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VRinVET- Enhancing the Quality of VET Education and Training through Innovation with Virtual Reality Project

#101128646 is funded by EUROPEAN UNION under the call ERASMUS-EDU-2023-CB-VET. VRinVET The

project aims to create a capacity for innovative pedagogical and teaching methods based on digital

technologies at beneficiary countries by the use of virtual reality technology in vocational education and

training. The project -started in January 2024, will last 36 months- will train and encourage EQF Level 4 and

Level 5 school leaders, educators/teachers, and students to collaborate and use 21st century education

technology creatively and effectively. This objective will be fulfilled through addressing the need of innovation,

advanced technological skills, development of readiness, resilience and capacity and enhancing teaching

methods with necessary hardware and software. Teachers are the fundamental units of any educational

organization. Digital transformation and innovation in education must begin at the teacher level Target Groups.

Sixty VET Higher Education and Vocational School teachers and 600 students will attend to the pilot VR

classrooms.

Nevşehir Hacı Bektaş Veli University is the coordinator of the project. Atılım University and Cappadocia

Innovation Institute from Türkiye, Institouto Anaptixis Epicheirimatikotitas Astiki Etaireia Greece from Greece,

Ministria E Financave Dhe Ekonomisë, Luarasi University, People In Focus and Agjensia Kombetare E

Punesimit Dheaftesive from Albania, Universite D'oum El Bouaghi from Algeria, Formac Spolka Z

Ograniczona Odpowiedzialnoscia Ska from Poland Azerbaijan State Pedagogical University are the project

partners. 

Please subscribe from https://www.virtualrealityvet.com to stay informed  about the project news and

activities.

I wish you nice summer days.

Prof. Dr. Mustafa H. ÇOLAKOĞLU, Project Coordinator

Enhanc�ng the Qual�ty of VET Educat�on
and Tra�n�ng through Innovat�on w�th
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VR technology  enhance the learning experience by providing
immersive, hands-on training in a safe and controlled environment.

Realistic Scenarios: VR can create realistic
simulations of work environments, allowing students to
practice tasks and procedures they will encounter in
their careers. For example, welding students can
practice their skills in a virtual workshop.

Risk-Free Practice: Students can make mistakes and
learn from them without the risk of injury or damage to
expensive equipment.

2

Skill Development: VR allows students to develop and
refine their technical skills in a virtual setting. This can
be particularly useful in fields like automotive repair,
where students can practice diagnosing and fixing
virtual vehicles.

Interactive Learning: Students can interact with virtual
tools and materials, enhancing their understanding and
retention of the subject matter.

Immersive Experience: The immersive nature of VR
can make learning more engaging and enjoyable,
increasing student motivation and participation.

Gamification: Incorporating game-like elements into
VR training can make learning fun and competitive,
encouraging students to achieve their goals.

Accessibility: VR can make vocational training
accessible to students who cannot attend in-person
classes due to geographical or other constraints.

Collaboration: Students can collaborate in virtual
environments, working together on projects and
learning from each other, even if they are in different
locations.
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IPerformance Tracking: VR systems can track student
performance and provide instant feedback, helping
students understand their mistakes and improve their
skills.

Personalized Learning: Instructors can use data
collected from VR sessions to tailor training to individual
student needs, addressing areas where they may need
additional practice.

Emergency Scenarios: VR can simulate emergency
situations, allowing students to practice their
responses in a safe environment. This is particularly
useful in fields like firefighting, healthcare, and
construction.

Safety Procedures: Students can learn and practice
safety protocols without the risk of real-world
accidents.
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VR Implementation Steps in VET
Identify Training Needs: Determine which skills and tasks can be effectively taught using VR.1.
Select Appropriate VR Technology: Choose VR hardware and software that meet the training
requirements.

2.

Develop VR Content: Create or acquire VR training modules that align with the curriculum.3.
Integrate VR into the Curriculum: Incorporate VR training into the existing educational framework,
ensuring it complements traditional teaching methods.

4.

Train Instructors: Provide instructors with the necessary training to effectively use VR in their teaching.5.
Evaluate and Refine: Continuously assess the effectiveness of VR training and make improvements
based on feedback and outcomes.

6.

By leveraging the capabilities of VR, vocational education programs can provide students with more effective,
engaging, and accessible training, better preparing them for their future careers.

#ErasmusDays are an international six-day celebration of the Erasmus+
programme. During 14-19 October 2024, people throughout the world are
invited to come together and either organise or participate at events that
celebrate the projects and opportunities proposed by Erasmus+. For
students, teachers, trainers, professionals and more generally, all citizens,
the #ErasmusDays represent a unique moment to promote the multitude of
benefits that result from the programme. https://www.erasmusdays.eu
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