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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 
	Meta-Energy: Building a sustainable island in RV 

	Country
	Spain

	Responsible teachers/Authors
	Rubén Gregorio Pérez Melián

	Target groups /Educational level
	Year 10 (4th year of Compulsory Secondary Education – ESO)

	Subjects involved (interdisciplinary STEAM approach)
	Physics and Chemistry, Technology, Economics, and Geography & History

	Estimated duration
	16 sessions (55 minutes each)


	Alignment with the school curriculum

	Specific competencies, content or related assessment indicators
	CE1. Scientific Skills (CE1.1 and CE1.2)
Students will understand and apply scientific inquiry methodologies to solve problems and explain physical and chemical phenomena.
This competence is directly linked to the content area “Work and Energy” and will be developed through research on renewable energy sources such as solar, wind, tidal and wave energy.
CE5. Energy, Environment and Sustainability (CE5.1 and CE5.2)
Students will critically analyse the impact of scientific and technological development on the environment and actively promote sustainability.
This will be implemented through:
· Research on renewable energy sources
· A case study focused on the implementation of these technologies in Fuerteventura
· The design and evaluation of potential locations for tidal and wave energy installations, supported by expert guidance from PLOCAN
CE6. Science, Society and Gender Perspective (CE6.1 and CE6.2)
Students will recognise science as a collective human endeavour and examine its social impact, with particular attention to gender equality.
This includes:
· Highlighting and validating the contribution of women in renewable energy research and engineering
· Analysing the gender gap in STEM careers, particularly in energy engineering


	Learning Objectives

	Specify:

	[bookmark: _79v4ofhzdc2o]Conceptual (Knowledge-based)
Students will be able to:
· Understand key scientific concepts
· Explain physical and energy-related processes
· Identify different renewable energy technologies and their principles
[bookmark: _i33at2axryd5]Procedural (Skills-based)
Students will:
· Research, select and evaluate relevant information
· Apply scientific knowledge to real-world problems
· Design, model and program virtual simulations (VR/AR environments)
· Communicate scientific ideas effectively
[bookmark: _lczpxf4ukld4]Attitudinal (Values and Dispositions)
Students will:
· Critically evaluate information and technological solutions
· Recognise and promote gender equality in STEM fields
· Collaborate effectively in teams
· Develop autonomy, self-regulation and resilience when facing challenges

	Metodological approach

	Overview of the approach (active, creative, collaborative..)
	Collaborative Learning 

	Proposed methodologies (PBL, cooperative learning, design thinking, STEAM laboratory, etc.)
	Service-Learning (SL / ApS)
Combined with Project-Based Learning (PBL)
Integrated with Immersive Technologies (VR/AR)

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

	· Multiple Means of Engagement
· Learning is connected to students’ real context by analysing renewable energy implementation in Fuerteventura.
· Students work in collaborative groups with rotating roles, allowing learners with ADHD or low motivation to take on active roles (e.g., spokesperson or materials manager).

Multiple Means of Representation
Content related to work and energy is not limited to written explanations.
Resources include:
Visual infographics
Interactive simulations (e.g., PhET)
Subtitled videos on solar, wind, tidal and wave energy

These adaptations support:S
Students with visual or hearing impairments; Students with dyslexia or reading comprehension difficulties (through adapted texts and glossaries)
Multiple Means of Action and Expression
Students are offered different ways to present their learning outcomes.
Although VR simulations are the core product, students may also document their learning through:
Podcasts
Learning journals
Digital posters
Videos
For high-ability students, additional challenges are provided, particularly in VR programming tasks.


	Addressing the gender perspective (concrete actions to promote girls' interest in STEM):
	Biographical research to highlight women’s contributions to renewable energy technologies
Guided debates to analyse the gender gap in engineering careers

	VR-based learning activities proposed

	VR Tools used 

	Delightex Edu, Unity, gafas RV, interactive screens, tablets or smartphones.

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

	Virtual Reality (VR)
Students will:
Create immersive simulations explaining the physical principles behind renewable energy systems
Describe:
Types of installations
Advantages and disadvantages
Interactions between different energy systems
They will use platforms such as CoSpaces Edu or basic Unity to model how hybrid energy systems operate.

