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1. Introduction 

Dear Teacher,  

Welcome to a new way of teaching and learning.  

This collection of lesson plans is designed as a practical and professional tool to support you 

in integrating VR content into the educational process. The plans provide a clear and 

structured framework for addressing selected topics through immersive experiential activities, 

combined with reflection and collaborative methods. 

   The goal is to enhance the quality of teaching, encourage empathetic responses, and 

strengthen students’ intrinsic motivation to explore complex social and environmental 

issues. Motivated students are more engaged, persistent, and curious, which leads to deeper 

understanding and long-lasting knowledge. Each lesson plan is an opportunity to build 

knowledge, develop critical thinking, and foster curiosity.  

VR in education does not only promote emotional empathy – the instinctive ability to feel 

what someone else feels – but also cognitive empathy: the ability to understand another 

person’s perspective on a rational level and respond thoughtfully. This is where true learning 

begins – when students not only feel, but also understand why they feel, and feel inspired to 

explore further (more information in D2.2). 

      Why empathy matters for adolescents? 

Adolescence is a period of intense brain development and heightened emotional sensitivity. 

The prefrontal cortex, crucial for reflection, impulse control, and perspective-taking, is still 

maturing. Learning is most effective in a safe and emotionally supportive environment, where 

the nervous system is calm, amygdala reactivity is reduced, and higher cognitive functions – 

including empathy – can flourish. Such an environment also boosts motivation, as students feel 

understood, heard, and accepted. 

    What VR brings to the classroom? 

- First-person experiences of other lives, situations, or historical moments. 

- Encourages cognitive empathy – understanding others’ thoughts, feelings, and actions 

without emotional overload. 

- Acts as a spark for discussion, reflection, creative expression, and critical analysis. 

- Strengthens 21st-century skills: collaboration, listening, argumentation, and 

connection. 

- Increases intrinsic motivation for learning by allowing students to connect knowledge 

to personal experiences and emotional engagement. 
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1.1. How to use this handbook? 

     This handbook contains 8 VR-integrated lesson plans plus an additional section (Chapter 

3) with optional didactic activities – all described step by step, aligned with learning goals, and 

designed to encourage creativity and flexibility in teaching. 

 Step-by-step usage guide 

   Start with Chapter 1.2 – Quick-start guide 

– Practical tips for classroom setup, safety considerations    , and strategies for confidently 

introducing VR – No advanced technical skills needed. 

   Check the overview table | Chapter 2, before lesson plans 

– Insert here: a short comparative table showing all 8 lesson plans, their main methods, 

and related subjects (one page, at-a-glance). 

– Purpose: help you, teachers, quickly identify which plans fit your subject and teaching 

style. 

   Select your lesson plan 

– Choose based on subject area, theme, or method. 

–Each plan is adaptable to various subject areas -  from natural sciences, biology, and 

geography, to history, civic education, languages, arts, and social sciences - with relevant 

subjects marked from the curricula of all three participating countries, ensuring teachers 

from different profiles are motivated to use them 

   Follow the plan structure 

Each lesson plan includes: 

  Clearly defined learning outcomes 

  Step-by-step instructions 

  Reflection activities (individual & group)        

  Suggestions for analogue materials to complement VR              

  link to VR resource       (4–6 min videos, thematically aligned)  

   Adapt the time frame 

– Lessons are designed for 90 minutes (2 periods), but can be shortened to 45 minutes with 

minor adjustments. 

   Extend with optional activities | Chapter 3 

– Creative, flexible ideas that allow further exploration and interdisciplinarity. 

When used thoughtfully, VR is not just a technological novelty, but a powerful 

tool for developing empathy, deep understanding, sustainable motivation for 

learning, and connecting students with the world – and with each other. 
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We invite you to step into this world with openness and courage—and to 

explore, together with your students, how learning can begin where the 

understanding of the other is born. 

 

1.2. Technical instructions 

      Guide to the Goggles 

I. Turn on the goggles by clicking and holding the on/off button on the top of the goggles 

II. Turn volume up and down by clicking on the + and – underneath the goggles 

III. Adjust the headstraps with the velcro closing on the sides and on top of the goggles 

IV. Adjust the width between the lenses inside the mask (for children, the narrowest option 

is usually best) 

V. Choose a video by putting on the goggles and gazing with the cursor on the one you 

select 

VI. Exit a video by gazing with the cursor on the house icon on the floor – it’s always below 

you in the virtual world         

 

     Guide to the Lesson 

   Prepare Your Equipment 

¶ Check the goggless: Turn them on and look at the colour of the small LED light next 

to the on/off button: 

  Blue = sufficient battery 

  Red = very low battery 

 

¶ Set up the classroom: Ensure there is enough space 

for students to sit comfortably and move their 

heads 

 

      Tip: Ideally, the goggles are stored in lockable 

cabinets like the ones shown in the image 
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                                   Introduce VR to Students 

¶ Explain how the goggles work: Demonstrate how to put them on, adjust the straps, and 

use basic controls 

¶ Discuss safety rules: 

o Sit on a chair or stand still 

o Take breaks if feeling unwell 

o Do not walk around while wearing the goggles 

   Run the VR Experience 

Distribute goggless carefully, but ask them to wait before putting them on. 

¶ Start the content: Ask students to put on the goggles and gaze at the video you have 

chosen for the particular lesson. They will have a cursor in the goggles controlled by 

their gaze. 

¶ Supervise and assist: Walk around to ensure students are comfortable and the goggless 

are functioning. 

        Maintain and Store Equipment 

¶ Clean goggles: Use disinfectant wipes. 

¶ Charge devices: Plug them in after use. 

¶ Store safely: Keep goggless in a dry, dust-free space, away from sunlight  
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2. Lesson plans with VR resources  

Table 1 provides an overview of the lesson plans developed, identifying the methods used and 

the common subjects covered, to support teachers in planning the lessons: 

Lesson plan Methods Subjects 

2.1 Multiculturalism in the 

European Union 

Research, group work, critical 

thinking, VR experience, 

reflection, discussion, 

perspective-taking, creative 

writing, collaborative learning 

History, Geography, Citizenship 

/ Social and Civic Education, 

Sociology 

2.2 Heroes of Humanity 

Individual reflection, guided 

discussion, ethical reflection, 

collaborative decision-making, 

VR learning, critical thinking 

History, Geography, Citizenship 

/ Social and Civic Education, 

Philosophy, Sociology, Arts / 

History of Culture and the Arts 

2.3 From Displacement to 

Belonging 

Guided discussion, critical 

thinking, small group learning, 

research, VR experience, 

perspective-taking, collaborative 

problem-solving, zine, creative 

expression 

History, Citizenship / Social and 

Civic Education, Sociology 

2.4 The impact of climate 

change on European 

biodiversity 

World Café, critical thinking, 

collaborative problem-solving, 

hands-on learning, VR 

experience, guided discussion, 

critical reflection 

Biology, Geography, Chemistry, 

Physics, Literature, Economics / 

Civic Education 

2.5 Being an artist and a creator 

Individual work, guided 

discussion, critical thinking, 

research-based learning, 

collaborative learning, creative 

exploration, VR experience, 

small group learning, zine/mural, 

perspective-taking, critical 

reflection 

Art, Art History, History, 

Geography, Citizenship / Social 

and Civic Education, Sociology, 

Psychology, Literature, 

Philosophy 

2.6 Values for sustainability as a 

model of economic 

development and social 

organisation 

Stations method, small group 

learning, World Café, 

collaborative learning, inquiry-

based learning, collaborative 

problem-solving, critical 

thinking, creative expression, VR 

experience, reflection 

Biology, Geography, Chemistry, 

Physics, Economics, Sociology, 

Citizenship / Social and Civic 

Education 

2.7 Voices and spaces of 

Democracy 

Individual reflection, guided 

discussion, creative expression, 

collaborative learning, meaning-

making, VR learning, 

perspective-taking, critical 

thinking, collaborative decision-

making, small group learning 

History, Geography, Citizenship 

/ Social and Civic Education, 

Sociology, Art History, 

Psychology 

2.8 Digital literacy and safety in 

the digital age 

Small group learning, VR 

experience, sensory-based task, 

brainstorming, quick game, 

guided discussion, collaborative 

problem-solving, active learning, 

critical thinking 

Sociology, Psychology, 

Computer Science, Citizenship / 

Social and Civic Education, 

Literature, Languages / 

Communication 

Table 1 - Overview of the lesson plans developed, including the methods used and the common subjects 

covered. 
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The lessons follow a consistent structure, allowing teachers to gain an overall understanding 

of the potential, objectives and activities included in each one. The proposed activities are 

organised into clearly numbered steps, each with a description. Icons are used throughout to 

highlight objectives, methods and other relevant aspects, supporting readability and ease of 

use. Table 2. Explain the meaning of icons: 

 
Step number and name 

 
Specific objectives of the step 

 
Duration of the step in minutes 

 

Sources and documents that teachers can use. It may include a handout, provided immediately after, 

to support teachers in classes. 

 
Equipment needed to use the VR-based resources 

 
Identification of the VR videos that will be used  

 
Methods and strategies used in the step  

 
Instructions to teachers 

 
Some tips or additional ideas given to teachers 

    Important notes to teachers on conditions and awareness 

 

Table 2 - Meaning of the icons used in the lesson plans 
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2.1. Lesson plan | Multiculturalism in the European Union 
---------------------------------------------------------------------------------------------------------------- 

Common theme: European Citizenship and Diversity 

Specific theme: Migration 

 

 Subjects and areas of knowledge 

¶ Slovenia: History, Geography, Active Citizenship, Sociology, Cross-curricular 

thematic field (Library and information knowledge, Common Goals); Digital 

competences; Language, Citizenship, Culture and Arts; Health and Wellbeing. 

