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

COUNTRY AND ORGANIZATION Türkiye, PROPOSING PARTNER/S) ASDA
EXAMPLE 
	Background information
	Name of example:    VRLab Academy Virtual Laboratory Experiences


	Provider/ Original source/country
	Who is the author, developer of this example? 
What country/sector are they from?
	Ministry of National Education of the Republic of Turkey – General Directorate of Innovation and Educational Technologies (VRLab Academy) / Türkiye

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

	https://vr.eba.gov.tr/

	Category
	What kind of example is it? 



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

[ x  ] Lesson plan wich uses VR

[ x  ] Other. Describe it
Virtual Lab Experience for Science (Physics, Chemistry, Biology)


	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?
	  Secondary school students and teachers in Türkiye (using virtual lab simulations via VRLab Academy).
  Teachers of science (physics, chemistry, biology) integrating virtual experiments.


	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?
	  To provide immersive, interactive virtual laboratory experiments via VR/online for students and teachers, enabling experiences that may be difficult to conduct in real labs due to equipment, safety, or cost constraints. 
  To support STEAM education by offering science-based VR modules (physics, chemistry, biology) that are aligned with curricula and accessible online.


	Date 
	When did this happen/was it published/made available?
	Published June 29, 2024 — ongoing use by schools.

	Subject focus

	What curriculum subject area(s) is/are targeted?
	
Science (Physics, Chemistry, Biology) — for example: “Isı Değişimi ve Sıcaklık”, “Elektriksel Direnç”, “pH metre ile Asit-Baz Titrasyonu”, etc.



	
Description of Example:


	Context



	Provide further details about the context.
	VRLab Academy offers 16 different virtual lab experiments via a partnership of the Turkish Ministry of Education and the VRLab Academy platform, allowing students and teachers to access immersive, interactive science experiments.

	Innovation






	Are there any aspects of this example that are new, unusual, innovative in any way?
	The virtual labs allow for hands-on exploration of scientific concepts (e.g., heat transfer, atomic models, electrical resistance, titration, cellular biology) in a safe, engaging environment. These experiments combine science content with interactive digital experiences.

	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

	Inquiry-based learning and interactive simulation: students explore experiments, observe and manipulate virtual parameters, and deepen understanding of scientific phenomena. Teachers guide and debrief the virtual lab sessions.

	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)

	The platform is accessible via EBA (the national education platform), supporting broad reach across Türkiye. Because experiments are virtual, limitations such as equipment scarcity or safety concerns are reduced. (While specific details of gender inclusion or SEN adaptation aren’t explicitly listed, the platform’s wide accessibility supports equity.)

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




	The virtual labs are reusable, scalable, and accessible online, supporting widespread deployment across multiple schools without the cost of physical lab equipment for every location.

	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?


	Device (computer/tablet/VR headset if available) connected to VRLab Academy content via EBA platform.

	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.




	Students engage in virtual experiments, complete observation/worksheet tasks, discuss results, show understanding of scientific concepts via follow-up activities. (Implicit from description of modules.)

	Why do you consider this example a "good practice"



	
	  It enables high-quality science experimentation using VR/virtual labs across Türkiye, reducing barriers of equipment, cost and safety.
  It aligns with STEAM goals by focusing on science within interactive digital environments, making learning more engaging and accessible.
  It demonstrates national scale deployment through the EBA platform, promoting digital transformation in education.
  It has potential for expansion into further STEAM topics and inclusive design.


	Partners feed-back


	Your opinion about the good practice and other comments


	  The MOE description emphasises that VRLab Academy offers “240+ online labs” in 30+ countries and supports meaningful and lasting learning through immersive and interactive experiences. 
  Teachers using the platform report increased student engagement and ability to conduct experiments that would otherwise be impossible in traditional settings (based on the platform’s claim of offering wide range of virtual labs).
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