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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 present our sustainable neighborhood  (Situation 3)

	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
	6–8 lessons

	Alignment with the school curriculum

	Specific competencies, content or related assessment indicators
	Students communicate mathematical ideas using appropriate language and representations. They interpret data, justify decisions and present solutions to a real audience using digital tools.

They construct arguments supported by quantitative evidence and respond to questions about their reasoning.

	Learning Objectives

	Specify:
	Students will be able to:

· Explain mathematical decisions clearly
· Interpret and communicate graphs and measurements
· Justify a solution using quantitative arguments
· Evaluate other proposals critically
· Use digital tools and VR for scientific communication
· Reflect on their own learning process

	Metodological approach

	Overview of the approach (active, creative, collaborative..)
	Active and communicative learning focused on argumentation and dissemination of knowledge.

Students simulate a real urban planning presentation to a city council.

	Proposed methodologies (PBL, cooperative learning, design
thinking, STEAM laboratory, etc.)
	Project-Based Learning (PBL) Cooperative learning
Scientific communication

	Inclusive and accessibility approach (concrete actions to promote inclusion: adaptations, UDL, Specific support):
	Different presentation roles (speaker, VR guide, data explainer, visual designer) Option for recorded explanations instead of live speaking (for anxious students) Visual supports (infographics, posters)
Clear communication templates

	Addressing the gender perspective (concrete actions to promote girls'
interest in STEM):
	Equal distribution of public speaking roles Encouragement of female leadership in presentations
Reflection on inclusive urban design (safety and accessibility)

	VR-based learning activities proposed

	VR Tools used
	VR viewers + students’ virtual neighbourhood models

	What immersive and active experiences does the VR tool allow in this educational proposal?
	Visitors can walk through the neighbourhood while students explain mathematical decisions in real time. The VR experience becomes a scientific exhibition where spatial reasoning can be directly observed.

	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 3 (guided visit) and Activity 4 (peer evaluation)

	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.
	Communication: oral explanation and argumentation Critical thinking: evaluating other projects
Digital competence: multimedia and VR presentation Collaboration: coordinated presentation Metacognitive skills: reflection on learning
Self-regulation: preparation and rehearsal

	Environmental and Sustainability Dimension

	Contents related to the environment and climate change integrated
	Students explain how their design:

reduces mobility needs increases green areas improves accessibility promotes walkability

	Activities of the Lesson Plan promoting critical thinking on sustainability (nº X, nº Y...)
	Activity 4 (peer evaluation and debate)

	SDG Connections (if applicable):
	SDG 11 – Sustainable Cities and Communities SDG 4 – Quality Education

	Description of the sequence of activities step by step

	Activity 1

	Títle
	Preparing the scientific presentation

	Description
	Groups organise their results: graphs, calculations, and decisions.

	Aproximate duration
	2 sessions

	Resources Needed
	Computers, templates

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

	Use of VR (if applicable)
	No

	Inclusive and gender approach (if applicable)
	Multiple formats accepted (slides, poster, video, oral). Students with anxiety about public speaking may record explanations in advance. Clear templates and checklists provided.

	STEAM Integration
	Mathematics / Technology / Language Arts

	Role of the teacher/s
	Coach and organiser; provide feedback on drafts

	Role of students
	Content organisers and presentation designers

	Creations/productions expected from students
	Presentation draft

	Activity 2

	Títle
	Rehearsal and argumentation

	Description
	Students practice explaining and answering questions.

	Aproximate duration
	1–2 sessions

	Resources Needed
	Computers, presentation software, VR headsets for rehearsal

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

	Use of VR (if applicable)
	Optional preview

	Inclusive and gender approach (if applicable)
	Rehearsal with peer feedback. Roles adapted to student strengths (speaker, data presenter, VR guide, visual explainer). Equal distribution of speaking roles across genders.

	STEAM Integration
	Mathematics / Technology / Language Arts

	Role of the teacher/s
	Observer and formative feedback provider during rehearsal

	Role of students
	Presenters in rehearsal; peer reviewers

	Creations/productions expected from students
	Oral explanation plan

	Activity 3

	Títle
	Guided VR exhibition

	Description
	Each group presents its neighbourhood while visitors explore it in VR.  
Students act as guides and explain mathematical decisions.

	Aproximate duration
	2 sessions

	Resources Needed
	VR viewers, posters  

	Spaces and contexts in which it will take place
	Classroom / Exhibition space with VR station

	Use of VR (if applicable)
	Yes

	Inclusive and gender approach (if applicable)
	All students participate as presenters or guides. Female students encouraged to lead technical VR demonstrations. Inclusive design decisions are highlighted during exhibition.

	STEAM Integration
	Mathematics / Technology / Geography / Language Arts

	Role of the teacher/s
	Host and audience facilitator during exhibition

	Role of students
	Presenters and VR guides for the audience

	Creations/productions expected from students
	Public presentation

	Activity 4

	Títle
	Peer review and debate

	Description
	Students evaluate other groups using a rubric and ask questions about their models.

	Aproximate duration
	1–2 sessions

	Resources Needed
	Rubric sheets, VR headsets

	Spaces and contexts in which it will take place
	Classroom / Exhibition space

	Use of VR (if applicable)
	Yes

	Inclusive and gender approach (if applicable)
	Structured peer evaluation rubric ensures fair assessment. Debate format encourages respectful critical questioning. Teacher ensures balanced participation across groups.

	STEAM Integration
	Mathematics / Language Arts / Social Sciences

	Role of the teacher/s
	Moderator and evaluator of argumentation quality

	Role of students
	Critics and reflective evaluators

	Creations/productions expected from students
	Evaluation reports

	Expected Results and Evaluation

	Expected Learning Outcomes
	Students communicate mathematical reasoning and evaluate solutions critically.

	Evaluation/ types of assessment (summative, formative, group-, self- etc)
	Rubric (presentation and justification) Peer assessment
Self-assessment reflection
Teacher observation



	Description of the final STEAM product to be developed by the students (if applicable)
(mock-up, prototype, presentation, VR simulation, etc.)
	Public VR exhibition of sustainable neighbourhoods with mathematical justification.



	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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