divided into 13 implementation stages plus a final acceptance phase. It
included four interactive 360-degree film scenarios and a three-part interac-
tive scenario designed to test IT competencies. The application provided user
feedback, tracked progress locally, and featured captions for video materials to
enhance accessibility and user experience.

APPLICATION IN NUMBERS

The project included a 104-page description detailing the application concept,
featuring four 360-degree film scenarios and one 3D interactive scenario. It in-
volved eight hours of film and audio recordings with theater actors, resulting in
5.10 GB of raw audio and 129 GB of raw video recordings, including 100 360-de-
gree videos.

SCENARIOS 1 TO 4

The recordings were displayed as a classic movie cut from a recorded 360-de-
gree sphere, showing the hero’s point of view without the option for the user to
change it. Interactions were possible through option buttons beneath the vid-
eo. The script followed a film decision tree, pausing for user choices. After each
stop, the user selected from the options to continue along the chosen branch.
At the end of the scenario, a result screen displayed a summary of the user’s
path and outcomes.

OBJECTIVES OF THE SIMULATION SCENARIO 5

| Learn how to diagnose and solve simple computer hardware problems

| Providing an immersive environment in the form of a stage allowing for
testing skills

| Providing illustrative materials enabling the transfer of basic information
about the operation of IT technical devices
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