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EXECUTIVE SUMMARY 

This report presents the outcomes of the validation process for the IMMER-CV 
curriculum, a modular training framework developed to equip professionals, 
educators, and learners in the Cultural and Creative Sectors (CCS) with the skills 
needed to manage and apply immersive technologies in their work. Developed 
under the Erasmus+ KA210-VET project, the curriculum integrates technical, 
creative, operational, and interpersonal competences through six structured 
modules. 

The validation activity (Activity 5) involved the design and dissemination of an 
online survey via the EU Survey platform. The survey collected both quantitative 
and qualitative feedback from a diverse group of stakeholders, including students, 
technology professionals, cultural workers, and educators. Participants evaluated 
the curriculum’s overall structure and each of its six modules in terms of clarity, 
relevance, instructional approach, balance between theory and practice, and time 
allocation. 

Findings from the survey were largely positive. Participants confirmed the 
curriculum’s coherence, modular logic, and practical value, particularly 
highlighting the strength of the hands-on project-based module (Module 6) and 
the creative design module (Module 3). Feedback also identified areas for 
enhancement, including increased time allocation for foundational and 
interpersonal skill-building modules, better balance between theory and practice, 
and stronger inclusion strategies for underrepresented learner groups. 

Based on this feedback, several key adjustments were made in the final version of 
the curriculum: 

●​ A revised objective highlighting inclusive education and equitable access; 
●​ An expanded learner profile and access requirements section; 
●​ Increased programme duration and contact hours in selected modules; 
●​ Strengthened implementation requirements, including mandatory 

external collaboration; 
●​ Content refinements across multiple modules to better reflect user needs, 

including real-world implementation, business modelling, and inclusion 
frameworks. 

The final curriculum is now more inclusive, practice-oriented, and institutionally 
grounded, ensuring alignment with the realities of immersive production and 
training in the CCS. It offers flexibility for formal, non-formal, and vocational 
learning contexts, and provides a strong foundation for learners to engage 
critically and creatively with immersive technologies. 

This report documents the validation findings and the corresponding curriculum 
refinements, demonstrating the IMMER-CV partnership’s commitment to 
user-centered design, accessibility, and impact in digital cultural education. 

 

7 
 



 
IMMER-CV: Curriculum development for Management of Immersive 
technologies by Professionals in Cultural and Creative Sectors 

Curriculum 
Report 

​ ​  

1​ Introduction 

Activity 5 of the IMMER-CV project focused on validating the proposed training 
curriculum developed in the previous phase (Activity 4). This curriculum was 
designed to equip professionals, students, and educators in the Cultural and 
Creative Sectors (CCS) with the skills and knowledge necessary to understand, 
manage, and apply immersive technologies in their respective fields. To ensure 
the curriculum’s relevance, clarity, and adaptability, a structured online survey was 
developed and disseminated to targeted stakeholders across the education, 
culture, and creative industries. 

The purpose of this activity was to collect informed feedback from individuals with 
diverse backgrounds—including students, educators, museum professionals, 
curators, and researchers—who represent the intended users of the IMMER-CV 
curriculum. The survey aimed to evaluate the overall curriculum structure as well 
as the individual modules, gathering insights on their coherence, content, 
instructional approaches, and practical value. 

The responses obtained through this survey served not only to validate the 
pedagogical and technical aspects of the proposed modules but also to identify 
potential areas for refinement. In doing so, Activity 5 played a crucial role in 
reinforcing the user-centred and demand-driven nature of the IMMER-CV 
curriculum, ensuring that it responds effectively to real-world training needs in 
immersive technology within the CCS. 

 

2​ Survey Design and Structure  

To validate the IMMER-CV curriculum and gather targeted feedback from relevant 
stakeholders, a structured online survey was developed and deployed using the 
official EU Survey platform. The survey was designed to assess both the overall 
structure of the curriculum and the six individual modules, with a focus on 
evaluating clarity, coherence, relevance, duration, and practical applicability within 
the Cultural and Creative Sectors (CCS). 

The content of the survey was informed by the structure of the curriculum itself 
and included a mix of closed and open-ended questions. Participants were first 
introduced to the objectives and rationale behind the curriculum. They were then 
asked to provide their evaluation of the curriculum’s overall design in terms of its 
clarity, alignment with the needs of different user groups, balance between theory 
and practice, and suitability for hybrid or short-format learning. 