¶ Portugal: Geography, History, Cross-curricular thematic field 

¶ Greece: Social and Civic Education, History, Common themes across all the subjects: 

Digital competences; Language, Citizenship, Culture and Arts;  Health and Wellbeing; 

Entrepreneurship 

 

General introduction and contextualization 

This lesson plan focuses on the subject of migration. It explores the reasons people flee their 

homes and the difficulties they face on their journey to a new life.  

~ 

Students are encouraged to address and discuss the experiences of refugees (or their own 

experience if they find themselves in a new country) and make the effort to perceive the 

realities of migration, beyond the sentiments a refugee’s plight may evoke. 

 

The videos that accompany this lesson plan are context-based in Greece. Teachers in other 

countries may want to direct the thoughts of their students towards a more home-based 

experience or draw parallels to similar events in their home country. 

 

Lesson objectives 

¶ Identifying the causes and the consequences of migration in the European context 

¶ Developing empathy and understanding of migrants' experiences 

¶ Recognising the importance of refugees and their contribution to economic and social 

development 
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TASK AND ACTIVITIES | 90 MINUTES 

 
INTRODUCTION 

 
To develop empathy and understanding of migrants' experiences 

 
15 minutes 

 

Dictionary/Thesaurus | for English, for Greek, for Portuguese; Paper/whiteboard 

and marker 

 
Discussion and collaborative learning 

 

The teacher introduces the word home and asks each student in turn to say the first 

word that comes to their mind. 

 

The teacher may help students explore the concept of "home" by discussing 

synonyms and connotations in their language, or through cultural examples like the 

Greek word "Hestia." 

 

   Teacher’s Note - Psychological safety: When students share personal meanings of 

“home,” remind the class that all responses are valid and must be respected. Avoid pressuring 

students to share if they feel uncomfortable. 

 

 
EXPLORATION 

 
To identify the causes and consequences of migration in Europe 

 
20 minutes 

 
Digital resources |  Migration Exploration (Table 3) 

 
Research, group work, critical thinking 

 

Students reflect on their own and their families' migration backgrounds. They 

view and discuss historical images/videos of migration and explore causes of 

migration, multiculturalism, and the role of migrants in society.  

 

It is possible to use collaborative group work as an alternative method: 

¶ Divide the class into small groups (3–5 students) 

¶ Each group receives a different resource (such as photographs, a historical article, an 

interview, or a video). 

¶ Each group will analyse their assigned resource, identify one main cause and one 

consequence of migration, preparing a short presentation of their findings (for 

example, a poster or oral report). 

¶ After the presentations, hold a class discussion where students compare the different 

causes and consequences identified by each group and explore common themes. 

 

 

https://www.thesaurus.com/
https://www.greek-language.gr/greekLang/index.html
https://www.infopedia.pt/
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A rich list of resources is provided in Table 3. That teachers can use:   

Digital resources |  Migration Exploration 

Title URL 

Europeana - Migration Theme https://www.europeana.eu/en/themes/migration 

Europeana - Migration https://pro.europeana.eu/page/europeana-migration 

UN - Global Issues: Migration https://www.un.org/en/global-issues/migration 

IOM Storyteller https://storyteller.iom.int/ 

Europeana Migration Collection Days 
https://www.europeana.eu/en/europeana-migration-

collection-days 

Explore Migration Stories - Europeana 
https://www.europeana.eu/en/migration/explore-

migration-stories-from-events-in-these-cities 

European Commission - Migrants' 

Contributions 

https://home-affairs.ec.europa.eu/news/honouring-

contributions-migrants-our-societies-international-

migrants-day-2023-2023-12-18_en 

Atlas of Migration 
https://migration-demography-tools.jrc.ec.europa.eu/atlas-

migration 

Migration & Development - 

Knowledge4Policy 

https://knowledge4policy.ec.europa.eu/migration-

demography/topic/migration-development_en 

IOM Homepage https://www.iom.int/ 

Migration Data Portal - IOM 
https://www.migrationdataportal.org/institute/internationa

l-organization-migration-iom 

UN iLibrary - Asylum and Migration https://www.un-ilibrary.org/content/periodicals/24142603 

UNHCR - Asylum and Migration 
https://www.unhcr.org/what-we-do/protect-human-

rights/asylum-and-migration 

OHCHR Storytelling Migration Video 

Series 

https://www.ohchr.org/en/migration/storytelling-

migration-animated-video-series-calling-stand-human-

rights-all-migrants 

Asia Minor Catastrophe 
http://www.ehw.gr/asiaminor/forms/fDataDisplay.aspx?

Mode=Lemmata&paramid=25&lastNode=t25 

Europeana - Asia Minor Catastrophe 
https://www.europeana.eu/en/stories/the-asia-minor-

catastrophe 

Armenian Genocide Overview (USHMM) 
https://encyclopedia.ushmm.org/content/en/article/the-

armenian-genocide-1915-16-overview 

Armenian Genocide - Armenian 

Genocide.org 

https://www.armenian-genocide.org/genocide.html 

 

Levantine Heritage https://www.levantineheritage.com/ 

Armenian Photographers in the Ottoman 

Empire 

https://publicdomainreview.org/essay/armenians-and-

armenian-photographers-in-the-ottoman-empire/ 

Pre-Genocide Photos - Genocide Museum 
https://genocide-museum.am/eng/pre-

genocide_photos.php 

Ottoman-era Photographs (Getty Iris) 
https://blogs.getty.edu/iris/ottoman-era-photographs-take-

on-new-meaning-in-their-digital-life/ 

Shutterstock - Ottoman Empire 1900s 
https://www.shutterstock.com/el/search/ottoman-empire-

1900s 

Getty - Ottoman-era Photos Collection 
https://www.smithsonianmag.com/smart-news/getty-has-

digitized-more-6000-photos-ottoman-era-180971186/ 

Emma Cushman - American Heroine This link 

A Light in the Darkness - Lowell Milken 

Centre 

https://www.lowellmilkencenter.org/programs/projects/vi

ew/a-light-in-the-darkness/hero 

Near East Museum https://neareastmuseum.com/ 

Near East Museum - Corinth https://neareastmuseum.com/2016/05/11/corinth/ 

Interview Archive – Istorima https://archive.istorima.org/interviews/EL-24021 

Table 3 – Digital resources on migration exploration that teachers can use. 
 

    Teacher’s Note - Psychological safety: Make it clear that personal migration histories are 

voluntary to share; provide the option to speak in pairs or write reflections privately if someone 

feels uneasy. 

https://www.armenian-genocide.org/genocide.html
https://gnomipoliton.com/2020/05/19/emma-cushman-%CE%B7-%CE%B1%CE%BC%CE%B5%CF%81%CE%B9%CE%BA%CE%B1%CE%BD%CE%AF%CE%B4%CE%B1-%CF%80%CE%BF%CF%85-%CE%AD%CF%83%CF%89%CF%83%CE%B5-%CF%87%CE%B9%CE%BB%CE%B9%CE%AC%CE%B4%CE%B5%CF%82-%CF%80%CE%B1/
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VR MATERIAL 

 
To develop empathy and understanding of migrants' experiences 

 
10 minutes 

 

Dictionary/Thesaurus | for English, for Greek, for Portuguese; Paper/whiteboard 

and marker 

 
VR goggles 

 
New homes, new cultures, new identities and A new home for refugee children (here) 

 
VR Experience  

 

The teacher introduces the word home and asks each student in turn to say the first 

word that comes to their mind. 

 

    Teacher’s Note - Psychological safety: Warn students that some VR scenes may be 

emotionally intense; allow them to take breaks or opt out if they feel overwhelmed. 

 

 
WALK IN THEIR SHOES 

 

To identify causes and consequences of migration; To develop empathy and 

recognise refugee contributions. 

 
45 minutes 

 
Pen, paper 

 
Reflection, discussion and perspective-taking 

 

Students answer reflection questions and compare their perspectives with a 

real-life migrant/refugee's story (invited guest or family). They may write and 

share thoughts and explore similarities or differences with lived experiences. 

 

The teacher may guide the discussion toward European values and their 

presence/absence in these real-life stories. 

 

    Teacher’s Note - Psychological safety: Ensure that guest speakers are prepared and that 

discussion is moderated to prevent any discriminatory or insensitive remarks. 

  

https://www.thesaurus.com/
https://www.greek-language.gr/greekLang/index.html
https://www.infopedia.pt/
https://www.youtube.com/@VR4Empathyproject
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GOING FURTHER | HOMEWORK (optional) 

 
To develop empathy and understanding; To recognise refugee contributions. 

 
20–40 minutes (homework) 

 
Pen, paper, colours, photos, captions, lights, tables 

 
Creative writing 

 

Students write letters from the perspective of a migrant/refugee (real, fictional, 

historical). They reflect on thoughts, dreams, and decisions. Letters are shared and 

discussed, then used in a student-led exhibition with visuals and stories. 

 

Exhibition scope can vary based on time and interest. Teachers may involve 

professionals or local institutions to support the event and encourage broader 

community inclusion. 

