
1 Courses held during the 2024 calendar year (summer semester 2024, winter semester 2024/25) are eligible for the 2025 Innovative Teaching 
Award. Courses held over two semesters (WS 2023/24–SS 2024) can also be nominated.  

2 Please name all the people involved in the development of the course design. (ATTENTION: only people with teaching activities at WU or the 
Executive Academy in listed semesters are eligible.) The people named in this field will also receive the award in case of a successful application. 
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APPLICANT 

Name (incl. academic degree/s): Mag. Magdalena Berecki-Pernkopf, M.A. 

Department (in German): Wirtschaftskommunikation 

Department (in English): Business Communication 

Academic unit: Institute for Slavic Languages 

Telephone:     5340    Email: magdalena.berecki@wu.ac.at 

Members of the working group, if applicable2: František Tůma und Magdalena Berecki-Pernkopf 

GENERAL INFORMATION 

Course level master's 

Course number: 1884    

Semester:  Winter Semester 2024-25      

ECTS credits: 5 

Course title: Intercultural Competence: A Virtual Teamwork Simulation 

Further information on the course:  

(e.g.  number of students, prior knowledge of students, position in the curriculum/program) 

This course is designed for a maximum of 25 participants from WU and a collaborating university abroad. Students 
from WU have prior knowledge in intercultural and/or international communication and management. 

It is an elective course in the Master of Business Communication in the second year of studies. 

If applicable links to the course’s online environment:  

Link to the collaborative platform used during the course: 

https://miro.com/app/board/uXjVLu32Qbc=/?share_link_id=113669406598 
(Password: InnovativeTeaching2025; please also see appendix) 



 

 
 

 
  

1. SHORT DESCRIPTION OF THE COURSE DESIGN (max. 180 words) 

If your course is selected for an award, this text will be published on the WU website along with the 
submitted application form. 

 
To develop students’ intercultural competence, the course combines an experiential activity (an online 
simulation game) and in-class input and reflective sessions. The focus is on practical experience of dealing 
with multi-faceted challenges of intercultural teamwork in virtual space and theories and tools to analyze the 
simulation sessions and reflect on the participants’ performance in a structured way.  
 
During the simulation game, students from different universities take on roles in diverse groups to negotiate 
and design an urban development plan for a piece of land located between three fictitious cities. A virtual 
collaboration platform is used to create enhanced opportunities for participants to interact and visualize their 
work. As the game progresses, students develop their intercultural competence and expand their repertoires 
of online platforms and tools that can be used for international collaboration.  

Various teaching and learning methods are combined and include mini-lectures and readings, collaborative 
virtual simulation sessions, a group assignment that encourages the students to analyze the recordings of 
themselves and their peers during the simulation, and a learning journal with reflective notes. 

Information on application 

Please use the template on the following pages to describe your course. The application should not exceed a 
maximum of 5 pages (excluding appendix). 

In part 1, please insert a short description of your course design (maximum of 180 words). If your course 
design is selected for the award, the short description as well as the application form will be published on the 
WU homepage and in the Teaching & Learning Academy.  

The detailed description of your course design (part 2) is divided into three parts:  

 Section 2a is intended to give the jury an overview of your course.  
 In section 2b we would ask you to elaborate on the teaching methods and didactic elements.  
 Section 2c is intended to highlight the innovative nature of your course in relation to this year’s 

focus of the award.  

The questions mentioned in each section are intended to support you in the description of your course. 
design. 
 
Please complete the template directly in Microsoft Word and send it as a .doc or .pdf file to 
lehrenundlernen@wu.ac.at by January 31, 2025.  



 

 
 

2.  DETAILED DESCRIPTION OF THE COURSE DESIGN  

2a.) Overview 

 What are the learning outcomes to be achieved by the students? 
 What are the content elements of the course and how is the course structured?  
 What are the elements on which the final grade is based? 
 How is the focus topic “Teaching and learning outside the classroom” addressed in your 

course? 