In the second part, each of the six modules was presented individually with a 
short description and an illustrative image. Respondents were asked to rate 
aspects such as: 
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●​ Clarity of learning objectives 

●​ Relevance to target end-users  

●​ Balance between theory and practice 

●​ Suitability of the proposed training methods 

●​ Sufficiency of the allocated time 

In addition to Likert-scale ratings, participants were invited to share qualitative 
comments on what they considered the strongest elements of the curriculum, 
what aspects could be improved, and whether they identified any gaps or missing 
content. Finally, the survey included optional questions regarding participants' 
professional background and contact details for those interested in receiving 
future updates. This structured approach allowed the IMMER-CV team to collect 
both quantitative and qualitative insights that directly informed the refinement 
and finalisation of the curriculum. 

 

3​ Respondent Profile 

To ensure that the feedback collected through the validation process was 
representative and actionable, particular attention was given to engaging 
stakeholders with diverse backgrounds and professional perspectives. As 
illustrated in Figure 1, the distribution of participants reflects the interdisciplinary 
nature of the target audience for the IMMER-CV curriculum. Responses were 
evenly split among students, technology professionals, cultural/arts sector 
professionals, academics, and individuals with other relevant roles. This diversity 
aligns well with the core objectives of the project, which aims to foster 
cross-sector collaboration and inclusivity in immersive technology training. 

 

Figure 1 Participants’ profile distribution across academic and professional roles 
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In terms of educational background (Figure 2), the majority of the respondents 
came from digital and technological disciplines (40%), followed by cultural studies 
(20%), creative media (20%) and education (20%). This mix highlights the dual 
focus of the curriculum: supporting both technically proficient learners seeking to 
understand cultural applications, and cultural practitioners looking to develop 
digital fluency. From a curriculum development standpoint, this reinforces the 
need for a modular, accessible approach that bridges these two completely 
opposite knowledge domains. 

 

Figure 2 Educational background of survey respondents by discipline 

Finally, as shown in Figure 3, most respondents had already participated in 
previous IMMER-CV activities, including interviews, workshops, or co-creation 
sessions. This prior involvement was instrumental in strengthening the quality of 
responses, as participants were already familiar with the project’s vision, structure, 
and intended use cases. This continuity not only enriched the quality of their 
feedback but also created a strong sense of ownership and recognition. 
Participants could clearly see how their earlier contributions had shaped the 
curriculum—through proposed topics, formats, or pedagogical methods—and 
this visibility strengthened their sense of being valued as co-creators. It also 
ensured that the validation exercise was not a one-off consultation but part of a 
sustained and participatory development process, while their insights not only 
validated core components of the training design but also helped surface 
nuanced suggestions for improvement based on practical sectoral needs. 
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Figure 3 Previous involvement in IMMER-CV project activities 

In sum, the respondent group provided a well-balanced cross-section of the 
ecosystem the IMMER-CV curriculum is intended to serve. Their contributions 
reinforced the curriculum’s real-world relevance and offered critical direction for 
its refinement and finalisation. 

 

4​ Stakeholder Feedback and Curriculum 

Insights 

4.1​ Evaluation of the Overall Curriculum Structure 

The curriculum structure of IMMER-CV received encouraging feedback from 
respondents, confirming its overall clarity, pedagogical logic, and alignment with 
real-world training needs in the Cultural and Creative Sectors (CCS). As shown in 
Figure 4, participants provided ratings across five core criteria for the overall 
structure of the IMMER-CV curriculum: clarity, coherence, alignment with user 
needs, balance between theory and practice, and modular flexibility. Most aspects 
of the curriculum were rated positively on a scale of 1 (Strongly Disagree) to 5 
(Strongly Agree), with a noticeable concentration of scores in the 4–5 range. 

The clarity of the curriculum emerged as a strong point, with all respondents 
rating it either 4 (Agree - 4 answers) or 5 (Strongly Agree – 7 answers). This 
confirms that the curriculum’s structure, including module descriptions, learning 
objectives and content were easy to understand — even for participants from 
diverse backgrounds. This validates the effort invested in forming a curriculum 
with clear instructional design and modular transparency which is well 
understood across all diverse participant profiles. 
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The highest level of consensus was observed in relation to the coherence of the 
curriculum, where 100% of responses fell in the "Strongly Agree" category. This 
validates the logical flow, the modular sequence and instructional design, 
reinforcing the consortium's decision to build the curriculum around clearly 
defined competence domains and a progressive learning pathway, from 
foundational knowledge to hands-on application. 

