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Learning Unit 
(links to I01) 

Description 
(links to I01) 

Tool/Resources 
(links to I02) 

Delivery/Didactic 
Methods 

  (links to I04) 

Method of Assessment/ 
Evaluation 

  (links to I05) 
Unit number, partner 
responsible 

Detailed description of learning unit Suggested tool or resource to be 
applied 

How the learning unit will be 
delivered 

How we will assess if the learning 
objectives have been met.  

Unit 1 Inclusive 
leadership, AEVA 
 

The aim is to get participants aware of 
the advantages of a democratic 
leadership style and the potential of 
diversity in the workplace, namely how 
can it lead to better teamwork and better 
business results. This includes: 

 Recognise the difference between 
democratic and autocratic 
leadership styles. 

 List the advantages of a democratic 
leader. 

 Identify the key traits involved in 
international leadership.  

 Reflect on the meaning of diversity 
today. 

Describe what kind of advantages can 
diversity brings to the workplace. 

Game Changers 

Digital Badges 

The theme of the game will be 
inclusive leadership, and using 
the various cards of the game, 
participants will create 
different story or narrative 
concepts for autocratic, 
democratic, and international 
leadership styles, based on the 
three key elements of the 
game: people, context, and 
activity. 

Skills involved are to: 

 Analyse autocratic and 
democratic leadership. 

 Identify own major 
difficulties in a 
democratic leadership 
style. 

 Analyse how to apply key 
traits in International 
Leadership. 

 Discuss the main 
opportunities and 

Linked with the performance 
criteria below, the assessment will 
be done through the SAT and 
digital badging: 

1. Being able to identify the 
advantages of a democratic 
leadership style as a way of 
getting an inclusive 
management. 

2. Recognise the relevance of 
the key traits involved in 
International Leadership. 

3. Recognise some benefits of 
managing diversity in the 
workplace. 

Being able of define successful 
strategies to get inclusive teams. 
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challenges diversity may 
bring. 

 Explore ways to improve 
workplace relationships 
and competitiveness in a 
context of diversity.  

Suggest training delivery 
method: F2F 

Unit 2, Improving 
productivity. AEVA 

The aim is to get participants aware of 
the importance of planning by 
anticipating scenarios' and the 
challenges of improving productivity in a 
more and more volatile, uncertain, 
complex, and ambiguous (VUCA) 
environment. This includes: 

 Recognise the importance of 
planning. 

 Describe the added value of scenario 
planning. 

 Label characteristics of a VUCA 
environment 

Recall agility and cooperation as key 
factors in a VUCA environment. 

SPRINT Using Design Sprint, the 
participants will build and test 
scenarios for different VUCA 
environments, using a proven 
step-by-step checklist, that 
brings out the best 
contributions of everyone on 
the team and effective way of 
solving problems and improve 
productivity. 

Skills involved are to: 

 Identify advantages of 
planning and controlling. 

 Analyse differences 
between scenario 
planning and trend 
analysis. 

 Demonstrate how VUCA 
environment increase 
pressure on leadership. 

Linked with the performance 
criteria below, the assessment will 
be done through the SAT and 
digital badging: 

1. Being able of anticipate 
scenarios as a way of 
planning.  

2.  Evaluate the impact that 
volatility, uncertainty, 
complexity, and ambiguity 
(VUCA) can have on 
productivity. 

3.  Being able of describe 
strategies to better adapt to a 
VUCA environment. 

 



 

 

COURSE PLAN 

The Xtended Reality Leadership for Xtra-ordinary Leaders (XRL) Project 2018-1-UK01-KA202-048067 has been funded with support from 
the European Commission. This document reflects the views only of the author and the Commission cannot be held responsible for any 

use which might be made of the information contained herein. 

 Explore ways of better 
adapt to a VUCA 
environment. 

Suggest training delivery 
method: e-learning 

Unit 3. Core 
leadership skills for 
Globalisation: 
multicultural 
diversity. Elderberry 

Research has established people with 
global mindsets approach the world in 
several different ways. Specifically, they:  

• Look for the ‘big picture’; that is, 
they look for multiple 
possibilities for any event or 
occurrence-they aren’t satisfied 
with the obvious. 

• Understand that the rapidly 
changing, interdependent world 
in which we are living is indeed 
complex. 

• Are ‘process’-oriented; in our 
experience this is the most 
important dimension, and the 
one that is most lacking in 
individuals who are not globally 
oriented. 