Augmented Reality (AR)
Students will:
Design AR markers placed on a 3D printed physical map of Fuerteventura
When scanned with tablets:
Interactive 3D models of energy installations will appear
Examples: onshore wind farms, coastal wave energy systems

Activities Using VR Technologies
Activity 3.1 (3D modelling and block programming):
Explanation of the physical principles behind each type of energy system
Activity 3.2 (3D modelling and programming):
Description of installations, including advantages, disadvantages and interactions
Activity 3.3 (AR information points):
AR markers placed on a 3D physical map of Fuerteventura to justify location decisions
Activity 4.1 (Immersive exhibition):
Presentation of VR simulations to the educational community and external stakeholders to promote awareness of renewable energy and carbon footprint reduction (SDG 7)


	VR4STEAM interactive VR module recommended

	Geothermal Mission: From the Earth's Heat to a Sustainable Future 


	Activities of the lesson plan in which VR technologies/resources are used (nº X, nº Y...)
	Activity 3.1 (3D modelling and block-based programming): Explanation of the physical principles that enable energy generation in each type of installation

Activity 3.2 (3D modelling and programming): Description of installations, advantages and disadvantages, and possible interactions between them

Activity 3.3 (AR information points): AR markers placed on a 3D physical map of Fuerteventura to present possible locations and justify decisions


Activity 4.1 (Immersive presentation): Presentation of VR simulations to the educational community and other stakeholders to raise awareness about the benefits of these technologies in reducing the carbon footprint (SDG 7)

	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:
 Integrated throughout the entire learning situation.
· Guided information search
· Use of resource banks respecting copyright
· Use of applications for storyboard creation
· Use of Delightex Edu and Unity for VR and AR
· Use of interactive presentations, podcasts, videos, etc. for personal portfolio development
· Use of AI as support throughout the learning process
Problem-solving:
 Integrated mainly in Phase 2 (technical, geographical and economic feasibility study) and in Phase 3 programming.
 Students must independently solve the real challenge by scientifically justifying their decisions:
 "Fuerteventura needs to undergo an energy transition. Where and how should installations be placed without damaging the landscape and while maximising efficiency?"
Innovation and creativity:
 Mainly developed in Phase 3, but also present in Phase 2.
Phase 2: Students must innovate when selecting combinations of installations to compensate for the limitations of each energy source
Phase 3: Students move away from traditional formats (e.g. PowerPoint) and design a Virtual Reality (VR) and Augmented Reality (AR) environment from scratch, creating animations, audio and 3D models
Critical thinking:
Integrated throughout the whole process.
Scientific dimension: analysing that “renewable” does not always mean “zero impact” (visual impact, ecosystem alteration, economic cost)
Social dimension: analysing the gender gap in engineering through data interpretation and reflection on stereotypes, historical biases and possible solutions
Communication:
 Integrated throughout the entire learning process.
Digital and written communication: writing scripts, texts and storyboards for immersive simulations
Oral communication: during the “Energy Fair” (Phase 4), students act as guides, explaining how installations work and adapting scientific language to different audiences
Meta-cognitive skills (Learning to learn):
 Integrated in the formative assessment phase.
 Through learning journals, reflective essays and self-assessment tools, students reflect on their own learning process (e.g. strategies used, difficulties encountered, understanding of concepts).

Collaboration:
 Integrated throughout the entire learning situation based on PBL and cooperative work.
 Students work in heterogeneous groups with rotating roles, promoting positive interdependence and shared responsibility.
Self-regulation:
 Integrated throughout the entire learning situation.
Time management based on project milestones
Emotional management when facing technical difficulties and trial-and-error processes

	Environmental and Sustainability Dimension

	Contents related to the environment and climate change integrated 
	The energy model and Climate Change:
· Greenhouse gases: origin of CO₂ emissions and their relationship with global warming
· Current energy system in the Canary Islands: dependence on fossil fuels in island territories
· Carbon footprint: concept and basic calculation
Renewable energy as mitigation (technological solutions):
· Study of clean energy sources
· Transformation of mechanical and electromagnetic energy into electrical energy
· 
Decarbonisation:
· The concept of “zero emissions” in electricity generation and its role in tackling climate change

