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TEMPLATE 1 EXAMPLES GOOD PRACTICES IN THE USE OF VIRTUAL REALITY (VR) IN TEACHING/EDUCATION

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

EXAMPLE
	Background information
	Name of example: Rubbish & Recycling Vr Lesson - Recycling Adventure - A virtual journey through waste in Cyprus   


	Provider/ Original source/country
	Who is the author, developer of this example? 
What country/sector are they from?
	Ministry of Education, Sport and Youth of Cyprus/EcoVr Learning Project

	URL of access
	Please provide access so that we can review it

	www.ecocrlearning.cy


	Category
	What kind of example is it? 



	[   ] VR Lesson plan (learn how to use VR on teaching/learning)

[X ] Lesson plan wich uses VR

[   ] Other. Describe it




	Participants
	Who is involved in the example? E.g. what age of children/type of school were involved?  
OR for whom was the training/guidance devised e.g. future teachers, experienced teachers, practitioners, school teachers?
	Students aged 7-12 at a private Primary School.Experienced school teachers guided the children to understand how recycling works and how important it is for our world. 

	Purpose
	What was the aim behind this example? e.g. to develop children’s understanding in one subject area? Develop teachers’ subject and/or pedagogical knowledge?
	The aim of the example was to teach students how rubbish is collected,sorted and recycled in Cyprus. Also, to encourage them to develop environmentally friendly behaviours such as reusing materials and separating waste. 

	Date 
	When did this happen/was it published/made available?
	Environmental week 3rd-7th of November 2025

	Subject focus

	What curriculum subject area(s) is/are targeted?
	Geography, Science, Art, English, Maths, PSHE, Music, ICT



	






Description of Example:


	Context



	Provide further details about the context.
	The lesson takes place during Environmental week and in the unit of Rubbish & Litter. Teachers aim to promote environmental awareness through every day curriculum lessons and technology - based learning. 

	Innovation






	Are there any aspects of this example that are new, unusual, innovative in any way?
	This example introduces VR to make environmental learning realistic and memorable. Students experience in depth what happens to waste and are able to see the positive impact of recycling.Something that they normally cannot see directly.  

	Main pedagogical approach: 




	Outline the teaching and learning methods, with a special focus on interactive and creative aspects and the role of teachers and students

	1. Active, experiential and inquiry- based learning. 
2. Students will have the opportunity to explore independently within the VR activity work in pairs and reflect on what they have discovered. The teacher during the activity will guide discussions using questions and link the virtual experience to real- life behaviour.

	Accessibility
	Is this example open access/freely available, in different languages, different media, 
Does it require existing level of knowledge in subject areas? (Including special needs)

	Available in both, Greek and English. It can be accessed with or without VR headsets. This lesson can include all learners and can be adapted or simplified for younger students.  

	Sustainability
	Is the information likely to become outdated? Is training innovative, can you  use creativity,  and efficient teaching and learning.




	The activity can be repeated yearly and updated with new VR content. It encourages environmental habits that will be used long - term and raises awareness among students without specific school programmes or funding.  

	Equipment/devices required
	What kind of equipment might be required to use this example (e.g. VR Devices, software, etc.) What support is required to introduce/run/maintain these?


	1. VR headsets 
2. Tablet
3. Internet
4. Headphones 
5. Whiteboard
6. Computer 

	Assessment methods
	What methods of assessment are either included or suggested in this example? (e.g.: peer assessment, class observations, review task/ creative results made by students, field notes, etc.




	1. Group discussion 
2. Oral reflection 
3. Quiz
4. Oster or slogan design promoting recycling 
5. Observation of participation through activity. 

	Why do you consider this example a "good practice"



	
	This example effectively combines environmental awareness with digital skills. Through exploration students learn instead of memorising information. The use of VR increases motivation and curiosity. 


	Partners feed-back


	Your opinion about the good practice and other comments


	Teachers noted that students were highly engaged and eager to share what they learned elsewhere. Parents also reported increased awareness of recycling habits.   
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