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« Research of VR tools and methodologies in
adult education

An in-depth research of comprehensive materi-
als, tools, and best practices from the field of
virtual and augmented reality in education. An
overall report of VR/AR tools and innovative
methods that can be applied in adult education.
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Creative Teaching : Virtual Reality is here
to revolutionize adult education! Digital
tools blend with traditional learning, in
order to create an innovative and inclu-
sive educational process.

« CT : VR Curricula

The digitally published Curricula, consists of a list
of procedures and methodologies regarding VR
implementation on 3 levels: organizational,
teacher/mentor, participant. It serves as a guide-
line on possibilities of different implementations
and as a tutorial for future use, by organizations
or teachers.

Target Groups

+ Adult educators. « CT : VR Guidelines with video tutorials
A collection of good practices of VR/AR implemen-
tation on education from organizations that are
already using VR as part of their educational
Curriculum. The result of the research is
published on the CT:VR platform. The Guidelines
serve as learning material, encouraging the
. involvement of educational organizations, by
« Participants in lifeong learning activities. auns offering an overview of VR/AR advantages.

« Associations for adult education.

« Professionals/experts in adult education.
» Mentors.

» Lifelong learning teachers.

« Adult learners.

« Creation of VR Classrooms to reinforce education-
al creativity.

« Implementation of blended teaching methodolo-
gies (analog-digital) that will lead to better educa-
tional outcomes.

« Achievement of digital equity by offering equal
access to learning resources.

« Empowerment of educators and their teaching
skills via training on VR classrooms and digital tools
on education.




