Co-funded by
the European Union

KA 220 THE POWER OF AR AND VR:
IGNITING PASSION FOR LEARNING THROUGH INNOVATIVE TECHNULUGIES

2024-1-PL01- KA220-VET- 000243150

SREDNJA SKOLA BAN JOSIP JELACIC,
ZAPRESIC, CROATIA

J

vember 2025

Ty

NEWSI.ETTER 4

LATEST UPDATES IN THE POWER
OF AR AND VR PROJECT

A group of twenty students and five teachers
from six partner countries took part in a joint
online workshop dedicated to exploring the
integration of Augmented Reality (AR) and
Virtual Reality (VR) in education. The interactive
session aimed to showcase how these innovative
technologies can transform learning experiences
across different subjects.

The workshop began with an inspiring
presentation on the potential of AR and VR to
make lessons more engaging, immersive, and
effective. Afterwards, students collaborated in
international breakout groups, participating in a
silent debate on the topic “VR in Vocational
Education and Training (VET)", where they
exchanged ideas and perspectives using digital
discussion tools.

The session concluded with a reflection and self-
assessment activity, allowing participants to
evaluate what they had learned and consider
how AR and VR could be applied in their own
schools and future projects.

https://power-ar-vr-edu.2lo.pl/

WEBINAR FOR STUDENTS
Exploring Virtual Worlds: An
Introduction to AR and VR
Webinar programme:

e Introduction: The concepts of
AR and VR technologies
Group Work (breakout rooms):
Exploring real-world
applications and benefits of AR
and VR in various fields
Kialo debate: Discovering the
potential future career paths
related to AR and VR
technology
Q&A session with participants
Event evaluation
Participant list
Certification
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10 2: AR AND VR TOOLKIT FOR CROSS-
DISCIPLINARY LEARNING
(EMPOWERING TEACHERS WITH PRACTICAL
RESOURCES)

WEBINAR FOR STUDENTS

Welbinar programme:
= Introduction: The concepts of AR and VR technologies
in VET education
* Virtual Group Work: Exploring real-world applications
and benefits of AR and VR In various fields
+ Kialo debate: Discovering the potential future corear

paths related to AR and VR technology
* Q&A session with participants
+ Event evaluation
= Participant list

MOMNDAY, NOVEMBER 10 AT 05:00 PM CET
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SILENT DEBATE

Kialo debates on using
VR in VET education
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The Power of A8 and VR
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@ - Oniime Workshop: AR & VR in Education

o 20 students + 5 teachers

# & partner countries

o Focus integrating AR & WRinto teaching

+ Presentation on ARNR potential in different subjects

o Saleril Gedate on VR in VET education = sbernatonsl groups

o Reflection & sell-assessment 31 the end

4 Great ideas, collaboration, and ircpiration for future projects! 5
#ErasmusFilus PARVE #DigitalSkills #Futureleamning #innovation|nEducation
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END RESULTS
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