
 

Methodology 

For our project, we researched into how virtual reality is 

used as an effective learning tool and how it would be 

adapted to the MITI program. We interviewed MITI 

participants from our current and past cohorts to better 

assess what the current orientation process lacked and 

how it could be made better. We then designed 

orientation modules that new MITI students would go 

through to better equip themselves with the skills needed 

in a professional workplace. The modules were designed 

through interviews of current and past MITI participants, 

both in-person and through Google surveys. Students 

would also have the option to learn more about the MITI 

program by interacting with the MITI team. We then 

created associated documentation to be delivered to 

students that gave a brief background on the topic the 

module covered.  
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Project Scope 

The Monash Industry Team Initiative (MITI) Program 

facilitates placements between host organisations and 

Monash University students. The current MITI orientation 

program comprises presentations and workshops. With 

the rising popularity of VR technology, the transition from 

a physical orientation to a virtual orientation is 

forthcoming. To actualize this, we worked on designing 

VR modules for MITI’s onboarding process. 

 

The Team 

 

Expected Outcome 

A VR based induction would help future MITI participants 

be equipped with the skills one needs in a workplace. It 

would help them get over initial jitters on usually faces in 

a new environment and enjoy the process along the way. 

Transferring knowledge in the VR domain, while still in its 

early phase, can transform the education landscape as a 

whole. By being immersive, it will prevent students from 

being bored and disengaged, unlike current orientation 

practices. 

 

Reflection 

Working with Exner group gave us insights on VR 

development life cycle. Along with technical skills, like 

programming elements of a virtual environment in Unity 

3D, it helped us polish our soft skills like teamwork, 

communication, and time and project management. The 

project also helped the team better understand themselves 

and grow as individuals. There’s also ample room for future 

work should another team be interested in carrying this on. 

 

A screenshot of a prototype virtual environment. 


