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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 
	Cyprus clean up crew: Our role in reducing waste

	Country
	Cyprus

	Responsible teachers/Authors
	Ms Henderson Nikoletta

	Target groups /Educational level
	Primary Education: Year 4 


	Subjects involved (interdisciplinary STEAM approach)
	Science (environmental awareness), Geography ( local environment), English ( Speaking and writing), ICT (VR use), Art (poster creation), Mathematics ( sorting and categorising rubbish)


	Estimated duration
	45-60 minutes


	Alignment with the school curriculum

	Specific competencies, content or related assessment indicators
	
· Understand the impact of human actions on the environment.
· Identify and classify types of waste
· Demonstrate responsible environmental behaviour
· Develop critical thinking by evaluating real-life situations
· Communicate ideas clearly through discussion and simple written responses
· Participate actively in group activities and decision-making

	Learning Objectives

	Specify:

	· Students will be able to identify responsible and harmful waste habits
· Students will explain how waste affects the environment in Cyprus.
· Students will suggest practical ways to reduce waste in everyday life.
· Students will collaborate to propose a class action to protect the environment.
· Students will express their ideas using appropriate vocabulary


	Methodological approach

	Overview of the approach (active, creative, collaborative)
	This lesson follows an active and student- centred , inquiry driven approach that promotes active engagement and critical thinking. Students explore authentic environmental issues through guided observation of VR scenarios, followed by structured discussion and reflection. Collaborative learning is embedded through pair and group tasks, enabling learners to share their perspectives, co-construct knowledge and develop social and communication skills. The approach encourages creativity by allowing students to propose practical solutions to real-life problems related to waste reduction.

	
Proposed methodologies (PBL, cooperative learning, design thinking, STEAM laboratory, etc.)
	
· Inquiry- Based Learning : Students investigate real-world environmental situations and draw conclusions through guided questioning.
· Problem- Based Learning : Learners identify issues related to waste management and propose feasible solutions at a class and community level.
· Cooperative Learning : Structured group activities promote peer interaction, shared responsibility and collaborative decision-making.
· Experiential Learning : Use of VR scenarios provides immersive experiences that enhance understanding of environmental impact.
· Design Thinking( Introductory level): Students empathise with the environment, define problems and suggest simple and actionable solutions.
· STEAM Integration: Combines environmental science and technology (VR), communication (discussion) and creativity (solution design)

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

	
· Use of multimodal resources (visual, auditory and interactive VR content) to support diverse learning needs.
· Differentiated instruction through simplified language, visual prompts and guided questioning.
· Flexible grouping to support peer learning and inclusion
· Sentence frames and vocabulary banks to support language development.
· Opportunities for multiple means of expression (oral, written and visual), aligned with Universal Design for Learning (UDL) Principles.
· Ongoing teacher support and scaffolding for students requiring additional assistance. 

	Addressing the gender perspective (concrete actions to promote girls' interest in STEM):
	

	VR-based learning activities proposed

	VR Tools used 

	· 360 degrees and virtual tours of clean and polluted environments (e.g beaches,parks, urban areas in Cyprus)
· Interactive VR scenarios showing responsible and harmful waste behaviours.
· Digital maps and visual simulations to explore environmental impact

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

	The VR tools provide immersive, real-life experiences that allow students to virtually explore different polluted settings. Students actively engage by identifying environmental issues, comparing scenarios and reflecting on human impact. This enhances understanding through experiential learning, promotes empathy towards the environment and encourages critical thinking and decision making.

	VR4STEAM interactive VR module recommended

	Safe Water mission: Together we protect life
Every drop counts: inmersive journey through water purification and reuse
Biofactory Mission: Treating wastewater to generate green energy and resources for a sustainable planet

	Activities of the lesson plan in which VR technologies/resources are used (nº X, nº Y...)
	Activity 1: Introduction through VR observation ( clear vs polluted environments)
Activity 2: Analysis and discussion of behaviours observed in VR scenarios
Activity 3: Problem- solving and proposing solutions based on VR experiences (working in groups through projects)


	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, Self-regulation.