Learning outcomes (LO): 

After completion of this course, participants will be able to: 

LO1: Discuss the importance of intercultural competence with a special focus on teamwork and negotiation 

LO2: Evaluate the opportunities and challenges of working in intercultural teams with respect to the teams’ 
developmental stages and specific aspects of collaboration in virtual environments 

LO3: Actively promote group identity and manage rapport strategically 

LO4: Demonstrate awareness of their own roles and resources in group processes 

LO5: Understand different functions of communication channels and make informed choices for specific 
contexts 

LO6: Apply effective negotiation strategies with a focus on virtual communication 

LO7: Reflect on their own experience of working in intercultural settings and learn from this experience 

LO8: Work with recordings of the online simulation sessions to identify and analyze aspects of intercultural 
communication and manifestations of intercultural competence 

Content elements and structure: 

The course consists of ten sessions, six of which take place online together with students from a collaborating 
university abroad. The remaining four sessions are in-person classes at the start, in the middle, and at the 
end of the semester. 

Starting with an in-person introductory session with the aim of getting to know the participants and 
distributing information, the course continues with three online simulation sessions where students meet their 
colleagues from the other university. Core content elements in this first phase are teambuilding activities, 
theories about and approaches to culture and interculturality, negotiation strategies, building a common 
identity and trust, as well as getting familiar with and starting to work in the simulation scenario. Students 
are informed that they will act as representatives of three fictitious cities and will be tasked to come up with 
a joint urban development plan for an adjacent piece of unused land that a wealthy citizen is prepared to 
donate (Bolten, 2024, p. 47f). They start off with building a team identity and culture and elaborating on the 
vision for the cities.  

In the middle of the semester, students meet in person to discuss and reflect on their experience so far. After 
this, in the second phase of the online simulation, students continue engaging with the scenario, but in 
an ever-increasing level of complexity. They work in newly structured negotiation groups in several 
negotiation rounds to agree on a joint vision. In the final stage of the simulation, participants meet in expert 
teams to elaborate on the details of their urban development plan and present and discuss their proposal in 
front of a third party. The simulation is wrapped up with a debriefing session. 

Parallel to the in-class and simulation sessions, students work on an individual, as well as a group task. An 
individual learning portfolio consists of documenting and reflecting on their experience, as well as reading 
and assessing scientific publications related to the theories and topics covered during the course. The group 
task involves viewing the recordings of the actual interactions during the simulation, from which the students 
pick and analyze selected sequences related to an aspect of intercultural communication of their choice, 
putting it into a wider organizational and societal context, and presenting it to their colleagues in the final 
in-class session. 



 

 
 

 

 
  

Final grade composition: 

In line with the PI format of the course, the assessment components are: 

 Participation in class: Students are required to prepare for and actively participate both in the in-class 
and in the simulation sessions (30 % of the final grade) 

 Portfolio: A set of tasks to reflect on students’ personal experience, how it relates to theoretical 
concepts, and how their learning can be applied in their future practice as communication specialists 
(40 % of the final grade) 

 Group assignment: Students transcribe, analyze and reflect on interactional sequences taken from 
the virtual simulation (30 % of the final grade) 

Teaching and learning outside the classroom: 

Through its blended format, teaching and learning is partially shifted from in-class into virtual space. This 
extends the physical classroom not only in terms of location, but also in terms of the methods and tools of 
collaboration made available during the online sessions. A videoconference is combined with the use of a 
virtual collaboration platform. This enables not only online communication via camera and voice, but also 
simultaneous written participation and visualization of discussions, as well as the documentation of outcomes 
that can be referred back to by the students outside the class sessions. What is more, during the online 
meetings, students work in mixed teams with their peers - not only from their home university, but also from 
a university abroad, setting the scene for cross-border collaboration. 

2b.) Teaching methods 

 Which teaching methods do you use to help your students achieve the intended learning outcomes? 
 What methods do you use to make the best possible use of the potential of the respective 

teaching/learning spaces for the students' learning success? 
 Why exactly did you choose this method(s) and this learning environment(s)? What particular 

advantages do you see in the use of the methods and the chosen learning environment(s)? What 
and how do students learn as a result? 

 In which way do students benefit from the teaching methods used in the course? 