 

    Teacher’s Note - Psychological safety: Remind students to approach fictional or historical 

migrant perspectives with respect and empathy, avoiding stereotypes. 
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2.2. Lesson plan | Heroes of Humanity 

----------------------------------------------------------------------------------------------------------------

Common theme: European Citizenship and Diversity, European Historical Facts and 

European Social Common Values 

Specific theme: Refugees during the II World War 

 

Subjects and areas of knowledge 

¶ Slovenia: History, Geography, Active Citizenship, Sociology, Cross-curricular thematic field: 

Library and information knowledge, Common Goals (across all of the subjects): Digital 

competences; Language, Citizenship, Culture and Arts; Health and Wellbeing 

¶ Portugal: History, Citizenship and Development, Biology, Chemistry, Philosophy, 

Geography, History of Culture and the Arts 

¶ Greece: History, Social and Civic Education, Skills Laboratories, Active Citizenship 

 

General introduction and contextualization 

In this lesson, teachers introduce the Righteous Among the Nations, allowing students to 

explore some of these individuals. This honorary title is given to non-Jews who risked their 

lives to save Jews during World War II. The VR video highlights Aristides de Sousa Mendes, 

a Portuguese Righteous Among the Nations, as a starting point for students to examine figures 

from their own countries. The lesson and VR video can also help analyse contemporary 

situations. 

The video that accompanies this lesson plan is context-based in Portugal. Teachers in other 

countries may want to direct the thoughts of their students towards a more home-based 

experience or draw parallels to similar events in their home country. 

 

    Teacher’s Note – Emotional Sensitivity 

This lesson addresses refugees and moral dilemmas that can be emotionally challenging for 

students. 

Teachers are advised to: 

¶ inform students beforehand that the content may be intense, 

¶ remind them that all emotional responses are valid and respected, 

¶ give students the option to opt out of using VR or stay silent if they feel uncomfortable, 

¶ close the session with a short reflection focusing on emotions (e.g. “How did this story 

make me feel?”). 

 

Lesson objectives 

¶ Developing knowledge about the refugees, considering survivors and rescuers. 

¶ Reflecting/respecting differences, recognising and valuing diversity. 
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TASK AND ACTIVITIES | 90 MINUTES 

 
THE LINE OF CHOICES 

 

To encourage self-reflection and critical thinking about personal values, 

perspectives, and decision-making processes towards the topic. 

 
40 minutes 

 
Handout: The dilemma of defying authority (Table 4) 

 
Individual, guided discussion, ethical reflection and collaborative decision-making 

 

¶ Students form a single, straight line across the room and remain silent, facing 

forward. This helps create focus and a reflective atmosphere. 

¶ The teacher reads out a series of scenarios, each presenting a challenging 

situation with two possible choices (Option A and Option B) of the two 

scenarios provided in the handout, The Dilemma of Defying Authority. Each 

scenario prompts students to imagine themselves in the situation and think about 

their response. 

¶ After hearing each scenario, students decide on their answer: Option A, 

students take a step forward and Option B, students take a step back. Students 

make their choices without speaking, allowing them to reflect individually on 

their decisions. 

¶ After each scenario, students remain in place, observing the line’s new shape 

as it changes based on their decisions. The teacher may briefly prompt 

students to consider how and why each person’s choices might differ. 

¶ At the end of the activity, the teachers will challenge some of the students to 

argue their positioning towards the scenarios, sharing their thoughts, and 

reflecting on how values, perspectives, or personal experiences influenced their 

choices. 

¶ The teacher can close the activity by clarifying doubts or curiosities the students 

may have related to the scenarios presented. 

 

 

    Teacher’s Note – Emotional Sensitivity: 

These scenarios can be emotionally intense because they ask students to imagine themselves 

in life-and-death moral dilemmas. Allow silence after each choice, reassure students that 

differing answers are normal, and encourage respectful listening during reflection.  
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Handout: The dilemma of defying authority 

Scenario 1: The Order to Deny Visas 

Context 

You are a diplomat in a country under strict government orders to deny visas to refugees 

trying to escape Nazi persecution. You know that many of these people will face certain 

death if they are not allowed to leave the country. 

Scenario 

You are in a position of power, and you are instructed by your government to refuse visas to 

thousands of refugees trying to escape the Nazis. You know that if you follow the order, 

many of them will be sent back to face possible disciplinary action, imprisonment, torture 

and even death. However, if you disobey, you risk losing your job, facing disciplinary and 

legal repercussions, and possibly being branded a traitor. 

Choices 

Option A: You decide to issue the visas, even though it means disobeying your 

government’s direct order. You help save thousands of lives, but you risk your career, 

freedom, and safety. 

Option B: You follow the government’s orders, denying the visas and turning away those 

who are fleeing for their lives, keeping your position and safety, but condemning others to a 

tragic fate. 

Scenario 2: The Consequences of Defying Authority 

Context 

You have issued visas to thousands of refugees, saving their lives, but your actions are now 

being discovered by your government. You face serious consequences for disobeying orders. 

Scenario 

After issuing visas to thousands of refugees, you are discovered and reported to the 

authorities. Your government is furious with your actions, and you are ordered to explain 

yourself. You know that you may face severe punishment, including dismissal from your 

post, disciplinary and legal and possible imprisonment. Despite this, you are aware that your 

actions saved many innocent lives, and you believe you acted according to your moral duty. 

Choices 

Option A: You stand by your decision, accepting any punishment that comes your way, 

believing that helping those in need is the right thing to do. You feel proud of the lives you 

saved, even if it cost you your career and freedom. 

Option B: You attempt to justify your actions in a way that might protect your career and 

future, possibly minimise the impact of your defiance and accept partial responsibility for 

your actions. You regret the consequences but feel conflicted about the risks you took. 

Table 4 - Handout: The dilemma of defying authority  
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    Teacher’s Note – Emotional Sensitivity: 

These scenarios place students in very intense moral situations. Encourage them to reflect 

quietly and reassure them that there are no “right” or “wrong” answers — only personal 

perspectives. Allow time for debriefing at the end so that emotions can be expressed safely. 

This may become a very challenging discussion. Teachers should be mindful that students 

reflect on motives and consequences, and not emotional responses – addressing cognitive 

empathy. 

 

 
OUR EUROPEAN HISTORY 

 

To enhance students' understanding of the concept of Righteous among the Nations 

and its significance in the history of the II World War; To deepen students' 

awareness of the Righteous Among the Nations by exploring the personal stories 

and motivations of these individuals. 

 
50 minutes 

 
VR goggles  

 
Brave Hearts (here) 

 

¶ To prepare the introduction, teachers may find information on this website 

¶ Teachers may provide this link to students for research: 

https://collections.yadvashem.org/en/righteous  

¶ A3 sheets and markers or Padlet (or another similar app) 

¶ Handout: Discovering heroes: Identifying with the Righteous among the Nations 

(Table 5) 

 

Small group learning, VR experience, guided discussion, inquiry-based learning 

and creative expression 

 

¶ The teacher starts the session by introducing the concept of Righteous among 

the Nations and its significance in the history of the II World War. 

¶ The students should be organised in groups of 4-5. 

¶ Each group should search on the internet for personalities considered 

Righteous among the Nations from the database shared by the teacher. The 

group should identify one of the personalities with whom they identify and 

prepare a short presentation to introduce in the Padlet (or similar), justifying 

their choice. 

¶ VR learning experience on Brave Hearts: Knowing (some) Righteous among the 

Nations. 

¶ Teachers launch a short, guided discussion on what students developed and saw, 

following the handout Discovering Heroes: Identifying with the Righteous 

among the Nations. 

 

¶ To ease the process, the groups can be defined in a previous class. 

¶ The teacher can decide on covering other questions and ensure the compilation 

of the time allocated to this activity. 

https://www.youtube.com/@VR4Empathyproject
https://www.yadvashem.org/righteous/about-the-righteous/who-are-the-righteous-among-the-nations.html
https://collections.yadvashem.org/en/righteous
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Handout: Discovering heroes - Identifying with the righteous among the Nations 
 

Objective 

Contribute to students’ understanding and critical thinking on the motivation, impetus and 

positioning of non-Jewish individuals honoured by Yad Vashem, Israel's Holocaust 

memorial, for risking their lives to aid Jews during the Holocaust. 
 

Instructions 

The teacher starts by launching some questions for reflection on the motivation behind the 

Righteous among the Nations: 

¶ From your perspective, what may motivate non-Jewish individuals to risk their lives 

to help Jews during the persecutions by the Nazi state and its collaborators? 

¶ Do you believe that these individuals saw themselves as heroes, or were they simply 

doing what they felt was morally right? 

¶ Are you able to identify any values, personal characteristics or experiences of these 

personalities that might have played a role in their actions? 

¶ In what ways do you think the actions of the Righteous among the Nations challenge 

or inspire us today? 

After the discussion, the teacher shares some sayings from the Righteous among Nations to 

be commented on by students: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

Wrap-Up 

Each group is asked to say in one word how they would define the 'Righteous Among the 

Nations' and their significance in the history of Nazi persecution. 

 

«I granted asylum and hospitality at the college to people who were persecuted on 

the basis of unjust and inhumane laws» 

Joaquim Carreira | Portugal 

"I have made my cross, have spoken with God, and decided to save as many Jewish 

souls as I can"                                

 Archibishop Damaskinos /Greece 

"Whoever saves one life, saves the entire world."(A Talmudic verse)уa quote 

highlighted by Israelќs official memorial to the victims of the Holocaust as a moral 

guide for individuals like Zora PiĨulin, Slovenian Righteous Among the Nations. 