	· Digital competence: Use of VR tools to explore and interact with virtual environments
· Problem-Solving: Identifying environmental issues and proposing practical solutions
· Innovation and creativity : Designing ideas to reduce waste and improve the environment
· Critical thinking: Analysing behaviours and evaluating their environmental impact
· Communication: Sharing ideas through discussion and short written responses
· Metacognitive skills: Reflecting on personal habits and learning process
· Collaboration: Working in groups to discuss and propose solutions
· Self-regulation: Taking responsibility for personal actions towards the environment

	Environmental and Sustainability Dimension

	Contents related to the environment and climate change integrated 

	· waste management and its impact on ecosystems
· Pollution and its effects on land, water and wildlife
· Sustainable practices (reduce,reuse,recycle)
· Human responsibility in protecting natural environments in Cyprus

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

	Activity 1: Observation and comparison of environmental conditions through VR
Activity 2: Discussion and evaluation of responsible vs harmful behaviours
Activity 3: Development of solutions and class action ideas of reducing waste

	SDG Connections (if applicable):
	SDG12: Responsible Consumption and Production
SDG 13: Climate Action
SDG 14: Life Below Water
SDG 15: Life on Land

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


	Activity 1

	Title
	
Exploring our Environment through VR

	Description
	
Students observe VR scenarios showing clean and polluted environments. They identify differences, describe what they see and discuss initial thoughts about human impact on the environment.


	Approximate duration
	10-15 minutes

	Resources Needed
	VR Headset or screen , 360 degrees videos/images


	Spaces and contexts in which it will take place
	Classroom

	Use of VR (if applicable) 
	Students explore immersive environments through VR or projected 360 degrees content


	Inclusive and gender approach (if applicable)
	All students are encouraged to participate equally. Visual support ensures accessibility for all learners.

	STEAM Integration
	Science ( Environment), Technology (VR), Communication (discussion)


	Role of the teacher/s
	Facilitator, guiding observation through questions

	Role of students
	
observers, thinkers, active participants in discussion

	Creations/productions expected from students
	
Oral responses and descriptive observations

	Expected Results and Evaluation

	Expected Learning Outcomes
	· Students demonstrate understanding of the impact of waste on the environment through discussion and examples.
· Students accurately identify and classify responsible and harmful environmental behaviours
· Students apply knowledge by suggesting realistic and age-appropriate actions to reduce waste
· Students participate actively in collaborative tasks, showing engagement and cooperation
· Students communicate ideas clearly using appropriate environmental vocabulary

	Evaluation/ types of assessment (summative, formative, group-, self- etc)
	· Formative assessment: Ongoing observation, questioning and feedback during VR exploration and group discussions
· Peer assessment: Students share and evaluate group ideas during class discussions
· Self-assessment: Students reflect on their own habits (“One thing I will change…”)
· Group assessment: Evaluation of participation, collaboration and contribution to the class action plan
· Summative (informal): Final product (poster/action plan) demonstrating understanding of key concepts

	Description of the final STEAM product to be developed by the students (if applicable)
(mock-up, prototype, presentation, VR simulation, etc.)
	Students will develop a simple class sustainability product, such as a poster or mini action plan, promoting responsible waste habits. This may include drawings, key messages and practical rules for reducing waste at school or at home. The product integrates science (environmental awareness), technology( VR experience) and creativity ( design and communication) .

	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 represents good practice as it integrates innovative technology (VR) with real-life environmental issues, making learning meaningful, engaging and relevant to students’ everyday lives. The use of immersive experiences enhances understanding, while collaborative and inquiry-based approaches promote critical thinking, communication and active participation.
The interdisciplinary (STEAM) approach supports the development of a wide range of competences, including digital literacy, problem-solving and responsible citizenship. The lesson is flexible and can be adapted for different age groups or extended into larger projects, such as school- wide environmental initiatives.
For effective implementation, it is important to ensure access to appropriate VR resources, provide clear instructions for their use and maintain classroom management during immersive activities. Additional support may be required for students unfamiliar with technology.
Overall, the lesson encourages students to become active and responsible participants in protecting their environment, both locally in Cyprus and globally.
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