This innovative course combines a number of teaching methods and online tools to support the development 
of students’ intercultural competence in on-site and virtual spaces.  

The main pillars are: 

Distributive and interactive modules (LO1–7): 

Mini-lectures (max. 10 mins each) introducing relevant concepts (such as interculturality, inclusion, 
negotiation styles, group dynamics, etc.) lay the groundwork for practical frameworks and tools to be applied 
during the course. The mini-lectures are delivered in a synchronous way to address students’ questions and 
to invite the participants to apply the knowledge and discuss implications immediately. This is done both in 
in-class and online sessions.  

 



 

 
 

Collaborative online simulation game (LO3, LO5, LO6):  

In this essential part of the course, learning takes place in a virtual environment where students have to 
accomplish a complex task together.  

The online sessions are organized on Zoom, a virtual conference tool commonly known. It is complemented by 
the use of a Miro board, a virtual collaboration platform designed to facilitate brainstorming, visualizing 
ideas, reaching consensus, and documenting outcomes. It works as a virtual whiteboard where participants 
can make contributions simultaneously, for example using text, symbols, pictures, and files. Added value 
comes with integrating templates for mind maps, voting tools, countdowns, and more. At the same time, this 
virtual space serves as an asynchronous documentation platform students can refer back to during their 
learning journey, when they work on their learning portfolios and group projects. We made sure that students 
made themselves familiar with the platform before the start of the simulation by reaching out to them via e-
mail, explaining the purpose, the access, and sending them a video tutorial. At the start of the simulation, we 
kicked off with small tasks to introduce the functionalities of the tool. Moreover, as the core of the simulation 
game is in the break-out rooms where students work on specific scenario tasks in small groups, they were 
encouraged to draw and reflect on additional online tools to collaborate and enhance their performance. We 
observed that they used a variety of tools for slide design, file sharing, brainstorming, and direct messaging. 

In these groups, participants manage issues such as leadership, consensus-building, and time-management in 
virtual space in a self-regulatory way. That way, they are challenged to hone their teamwork and 
(intercultural) problem-solving skills and come up with creative solutions on their own, without the immediate 
support of the course instructors. 

Reflective practice (LO2, LO4, LO7, LO8): 

In order for students to learn from their experience in a constructive way, in addition to debriefing discussions 
both online and in-class, students engage in asynchronous reflective tasks.  

On an individual level, through these structured reflective tasks that students work on after each simulation 
session, participants are encouraged to recall their experience and provide an account for the affective, 
behavioral, and cognitive aspects of the focal situations that they found surprising, pleasant, or challenging. 
Based on these written accounts, they formulate key takeaways and implications for further practice. In this 
way, students are encouraged to think about and adjust their behavior in the upcoming online sessions. In 
addition, students are asked to write a reflective essay at the end of the course where they are supposed to 
specify how they can mobilize the skills and knowledge in their (future) careers. These reflective tasks are 
complemented by an analysis of relevant scientific publications, a brief reflection on existing resources for 
further development of intercultural competence, and a final reflective essay.  

This individual reflective part is complemented by a group project where students work with specific sequences 
from the simulation sessions to analyze issues that are relevant for collaborating in global virtual teams, such 
as leadership, time-management, and decision-making.  

Reasons, advantages, and benefits 

This specific combination of methods and tools ensures holistic learning in line with the definition of 
intercultural competence that distinguishes between affective, behavioral, and cognitive aspects (cf. Bolten, 
2020, p. 59). While distributive modules focus on cognitive levels of learning, discussions and reflections work 
on primarily affective and cognitive levels, whereas the simulation game centers on the development of the 
behavioral domain.  

The particular advantage of designing a course around an online simulation game is that “[…] from a 
pedagogical perspective, simulations and games occupy a space that sits between the classroom and the real 
world.” (Lean et al., 2021, p. 190) and “simulations and games aim to mirror such contexts by enabling 
students to learn about the realities of practice but within a more controlled environment.” (ibid, p. 194) 

In our case, this means that students benefit because they not only hear and read about effective intercultural 
(online) teamwork, but they are able to put theory into practice and reflect on their learning journey in a safe 
space. Ultimately, they are enabled to develop their intercultural competence and digital collaboration 
skills, becoming better prepared for the unique challenges of working in global virtual teams.  