 The exhibition "Slovenian Schindlers" emphasizes that these are љpeople who 

chose responsibility for others over their own mortal fearњ т demonstrating that 

љbeing responsible makes us more humane.њ 

Slovenian 

Table 5 – Handout - Discovering heroes: Identifying with the Righteous among the Nations  
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2.3. Lesson plan | From Displacement to Belonging 

---------------------------------------------------------------------------------------------------------------- 

Common theme: European Citizenship and Diversity, European Historical Facts and 

European Social Common Values 

Specific theme: The refugees during the II World War (Initial theme: Holocaust) 

 

 Subjects and areas of knowledge  

¶ Slovenia: History, Active Citizenship, Sociology, Cross-curricular thematic field (Library and 

information knowledge, Common Goals); Digital competences; Language, Citizenship, 

Culture and Arts; Health and Wellbeing 

¶ Portugal: History, Citizenship and Development, Biology, Chemistry, Philosophy, 

Geography, History of Culture and the Arts 

¶ Greece: History, Social and Civic Education, Skills Laboratory, Active Citizenship 

 

General introduction and contextualization 

This lesson starts with a brainstorming of the concept of refugee involving students in a 

discussion. Students will be challenged to search for refugees from the persecution by the 

Nazi state and its collaborators, explore their story and prepare a 5-minute pitch to present 

their personality to the class. Students can search for all refugees during the II World War, 

running from the Nazi politics and their collaborators from other countries, not necessarily 

Jewish refugees. To conclude the lesson, students  

will be able to prepare a zine, presenting the lives of refugees using visual representation. 

The video that accompanies this lesson plan is context-based in Portugal. Teachers in other 

countries may want to direct the thoughts of their students towards a more home-based 

experience or draw parallels to similar events in their home country. 

 

    Teacher’s Note – Emotional Sensitivity: 

This lesson addresses Nazi persecution, which can be emotionally intense. Prepare students 

beforehand by explaining that the topic may raise strong feelings. Remind them that all 

emotional responses are valid, and allow them the choice to stay silent or take a short break if 

needed. 

 

Lesson objective  

¶ Developing knowledge about the refugees during the second world war, taking into 

consideration the rescuers. 

¶ Reflecting/Respecting difference, recognising and valuing diversity. 
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TASK AND ACTIVITIES | 90 MINUTES 

 
INTRODUCTION 

 

To introduce the topic of mobility of refugees during the persecutions by the Nazi 

State and their collaborators; To debate the concept of “refugee” 

 
15 minutes 

 

¶ With digital tools: Mentimeter (or another similar app), mobile phone/tablets, 

and access to the internet 

¶ With post-its: Post-its with different colours and a board to fix the post-its 

 
Individual, guided discussion and critical thinking 

 

¶ The teacher asks students to register, using up to three words, their 

understanding of “refugee”. 

¶ After having all answers visible to the class, the teacher starts analysing the 

contributions, promoting a group discussion. 

¶ During the discussion, one or two students will proceed with the registration 

of the main conclusions from the debate on the board/digital tool. These 

students can be identified at the beginning of the task. 

¶ At the end of the discussion, the teacher presents a summing up of the results, 

establishing the link between the mobility of refugees in the context of the II 

World War and the connection with the Holocaust. 

 

 
TRACING THE JOURNEY 

 

To enable students to explore and understand the cultural impact of the Holocaust 

and World War-related mobility on European countries through collaborative 

research, VR experience, and guided discussion. 

 
45 minutes 

 
VR goggles  

 
A New Beginning 

 

Handout: Tracing the journey: Understanding Holocaust refugees (Table 6) 

 

Small group learning, VR experience, guided discussion, perspective-taking and 

collaborative problem-solving 

 

¶ Students should split into 5/6 groups of 3-4 students and research the 
experiences of refugees from the Holocaust in the national or international 
context. The teacher can use the worksheet Tracing the journey: 
Understanding holocaust refugees to provide instructions to students in this 
task. 

¶ Each group will present the results from the research by making a 5-minute 
pitch on the findings. 
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¶ VR experience on “A new beginning: The struggles and hope of a Holocaust 
refugee’s journey to belong.”  

 

Teachers can link this theme with actual themes, not only wars and refugees, but 

also national, European and International policies emerging from it. For example, 

the 1951 Refugee Convention. 

 

    Teacher’s Note – Emotional Sensitivity: 

The VR experience and personal refugee stories may evoke strong emotions in students. Allow 

quiet reflection after the VR activity and remind students that there are no “right” or “wrong” 

reactions. Encourage respectful listening during group sharing. 

 

Handout: Tracing the Journey - Understanding holocaust refugees 
 

Objective 

To understand the historical experiences of refugees from the Holocaust by exploring their 

struggles, resilience, and adaptation, fostering empathy and a deeper connection to their 

personal stories. 

 

Instructions 

Each group will search for one of the following questions: 

¶ What factors or events might have compelled families to make the difficult decision 

to leave their home countries during the Holocaust? 

¶ What challenges did families face when deciding to flee their home countries? 

¶ What challenges did refugees face while building a new life in foreign countries? 

¶ What stories of resilience and hope can be found among refugee families as they 

navigated their journeys and built new lives? 

 

Research sources 

Students may use multiple sources to get the information, including books, online 

archives/museums and websites. Teachers can provide a set of links to support the search or 

give students the freedom to search freely. Whenever searching online, it is important to 

remind students of the importance of: 

¶ Using reliable sources to search for information 

¶ Checking the information obtained from different websites and sources 

 

Wrap-Up 

Each group should summarise the research by preparing 1-2 paragraphs of the findings to 

support the pitch they need to share. 

 

Table 6 - Handout: Tracing the Journey - Understanding holocaust refugees. 
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ECHOES OF THE HOLOCAUST 

 

To enable students to creatively express their understanding of the feelings and 

thoughts of refugees from the holocaust. 

 
30 minutes 

 

¶ Material to prepare zines/ flyers (magazines, journals, photos/images, painting material) 

¶ Handout: Exploring the journey of Holocaust refugees through zines (Table 7) 

 
Small group learning, zine and creative expression 

 

¶ In the same groups, students will produce storytelling using a zine to illustrate 

what students have learned about the feelings and thoughts of refugees from the 

holocaust. 

¶ Teachers may use the handout Exploring the journey of Holocaust refugees 

through zines 

 

An exhibition of the zine pages can be planned and organised in the school to give 

visibility to the results of this lesson. 

 

    Teacher’s Note – Emotional Sensitivity: 

Creating zines about refugees’ emotions (fear, hope, desire) can surface intense feelings. Guide 

students to express themselves respectfully and ensure a supportive environment during 

presentations. Close the activity with a short reflection to help them process the emotional 

content safely. 

 

Handout: Exploring the journey of holocaust refugees through Zines 
 

Objective 

To allow students to express through images, drawings, or collages the emotional journey of 

Holocaust refugees, focusing on their fear, hope, and desire for a better future, and how these 

emotions influenced their resilience and survival. 

Instructions 
 

Reflect on key insights. 

In the first minute, recall with your colleagues the emotions experienced by Holocaust 

refugees, particularly focusing on their fear of persecution, their hope for safety, and their 

desire for a better life. Think about how these emotions shaped their decisions to flee and 

their determination to survive, and how these feelings are still relevant in the context of 

human rights and empathy today. 
 

Visual representation 

In the next 10 minutes, use drawings, images, or a collage to represent the key emotional 

aspects of the refugees' experiences - fear, hope, and desire. Show how these emotions 

shaped their journey, their strength in overcoming adversity, and their desire to find a place 

of safety and opportunity. Focus on how their stories of survival and hope can inspire future 

generations to commit to values like empathy, solidarity, and the pursuit of justice. 
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Include short text 

In the final 2 minutes, add brief phrases or words that explain your visuals, connecting them 

to the emotions of fear, hope, and desire. Use these words to deepen the meaning of your 

representation and highlight how these emotions influenced the refugees' actions and their 

drive to build new lives. 

 

Wrap-Up 

Each group assembles their zine and presents it to the class, sharing its visual storytelling 

with peers. As they present, students will explain how they chose to represent the emotions 

of fear, hope, and desire, and how these themes resonate with the journey of Holocaust 

refugees. After sharing, students reflect on what surprised them about these experiences and 

discuss how understanding the emotional impact of the Holocaust helps them better 

appreciate human resilience and values today. 

 

Table 7 - Handout: Exploring the journey of holocaust refugees through Zines. 

 

    Teacher’s Note – Emotional Sensitivity: 

This creative exercise may be emotionally demanding, as students are asked to visualise fear, 

hope, and desire. Allow students to express themselves freely, without pressure for artistic 

quality. Emphasise that the goal is empathy and reflection, not perfection. Provide support and 

be attentive to signs of discomfort. 
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2.4. Lesson plan | The impact of climate change on European 

biodiversity 

---------------------------------------------------------------------------------------------------------------- 

Common theme: European Social Common Values 

Specific theme: Biodiversity – Preserving the four seasons 

 

 Subjects and areas of knowledge  

¶ Slovenia: Biology, Geography, Chemistry, Cross-curricular thematic field (Library and 

information knowledge; Environmental education, Common Goals); Digital competences; 

Language 

¶ Portugal: Biology/Geology, Geography, Clubes Ciência Viva (Science Clubs initiative) 

¶ Greece: Biology, Chemistry, Physics, Principles of Economics, Literature, Social and Civic 

Education, Active Citizenship 

 

General introduction and contextualization 

The lesson encourages a multidimensional exploration of biodiversity loss and climate 

change in Europe, with a focus on the interdependence between humans and nature. It is 

designed to deepen students' understanding of how ecological imbalances affect both 

natural systems and human societies, including economic and cultural aspects. Through 

experiential learning methods such as rotating stations, immersive VR content, and empathy-

based exercises, students are invited to reflect critically and emotionally on the state of the 

environment. The approach fosters systems thinking, interdisciplinary connections, and 

personal engagement, empowering learners to imagine and propose realistic solutions to 

complex ecological problems. Ultimately, the lesson aims to cultivate a sense of environmental 

responsibility, empathy, and active citizenship in the context of European social values. 

