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The project Digital Onboarding

The project “Digital Onboarding” (2022-2-BG01-KA210-ADU-000101185 ,,Digital Onboarding”) has been
funded with the support of the European Commission within the Erasmus+ programme.

Partners in the project are:
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AQ Electric AD, Bulgaria School of Business Competences Ltd., Centre for Advancement of
Bulgaria Research and Development of
Educational Technology Ltd.,
Cyprus

AQ Electric is the project coordinator.

The project is focused on solving a real-life strategic problem: attracting, retaining and setting new hires
for success, and decreasing time for them to become proficient in their new roles.

The onboarding plays an important role in tackling this challenge.

But what is “onboarding”?

Onboarding is the process in which new hires are integrated into an organization. It includes not only an
initial new-hire orientation process, but an ongoing introduction to an organization’s structure, culture,
vision, mission and values. Onboarding can last weeks and even up to a year.

Source: SHRM (Society for Human Resource Management), HR Glossary, www.shrm.org

Onboarding has become significantly more complicated after the Covid-19 pandemic. Many companies
have changed the usual form of work to remote and hybrid. The shortage of qualified labor has forced
employers to look for workers and employees from other countries, including outside the European Union.

This created serious logistical problemsp enormously increased the need to rethink the onboarding
process, and to apply appropriate digital technologies in onboarding.

We initiated the Digital Onboarding project to find solutions to the mentioned challenges
The project set 3 core objectives:
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1. Develop Digital Onboarding Methodology for setting new hires for success and decrease time for them
to become proficient in their new roles.

2. Research on open source tools suitable for digital onboarding. Test whether they are fit for purpose.
Create examples of digital onboarding content by these tools.

3. Develop a Training course on the Digital Onboarding Methodology and tools.

All project results will be published in Open Access Format and available to the community through the
project site www.digital-onboarding.eu .

The place of boarding in Employee Life Cycle

A typical Employee life cycle is depicted in Figure 1. Onboarding is a significant part of an employee's life
cycle. It can span widely, often from 1 to 12 months or more.

Employee life cycle
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Figure 1 Employee Life Cycle

For many organizations, onboarding begins at the moment a job candidate accepts a job offer, as shown in
Figure 1. But since the employee experience begins with their first contact with the employer's company,
some organizations implement preboarding procedures.

Preboarding is the process of starting an employee’s onboarding experience before their first day at the
company.

Onboarding usually involves two important procedures: Orientation and Onboarding Program.

Orientation refers to the process of introducing new employees to their jobs, co-workers and the
organization by providing them with information regarding such items as policies, procedures, company
history, goals, culture and work rules.

Source: SHRS (Society for Human Resource Management), HR Glossary, www.shrm.org

The Onboarding program is focused on the new hire acquiring the necessary knowledge and skills to be
effective in their new role, as well as to integrate into the organization.

https://www.erasmusplus.eu/
2022-2-BG01-KA210-ADU-000101185 ,,Digital Onboarding”
This project has been funded with support from the European Commission. This publication [communication] reflects the views only of the author,
and the Commission cannot be held responsible for any use which may be made of the information contained therein.
Page 2 of 4



https://www.erasmusplus.eu/
http://www.digital-onboarding.eu/
http://www.shrm.org/

01000101 01110010
01100001 01110011

01101101 01110101
01110011 00101011
00100000 00100000

Digital Onboarding

Co-funded by

the European Union

The Digital Onboarding Methodology, the subject of the project, is built on several pillars

1. Design of the employee's experience throughout his life cycle in the organization - from first
contact to exit.

2. Understanding that onboarding is a process.

3. Implementation of good practices such as the Four C’s (that evolved to Six C’s); Competency
models; Buddy and Mentoring systems, and the like.
4. Using Enterprise Competency Models to Create Individualized Occupational Onboarding Programs.
5. Implementation of open source business- and digital- tools through the onboarding process.
Focus on the use of such kind of tools as e-learning platforms, internet communication, real-time
and offline automatic translation, Text-To-Speech synthesizers, one-time creation and multiple use
of multilingual video content, etc.

Examples of the application of business- and digital- tools for onboarding

purposes

Using the Value Proposition Canvas to design EVP (Employee Value Proposition)

An employee value proposition (EVP) is part of an employer’s branding strategy that represents

everything of value that the employer has to offer to its employees. Items such as pay, benefits and career
development are common, but employers also highlight offerings that are currently in demand—like

technology, remote work and flexible scheduling.

Source: SHRS (Society for Human Resource Management), HR Glossary, www.shrm.org

Figure 2 shows an example of using VPC to design the Welder profession.

The Value Proposition Canvas
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Figure 2 EVP for Welders
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The Value Proposition Canvas is a popular business tool devised by A. Osterwalder and its team (the link is
at the picture). It is easy to understand and apply for various purposes. In the case of constructing the
employer's offer to job applicants for welder vacancies. This business tool provides HR professionals with a
standard approach for rethinking an organization's current EVPs, and for designing and communicating
competitive EVPs.

We will publish a short video on how the EVP is constructed on the project website.

Competency matrix, LMS and fast track onboarding

A large enterprise hires employees and workers with a wide variety of specialties - engineers, technicians,
assemblers, welders, designers, project managers, etc. For the enterprise, onboarding is a serious
challenge due to the large number of different professions.

To address the problem, the enterprise uses a concept developed more than 20 years ago by NOVEL to
provide users with access to exactly the resources they need to do their jobs. The human resources
department develops a competency matrix that includes a list of competencies that an employee must
possess to be successful in the position.

The enterprise then systematically begins to develop learning content for each competency in the
competency matrix and upload it to its e-learning platform. Also, HR specialists develop tests that allow a
fairly accurate determination of which of the competencies required for the profession a new hire
possesses.

Each new recruit goes through the test relevant to his position in the e-learning platform. After that, the e-
learning platform is set up so that the new recruit learns only the competencies he lacks. This becomes an
integral part of his onboarding program.

Obviously, this approach allows the enterprise to create the shortest training program.

VR for training welders

AQ Electric, one of the partners in the project Digital onboarding, implemented a welding simulator to
train welders. SOLDAMATIC is training system based on virtual reality technology. SOLDAMATIC is the
world's first VR/AR welding simulator complete with a Learning Management System (LMS). It dramatically
decreases the cost of training welders and, at the same time, improves the welders’ training efficiency.
This VR-based training approach is implemented in welders’ onboarding program.

https://www.erasmusplus.eu/
2022-2-BG01-KA210-ADU-000101185 ,,Digital Onboarding”
This project has been funded with support from the European Commission. This publication [communication] reflects the views only of the author,
and the Commission cannot be held responsible for any use which may be made of the information contained therein.
Page 4 of 4



https://www.erasmusplus.eu/