 

Figure 4 Stakeholders ratings of the IMMER-CV curriculum across five key structural dimensions — 
clarity, coherence, alignment with user needs, balance between theory and practice, and modular 
flexibility — based on a 5-point Likert scale (1 = Strongly Disagree, 5 = Strongly Agree). 

Notably, alignment with the needs of target groups—including educators, 
emerging professionals, and cultural workers—was unanimously rated positively. 
Specifically, 4 respondents selected "Agree" (4) and 7 selected "Strongly Agree" (5). 
This is a strong validation of the curriculum’s relevance across diverse CCS roles 
and confirms that the user profiles and use cases developed in earlier stages 
accurately reflect real training needs in the field. 

The only dimension showing broader variation was the balance between theory 
and practice. While still rated positively overall, responses were more evenly split 
across levels 3 (Neutral), 4 (Agree), and 5 (Strongly agree). This reflects a tension 
between different expectations: several respondents emphasised the need for 
greater practical exposure, especially in soft skills and collaborative work, while 
others expressed a preference for deeper theoretical teaching. These insights 
directly shaped subsequent curriculum refinements: Module 1 was extended to 
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include foundational theoretical input, while Modules 5 and 6 were expanded to 
provide more hands-on, real-world learning experiences.  

Finally, the flexibility of the modular structure received mostly favourable 
feedback; however, one respondent rated this aspect as 3. Taking into account 
some of the remarks acquired later in the survey, one could conclude that it is 
suggested that the curriculum’s format may still present access barriers for 
underrepresented or underserved audiences—such as immigrants or learners 
without institutional support. This reinforced the need for implementers to 
actively consider delivery adaptations (e.g. hybrid formats, community 
partnerships, and low-barrier entry points) when applying the curriculum in 
different settings.  

When asked to identify the strongest elements of the IMMER-CV curriculum, 
respondents highlighted Module 3 (Creative Design and Storytelling) as the most 
impactful, with 60% of participants selecting it. This affirms the importance of 
narrative and aesthetic development in immersive media, particularly within the 
CCS context. In addition, Modules 4, 5, and 6 were each selected by 40% of 
respondents, underscoring the value placed on interdisciplinary workflow, 
personal and interpersonal skills, and hands-on application through 
project-based learning. Although Module 1 (Fundamentals) was not selected by 
any respondent, this does not necessarily reflect a lack of relevance but rather 
confirms its role as a foundational module—essential but introductory in nature. 
These preferences guided refinements in content emphasis and delivery strategy 
in the final version, ensuring that the most valued modules were reinforced while 
maintaining coherence across the entire curriculum. 

 

Figure 5 Participants’ selection of the strongest modules of the curriculum 
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4.2​ Module-Specific Observations and Feedback 

In this chapter, we delve into more detailed feedback regarding the six individual 
modules that synthesize the IMMER-CV curriculum. While the previous section 
addressed the overall structure and perceived coherence of the training 
programme, the following analysis focuses on how each module was received in 
terms of clarity, relevance, instructional approach, and allocated duration. Both 
quantitative scores and open-ended responses are considered to provide a 
well-rounded view of participant perceptions. These insights were instrumental in 
informing the revisions introduced in the final version of the curriculum, ensuring 
that each module not only meets the expected learning outcomes but also 
resonates with the practical and pedagogical needs of the Cultural and Creative 
Sectors (CCS).  

Feedback on Module 1 was broadly positive, especially regarding its clarity of 
learning objectives and sufficiency of allocated time. Most respondents rated the 
module highly (score 5), confirming its importance in setting a solid conceptual 
foundation. However, there was slightly more variation in the ratings for balance 
between theory and practice and training methods, with some participants 
indicating a preference for a deeper theoretical grounding. This feedback aligned 
well with qualitative suggestions calling for stronger conceptual 
anchoring—particularly for participants unfamiliar with immersive technologies.  