• Consider diversity as a resource 
and know how to work 
effectively in multicultural 
teams. 

• Are not uncomfortable with 
change or ambiguity. 

• Are open to new experiences. 

A leading research organisation through 
interviews and surveys with thousands of 
global executives, results suggest that 

SPRINT 

Sprint is a 5-day process for 
answering critical business 
questions through design, 
prototyping, and testing ideas with 
customers. Working together in a 
sprint, you can shortcut the 
endless debate cycle and 
compress months of time into a 
single week. Instead of waiting to 
launch a minimal product to 
understand if any idea is any good, 
you will get clear data from a 
realistic prototype. The sprint 
gives you an insight; you can fast-
forward into the future to see your 
finished product and customer 
reactions, before making any 
expensive commitments. 

 

Sprint can be used in a global 
context and the roles and 
responsibilities of all the 
different team members is 
always well defined. The sprint 
tools allow the concept to be 
tested against diverse 
projects/sector. 

Suggest training delivery 
method: f2f 
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leaders with a high level of global 
mindset are more likely to be successful 
in working with people from other 
cultures. They possess the “capital” that 
enables them to influence individuals, 
groups, organisations, and systems that 
are unlike their own. 

Three different types of “capital” are 
identified by Thunderbird and GMI: 

Intellectual Capital: Global business 
savvy, cognitive complexity, 
cosmopolitan outlook 

Psychological Capital: Passion for 
diversity, quest for adventure, self-
reassurance 

Social Capital: Intercultural empathy, 
interpersonal impact, diplomacy 

Unit.4. Leading a 
multicultural team.  
Elderberry 

Here are a few of the leadership skills 
required for leaders who work with 
multicultural team and undertake 
international work: 

• Communication 

• Approach and Availability 

• Showing Consistency 

• Organisation 

Virtual Reality (VR) 

VR is an experience taking place 
within simulated and immersive 
environments that can be similar 
to or completely different from the 
real world. Applications of VR can 
include entertainment (i.e., 
gaming) and educational purposes 
(i.e., medical, or military training). 

Some of the key features of VR 
are: 

• VR learning is 
immersive – 
focused/attentive. 

• Memorable – long 
term memory 

• Experiential learning 
– higher thinking 
order 

 

Depending on the user responses 
feedback will be provided in 
addition to an overall 
measurement of successful 
completion of the scenario. 

In addition XAPI metrics can be 
incorporated by technical 
developers to gather data on 
behaviour during the VR 
experience. 
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• The art of delegation 

• Confident and knowledgeable 

• Innovate and inspire. 

 

VR’s most immediately 
recognisable component is the 
head mounted display (HMD). 
Human beings are visual 
creatures, and display technology 
is often the single biggest 
difference between immersive VR 
systems and traditional user 
interfaces. 

VR is being used for multiple 
things now such as: scientific and 
engineering data, architecture to 
weather models. In aviation, 
medicine, and the military, Virtual 
Reality training is an attractive 
alternative to live training with 
expensive equipment, dangerous 
situations, or sensitive technology. 

VR is a great way to work with 
a multicultural team and it 
allows the learners to have an 
immersive experience and 
have ‘live’ scenario which is 
memorable and helps high 
level thinking. 
 

Delivery- via virtual reality 
headset. 

 

Unit 5: Integrated 
technology 
innovation. COVUNI 

    

5.1 The dimensions of 
digital leadership.  
COVUNI 
 

Identify and understand the implications 
of the five new dimensions of leadership 
that reflect the increasing role and 
ongoing impact of new technologies in 
organizations, industries, economies, and 
societies. These dimensions extend 
traditional notions of effective leadership 
by adding a digital element to leaders’ 
role requirements and responsibilities. 
Although these new dimensions are 

360 videos 
Using interactive simulations with 
relevant scenarios is an innovative 
way for supporting leadership 
roles and management with the 
help of the latest technologies 
available in the market. 

Using an interactive 360 video 
where the choices of the 
participant will allow different 
pathways and consequences 
through the scenario.   
 
Suggested delivery- online via 
tablet or PC. 

Depending on the user responses 
feedback will be provided in 
addition to an overall 
measurement of successful 
completion of the scenario. 
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primarily applied to top organizational 
leaders, the underlying principles are 
relevant for all leadership levels. 
 
