TEMPLATE 4: TEMPLATE FOR DESIGN LESSON PLAN INTEGRATING
VR-BASED LEARNING ACTIVITIES

COUNTRY Spain,  PROPOSING PARTNER/S: Consejería de Educación, Formación Profesional, Actividad Física y Deporte (CEFPAFD) 

	Lesson Plan Overview

	Lesson Plan/Project tittle
	Neighbourhood sustainability: We analyze the city Is our neighbourhood sustainable? (Situation 1)

	Country
	Spain – Canary Islands

	Responsible teachers/Authors
	Francisco Joel Auyanet Santana

	Target groups /Educational level
	3rd–4th year of Secondary Education (ESO)

	Subjects involved (interdisciplinary STEAM approach)
	Mathematics (main subject) Geography
Technology / ICT

	Estimated duration
	8–10 lessons

	Alignment with the school curriculum

	Specific competencies, content or related assessment indicators
	Students collect, represent and interpret statistical data related to urban environments.
They analyze sustainability indicators such as distances, green areas and accessibility using mathematical tools.

Students apply statistical reasoning to interpret real-world problems and justify conclusions based on data.

	Learning Objectives

	Specify:
	Students will be able to:
· Collect quantitative data about an urban environment
· Organize data in tables and charts
· Calculate statistical measures (mean, median, percentages)
· Interpret statistical results in context
· Identify sustainability problems in urban spaces
· Communicate conclusions using mathematical language

	Methodological approach

	Overview of the approach (active, creative, collaborative..)
	The lesson plan is based on active and inquiry-based learning.
Students work as an urban consulting team analysing the sustainability of a neighbourhood using statistical tools.

	Proposed methodologies (PBL, cooperative learning, design thinking, STEAM laboratory, etc.)
	Project-Based Learning (PBL) Cooperative learning
Inquiry-based learning
STEAM investigation

	Inclusive and accessibility approach (concrete actions to promote inclusion: adaptations, UDL, Specific support):
	Heterogeneous cooperative groups
Different roles inside each group (data collector, analyst, presenter) Visual supports and graphic organizers
Step-by-step worksheets
Flexible formats for presenting results

	Addressing the gender perspective (concrete actions to promote girls' interest in STEM):
	Balanced teams and rotating leadership roles
Discussion about safety and accessibility in public spaces Presentation of female urban planners and engineers as role models Reflection on how urban design affects different social groups

	VR-based learning activities proposed

	VR Tools used
	VR viewers (headsets)
Google Earth VR or similar 360° environments

	What immersive and active experiences does the VR tool allow in this educational proposal?
	Students can explore an urban environment immersively and observe distances, accessibility and distribution of green spaces from a human perspective.

The immersive environment allows students to collect spatial data that will later be analysed using statistical tools.

	VR4STEAM interactive VR module recommended
	A Trip Around Sustainable Cities


	Activities of the lesson plan in which VR technologies/resources are used (nº X, nº Y...)
	Activity 2 – Exploration of the neighbourhood in VR
Activity 3 – Verification of distances and spatial relationships

	 Competences to develop

	Indicate which and how they will be integrated into practice
Digital, Problem Solving, Innovation and creativity, Critical Thinking , Communication, Meta – cognitive skills,	collaboration, Selft-regulation.
	Digital competence
Students use digital tools and VR environments to collect spatial data.

Problem solving
Students analyse real urban problems and identify sustainability indicators.

Critical thinking
Students interpret statistical results and draw conclusions.

Communication
Students explain results using graphs and mathematical language.

Collaboration
Students work in cooperative teams.

Metacognitive skills
Students reflect on their learning process.
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Self-regulation
Students review and improve their analysis.

	Environmental and Sustainability Dimension

	Contents related to the environment and climate change integrated
	Urban sustainability indicators such as:

· accessibility
· green spaces
· walkability
· urban density

	Activities of the Lesson Plan promoting critical thinking on sustainability (nº X, nº Y...)
	Activity 3 – Data analysis Activity 4 – Sustainability report

	SDG Connections (if applicable):
	SDG 11 – Sustainable Cities and Communities

	Description of the sequence of activities step by step

	Activity 1

	Títle
	What makes a city sustainable?

	Description
	Students discuss characteristics of sustainable cities and identify measurable indicators.

	Aproximate duration
	1 session

	Resources Needed
	Slides, images, discussion questions

	Spaces and contexts in which it will take place
	Classroom

	Use of VR (if applicable)
	No

	Inclusive and gender approach (if applicable)
	Inclusive discussion: students are encouraged to think about how sustainability affects different social groups. References to pioneering women in urban planning and environmental activism are introduced.

	STEAM Integration
	Math Geography

	Role of the teacher/s
	Facilitator

	Role of students
	Propose indicators

	Creations/productions expected from students
	List of sustainability indicators

	Activity 2

	Títle
	Exploring our neighbourhood in VR

	Description
	Students explore a virtual urban environment and measure distances (home-school, parks, services).

	Aproximate duration
	2 sessions

	Resources Needed
	VR headsets, worksheets

	Spaces and contexts in which it will take place
	Classroom / ICT room

	Use of VR (if applicable)
	Yes

	Inclusive and gender approach (if applicable)
	All students rotate roles and headset use

	STEAM Integration
	Math Technology

	Role of the teacher/s
	Facilitator

	Role of students
	Data collectors

	Creations/productions expected from students
	Tables with measurements

	Activity 3

	Títle
	Statistical analysis

	Description
	Students calculate mean, median, percentages and create graphs.

	Aproximate duration
	3 sessions

	Resources Needed
	Computers / spreadsheet tools

	Spaces and contexts in which it will take place
	Classroom / ICT room

	Use of VR (if applicable)
	Optional review

	Inclusive and gender approach (if applicable)
	Adapted worksheets and scaffolded templates for students with diverse needs. Rotating group roles ensure equal participation regardless of mathematical level.

	STEAM Integration
	Mathematics / Technology / Geography

	Role of the teacher/s
	Guide and support during statistical analysis; prompt critical questioning

	Role of students
	Statistical analysts; data interpreters

	Creations/productions expected from students
	Statistical graphs and calculations

	Activity 4

	Títle
	Urban sustainability report

	Description
	Students interpret results and prepare a report.

	Aproximate duration
	2–3 sessions

	Resources Needed
	Computers, spreadsheet software, report template

	Spaces and contexts in which it will take place
	Classroom / ICT room

	Use of VR (if applicable)
	No

	Inclusive and gender approach (if applicable)
	Flexible output formats (written report, oral summary, infographic). Paired support available for students who need it.

	STEAM Integration
	Mathematics / Geography / Technology

	Role of the teacher/s
	Evaluate and give formative feedback on draft reports

	Role of students
	Report writers and data communicators

	Creations/productions expected from students
	Mathematical report

	Expected Results and Evaluation

	Expected Learning Outcomes
	Students interpret real data and justify conclusions using mathematics.

	Evaluation/ types of assessment (summative, formative, group-, self- etc)
	Formative assessment (teacher observation) Summative assessment:  (project rubric) 
Peer assessment:
Self-assessment reflection:

	Description of the final STEAM product to be developed by the students (if applicable)
(mock-up, prototype, presentation, VR simulation, etc.)
	A mathematical sustainability diagnosis of the neighbourhood, including graphs and conclusions. 


	Final Reflection A (after implementation)



	what makes this Lesson plan good practice, further application, issues to be considered in the implementation, other comments
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