 

Figure 6 Participants’ evaluation of Module 1 across clarity, relevance, balance, method suitability, 
and time allocation (scale: 1 = Strongly Disagree, 5 = Strongly Agree) 

Module 2 was generally well received, with a clear majority of participants rating it 
positively, particularly in terms of clarity of learning objectives and suitability of 
training methods. The largest number of responses across these two categories 
were in the “Strongly Agree” (5) range, indicating that participants recognised the 
module as a well-structured and essential introduction to immersive production 
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tools and workflows. High acceptance rate also achieved the sufficiency of 
allocated time received a broader range of responses, suggesting that the 
allocated time dedicated to mastering specific tools and systems is considered 
sufficient. 

 

Figure 7 Participants’ evaluation of Module 2 across clarity, relevance, balance, method suitability, 
and time allocation (scale: 1 = Strongly Disagree, 5 = Strongly Agree) 

 

Furthermore, responses were more mixed regarding the usefulness for the 
intended target groups, sufficiency of allocated time, and especially the balance 
between theory and practice, suitability of training methods.  

While feedback remained largely favourable overall, a slightly more varied 
response pattern emerged in relation to its usefulness for the intended target 
groups. Specifically, while 7 respondents rated this criterion as “Strongly Agree”, 
one selected “Neutral” and another “Disagree”. This suggests that while most 
participants found the module relevant and well aligned with their professional 
needs, a minority—from professional from Cultural / Art sector and a professor in 
unidentified discipline— maybe have perceived a gap between the module’s 
content, their educational background and specific learning expectations. 

Similarly, the balance between theory and practice also received a broad range of 
responses. This indicates that expectations differed among participants regarding 
how in-depth the technical components should be, and what should be the 
balance between theoretical lectures and hands-on experiences. 

Overall, the feedback confirms Module 2’s strong relevance and instructional 
value, while also suggesting that trainers may benefit from being attentive to 
varying learner backgrounds when delivering technical content. 
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Module 3 was one of the most highly rated components of the IMMER-CV 
curriculum. The majority of participants expressed strong satisfaction with the 
clarity of learning objectives, with 10 out of 11 respondents rating this criterion as 
“Strongly Agree” (5). This reflects the perceived relevance, accessibility and 
necessity of the module’s narrative design and visual storytelling content. 

 

Figure 8 Participants’ evaluation of Module 3 across clarity, relevance, balance, method suitability, 
and time allocation (scale: 1 = Strongly Disagree, 5 = Strongly Agree) 

In terms of usefulness for the intended target groups, the module also scored 
highly, with 8 participants selecting “Strongly Agree”, 2 selecting “Agree”, and only 
1 respondent rating it as “Disagree”. This outlier came from a professional in the 
Cultural/Arts sector, possibly indicating that certain profiles within this group may 
seek deeper contextual alignment or discipline-specific examples within the 
module’s creative framework. The criteria related to balance between theory and 
practice and suitability of training methods were both positively evaluated, 
though with a more balanced spread across response levels. For balance between 
theory and practice, 2 participants rated it as “Neutral”, 3 as “Agree”, and 6 as 
“Strongly Agree”. Similarly, the suitability of methods was confirmed by 7 
respondents as “Strongly Agree”, 3 as “Agree”, and 1 as “Neutral”. These 
distributions suggest that while the overall design of the module was successful, 
expectations varied slightly regarding the delivery format and the ideal proportion 
between conceptual input and practical activity. Finally, time allocation received 
unanimous positive feedback. All participants rated the sufficiency of time as 
either “Agree” or “Strongly Agree”, confirming that the 40-hour duration was 
considered appropriate for exploring both creative theory and applied practice in 
immersive design. 

Participant feedback for Module 4 was strongly positive, especially in terms of 
clarity of learning objectives and suitability of training methods. Both criteria 
received the majority of responses in the “Agree” or “Strongly Agree” range, 
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confirming that learners found the module’s structure, instructional approach, 
and applied project orientation highly effective. 

 

Figure 9 Participants’ evaluation of Module 4 across clarity, relevance, balance, method suitability, 
and time allocation (scale: 1 = Strongly Disagree, 5 = Strongly Agree) 

In terms of usefulness for the intended target groups, the feedback was again 
predominantly favorable, with most respondents rating this criterion as either 
“Agree” or “Strongly Agree”. However, one respondent — again identified as a 
professional from the Cultural/Arts sector — selected “Disagree”, suggesting a 
perceived mismatch between the module’s content and their specific sectoral 
needs or day-to-day operational context. This may reflect a broader concern 
among certain cultural practitioners about the immediate applicability of project 
management frameworks and workflow tools often rooted in digital production 
settings. The remaining criteria, balance between theory and practice and 
sufficiency of allocated time, were both well rated. Almost all participants selected 
either “Agree” or “Strongly Agree”, suggesting that the module successfully 
achieved its aim of blending instructional input with practical team-based 
exercises. The time allocation appears to have been considered appropriate for 
covering the complex topics of UX design, production roles, and interdisciplinary 
coordination. 

