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

COUNTRY AND ORGANIZATION: CYPRUS.    PROPOSING PARTNER/S: American Academy Private Limassol

	Lesson Plan Overview

	Lesson Plan/Project tittle 
	Ocean Heroes: Taking Action to Protect Marine Ecosystems through VR

	Country
	Cyprus 

	Responsible teachers/Authors
	Ms Evita Stellaki
	




	Target groups /Educational level
	Grade 5 (Year 5, Ages 9–10)

	Subjects involved (interdisciplinary STEAM approach)
	
English, Environmental Education, Science, ICT, Art

	Estimated duration
	45-60 minutes 


	Alignment with the school curriculum

	Specific competencies, content or related assessment indicators
	Students explore positive human actions that protect marine ecosystems such as beach clean-ups, recycling, marine reserves and reducing plastic pollution. Students develop English language skills through reading comprehension, speaking, listening, collaboration, and creative project work. Students use VR technology to observe environmental issues and propose realistic solutions for protecting oceans.



	Learning Objectives

	Specify:

	
	By the end of the lesson, students will be able to: 

•Explain what an “Ocean Hero” is 
•Identify actions that help protect marine ecosystems 
• Improve reading comprehension skills through a sustainability-themed text 
•Use environmental vocabulary in speaking and writing 
•Express opinions and solutions using English 
•Collaborate in groups to design an Ocean Hero action plan 
• Reflect on environmental responsibility after a VR experience




	Methodological approach

	Overview of the approach (active, creative, collaborative)
	This lesson is designed using an active, student-centered, collaborative and inquiry-based approach. Students learn through immersive VR experiences, group discussions, reading comprehension, creative problem-solving and collaborative tasks. The lesson promotes experiential learning and environmental awareness through real-world connections.

	
Proposed methodologies (PBL, cooperative learning, design thinking, STEAM laboratory, etc.)
	
• Project-Based Learning (PBL): Students create an Ocean Hero Action Plan 
• Cooperative Learning: Pair and group discussions 
• Inquiry-Based Learning: Students investigate environmental issues through VR exploration 
• Design Thinking: Identify environmental problems → brainstorm solutions → present ideas 
• Experiential Learning: Students learn through immersive VR interaction 
• STEAM Integration: Combining science, technology, creativity and language learning

	Inclusive and accessibility approach (concrete actions to promote inclusion: adaptations, UDL, Specific support):

	• Use visuals, subtitles, and VR experiences to support understanding 
• Pre-teach key vocabulary using flashcards and pictures 
• Provide sentence starters (“I think…”, “We can help by…”) 
• Allow oral responses for students who struggle with writing 
• Create mixed-ability groups 
• Provide extra time when necessary 
• Offer differentiated worksheets for varying English levels 
• Use peer support and collaborative learning

	Addressing the gender perspective (concrete actions to promote girls' interest in STEM):
	• Encourage equal participation in all activities 
• Present male and female environmental role models 
• Assign rotating leadership roles in groups 
• Promote teamwork and inclusive collaboration 
• Encourage girls’ participation in VR and digital tools

	VR-based learning activities proposed

	VR Tools used 

	• CoSpaces Edu 
• 360° Ocean Videos (YouTube VR / National Geographic VR) 
• VR headsets or Google Cardboard 
• Tablets or laptops

	
What immersive and active experiences does the VR tool allow in this educational proposal?

	• Students explore healthy and polluted marine ecosystems 
• Observe ocean pollution and its impact on marine animals 
• Experience realistic underwater environments 
• Develop empathy and environmental awareness 
• Explore solutions such as recycling, beach clean-ups, and conservation efforts 
• Engage in interactive and experiential learning

	VR4STEAM interactive VR module recommended
	Guardians of the Sea: a inmersive journey throught the biodiversity of the Galician atlantic Islands
Thingvellir Explorers in Virtual Reality: Investigating Biodiversity, Geology and Conservation


	Activities of the lesson plan in which VR technologies/resources are used (nº X, nº Y...)
	Activity 1 – Exploring Marine Ecosystems in VR 
Students use VR headsets to explore underwater ecosystems and observe pollution. 

Activity 2 – Identifying Environmental Problems 
Students discuss what they observed in VR and identify threats to marine life. 

Activity 3 – Designing Solutions 
Students work collaboratively to create their own “Ocean Hero Action Plan.

	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.

	Students develop: 
• Digital Competence through VR technology use 
• Critical Thinking through environmental problem-solving 
• Creativity through designing sustainability solutions 
• Communication through discussions and presentations 
• Collaboration through teamwork 
• Self-regulation through independent and group tasks 
• Environmental awareness and responsible citizenship

	Environmental and Sustainability Dimension

	Contents related to the environment and climate change integrated 
	Students learn about: 
• Ocean pollution and marine ecosystem damage 
• Plastic waste and environmental responsibility 
• Sustainable actions such as recycling and reducing waste 
• Protection of marine biodiversity 
• Human impact on oceans and climate change 
• The importance of environmental conservation

	
Activities of the Lesson Plan promoting critical thinking on sustainability  (nº X, nº Y...)