The ocean as a key resource:
Understanding the sea as both a climate regulator and a source of sustainable energy (linked to collaboration with PLOCAN)
Environmental impact assessment (Critical thinking):
Landscape and territorial impact
Impact on biodiversity (birdlife, marine ecosystems)
Life cycle analysis (material extraction, manufacturing, recycling of technologies)

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

	Although present throughout the learning situation, it is especially evident in:
· Activity 1.1: The Pulse of the Island (Diagnosis)
· Critical thinking: initial debate
· Implementation: discussion based on real news about social rejection of renewable energy projects

· Activity 2.1: Field Explorers (Contextualisation)
· Critical thinking: decision-making using maps
· Implementation: balancing energy efficiency with biodiversity conservation and economic impact

· Activity 2.2: Scientific Radar (PLOCAN Connection)
· Critical thinking: questioning experts and avoiding “greenwashing”
· Implementation: analysing the full life cycle and environmental impact of technologies

· Activity 2.3: Blueprint of Tomorrow (VR Script)
· Critical thinking: selection and filtering of information
· Implementation: choosing key arguments to justify a sustainable energy model

· Activity 4.3: The Echo of Our Effort (Metacognition)
· Critical thinking: final reflection
· Implementation: analysing changes in students’ thinking and the real impact of the project

	SDG Connections (if applicable):
	SDG 7 (Affordable and clean energy)
SDG 8 (Decent work and economic growth)
SDG 12 (Responsible consumption and production)
SDG 13 (Climate action)

	Description of the sequence of activities step by step  


	PHASE 1: Immersion and Activation (Exploring Energy)


	Activity 1.1                                 

	Title
	The Pulse of the Island: Diagnosis of an Urgent Mission

	Description
	The teacher presents news headlines about oil dependency, social rejection of poorly located wind farms, etc. Students are asked:
"We have sun, wind and the ocean, yet we still depend on oil and people sometimes reject wind farms. Why do you think this happens? Do you think the population really understands how these energy sources work?"
A follow-up debate is carried out, establishing the project purpose: “There is social misinformation” (Service).
The teacher collects the conclusions from the debate and links them to Physics and Chemistry. A brainstorming activity is conducted using digital boards to identify prior knowledge about work and energy, followed by a deeper exploration of these theoretical concepts.

	Approximate duration
	1 session (55 minutes). The first 15 minutes for the service phase (challenge question and debate), the remaining time for theory.

	Resources Needed
	Interactive whiteboard (or tools such as Padlet/Miro), post-its, projector or PMI

	Spaces and contexts in which it will take place
	Regular classroom 

	Use of VR (if applicable) 
	Not applicable 

	Inclusive and gender approach (if applicable)
	UDL (Multiple means of expression): students can contribute ideas orally, in writing (post-its) or through drawings, adapting to learners with literacy difficulties or shyness.


	STEAM Integration
	Science (activation of prior knowledge about energy concepts)

	Role of the teacher/s
	Facilitator. Introduces the driving question and organises the brainstorming without judgement, guiding it towards the project goal.

	Role of students
	Active participants. They share what they know and what they believe they know about energy

	Creations/productions expected from students
	A mind map or collaborative panel that gathers the class’s prior knowledge

	Activity 1.2

	Title
	Intelligence Dossier: Uncovering the Energy Code

	Description
	Guided research using graphic organisers and pre-selected resources provided by the teacher, focusing on solar, wind, tidal and wave energy sources.

	Approximate duration
	1 session (55 minutes)

	Resources Needed
	Laptops or tablets, internet connection, pre-selected resource banks, graphic organisers (physical and digital)

	Spaces and contexts in which it will take place
	Regular classroom with laptop cart or computer lab

	Use of VR (if applicable) 
	Not applicable 

	Inclusive and gender approach (if applicable)
	UDL: provision of easy-to-read texts, subtitled videos and glossaries of scientific terms

	STEAM Integration
	Science (research on energy transformation) and Technology (information search and digital literacy)

	Role of the teacher/s
	Content curator and guide. Supports students in distinguishing reliable from unreliable information


	Role of students
	Researchers and data analysts. They investigate how wind turbines, solar panels and marine energy systems work


	Creations/productions expected from students
	Structured notes or a completed graphic organiser about the four energy sources


	Activity 1.3

	Title
	“Engineers of Tomorrow: Breaking the Glass Ceiling”


	Description
	The teacher presents visual data: percentage of women in energy engineering degrees in Spain and the Canary Islands, and images of leadership teams in major companies (where men are usually the majority).
Driving question:
"If women make up 50% of the population, why do only 20–25% design technological solutions to climate change? What do we lose as a society without their perspective in the design of wind farms in Fuerteventura?"
In cooperative groups, students research a relevant woman in renewable energy or marine engineering (historical or contemporary, prioritising local or PLOCAN-related scientists).
They create role cards and participate in a debate on the gender gap (fishbowl technique).


