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

COUNTRY AND ORGANIZATION SPAIN, CONSEJERÍA DE EDUCACIÓN, FORMACIÓN PROFESIONAL, ACTIVIDAD FÍSICA Y DEPORTE  PROPOSING PARTNER/S) CEFPAFD
EXAMPLE 
	Background information
	Name of example: Proyecto “Simulaciones virtuales en la unidad de neonatología”
 MetaHospitalFP- Virtual simulations in the neonatology unit

	Provider/ Original source/country
	Who is the author, developer of this example? 
What country/sector are they from?
	CIFP Los Gladiolos(coordinator) and IES El Rincón (partner) + private enterprise (Scott & Irwing) 
Spain, VET training 

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

	 https://www.metahospitalfp.com 

https://youtu.be/oXnW-vwcZ0A?si=EnPj0TwCIBIkZBlz

	Category
	What kind of example is it? 



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

[  x] Lesson plan which 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?
	IT students (VET) who provided the app development (back end)
Nurse assistant  students (VET) who used this tool as part of their learning process  
Health education teachers (VET) who created the content learnt through the app 
Hospital Universitario de Canarias (collaborator)

	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?
	Creating a virtual classroom to train Nurse assistants, nurses and doctors. 

	Date 
	When did this happen/was it published/made available?
	2023/2024 - 2024/2025 

	Subject focus

	What curriculum subject area(s) is/are targeted?
	Neonatology care- 
Assistant Nurse VET studies 






	
Description of Example:


	Context



	Provide further details about the context.
	This app was developed to provide students with learning opportunities in areas which are difficult to access for a variety of reasons. In this case, due to the age and fragility of the patients, students can not interact with them without having previous experience neither are there enough opportunities for them to practise. This has been developed as a collaboration between two different VET schools in order to help nurse assistant students get more opportunities to practise and IT students an opportunity to develop a real app. 

	Innovation






	Are there any aspects of this example that are new, unusual, innovative in any way?
	It offers the possibility of assuming  different roles within the app. Also, it offers opportunities to practise a wide variety of situations in the most real way possible. 
Real world application in a safe environment 

	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

	Active learning
Experiential learning (learn by doing) 
Collaborative learning (as students can interact) 
Creative learning (students can take on multiple roles) 

Student centered, teachers as facilitators, active learners. Collaborative approach 

	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)

	It is not public at the moment but we can be granted access. 

It is supported not only for the VR glasses but also as an .exe so it can be installed in different devices 

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




	Training is innovative as students are provided “real” situations to put into practice techniques that can not be easily reproduced in a traditional classroom. 
It is also efficient as specific and specialised materials and tools are not consumed. 

	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?


	VR devices, specific software, pc, tablets. 

	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.




	The app includes assessment of the activities carried out by the students by using rubrics on their performance of each of the activities. 
These results are stored for teachers and are also visible for the students. 

	Why do you consider this example a "good practice"


	
	We consider this a good practice as it is an example of learning situations displayed and carried out on a VR environment, fostering students motivation, making the opportunities to learn available to all students as well as giving teachers the needed feedback on the students’ progress 

	Partners feed-back

	Your opinion about the good practice and other comments
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