	• Discussing causes and consequences of ocean pollution 
• Comparing polluted and clean ecosystems 
• Brainstorming practical environmental solutions 
• Reflecting on personal responsibility toward nature 
• Evaluating how everyday actions affect the environment

	SDG Connections (if applicable):
	• SDG 14 – Life Below Water 
• SDG 13 – Climate Action 
• SDG 12 – Responsible Consumption and Production 
• SDG 15 – Life on Land

	Description of the sequence of activities step by step  
(Add as many activities as needed)


	Activity 1

	Title
	
Exploring Ocean Ecosystems in VR

	Description
	The teacher introduces the concept of “Ocean Heroes.” Students wear VR headsets or watch 360° ocean videos and explore marine ecosystems. Students observe healthy oceans and polluted oceans and identify differences. The teacher pauses the experience to ask guiding questions such as: “What do you notice?”, “How does pollution affect animals?” and “What can humans do to help?”


	Approximate duration
	15–20 minutes

	Resources Needed
	VR headsets, tablets/laptops, internet access, 360° ocean videos


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

	Use of VR (if applicable) 
	
VR is used for immersive environmental exploration

	Inclusive and gender approach (if applicable)
	Equal participation, mixed-ability pairs, vocabulary support

	STEAM Integration
	
Science + Technology + English + Environmental Education

	Role of the teacher/s
	Facilitator, discussion leader, technology guide

	Role of students
	
Active explorers, observers, discussion participants

	Creations/productions expected from students
	
Oral responses and descriptive observations 

	Expected Results and Evaluation

	Expected Learning Outcomes
	Students will be able to:
• Identify causes and effects of ocean pollution and explain how human actions impact marine ecosystems.
• Demonstrate improved English reading comprehension, vocabulary development, and oral communication skills.
• Use environmental vocabulary accurately in discussions and written responses.
• Reflect critically on sustainability issues and propose realistic solutions to protect oceans.
• Collaborate effectively during VR exploration, discussions, and group activities.
• Develop empathy and environmental responsibility through immersive VR experiences.
• Apply creative thinking to design an “Ocean Hero Action Plan.”
• Use VR and digital tools responsibly and confidently during learning activities.

	Evaluation/ types of assessment (summative, formative, group-, self- etc)
	• Formative assessment through teacher observation during VR exploration, pair discussions, and group collaboration.
•Oral assessment through participation in classroom discussions and presentations.
• Reading comprehension worksheet assessment based on understanding of the text “The Ocean Hero.”
• Group assessment of the Ocean Hero poster or action plan presentation.
• Self-assessment activities where students reflect on what they learned and how they can help protect oceans.
• Peer feedback during group presentations and collaborative tasks.
• Informal vocabulary assessment through speaking and writing activities.

	Description of the final STEAM product to be developed by the students (if applicable)
(mock-up, prototype, presentation, VR simulation, etc.)
	The final product may include:
•A sustainability poster with environmental solutions
•A digital presentation about protecting marine ecosystems
•A collaborative classroom campaign called “Be an Ocean Hero”
•A mini VR ocean environment created in CoSpaces Edu (optional)
•Environmental awareness slogans and recycling ideas
• Creative drawings or infographics showing clean and polluted oceans
Students will present their projects to the class and explain how their ideas can help reduce pollution and protect marine life.
The final product integrates:
· Science (marine ecosystems and pollution) 
· Technology (VR and digital tools) 
· Engineering/problem-solving (solutions for sustainability) 
· Art (creative design) 
· English language skills (reading, speaking, writing, presenting)

	Final Reflection A (after implementation in the piloting of the VR4STEAM)

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

	This lesson plan promotes active and collaborative learning through the integration of VR technology, English language learning, and environmental education. Students explore marine ecosystems in an immersive way, helping them understand the effects of ocean pollution and the importance of protecting marine life. The VR experience increases engagement, empathy, creativity, and critical thinking while making learning more meaningful for Year 5 students.
The lesson also supports the development of English reading comprehension, vocabulary, speaking, and communication skills through discussions, collaborative tasks, and project-based activities. The interdisciplinary STEAM approach connects science, technology, environmental education, and English in a real-life context, encouraging students to think creatively and propose practical environmental solutions.
This lesson can be extended into future sustainability projects such as recycling campaigns or beach clean-up activities. During implementation, factors such as access to VR equipment, classroom management, and support for different learning needs should be considered. Overall, the lesson creates an engaging and inclusive learning environment that encourages students to become responsible “Ocean Heroes” and active global citizens.
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