The videos that accompany this lesson plan are context-based in Slovenia. Teachers in other 

countries may want to adapt the discussion to their own national or cultural setting, helping 

students draw parallels between Slovenian experiences and those of their home country. 

 

Lesson objectives 

¶ Analyse the loss of biodiversity and its consequences for the environment, living beings 

and the economy. 

¶ Understand how climate change affects the different ecosystems in Europe. 

¶ Understand the causes, mechanisms and impacts of climate change in Europe. 

¶ Propose solutions and measures to mitigate climate change and adapt living things and 

the economy to climate change. 
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TASK AND ACTIVITIES | 90 MINUTES 

 
INTRODUCTORY ACTIVITY 

 
To set the structure of the lesson and explain the whole lesson plan. 

 
5 minutes 

 
Handout: The dilemma of defying authority (Table 4) 

 
World Café and critical thinking 

 

The teacher introduces: 

¶ Lesson instructions and the World Café method. The instructions, the content 

and the number of stations are adapted to the course (subject). 

¶ Determine 6 groups of students or according to the number of stations. The order 

of the stations is not important. 

¶ For each station, except for the VR movie where the teacher is present, ask one 

student to volunteer to write summaries about activities at the station. 

 
It is important that teacher set the creative athmosphere 

 

 

 
SIX STATIONS 

 

To provide students with immersive experience of the beauty and value of nature 

and help them reflect on human connection with the nature and approach the theme 

of biodiversity from different angles. 

 
45 – 60 minutes 

 
VR goggles 

 
4 seasons 

 

¶ Documents as: Common Agricultural Policy, the European Green Deal, the EU 

Biodiversity Strategy 2030, photo material, facts on how the food chain works, 

what and how humans interfere with nature, online sources for current events - 

scholarly and non-scholarly sources 

¶ Blank sheets; pens; paper with an animal, plant, stream, soil, rock, hill... 

¶ Online sources to: identify natural phenomena (Station 3); identify currents 

events (Station 4) 

 
Word Café, collaborative problem-solving and hands-on learning 
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Students take turns after 7-10 min, themes and tasks are described in every station: 

Station 1 | Definition of basic terms 

The teacher identifies some basic concepts to be addressed as: biodiversity, 

monoculture, climate change, economic impact of biodiversity loss, climate 

resilience of communities can be addressed. Resources such as the Common 

Agricultural Policy, the European Green Deal, the EU Biodiversity Strategy 2030 

can be used to support students in this activity. 

Activity: In groups, students find the definitions of the above terms and write them 

on a paper. 

 

Station 2 | Finding the different interdependencies between natural 

phenomena, different species of animals and plants, including humans 

The students need to identify natural phenomena and impact it may have in other 

species or in sustainability. For example: 1) The extermination of wolves has led to 

the over-expansion of the jackal, which is destroying natural habitats; 2) The spread 

of invasive plant species due to the extinction of native species; 3) The role of 

pollinators in agriculture or the cost of invasive species management. 

Activity: Each student writes 3 correlations of natural phenomena. 

 

Station 3 | What is good and bad in nature? 

How to distinguish between good and bad phenomena in nature, and the short- and 

long-term consequences of each. 

Activity: Students work together to find at least 5 examples of incidents where 

nature makes good out of seemingly bad circumstances. For example: 1) Cleaner 

beetles, which can only live on rotting trees, can clean up a forest. 

 

Station 4 | We are part of nature! 

The difference between living and non-living nature. What is the switch between 

living and non-living nature, how to sustain life, how living nature can protect non-

living nature (e.g. trees that protect the soil from erosion; high bog that protect the 

air by absorbing CO2.....), the problem of exploitation and management of natural 

resources (living and non-living). 

Activity: Assessing the credibility of daily news in terms of understanding living 

and non-living nature. Examples: advertising GM seeds, spraying bees against 

parasites. ... 

 

Station 5 | Watch a VR film 4 Seasons 

Activity: Students watch a prepared VR movie. 

 

Station 6 | Empathy exercise 

The importance of self-awareness and human responsibility towards nature. 

Activity: each student draws a slip of paper with an animal, plant, stream, soil, rock, 

hill, .... Which gives them a new identity. In the name of the new identity (bee, 
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squirrel, spruce, stream, etc.), they write a letter (1-3 sentences) as a plea to 

humanity (can also be a complaint, a poem, a cry, a hymn, etc.). 

 

¶ The teacher can prepare a description for each station adapted to the subject in 

which the lesson is being taught, and find descriptions within every station. 

¶ The lesson could be used for different purposes, depending on the topic the 

teacher chooses.  

¶ The main idea is to engage students in exploring the ideas from a broader and 

emotionally more engaged point of view. 

¶ The number of stations can be adjusted. 

 

    Teacher’s Note – Time management:  

With 6 stations, transitions must be very strict (7–10 min). Consider reducing to 4–5 stations 

if class size is large or if transitions are slow. 

    Teacher’s Note – Organisation:  

Arrange classroom space so that groups don’t disturb each other.  

 

 
PRESENTATION OF THE CONCLUSIONS OF EACH STATION 

 

To enable students to summarise and present their conclusions, and to compare 

different experiences between them. 

 
15 – 20 minutes 

 
Summaries from particular stations 

 
Guided discussion and critical reflection 

 

Student facilitators present a summary of what happened at each station. Invite each 

group if they have anything to add. 

 

    Teacher’s Note – Time management:  

Limit each group’s presentation to 2–3 minutes to leave time for reflection in Step 4. 

 

 
CONCLUSION AND TEACHER-LED REFLECTION 

 

To create opportunities for students to share their thoughts and feelings about the 

VR experience and the empathy exercises. 

 
5-10 minutes 

 
Pen, paper 

 
Guided discussion 

 

Discussion with students about their experiences throughout the process. Which 

station spoke to them the most? What do they remember most from the VR movie? 
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The main task of the teacher is to enable the immersive experience and broader 

understanding of the topic, to promote creativity and engagement in students. 

 

 
GOING FURTHER | HOMEWORK (optional) 

 

Interesting VR films 

¶ Space Safari by Khora, 4.51, min, Go on an awe-inspiring experience as you 

travel through space and see our home like never before, in all its fragile 

beauty.  

¶ VR for Good: Out of the Blue, 9.58 min, to get their reef back, a family of 

fishermen chose to make a revolutionary yet dramatic decision  

¶ Treehugger: Wawona — Marshmallow Laser Feast, Wawona is a multisensory 

mixed-reality installation that reveals the powerful inner workings of a sequoia 

tree by visualising the circulation of water from its deep roots, through its 

gigantic trunk, to its leaves. Viewers are immersed in a hypnotic flow of water, 

with their perception of time altered to mirror the temporality of a 3,000-year-

old sequoia.   

 

 Other interesting videos on this topic 

¶ EU Biodiversity Strategy 2030, 1:48 min    

¶ Grazing for Life | Supporting extensive grazing for climate adaptation and 

biodiversity, 7.28 min  

 
VR experience, video-based learning and critical thinking 

 

 

 

 

 

 

 

 

 

 

 

 

https://khora.com/project/space-safari/
https://www.youtube.com/watch?v=9iL0c5zPoac,%209:57%20https://about.meta.com/community/vr-for-good/out-of-the-blue/%20VR%20for%20Good:%20Out%20of%20The%20Blue%20-%20To%20get%20their%20reef%20back,%20a%20family%20of%20fishermen%20chose%20to%20make%20a%20revolutionary%20yet%20dramatic%20decision.
https://marshmallowlaserfeast.com/project/treehugger-wawona/
https://www.bing.com/videos/riverview/relatedvideo?q=European%20Biodiversity&mmscn=stvo&mid=F4104D921DC27E20FA34F4104D921DC27E20FA34&ajaxhist=0
https://www.youtube.com/watch?v=3avtT8UjlP0
https://www.youtube.com/watch?v=3avtT8UjlP0


 

 

32 
 

2.5. Lesson plan | Being an artist and a creator 

---------------------------------------------------------------------------------------------------------------- 

Common theme: European Citizenship and Diversity, European Historical Facts 

Specific theme: A Journey Through Time: The Art 

 

 Subjects and areas of knowledge  

¶ Slovenia: Art, Art History, History, Geography, Active Citizenship, Sociology, 

Psychology. Cross-curricular thematic field (Library and information knowledge;   

Common Goals); Digital competences; Language; Culture and Arts;   

Health and Wellbeing. 

¶ Portugal: History, Citizenship and Development, Biology, Chemistry, Philosophy, 

Geography, Portuguese, History of Culture and the Arts. 

¶ Greece: History, Social and Civic Education, Literature, Philosophy, Active Citizen, 

Skills Labs. 

General introduction and contextualization 

This activity explores how political regimes, especially dictatorships and wars, impact 

artistic freedom, highlighting the tension between creative expression and censorship in 

shaping cultural identity.  

Examples include Portuguese experiences under the Estado Novo regime, but teachers are 

encouraged to use examples from their own countries and connect them to wider European 

contexts. 

The videos that accompany this lesson plan are context-based in Portugal. Teachers in other 

countries may want to adapt the discussion to their own national or cultural setting, helping 

students draw parallels between Slovenian experiences and those of their home country. 

 

Lesson objectives 

¶ Understanding the evolution of European art over time and the historical, social, and 

cultural factors that influenced these changes. 

¶ Valuing the cultural diversity and the importance of preserving artistic heritage. 

¶ Understanding that artistic languages are related and complement each other. 
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TASK AND ACTIVITIES | 90 MINUTES 

 

 
INTRODUCTION 

 
To introduce the topic of cultural freedom. 

