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Abstract 

Although Virtual Reality (VR) started being used in the 80s, in the last decade, the number of 
users sharply increased due to the development of more friendly and not-for-expert devices, the 
favorable market and the advent of the COVID-19 outbreak.  

My research argues that the introduction of innovative technologies in professional sectors is not 
only beneficial but necessary - and it will do so, by showing the benefits and potential that 
immersive and shared location VR training have in comparison to traditional training in the 
security sector. Specifically, the research focuses on the development and implementation of the 
VR training prototype recently developed by the Agenfor International within the EU-funded 
project J-SAFE that aimed to train Law Enforcement Agencies (LEAs) and Intelligence officers 
to counter radicalization processes in prison.  

The training solution developed relies on an innovative methodology called VR Blended Solution 
capable of merging two methodologies: 1) immersive VR training, delivered through a 
multiplayer platform to test professionals in real-life scenarios and daily tasks combined with a 
gaming component, in order to enhance professionals’ engagement and focus; 2) synchronic and 
a-synchronic e-learning with HERMES platform, focused on the theoretical framework. This 
formula ensured professionals to improve equally the theoretical and practical part, learning by 
doing how to prevent and detect signs of radicalization in prison.  

Scenarios are actual replicas of real places, which makes the experience more realistic and 
immersive. Two additional features: 1) the embedding of training instructions in the VR exercise, 
with no need to guide the person from outside the VR; 2) the use of high-end hardware that ensures 
high graphic quality.  

The prototype underwent an evidence-based assessment, which resulted to be positive. Results of 
the piloting phase that involved 53 professionals from 4 European Countries (i.e. Germany, 
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Greece, Romania, Italy) underline that this VR blended training solution increases the interaction, 
focus, engagement and entertainment of trainees and gives opportunities to test scenarios that are 
often difficult to experience. This new solution is a promising first step toward innovative and 
effective training in the field of security. 
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