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Context

The VRSciT project consists of conducting a virtual
educational visit to places of cultural, social and
natural interest of each partner involved, from
Portugal, Spain, Italy, and Lithuania, by using Virtual
Reality (VR) immersion and interaction techniques to
provide users a unique learning experience.

Main Activities

Share a literature review of VR technology.
* Elaborate an interactive virtual reality experience - 'VRSciT
SPOT".
* Produce an Online Web Toolkit.
* Share best practices using VR technology in educational
0 tourism in the training events.
Aims * Promote the project's results in the multiplier events .

The VRSciT project specifically aims to explore new approaches
in educational tourism, such as 3D modelling combined with
3602 immersive VR environments to build innovative virtual
educational scenes from four different countries.

Results

* Literature Review: VR applied
in educational and cultural
institutions and their impact.
The 'VRSciT SPOT" - an
interactive VR experience.

* Online Web Toolkit for the
effectiveness of using VR-
based applications.

Target Groups

This project is adressed to the adult learners.
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