Module 5 received very strong feedback on the clarity of learning objectives, with 
10 out of 11 respondents rating this dimension as “Strongly Agree” (5) and one as 
“Agree” (4). This indicates that the module’s focus on developing interpersonal 
competences—such as communication, leadership, adaptability, and conflict 
resolution within interdisciplinary teams—was clearly conveyed and well 
understood by participants. 

The ratings for usefulness to intended target groups, balance between theory and 
practice, and suitability of training methods were also very positive, though 
slightly more spread across the upper scale. Most respondents selected either 
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“Agree” or “Strongly Agree”, confirming that the module was perceived as relevant 
and appropriately delivered. Given the growing importance of collaborative skills 
in immersive project environments—where artists, technologists, and cultural 
professionals must work together—these results validate the strategic inclusion of 
this topic within the IMMER-CV curriculum. 

 

Figure 10 Participants’ evaluation of Module 5 across clarity, relevance, balance, method suitability, 
and time allocation (scale: 1 = Strongly Disagree, 5 = Strongly Agree) 

However, the results for sufficiency of allocated time showed greater variation 
than other categories. While several respondents still rated this criterion as 
“Strongly Agree,” others selected “Agree” and even “Neutral” and “Disagree”. This 
spread suggests that participants felt the original 8-hour allocation was not 
sufficient to adequately address the reflective and skill-building nature of the 
module’s content. 

Last but certainly not least, the module of the IMMER-CV curriculum is Module 6, 
which focuses on the design, development, and presentation of an individual or 
group immersive project. As a capstone learning experience, this module brings 
together all the knowledge and skills acquired throughout the training and 
challenges learners to apply them in a real or simulated cultural context. 

Module 6 was identified by participants as one of the strongest elements of the 
entire curriculum. In fact, it received high levels of agreement across all evaluation 
categories, with at least 63% of respondents selecting “Strongly Agree” (5) in every 
criterion, and a further 18% or more selecting “Agree” (4), resulting in a combined 
approval rate of over 81% across all assessed dimensions. The only point of 
divergence emerged under the balance between theory and practice, where one 
respondent selected “Disagree” (2). While this did not affect the overall positive 
perception of the module, it does suggest that expectations regarding the ratio of 
instructional input to independent practice can vary among learners—especially 
in a self-directed format. 
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Figure 11 Participants’ evaluation of Module 6 across clarity, relevance, balance, method suitability, 
and time allocation (scale: 1 = Strongly Disagree, 5 = Strongly Agree) 

4.3​ Qualitative Feedback and Improvement Suggestions 

The open-ended responses collected at the end of the validation survey offer 
important complementary insights into participants’ perceptions of the 
IMMER-CV curriculum. They highlight specific strengths, areas for refinement, 
and broader considerations for inclusion, impact, and dissemination. Suggestions 
for improvement centred around four main themes: time allocation, curriculum 
depth, practice orientation, and inclusion. 

Several respondents requested more time for key modules—particularly Module 5 
(Personal and Interpersonal Skills) and Module 6 (Hands-On Lab). These 
suggestions reflect a broader desire for extended engagement with reflective 
practices and applied project development. One respondent even proposed the 
creation of a seventh module, allowing cultural professionals to implement 
immersive projects within their actual workplace settings and evaluate their 
outcomes. This indicates a strong appetite for longer-term, real-world application, 
building on the curriculum’s already hands-on design. 

In addition, participants expressed the need for more practical case studies and 
greater emphasis on theory, particularly to better balance the curriculum’s 
instructional approach. One respondent recommended a more practice-oriented 
structure, while another asked for stronger integration between theory and 
practice, depending on the target group. A related comment stressed the 
importance of ensuring that learners possess a suitable initial background or 
entry-level standard, to fully benefit from the programme. 