This sub-unit will address the following 
areas:  

 Digital Literacy.  
 Applications of Social and 

Digital Technologies. 
 Implications of Social and 

Digital Technologies. 
 Digital Transformation.  

With the advancement of 
technology and the decrease in 
cost for powerful devices that can 
handle 360 interactive videos and 
Virtual / Augmented reality, it is 
nowadays very easy to use 
technology for the enhancement 
of training and teaching. 
The media created can be 
accessible not only from a 
computer (desktop or laptop) but 
also from other handheld devices 
such as tablets or mobile phones 
that either cost very little or that 
the user already owns. 

5.2 Understanding 
technology 
partnerships, 
outsourcing and 
suppliers.  COVUNI 
 

Digital transformation is a key element 
for businesses worldwide. According to 
the 2018 Digital Transformation Index, 
approximately 40 percent of companies 
have a dedicated internal digital 
transformation team. 

The other 60% use IT outsourcing 
partners to inform technological change 
and remain competitive. Relationships 
between businesses and these 
outsourcing partners are transforming 
from traditional output-based approaches 
to more specialised arrangements using 
more flexible contract models so it is 
important to know how IT outsourcing 
partnerships are evolving to meet the 
digital transformation demands of today. 

LEGO Serious Play 
Lego Serious Play is a facilitation 
methodology created by the Lego 
Group and since 2010 is available 
under an open source community-
based model.  Its goal is fostering 
creative thinking through team 
building metaphors of their 
organisational identities and 
experiences using Lego bricks.  

Lego serious play is great for 
group think and allows through the 
process of adding and taking away 
bricks to think laterally. 

Some tools of Lego Serious Play: 

Use Lego Serious Play for 
storytelling scenarios that can 
demonstrate what can happen 
if a company decides to pursue 
digital transformation 
internally vs working with 
external partners. 

Suggested delivery method- 
f2f 

Allow the participants to gain 
experience by seeing the results of 
their actions within the storytelling 
scenarios without real life 
consequences. 
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- Lego Serious Play: Storytelling  

- Lego Serious Play: Use of 
metaphors.  

5.3 Managing 
technological change.  
COVUNI 
 

Technology proficiency within business 
organisations takes time and 
commitment of personnel and is an 
ongoing process rather than something 
that shows immediate results. As a 
result, this kind of technological change 
companies is sometimes avoided, or 
indifferently embraced. 

Fast changing technologies and old-
school mentalities among staff makes it 
harder to convince people to change. 
Companies should find ways to 
effectively manage and promote 
technological change as adopting the 
right technology will, in the end, help 
grow a business and make everyone’s job 
easier. 

Virtual Reality (VR) 

Virtual reality (VR) is an 
experience taking place within 
simulated and immersive 
environments that can be similar 
to or completely different from the 
real world. Applications of VR can 
include entertainment (i.e., 
gaming) and educational purposes 
(i.e., medical, or military training). 

Some of the key features of VR 
are: 

• VR learning is immersive 
– focused/attentive. 

• Memorable – long term 
memory 

• Experiential learning – 
higher thinking order. 

Use VR interactive scenarios 
where the use of technologies 
within the company will be 
demonstrated and the 
participants can interact and 
collaborate with both 
colleagues and virtual agents.  

Evaluate the interaction of the 
participants with the virtual 
scenarios and how their actions 
affected the outcome. Also 
evaluate their knowledge 
acquisition. 

Unit 6: Responsible 
Leadership. INFODEF 

The aim of this Learning Unit is to teach 
participants to make sustainable 
business decisions which take into 
account the interests of all stakeholders, 
including shareholders, clients, 
employees, suppliers, the community, the 
environment, and future generations. 

Game mechanics scenarios - Master class on general 
concepts related to 
Responsible Leadership. 
- Research about application of 
responsible leadership 
principles and identification of 
successful cases at national 
level 

- Report, model, plan 

- Oral or written presentation 

- Audio or video creation 

- ICT tool development (e-learning 
content, app, VR, XR, 360 videos) 
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- Build up on the successful 
cases and review one case 
- Online lecture about 
fundamentals of systemic 
thinking  
- Gamification: how to the 
apply systemic thinking in a 
project development 
- Discussion about strategies 
connecting sustainability with 
stakeholders’ interests 

- Project, product, prototype, or 
performance 

- Demonstration of competencies, 
array of tasks 

- Test, quiz, questionnaire 

Unit 7:  Cross Cutting 
Leadership Themes.  