	Approximate duration
	1 session (55 minutes)


	Resources Needed
	Printed or digital biographies, documentary videos about female engineers and scientists

	Spaces and contexts in which it will take place
	Regular classroom (tables arranged in a circle or fishbowl format for debate)


	Use of VR (if applicable) 
	Not applicable


	Inclusive and gender approach (if applicable)
	Visibility of women in science and critical analysis of the gender gap and stereotypes in engineering careers


	STEAM Integration
	Covers the full STEAM concept from a social and ethical perspective



	Role of the teacher/s
	Debate moderator. Uses guiding (Socratic) questions


	Role of students
	Debaters. They practice empathy, active listening and argumentation


	Creations/productions expected from students
	Role cards of female scientists (later integrated into VR/AR) and a learning journal reflection on gender inequality

	Phase 2: Contextualisation (Fuerteventura Mission)


	Activity 2.1

	Title
	The Pulse of the Island: Diagnosis of an Urgent Mission

	Description
	First, students must decide the target audience of their final product (schools, public administrations or general public).
They use topographic maps and island data to analyse the physical and economic context.


	Approximate duration
	1 session (55 minutes)


	Resources Needed
	Physical topographic maps, digital wind and solar radiation maps of Fuerteventura, protected areas data (ZEPA, BIC, LIC, Natural Parks, Protected Landscapes), and economic implementation data


	Spaces and contexts in which it will take place
	Regular classroom, working in cooperative groups of four


	Use of VR (if applicable) 
	Tools such as Google Earth 3D/VR can be used to explore Fuerteventura and understand its terrain


	Inclusive and gender approach (if applicable)
	Distribution of cooperative roles adapted to students’ strengths (manager, spokesperson, secretary, analyst), with later role rotation


	STEAM Integration
	Science (physical characteristics of the terrain), Mathematics (surface and feasibility calculations), Arts (visual geography)


	Role of the teacher/s
	Geographical and scientific advisor


	Role of students
	Territorial strategists. They cross-reference physical and geographical data


	Creations/productions expected from students
	Preliminary map of the island identifying potentially suitable areas for each type of energy


	Activity 2.2

	Títle
	Scientific Radar: Alliance with the Guardians of the Ocean (PLOCAN)


	Description
	Viewing of materials or virtual talk with PLOCAN to provide guidance and support decision-making regarding marine locations for tidal and wave energy installations that complement other systems


	Aproximate duration
	1 session

	Resources Needed
	Interactive screen, webcam, videoconferencing system or, alternatively, documentation or videos provided by PLOCAN


	Spaces and contexts in which it will take place
	Regular classroom (with equipment that allows videoconferencing)


	Use of VR (if applicable) 
	Optional: viewing simulations or 3D models provided by PLOCAN (e.g. wave energy devices)


	Inclusive and gender approach (if applicable)
	If the expert session includes female researchers/engineers from PLOCAN, it reinforces the gender perspective


	STEAM Integration
	Science, Technology, Engineering (real application of marine engineering)


	Role of the teacher/s
	Institutional liaison. Acts as a “translator” if technical language needs clarification


	Role of students
	Interviewers and active listeners. They take notes on marine technical requirements


	Creations/productions expected from students
	Updated preliminary map (Activity 2.1) including marine-related corrections based on PLOCAN input


	Activity 2.3

	Title
	Blueprint of Tomorrow: The Script that Will Change Reality


	Description
	Development of a storyboard on paper. The teacher must approve it before moving on to the technological phase


	Approximate duration
	1 session

	Resources Needed
	Storyboard templates, paper, pencils, colours. Optional support from tools such as NotebookLM


	Spaces and contexts in which it will take place
	Regular Classroom

	Use of VR (if applicable) 
	Conceptual planning of the VR environment (interface and experience design on paper)