Several comments highlighted broader systemic and strategic recommendations. 
One respondent encouraged a stronger focus on business models, management, 
and financial aspects, especially as these are directly relevant to the sustainability 
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and exploitation of immersive projects within the CCS. Another recommended 
that the curriculum better integrate inclusive education policies and actively 
involve underrepresented groups, such as young migrants, through co-creation 
and participatory design. Suggestions also included better alignment with 
emotional resilience, digital equity, informal learning recognition, and culturally 
responsive teaching. These comments reinforce the importance of adaptive, 
modular design and the role of immersive technologies in promoting equity and 
access across educational contexts. 

When asked whether any important gaps or missing topics were identified, the 
majority of respondents replied “No,” or otherwise indicated satisfaction with the 
curriculum’s thematic scope and comprehensiveness. However, the small 
number of more in-depth responses provided valuable perspectives on how the 
curriculum might evolve to support inclusion, digital access, and emotional 
well-being. 

Finally, in the section addressing content, structure, impact, and dissemination, 
one participant offered a detailed endorsement of the curriculum’s practical value 
for cultural professionals, highlighting its contribution to leadership, adaptability, 
and team-based learning. Another recommendation pointed toward targeting 
private universities as potential early adopters, due to their greater flexibility and 
innovation readiness. Others suggested broader dissemination through digital 
ecosystems, social media, metaverse platforms, NGOs, and schools, alongside the 
creation of an open-access multilingual repository to ensure equitable uptake 
across regions. 

Overall, the qualitative feedback affirms the curriculum’s strengths—particularly 
its modularity, real-world relevance, and collaborative focus—while also offering 
clear and constructive suggestions for making it more inclusive, scalable, and 
impactful in future iterations. 

5​ Adaptations and changes to IMMER-CV 

curriculum 

The development of the IMMER-CV curriculum followed a structured, iterative 
process grounded in co-creation and stakeholder validation. Following the release 
of the first version, targeted feedback was collected through surveys and 
consultations with professionals, educators, and students. This input—combined 
with critical reflections within the partnership—guided a number of refinements, 
resulting in a more inclusive, comprehensive, and practically oriented final version 
of the curriculum. 

One of the first areas to evolve was the articulation of the curriculum’s overall 
objectives. While the initial formulation focused on fostering innovation and 
lifelong learning, the revised version placed stronger emphasis on inclusion and 
accessibility. The updated framing explicitly recognises the importance of 
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supporting diverse and often underrepresented learner groups, and promotes 
immersive co-creation as a pathway toward more equitable cultural participation. 

This inclusive mindset was further reflected in the addition of a dedicated section 
outlining the learner profile and access requirements. Beyond educational 
background, this new segment highlights foundational digital and cultural 
literacy, the value of peer-to-peer support, and the need for modular flexibility to 
accommodate different learning journeys. The curriculum was thus repositioned 
not only as a technical and creative training offer, but also as a responsive tool for 
social empowerment. 

In terms of implementation, the curriculum’s structure was slightly expanded to 
allow for deeper engagement. The full training path was extended in duration, 
providing more space for both foundational understanding and immersive 
project development. This adjustment also acknowledged the logistical needs of 
training providers who may deliver the programme in part-time, hybrid, or 
non-formal formats. The role of institutional collaboration was also strengthened. 
Whereas the initial version recommended partnerships to enhance real-world 
application, the final curriculum frames such collaboration as a core requirement. 
By involving external organisations—such as museums, cultural centres, or tech 
hubs—the curriculum ensures that learners can work within authentic cultural 
ecosystems, grounding their practice in tangible outcomes. 

The refinement process also touched several modules. The introductory unit 
(Module 1) was notably expanded to support a wider range of learners, offering 
more time and a clearer theoretical foundation to ensure all 
participants—regardless of background—begin with shared knowledge. In 
parallel, interpersonal and leadership skills were elevated within the curriculum, 
with additional time allocated to activities that promote teamwork, adaptability, 
and reflective practice (Module 5). 