    

7.1 Values-based 
leadership AEVA 

The aim is to get participants aware of 
several cross-cutting themes that could 
lead to a better and empowering 
leadership. Specifically, this includes: 

 Reflecting on organisation and 
leaders' values. 

Describe values-based leadership. 

Value Pyramid 
(www2.bain.com/bainweb/ 
media/interactive/elements-of-
value) 

Exploring the elements of 
value, the participants will map 
elements of value structured in 
in four categories and 
understand how they might 
influence their leadership style. 

Skills involved are to: 

 Identify own blind spots. 
 Analyse how values affect 

leadership. 

Suggest training delivery 
method: e-learning 

Linked with the performance 
criteria below, the assessment will 
be done through the SAT and 
digital badging: 

1. Set clear own and 
organization values. 

2. Commit to get a values-based 
leadership. 

 

7.2 Ethics and ethical 
technological 
deployment. INFODEF 

The aim of this sub-unit is to learn how 
to: 

Lego Serious Play: Use of 
metaphors. Metaphors can serve 
as powerful tools leading us to 

Use Lego Serious Play for 
storytelling scenarios that can 
propose ethical considerations 

Allow the participants to gain 
experience by seeing the results of 
their actions within the storytelling 

http://www2.bain.com/bainweb/media/interactive/elements-of-value
http://www2.bain.com/bainweb/media/interactive/elements-of-value
http://www2.bain.com/bainweb/media/interactive/elements-of-value
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 Identify standards of ethical 
practice related with leadership. 

 Appreciate ethical 
considerations affecting 
leadership. 

 Follow standards of ethical 
leadership behaviour. 

think about our realities in new or 
different ways. By unleashing our 
imaginations to describe the world 
as we see it, metaphors help us 
form entirely new descriptions that 
might challenge assumptions and 
beliefs, revealing ethical dilemmas 
that need to be solved.  

affecting leadership that 
require the application of 
standards of ethical leadership 
behaviour. 

scenarios without real life 
consequences. 

7.3 Building trust and 
delegating tasks.  
Elderberry 
7.4 Communication: 
language and digital 
skills.  Elderberry 
7.5 Judgment and 
Problem Solving.  
Elderberry 

Below are some of the core leadership 
skills required in global leaders: 

Communication – Language skills. Digital 
skills etc 

Empathy and making connections with 
people from different cultures.  

Building trust and delegating tasks  

Presenting a global vision or direction to 
show interdependency in a global context. 

Motivating others from diverse cultural 
backgrounds 

Clarity about rights and responsibilities 
(Knowing that labour rules regarding 
rights and responsibilities differ greatly in 
different cultural contexts) 

Managing conflict effectively in diverse 
cultural contexts 

 

LEGO Serious Play 
Lego Serious Play is a facilitation 
methodology created by the Lego 
Group and since 2010 is available 
under an open source community-
based model.  Its goal is fostering 
creative thinking through team 
building metaphors of their 
organisational identities and 
experiences using Lego bricks. 
Participants work through 
imaginary scenarios using visual 
three-dimensional Lego 
constructions, hence the name 
"Serious Play”. 

Lego serious play is great for 
group think and allows through the 
process of adding and taking away 
bricks to think laterally and allows 
solving complex problems. 

 

Learners can use Lego serious 
play either as a storytelling 
tool or as metaphor tool. 
Below is an explanation of 
both: 

Lego Serious Play: 
Storytelling is an age-old tool 
because it is memorable 
method of communicating 
what has happened or what is 
currently happening. 

Storytelling with Lego models 
makes a situation come alive 
before it occurs in real life and 
allows you to test what might 
happen if you make certain 
decisions. It is the next best 
thing to actually “doing” in the 
real world – but without the 
threat of those annoying real-
life consequences. 

Depending on the user responses 
feedback will be provided in 
addition to an overall 
measurement of successful 
completion of the scenario. 
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 Lego Serious Play: Use of 
metaphors. Metaphors can 
serve as powerful tools leading 
us to think about our realities 
in new or different ways. By 
unleashing our imaginations to 
describe the world as we see 
it, metaphors help us form 
entirely new descriptions that 
might challenge assumptions 
and beliefs, revealing new 
possibilities. 

By drawing on more of our 
senses, metaphors also help 
us convey complex ideas that 
may be difficult to 
communicate with words. 