	Inclusive and gender approach (if applicable)
	UDL: visual and artistic expression, especially beneficial for students with spatial strengths or difficulties with written expression


	STEAM Integration
	Arts (visual design, narrative, aesthetics) and Engineering (project planning)


	Role of the teacher/s
	Supervisor and formative assessor. Provides approval before students move to digital development


	Role of students
	Experience designers. They decide what will be shown, what texts will appear and what elements will be animated


	Creations/productions expected from students
	Completed storyboard approved by the teacher


	PHASE 3: Technological Creation


	Activity 3.1

	Title
	World Factory: Programming the DNA of Renewables


	Description
	Intensive work with computers (CoSpaces, Unity, etc.). This phase requires trial and error and problem-solving.


	Aproximate duration
	4 sessions


	Resources Needed
	Computers with good graphic capacity, mice, VR software (CoSpaces Edu, basic Unity or Tinkercad)

	Spaces and contexts in which it will take place
	Regular classroom with laptop carts or computer lab


	Use of VR (if applicable) 
	Construction of the immersive three-dimensional environment


	Inclusive and gender approach (if applicable)
	Task distribution according to skills (UDL): logical programming, aesthetic design, writing informational panels within the simulation


	STEAM Integration
	Technology and Engineering (block-based programming, XYZ coordinates, game engine physics)


	Role of the teacher/s
	Troubleshooter. Supports students in resolving coding or modelling issues without doing the work for them


	Role of students
	Programmers, 3D modellers and technical developers. They implement their storyboard


	Creations/productions expected from students
	A functional and programmed virtual environment (the “Meta-Island” of Fuerteventura with its energy installations)


	Activity 3.2

	Title
	Future Lenses: Revealing the Invisible through Augmented Reality


	Description
	Creation of physical markers (QR codes or images) and linking them to 3D models and explanatory texts


	Aproximate duration
	3 sessions

	Resources Needed
	Tablets, printers (for QR codes/markers), 3D printers (optional for the island model), AR software (ZapWorks, Vuforia, Merge Cube)


	Spaces and contexts in which it will take place
	Regular classroom with laptop carts


	Use of VR (if applicable) 
	Creation of Augmented Reality (AR), superimposing 3D models onto the physical world


	Inclusive and gender approach (if applicable)
	Supports kinaesthetic learning (handling devices, interacting with the physical map)


	STEAM Integration
	Technology and Arts.

	Role of the teacher/s
	Technical advisor for linking physical markers with digital models

	Role of students
	Creators of interactive phygital (physical-digital) content


	Creations/productions expected from students
	Printed QR codes or markers that display Physics and Chemistry information about each installation when scanned.

	PHASE 4: Communication (Energy Fair)


	Activity 4.1

	Title
	Meta-Energy Showcase: The Premiere of Our Reality


	Description
	Students adapt their technical language to the target audience (it is not the same to explain kinetic energy to an engineer from the local council as to a 10-year-old child).
They rehearse how to assist others in using VR headsets to ensure a safe and inclusive experience.

	Aproximate duration
	1 session

	Resources Needed
	Virtual Reality headsets (Oculus/Meta Quest, Pico or Cardboard with smartphones), tablets, exhibition tables

	Spaces and contexts in which it will take place
	Regular Classroom 

	Use of VR (if applicable) 
	Rehearsal and simulation


	Inclusive and gender approach (if applicable)
	Not applicable

	STEAM Integration
	Not applicable

	Role of the teacher/s
	Observer and facilitator during rehearsal


	Role of students
	Scientific communicators in training, exhibition guides and technical support for their own project


	Creations/productions expected from students
	Oral presentation of the project, successful immersive demonstration and submission of self-assessment rubrics


	Activity 4.2

	Title
	Operation Impact: Spreading Science in the Community


	Description
	Final presentation (“Energy Fair”) addressed to the school, the educational community and the wider public, including VR experience testing


	Aproximate duration
	1 session

	Resources Needed
	Virtual Reality headsets (Oculus/Meta Quest, Pico or Cardboard with smartphones), tablets, exhibition tables


	Spaces and contexts in which it will take place
	School hall, assembly hall or library (open spaces accessible to students and teachers), and potentially municipal or local government venues