The final module (Module 6), which serves as the hands-on appliction of the 
learning experience, also underwent significant enrichment. It was extended in 
duration and redesigned to simulate real-world implementation more closely. A 
new lecture was introduced, enabling learners to pilot their immersive projects in 
collaboration with actual cultural institutions. This addition underscores the 
curriculum’s commitment to applied learning, professional readiness, and public 
engagement. Finally, in Module 4, across several lectures, learning objectives and 
content were adjusted to ensure better integration of business models, financial 
planning, ethical considerations, and inclusion strategies. These elements were 
not treated as peripheral, but were embedded into project workflows and 
assessment methods—preparing learners not just to create, but to sustain and 
advocate for immersive practices in diverse cultural contexts. In Annex 1 there is a 
summary of all changes  
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6​ Conclusions 

The IMMER-CV curriculum represents a comprehensive and forward-looking 
training framework designed to address the evolving competence needs at the 
intersection of immersive technologies and the Cultural and Creative Sectors 
(CCS). Developed through a collaborative and iterative process, the curriculum 
integrates expert input, stakeholder engagement, and structured validation to 
ensure both pedagogical coherence and sectoral relevance. 

The online survey conducted as part of Activity 5 served as a key validation 
mechanism, providing both quantitative and qualitative insights from students, 
educators, cultural practitioners, and technologists. The overall results confirmed 
the curriculum’s clarity, modular structure, and practical orientation, while also 
identifying specific areas for refinement. Participants highlighted the need for 
stronger inclusion strategies, additional time for soft skill development and 
applied learning, and a more prominent focus on real-world implementation and 
sustainability. 

These findings directly informed a series of targeted revisions in the final version 
of the curriculum. Key updates included the expansion of contact hours in 
foundational and project-based modules, the integration of business models and 
ethical considerations, and the inclusion of a new real-world implementation 
component in Module 6. The curriculum’s objectives were also reframed to reflect 
a deeper commitment to inclusive education, while a newly added participant 
profile section helps clarify access conditions and supports diverse learning 
pathways. 

What emerges from this process is a curriculum that is not only technically robust 
and creatively rich, but also inclusive, adaptable, and grounded in the real-world 
contexts of cultural work. It bridges theoretical foundations with hands-on 
application, fosters cross-disciplinary collaboration, and prepares learners to 
navigate the complex digital and social transitions currently reshaping the CCS. 

Ultimately, the IMMER-CV curriculum stands as a strategic educational tool: 
capable of being deployed across formal, non-formal, and vocational settings; 
responsive to diverse learner needs; and supportive of institutions seeking to 
embed immersive technologies within their training offer. The validation process 
has not only improved the curriculum’s content but also reinforced its legitimacy 
and relevance as a contribution to Europe’s digital and cultural transformation. 
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Annex 1 – Table of changes 

Change 1st Version Final Version 

Curriculum Objective To foster lifelong 
learning and 
innovation, enabling 
learners to lead and 
co-create immersive 
experiences that add 
value to the cultural and 
creative sector. 

To promote lifelong 
learning and inclusive 
education by 
empowering diverse 
learners including 
unprivileged societal 
groups to co-create 
immersive experiences. 

Participant Profile & 
Access Requirements 

Not included Defined educational 
background, 
foundational skills, 
inclusion strategy, and 
supportive onboarding 
mechanisms. 

Total Programme 
Duration 

2 months full-time / 4 
months part-time 

2.5 months full-time / 5 
months part-time 

External Collaboration Recommended Required (at least 1 
institute) 

Module 1 - Duration  Contact Hours: 6h Contact Hours 1: 15h 

Module 1 - Lecture 
Format and Duration 

Three short 
mixed-format lectures 
(2h each) 

Longer theoretical 
lectures, including a 10h 
introduction and 
refined learning 
outcomes 

Module 2 Initial version retained No changes 

Module 3 - Lecture 4 Lecture only Lecture + Collaborative 
Group Task 

Module 4 - Learning 
Objectives 

Focus on roles, 
workflows, and UX 
design 

Expanded to include 
financial planning, 
business models, and 
collaboration 

Module 4 - Lecture 
Titles and Learning 
Outcomes 

General project 
management, UX, and 
evaluation 

Includes budgeting, 
business models, ethics, 
inclusion, external 
collaborations 
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Module 5 - Duration 8 hours total 25 hours total (same 

structure, more time 
allocated per lecture) 

Module 6 - Duration  Contact Hours: 46h Contact Hours: 70h 

Module 6 - Structure 2 lectures, 46h total 3 lectures, 70h total 
including real-world 
implementation 

Module 6 – Real-world 
Application 

Focus on individual 
project execution and 
presentation 

Expanded to include 
collaboration with 
cultural institutions, 
real-world testing, and 
peer review 
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Annex 2 – Final IMMER-CV Curriculum 
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