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

COUNTRY AND ORGANIZATION .......................................  PROPOSING BY............................. ............................. ............................. ..............
Please provide and describe/analize examples good practices in the use of Virtual Reality in teaching/education Please Add a description table  for each example.
EXAMPLE 1
	Background information
	Name of example:


	Provider/ Original source/country
	Who is the author, developer of this example? 
What country/sector are they from?
	

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

	

	Category
	What kind of example is it? 



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

[   ] 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?
	

	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?
	

	Date 
	When did this happen/was it published/made available?
	

	Subject focus

	What curriculum subject area(s) is/are targeted?
	






	
Description of Example:


	Context



	Provide further details about the context.
	

	Innovation






	Are there any aspects of this example that are new, unusual, innovative in any way?
	

	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

	

	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)

	

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	Is the information likely to become outdated?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




	

	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?


	

	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.


	

	Why do you consider this example a "good practice"


	
	

	Partners feed-back

	Your opinion about the good practice and other comments

	



image1.png
S Co-funded by
LURC the European Union




image2.png
i W

NG

VRAST

DIGITAL STEAM FOR ALL




image3.gif
UNIVERSIDADE
DE SANTIAGO
DE COMPOSTELA





image4.png