	Use of VR (if applicable) 
	Visitors experience the simulations using VR headsets and interact with AR markers


	Inclusive and gender approach (if applicable)
	Students can choose roles according to their preferences: those comfortable speaking present the project, while others manage technical support or device assistance


	STEAM Integration
	Final integration of all disciplines to communicate a scientific and social message to the community


	Role of the teacher/s
	Observer of the presentation


	Role of students
	Scientific communicators, exhibition guides and technical support for their own project


	Creations/productions expected from students
	Oral dissemination of the project and successful immersive demonstration


	Activity 4.3

	Title
	“The Echo of Our Effort”


	Description
	[bookmark: _nb759pjaykuk]1. Evaluation of social impact (20 minutes)
Students compare their expectations with what actually happened during the intervention (at school, with the local council or with the community).
· Activity: “Evidence Wall”
 Evidence of the service is displayed (physically or digitally): drawings from primary students, thank-you messages, photos of users interacting with VR, and feedback from PLOCAN experts

· Guided reflection:
 The teacher asks critical questions:

· What moment surprised you the most about people’s reactions?

· Was there any scientific question you could not answer at the time but can now?

· Do you think any girl has considered becoming an engineer after this experience?

[bookmark: _7hc9p3wwq31a]2. Metacognition and Self-assessment (20 minutes)
Students reflect on their own learning process and development in Physics and Chemistry and digital competence


	Approximate duration
	1 session

	Resources Needed
	Physical/digital board, self-assessment templates, printed certificates, projector


	Spaces and contexts in which it will take place
	Classroom


	Use of VR (if applicable) 
	Not applicable

	Inclusive and gender approach (if applicable)
	UDL: reflection can be written, recorded as audio or expressed through icons/emojis for students with language difficulties

	STEAM Integration
	Evaluation of Engineering (programming) and Science (energy concepts)


	Role of the teacher/s
	Guide for reflection and validator of student achievement


	Role of students
	Self-critical, reflective and celebratory of their own progress

	Creations/productions expected from students
	Completed self-assessment rubric and final portfolio compiling the whole process


	Expected Results and Evaluation

	Expected Learning Outcomes
	From the perspective of:
[bookmark: _f8n0dbjmyaif]Cognitive:
· Understanding physical foundations:
 Define and explain the concepts of work, mechanical energy (kinetic and potential) and the principle of conservation of energy

· Identifying technological functioning:
 Describe the physical principles by which solar, wind, tidal and wave energy sources transform natural resources into usable electrical energy

· Understanding the environmental context:
 Explain the relationship between the current fossil fuel-based energy model, greenhouse gas emissions and climate change, with particular attention to the vulnerability of island territories

[bookmark: _tjrctkldyytw]Procedural:
· Solving contextualised problems:
 Apply formulas related to work and energy to solve practical problems concerning the efficiency of energy installations

· Analysing geographical and scientific data:
 Use maps, climate data and expert information from PLOCAN to determine and justify the most efficient and least impactful locations for energy installations in Fuerteventura

· Creating immersive technological content:
 Design, model and program basic simulations using Virtual Reality (VR) and Augmented Reality (AR) tools

· Communicating science:
 Summarise and translate scientific and technical information into accessible language, presenting projects orally in a structured and persuasive way to an audience

[bookmark: _ct2kwnp0ge53]Attitudinal:
· Developing environmental awareness:
 Critically evaluate the urgency of transitioning towards a fully renewable energy model to ensure sustainability and care for the local environment

· Applying a gender perspective (STEAM):
 Recognise the historical and current contribution of women in science and engineering and critically analyse the causes of the gender gap in these fields

· Working cooperatively:
 Assume responsibility within a team, respect others’ opinions, meet deadlines and overcome technological challenges through mutual support

· Self-regulating learning:
 Evaluate their own performance and that of their peers objectively, identifying areas for improvement through self-assessment tools and continuous reflection

	Evaluation/ types of assessment (summative, formative, group-, self- etc)
	Formative assessment including teacher assessment, self-assessment and peer assessment


	Description of the final STEAM product to be developed by the students (if applicable)
(mock-up, prototype, presentation, VR simulation, etc.)
	VR simulations explaining the different technologies and proposing possible solutions for Fuerteventura, including their locations through AR


	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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