 

 



 

 
 

2c.) Innovative character of the course 

 Which didactic elements of your course design do you consider particularly innovative with regard to 
the focus of this year’s award “Teaching and learning outside the classroom”? 

 In which ways can your course design be adapted for other courses? Which didactic elements of your 
course can also be used in other courses? 

 Which elements could be improved/reconsidered in further editions of the course?   

Our course is particularly innovative as it provides an online learning space through a virtual simulation 
game, allowing students to experience and engage in international collaboration within heterogeneous teams, 
thereby preparing them for the realities of today’s work environment. 

The innovative character in this context is manifested in the following ways: 

 The blended design: The oscillation between in-class sessions and online meetings. The online 
meetings focus on the simulation, whereas the in-class sessions place particular emphasis on reflecting 
and analyzing students’ experience. 

 The collaboration with a partner abroad: The collaboration with a university abroad and the 
exposure to the real-world challenge of working with people that you meet only online. 

 The use of collaborative platforms and tools: The use of Zoom is enhanced by an online platform 
(Miro) to facilitate collaboration during the process, as well as documentation of outcomes, and is 
complemented by additional tools (for slide design, filesharing, and direct messaging) that the 
participants mobilize during the simulation. Thus, they expand their repertoire of online collaboration 
tools and their skills in navigating complex tasks in virtual spaces. 

 The practical scenario: During the simulation game, students face a practical scenario emulating a 
real-world spatial setting and deal with the challenges associated with finding common ground and 
developing feasible solutions to a specific problem. 

The blended format and enhancement of a virtual conference tool with a collaborative platform could be easily 
integrated into other courses as well. It is a versatile framework that can be adapted to different fields of 
teaching and learning. For example, students could collaborate online on real-world or simulated cases 
across different universities or with non-academic partners using the virtual whiteboard synchronously. They 
could then refer back to the documented results asynchronously, or when meeting in class, at their respective 
home university, to check on the progress, plan the next steps, and analyze and reflect on the outcomes at 
the end of the project.  

Because of the complexity of the course design, challenges were faced that could be met with the 
following improvements for future editions of the course, and which, at the same time, could serve as 
suggestions for other courses that work with online spaces in general:  

An asset, and at the same time, a challenge in this course is the fact that participants join the online sessions 
from universities located in different countries, which means that they can only meet their peers from the 
collaborating universities online. While the resulting asymmetries of familiarity are a challenge, they create 
valuable learning moments, as they reflect real-world scenarios that can be managed pro-actively. One way to 
deal with this issue, based on observations by the lecturers and feedback from the participants, is to dedicate 
more time to relationship-building activities during the joint online sessions. 

Another challenge is ensuring equitable access to the digital tools that need to be used simultaneously during 
the online simulation sessions. Students can only fully participate and benefit from the online meetings if they 
have appropriate equipment and internet connection. For example, participation via a smartphone or tablet is 
very difficult, as a device with a small screen and without a keyboard makes it challenging to engage in the 
video conference and use the online collaboration platforms and tools at the same time. We find it crucial to 
communicate the expectations and requirements to the cooperating institutions and participating students and 
draw their attention to the university infrastructure (e.g., computer/project rooms) well in advance. 

 

Note: By sending the application form and documents, the applicant confirms that the course design has not 
received any other awards or grants. 

Attachment: Please attach evaluation results, if available. 
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Appendix 2 

Our Virtual Collaboration Platform 

Course 1884, Intercultural Competence: A Virtual Teamwork Simulation, Winter Semester 2024-25 

Miro board link: https://miro.com/app/board/uXjVLu32Qbc=/ (Password: InnovativeTeaching2025) 

 
 You can see the overview of the simulation in the center, and the different stages arranged in a 

clockwise direction around it. 
 You can navigate the platform by zooming in and out and moving your position holding the left button of 

your mouse. 
 Please also note the video at the bottom left of the platform that was shown to the students at the end of 

the simulation. 
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