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Let’s start!
(and let’s see what happens)



Our value proposition
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WHY NOT?

VR & The Library… Why?
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https://youtu.be/OPp0bkbLqqc
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Oculus, Libguide 
[detall del que oferim]

https://esade.libguides.com/vr

https://esade.libguides.com/vr


How did we come up 
with the idea?
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our purpose

Enrich the Learning Experience
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Digital Transformation Workshop

EBSLG Continental Meeting 

October 2019
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Lorem Ipsum

Title

By 2021, 60% of U.S.-based HighEd 

institutions will use VR to create an 

enhanced simulation and learning 

environment

Drivers

• It enhances the efficacy of learning

• It helps to attract and retain students

• It prepares the students for their careers

Affordability of VR gear is one of the 

key factors driving the market growth
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Title

• Institutions set up a lab or a center as 

the locus for initial XR explorations

• XR can be effectively deployed to 

support skills-based and competency 

pedagogies
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Lorem Ipsum

Title

• Inspire creative learning

• Serve as a complementary learning tool

• Increase student motivation

• Allow for immediate engagement

• Create new opportunities for a school’s marketing

• Offer new options for distance learners

• Experiment with new pedagogies
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• A safe place to learn soft skills

• Learners are self-conscious about 

speaking compared to talking to real 

people

• …VR tools offer innovative ways to 

make training more accessible, 

affordable, and engaging for 

students, workers, and job seekers at 

all stages of the lifecycle.
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• VR Labs, Hubs, Studios + Device lending

• Custom content: Cases, Games, Escape rooms, Fieldtrips

• Visualize, analyze multi-dimensional datasets

• Virtual campus: lecture halls, breakout rooms…

• Virtual tours

• Gain world-class communication & teamwork skills

• Zero-cost equipment for students in online programs 

• Reducing stress: mental escape to re-energize focus













VR Labs, Hubs, Immersive Rooms

VR Hub – Aalto University

VR-Lab – TU Delft



IMEX Lab – Penn State University

VR Labs, Hubs, Immersive Rooms



Where are we now?
Where do we go from here?
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Learning by doing
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# pioneers of VR in our school

# +70 impacts: loans, onboarding 
sessions, internal presentations

# first use case by a professor in class: 
Disruptive Innovation Legal Industry

# lessons learned

# next steps: 
- more use cases by professors in class
- consolidate the content catalogue
- towards the Esade VR room/lab
- a role in the metaverse?

After six months since April’22…
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Thank you

Share your ideas!