 
15 minutes 

 

¶ With digital tools: Mentimeter (or another similar app) and Padlet; a mobile 

phone and access to the internet 

¶ With post it: Post-it with different colours; Board to fix the post it 

 
Individual, guided discussion and critical thinking 

 

¶ The teacher asks students to register, using up to two words, their understanding 

of freedom, in the cultural and artistic contexts. 

¶ After having all answers visible to the class, the teacher starts analysing the 

contributions, promoting a group discussion. 

¶ During the discussion, one or two students will proceed with the registration of 

the main conclusions from the debate on the board or in a digital tool (for 

example, a Padlet). These students can be identified at the beginning of the task 

(or students can volunteer to do it). 

¶ At the end of the discussion, the teacher presents a summing up of the results, 

establishing the link between creative freedom and constraints on cultural and 

artistic work in the 20th century, especially in the political context of 

dictatorships or other contexts. 

 
Teachers have the option of using the Mentimeter or a similar app in this activity. 

 

    Teacher’s Note – Organisation:  

Keep the discussion short and focused. Too much time here may limit the depth of later steps.  

 

 
THE QUEST FOR ARTISTIC IDENTITIES 

 

To enable students to explore and understand the impact of dictatorships and the 

wars on the expression of various artistic languages through collaborative research, 

VR experience, and guided discussion. 

 
50 minutes (excluding the pre-class research activity) 

 
Handout: Tracing the artists' quest to produce their work freely (Table 8) 

 
VR goggles 

 
Little Big World (here) 

https://www.youtube.com/@VR4Empathyproject
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Research-based learning, collaborative learning and creative exploration 

 

¶ Students should split into 4 groups of 4-5 elements, and research on artistic and 

cultural production in the context of dictatorship regimes (or during a war).  

They can choose an event or an artist.  

¶ The teacher can use the handout Tracing the artists' quest to express to 

produce their work freely to guide students in this task. 

¶ Each group will present the results from the research by making a 5-minute pitch 

on the findings. 

¶ VR experience on Little Big World or being a movie creator in different regimes 

 

¶ Teachers can link this theme with actual themes, such as the democratic culture, 

the relationship with sustainable development, but also with national, European 

and International policies emerging from it. For example, the Strategic 

Framework for EU Cultural Policy and the Council of Europe Reference 

Framework of Competences for Democratic Culture. It is also possible to 

connect with the Nobel Prizes. 

 

Handout: Tracing the artists' quest to express and produce their work freely 

Objective 

To understand the historical experiences of artistic work in the dictatorships and the way art 

and culture were used by these regimes in the 20th century, by exploring the artists’ life, 

their resilience, their work and emotions, fostering empathy and a deeper connection to their 

personal stories. 

 

Instructions 

Each group will search for one of the following questions: 

¶ Do artists have social responsibility? 

¶ Which challenges and constraints did the artists face during the world wars? 

¶ Which challenges and constraints did the artists face during the European 

dictatorships? 

¶ What challenges did the artists who left their countries for political reasons face? 

¶ How important have science and technology been in artistic changes? 

¶ Can artificial intelligence corrupt artistic work? 

 

Research sources 

Students may use multiple sources to get the information, including books, online 

archives/museums and websites. Whenever searching online, it is important to remind 

students of the importance of: 

¶ Using reliable sources to search for information 

¶ Checking the information obtained from different websites and sources 

 

Wrap-Up 

Each group should summarise the research by preparing 1-2 paragraphs of the findings to 

support the pitch they need to share. 

 

 

Table 8 – Handout - Tracing the artists' quest to express to produce their work freely. 
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CREATIVE FREEDOM 

 

To enable students to creatively express their understanding of the feelings and 

thoughts of the artists and the impact of dictatorships on culture and the arts. To 

encourage students to rethink the concept of freedom and its relevance to their own 

daily forms of expression, inside and outside the classroom. 

 
25 minutes 

 

¶ Material to prepare zines or a mural 

¶ Handout: Exploring the personal quest in the defence of creative freedom (Table 

9) 

 
Small group learning, zine, perspective-taking and critical reflection 

 

¶ In the same groups, students will produce storytelling using zine/mural to 

illustrate what students have learned about the feelings and thoughts of artists 

production during a dictatorship (or a war). 

¶ Teachers may use the handout Exploring the personal quest in the defence of 

creative freedom. 

 

¶ An exhibition of the zine pages/mural can be planned and organized in the 

school to give visibility to the results of this lesson. 

 

Handout: Exploring the personal quest in the defence of creative freedom 
 

Objective 

Each group will once again work on the same artist and artwork. Students will step into the 

artist’s shoes, reflecting on the emotions and experiences that shaped their resilience and 

influenced cultural change and artistic diversity in Europe. Through images, drawings, or 

collages, they will express the artist’s emotional journey — exploring how personal life and 

creative work intertwine to inspire resilience and contribute to the richness of European 

culture and art. 
 

Instructions 

¶ Reflect on key insights: In the first minute, recall with your colleagues the emotions 

experienced by the artists, particularly their fear of criticism, repression, censorship and 

rejection, the hope of his work being accepted, understood and valued. Think about how 

these emotions shaped their decisions to create an artistic work and how these feelings 

are still relevant today in the context of the democratic culture and empathy. 

¶ Visual representation: In the next 10 minutes, use drawings, images, or a collage to 

represent the key emotional aspects of the artists’ experiences — fear, hope, and desire. 

Show how these emotions shaped their life, their strength and their work. Focus on their 

personal and professional history can inspire future generations to commit to values like 

empathy, openness to culture diversity and the defence of democracy. 

¶ Include short text: In the final 2 minutes, add brief phrases or words that explain your 

visuals, connecting them to the emotions of sadness, rage, fear, sorrow, hope, and desire. 
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Use these words to deepen the meaning of your representation and highlight how these 

emotions influenced the artist’s work and their resilience. 

 

Wrap-Up 

Each group assembles their zine/part of a mural and presents it to the class, sharing their 

visual storytelling with peers. As they present, students will explain how they chose to 

represent the artist's emotions that are reflected in this work. 

After sharing, students reflect on what surprised them about these experiences and discuss 

how understanding the contribution of the different artistic languages to the defence of 

freedom, democracy and diversity. 

 

 

 

Table 9 – Handout - Exploring the personal quest in the defence of creative freedom. 



 

 

37 
 

2.6. Lesson plan | Values for sustainability as a model of economic 

development and social organisation 

---------------------------------------------------------------------------------------------------------------- 

Common theme: European social common values 

Specific theme: Sustainability 

 

 Subjects and areas of knowledge  

¶ Slovenia: Biology, Geography, Chemistry, Physics, Entrepreneurship, Sociology, English, 

Social and civic education, Economics, Vocational subjects - electrical engineering, energy 

¶ Portugal: Biology, Geology, History, Physics and Chemistry, Geography, Citizenship and 

Development, Principles of Economics 

¶ Greece: Biology, History, Social and Civic Education, Physics, Chemistry, Active Citizen 

 

General introduction and contextualization 

The lesson is designed to promote a holistic understanding of sustainability that goes beyond 

environmental care and resource management. It emphasises the importance of connection, 

co-creation, and collaboration across disciplines, while fostering core values that support 

sustainable living. By highlighting sustainability as a global responsibility, the lesson invites 

adolescents to reflect on complex challenges related to sustainable development. Through 

active engagement, they are encouraged to co-create the central message of the lesson and 

explore how it can be meaningfully applied in their own lives and actions. 

The videos that accompany this lesson plan are context-based in Slovenia. Teachers in other 

countries may want to adapt the discussion to their own national or cultural setting, helping 

students draw parallels between Slovenian experiences and those of their home country. 

 

Lesson objectives 

¶ Promoting interdisciplinary education for sustainability that goes beyond care for 

nature and resources, emphasising connection, co-creation, and collaboration. 

¶ Strengthening values that foster sustainability. 

¶ Awareness that sustainability concerns the global community. 
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TASK AND ACTIVITIES | 90 MINUTES 

 
INITIAL INSTRUCTIONS 

 

The teacher introduces the goal and the structure of the lesson and describes the 

lesson plan. 

 
5 minutes 

 
Instructions to be prepared by the teacher 

 
The teacher’s instruction 

 

The teacher presents: 

¶ Instructions regarding the lesson flow and the «stations» method. The so-called 

stations are stations - pre-prepared spaces in the classroom where the teacher 

leaves instructions for students to do their work. Instructions, content, and 

number of stations can be adapted to the subject. 

¶ Students are divided into smaller groups (the number of groups should be less 

than or equal to the number of stations, so all groups are kept busy all the time). 

¶ Each group is given a sheet of paper on which they write down reflections at the 

end of work at each station. The group carries this sheet with them as they move 

between stations. 

¶ It is advised that a clear order of rotation among stations is presented to the 

classroom at the very beginning (for ex. stations are numbered; so if the group 

start at station number 3, they move to 4; if they start at number 5, they move to 

1, etc.). 

¶ Every station has a challenge to solve/or a task to do. Every station also has 

questions for reflection – it is important not to skip these questions. If a group 

lacks time to complete a challenge, it is to be understood as a part of the 

experience. 

¶ The teacher is present at the VR video station. 

¶ The teacher is responsible for taking care of time. Students are given 10 minutes 

for each station. After nine minutes, the teacher reminds the students to take 

notes of the final (reflection) question. After a total of 10 minutes had passed, 

groups were asked to move to another station. These moves must be 

synchronous; there will be confusion. 

 

The rule is to be respectful and inclusive – all students in the group have to 

collaborate. Tasks at most of the stations are not seeking «the only right solution»! 
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SIX STATIONS 

 

To challenge students in creativity, problem-solving, and critical thinking during 

the lesson. To help students discover volunteering as a sustainable attitude towards 

the physical and social environment. 

 
60 min 

 
VR goggles 

 
4 seasons (here) 

 

¶ Blank A4 sheets and pens – given to each group at the beginning, other materials as 

written in the description of the method 

¶ Handout 1 – Alliens (Table 10) 

¶ Handout 2 – Problem solving Saving the Farm (Table 11) 

¶ Handout 3 - Creative challenge solving (Table 12) 

¶ Handout 4 - Empathetic Numbers (Table 13) 

¶ Handout 5 - Superpowers (Table 14) 

¶ VR goggles 

¶ Making memories, creating the future and RE: Generation – The Real Salt of 

the Earth 

 

Small group learning, World Café, collaborative learning, inquiry-based learning, 

collaborative problem-solving, critical thinking and creative expression 

 

Station 1 | Aliens visiting Planet Earth (hidden values behind slogans) 

¶ Activity: Reflecting on advertising. Based on Worksheet 1, reflect, discuss and 

find a solution. Group working together! 

¶ Write down: What gift did you choose, and what do you think is the core 

message of this station? Why did we want you to visit this station? 

¶ Resources: Handout 1 – Aliens (Table 8) 

Station 2 | Save the Farm! (problem solving) 

¶ Activity: Logic task: Saving the farm. Instructions on Worksheet 2. 

¶ Write down: What did you decide to save and why? How did the assistant and 

unexpected events influence your decisions? What would you do differently if 

you had more time? What is the core message of this station? Why did we want 

you to visit this station? 

¶ Resources: Handout 2 - Problem solving Saving the Farm (Table 9) 

Station 3 | Survival Challenge (creativity) 

¶ Activity: What will you do to survive in the middle of the Kočevje primaeval 

forest? Instructions on Worksheet 3. You may only use items found in the 

classroom. 

¶ Write down: Sketch your shelter and mark which items you used and how. 

What is the core message of this station? Why did we want you to visit this 

station? 

https://www.youtube.com/@VR4Empathyproject
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¶ Resources: Handout 3 - Creative challenge solving (Table 10) 

Station 4 | Empathetic Numbers 

¶ Activity: The Mind – sorting numbers in order. Instructions on Worksheet 4. 

¶ Write down: What is the core message of this station? Why did we want you to 

visit this station? 

¶ Resources: A set of cards numbered from 1 to 100 and Handout 4 - Empathetic 

numbers (Table 11). 

Station 5 | What is Real Power? Superpowers 

¶ Activity: I am a volunteer. What’s your superpower? Your superpowers can be 

discovered together with your friends. Instructions on Worksheet 5. 

¶ Write down: What is the core message of this station? Why did we want you to 

visit this station? Which comment from your classmates surprised you the most? 

¶ Resources: Handout 5 - Superpowers (Table 12) 

Station 6 | Watching a VR Video 

¶ Activity: Students watch a prepared VR video. 

¶ Write down: What did you think about what you saw? What touched you the 

most? What is the core message of this station? Why did we want you to visit 

this station? 

¶ Resources: Making memories, creating the future and VR goggles 

 

¶ Answer the reflection question at the end of every station. Work together as a group and 

discuss within the group 
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Handout 1 - Aliens  

 

You are a group of Aliens on a secret expedition. Your mission is to get to know the 

inhabitants of planet Earth. Because your mission is secret, you are limited to the messages 

you can read. So far, you have found the following slogans:  

Think Different.  

Intel Inside.  

Do What You Can’t.  

Make. Believe.  

Connecting People.  

The Best or Nothing.  

Let’s Go Places.  

I'm Lovin' It.  

Have It Your Way.  

Taste the Feeling.  

For Those Who Think Young.  

Just Do It.  

Impossible is Nothing.  

Forever Faster.  

Because You’re Worth It.  

To Be Irreplaceable, One Must Always Be Different.  

There are some things money can't buy. For everything else, there’s MasterCard.  

Confidence in Tomorrow.  

The Happiest Place on Earth.  

Only the Best is Good Enough.  

Your Potential. Our Passion.  

Work Hard, Have Fun, Make History.  

Feel Good, Look Good, Get More Out of Life.  

Do the Right Thing.  

We're in business to save our home planet.  

Made from Nature, For Nature.  

Being naked is the #1 most sustainable option. We're #2.  

Clothing that connects.  

To create a better everyday life for many people.  

Peace, Love, & Ice Cream.  

Move to Zero.  

 

Based on the found messages, you must determine what would be the most appropriate gift 

for the people of Earth. Your task is to propose a gift to your leaders that would bring joy to 

Earth's inhabitants and establish good relationships.  

As a group, you can propose only one gift. Agree and find a compromise on the decision.   

 

Write down 

What gift did you choose? What do you think is the core message of this exercise? Why did 

we want you to visit this station?  

 

This task does not have the expected or correct answer. 
Table 10 – Handout 1 – Aliens (Station 1). 
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Handout 2 - Problem-solving Saving the Farm  

 

Your sustainable farm is in danger. A fire is rapidly approaching, and you have only 10 

minutes to make key decisions and save what you can. You don’t have all the necessary 

equipment, but you can ask one person from the community for help.  

Goal: Save as much of the farm as possible with quick and thoughtful decisions.  

 

Step 1: What will you save? (first 3 minutes)  

On the farm, you have three main resources, but you can fully save only two:  

¶ Fields with grains and vegetables – they bring food and income but require time to 

harvest and transport.  

¶ Animals – cows and chickens are valuable but hard to evacuate quickly.  

¶ Irrigation system – currently not functioning, but if repaired, it could slow down 

future fires.  

Decision: Choose two things to save. The third will be lost.  

 

Step 2: Whom will you ask for help? (minutes 3–6)  

You can choose only one person to help. Each has advantages and disadvantages:  

¶ Firefighter – slows the fire, giving you 2 extra minutes, but cannot help with 

evacuation.  

¶ Neighbouring farmer – with a tractor, can help rescue either animals or crops, but not 

both.  

¶ Engineer – repairs the irrigation system but uses up all remaining time.  

Decision: Whom will you call for help?  

 

Step 3: Reaction to unexpected events (minutes 6–9)  

On slips of paper, there are additional random events. Draw one. This event may change 

your plan:  

¶ Wind changes direction – the fire spreads faster, and you lose one minute.  

¶ New volunteers join – you get extra help and can save part of the third resource.  

¶ Merchant offers equipment – you can buy useful tools, but must give up the help of 

your chosen assistant.  

Decision: Adjust your plan based on the event.  

  

Step 4: Final decision and presentation (minutes 9–10)  

The team presents their plan and writes:  

¶ What did you decide to save and why?  

¶ How did the assistant and unexpected events influence your decisions?  

¶ What would you do differently if you had more time?  

¶ What is the core message of this station? Why did we want you to visit this station?  

 

This task does not have the expected or correct answer. 
 

Table 11 - Handout 2 - Problem-solving Saving the Farm  
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Handout 3 - Creative challenge solving  

Imagine you find yourself in the middle of the Kočevje primaeval forest. Tall trees surround 

you, the light is fading, and the forest comes alive with mysterious sounds. Somewhere in 

the distance, you hear rustling – is it the wind or something else?  

You have nothing with you except a magic wand that allows you to summon any object 

from the classroom. Night is approaching, it’s getting cold, and you realise you need shelter 

– something to protect you from moisture, cold, and possibly curious night visitors.  

Think carefully about which objects you would summon and which you wouldn’t. Each 

item has its own value – but would it really be useful in the forest? For example, a phone? It 

may seem essential, but without internet or signal, it won’t help much. Maybe there’s another 

object you could use in several ways?  

Walls and roofs are not objects, so you must think about how to create protection using 

movable classroom items. What would you use as a roof, what would insulate you from the 

cold ground, and what would block the wind?  

Imagine what your shelter would look like. How would you build it to be safe and 

comfortable? Sketch your shelter and mark which items you used and how. Your plan 

will be crucial for surviving the night in the wild!  

Good luck sleeping – if you manage to close your eyes.   

This task does not have the expected or correct answer.  

 

Table 12 - Handout 3 - Creative challenge solving. 
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Handout 4 - Empathetic Numbers  

Are you ready for a challenge where you won’t be allowed to speak, yet will still need to 

collaborate successfully as a team? 

 

This game isn’t about speed or knowledge, but about trust, sensitivity to others, and silent 

coordination. Your task is to play numbered cards in the correct order – from the lowest to 

the highest – without speaking.  

 

How the game works:  

1. Cards are numbered from 1 to 100. Each player receives several cards depending on 

the game level:  

¶ Level 1: 1 card per player  

¶ Level 2: 2 cards per player  

¶ Level 3: 3 cards per player  ...  

You begin at level 1 and progress to higher levels.   

 

2. The goal is to play all the cards in your hands in ascending order without speaking.  

 

3. Important rule:  

During the game, you may not talk, give signs, or make gestures. You rely only on your 

sense of timing.  

 

4. If someone plays a card that is not the lowest among all cards held, the group loses 

one life. The group has 3 lives in total. The game ends when all lives are lost – or 

when you complete all levels.  

5. The team also has a few 'throwing stars' to help in key moments – for example, each 

player discards their lowest card at the same time (by group decision).  

 

Summary of the rules:  

¶ Each player receives a card (in the first round).  

¶ Cards are kept secret and not shown to others.  

¶ In complete silence, players try to sense when to play their card.  

¶ If the sequence is correct, the group advances. If not, life is lost.  

 

Write down 

What is the core message of this station? Why did we want you to visit this station? 

 

Table 13 - Handout 4 - Empathetic Numbers. 
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Handout 5 - Superpowers  

I am a volunteer – What’s your superpower?  

Each of us has a positive trait, talent, or ability – something that makes us special. Even if 

we feel like there’s nothing remarkable about us, everyone has something worth 

appreciating. This is what we call a superpower.  

A superpower isn’t necessarily related to school or grades. It could be something you love 

doing, something you’re good at, something others notice and value about you – like being 

a good listener, cheering people up, being persistent, creative, brave, reliable, able to connect 

people, having a strong sense of justice, drawing or singing well, loving animals ...  

Reflect on yourself:  

1. Take a moment to think about what your superpower could be. Choose at least one 

that you recognise in yourself. It can be serious, playful, or fun – as long as it 

expresses something positive about you.  

2. Help each other:  

Talk with your group. Everyone writes down at least one superpower for someone else – 

something you notice and appreciate in them. Each group member receives their own sheet 

with their name at the bottom. On top, they write their own superpower, then fold the sheet 

to hide it and pass it on. At the end, each person chooses two superpowers from the list they 

received – the ones they identify with most.  

3. Share your experience:  

Discuss how you chose your superpower. Was anything surprising? Did someone remind 

you of a strength you hadn’t considered?  

Why is this important?  

We all have something special to offer to our community, family, or the world. When we 

recognise our own strengths and those of others, we build mutual respect and trust. Knowing 

who we are and what we’re good at is important – especially when working with others, 

solving challenges, or offering help.  

Write down 

What is the core message of this station? Why did we want you to visit this station? Which 

of your classmates’ comments surprised you the most?  

 

This task does not have the expected or correct answer. 

 

Table 14 - Handout 5 - Superpowers  
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PRESENTATION OF THE CONCLUSIONS OF EACH STATION 

 

To integrate all pieces of knowledge and experience one gathers at different 

“stations” and to give meaning to them. 

 
10–15 min 

 
Reflections students wrote down during their visits to different stations 

 
Discussion, critical reflection, synthesis, peer feedback and meaning-making 

 

Activity 1 – Connecting the Dots 

¶ Step 1: Students are invited to reflect on the central message of the day. They 

are encouraged to identify the underlying thread that connects the content and 

experiences from all six stations they encountered during the lesson. To support 

their reflection, they should revisit the short reflections they wrote at the end of 

each activity. This process fosters synthesis and critical thinking, helping 

students to grasp the broader purpose and coherence of the learning experience. 

¶ Step 2: The teacher then invites each group to briefly share their reflections with 

the class. This exchange allows for different perspectives to emerge, reinforcing 

the collective learning experience and highlighting common insights as well as 

diverse interpretations. 

Activity 2 – Personal Resonance and Meaning 

Students shift their focus to a personal level. Individually, they are invited to 

reflect on the following guiding questions: 

¶ What does this mean for me? 

¶ How does today’s content speak to me personally? 

¶ Which station resonated with me the most? 

¶ What do I remember most vividly from the VR film? 

¶ How are my personal values connected to the values of society (think back 

to the “Aliens” exercise)? How do these values inspire sustainable behavior? 

This reflection encourages emotional engagement, supports self-awareness, and 

helps students integrate the lesson content into their own worldview. 

 

 
GOING FURTHER | HOMEWORK (optional) 

 

To encourage personal engagement with the topic of sustainability and to help you 

recognize connections between classroom learning and real-life choices. 

 
Creative expression and independent research 

 

Write a short reflection (approx. 150–200 words) responding to the question: 

How can the key messages of today’s lesson be connected to your own life? 

You may use the following guiding questions to help structure your response: 

¶ What is worth preserving? 

¶ What should we reconsider? 
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¶ What would be good to change or further develop? 

¶ How is this related to what I have learned in school—for example, in my 

Geography class or another subject? 

 

 If the teacher chooses to assign homework, the task should aim to connect the key 

insights from the lesson with students’ personal lives or other school subjects. 
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2.7. Lesson Plan | Voices and spaces of democracy 

---------------------------------------------------------------------------------------------------------------- 

Common theme:; European Citizenship and Diversity, European Historical Facts 

Specific theme: Democracy 

 

Subjects and areas of knowledge  

¶ Slovenia: Sociology, History, Citizenship, Art History 

¶ Portugal: History, Geography, Psychology, Active Citizenship – Other Forms of Educational 

Work 

¶ Greece: History, Social and Civic Education, Active Citizenship 

 

General introduction and contextualization 

In this lesson, teachers will introduce the concept of democracy and European citizenship, 

exploring its origins in Athens (5th century BCE) and its evolution into modern representative 

systems. The lesson and VR video focus on the historical context of Athenian democracy 

and today’s democratic institutions, such as the European Parliament and the Council of 

Europe. 

Students will also explore the connection between democracy and cultural events, such as 

the Olympic Games, which have become a global symbol of unity, equality, and democratic 

values. Through this exploration, students will gain a deeper understanding of the democratic 

principles that shape both European governance and civic engagement today. 

The lesson aims to foster a reflection on the importance of active participation in democratic 

processes, both historically and in the present day. 

The videos that accompany this lesson plan are context-based in Portugal. Teachers in other 

countries may want to adapt the discussion to their own national or cultural setting, helping 

students draw parallels between Slovenian experiences and those of their home country. 

 

Lesson objectives  

¶ Analysing the democratic experience of Athens in the 5th century BCE, particularly the 

importance of the principle of equality of citizens before the law, identifying its 

restrictions. 

¶ Analysing the role of European values in promoting democratic culture. 
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TASKS AND ACTIVITIES | 90 MINUTES 

 
THE DEMOCRACY MURAL 

 

To reflect with students on the concept of democracy; To encourage personal and 

intuitive thinking about what democracy means; To explore and discuss students’ 

perceptions and associations with democracy. 

 
20 minutes 

 

¶ With digital tools: Mentimeter (or another similar app) and Padlet; a mobile 

phone and access to the internet 

¶ With post it: Post-it with different colours; Board to fix the post it 

 

Individual reflection, guided discussion, creative expression, collaborative learning 

and meaning-making 

 

¶ The teacher begins by asking the students to close their eyes for a moment and 

reflect on the word "democracy." While they reflect, the teacher may play soft 

music to create a calm, reflective atmosphere. 

¶ After reflection, students are invited to share what comes to mind when they 

think of democracy. One or more students write the key words on the whiteboard 

or flipchart. 

¶ Afterwards, each student is given a coloured card or a post-it and is asked to 

write down a word or phrase they associate with democracy. These words can 

relate to democratic values (freedom, equality, respect, participation, etc.) or 

even a historical memory or personal association they have with the concept. 

¶ Each student places their card on the wall of the classroom (it could be a large 

poster, a section of the whiteboard, or just a designated part of the room). The 

wall will visually represent the various perceptions and associations the students 

have about democracy. 

¶ With the wall complete, the teacher leads a guided group discussion asking students 

what they think of the words and phrases that have emerged, and how they see 

democracy evolving. The teacher could raise questions such as: 1- What does the word 

'participation' mean within democracy for you?, 2 - Which of these values do you 

think are still the most important in modern democracy? 

 

¶ To avoid too abstract concepts: Start with a simple voting activity where 

students decide on a classroom rule together, experiencing democracy in 

action. 

¶ To encourage more creativity: Invite students to draw symbols they associate 

with democracy (e.g., scales of justice, raised hands). 

¶ To foster more interaction: Have students work in groups to adapt ancient 

Greek democratic ideas into a modern “Democratic Codex” for their school. 

¶ To support introverted students: Allow quiet individual writing time before 

voluntary sharing. 

¶ When teaching online: Use digital tools like Miro or Mural to facilitate 

collaborative activities. 
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EXPLORING THE PAST AND PRESENT 

 

To explore how democratic values were practised and challenged in the city-state 

of Athens (Ancient Greece) and how they relate to present-day society; To 

develop students’ ethical reasoning and collaborative decision-making through 

discussion of historical and contemporary dilemmas; To encourage reflection on 

the evolution of democracy and its relevance in modern civic life. 

 
25 minutes 

 
Handout - Debating democracy: Then and now (Table 15) 

 
VR goggles 

 
Spaces of democracy: past and present (here) 

 
VR experience, guided discussion, perspective-taking and critical thinking 

 

¶ VR experience on Spaces of democracy: past and present. 

¶ After the video, the teacher will present a series of ethical dilemmas related to 

the Olympic Games and democracy in Ancient Greece. 

¶ Students are divided into small groups (3–4 students each) to discuss the 

dilemmas and reach a collective decision on each one. 

¶ Each group presents their position and reasoning to the class. The teacher 

records key points and facilitates a class-wide debate, encouraging students to 

compare perspectives and reflect on democratic values. 

 

¶ Considering the time of the activity, teachers may choose to address all the 

dilemmas or simply select 2 or 3 to shorten the class time. 

¶ Or, if needed, to define fewer working groups: for example, it could be a simple 

debate between only 2 groups. 

¶ The teacher can deepen students’ knowledge regarding European Union 

foundations by dedicating an extra class or moment to explore the activity Voices 

of Democracy (extraordinary activity, not mandatory). 

 

 

  

https://www.youtube.com/@VR4Empathyproject
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Handout - Debating Democracy: Then and Now 
 

Objective: 

¶ To encourage critical thinking about the evolution of democratic values. 

¶ To explore the limitations and challenges of democracy in both ancient and modern 

contexts. 

¶ To foster respectful group dialogue and develop reasoned arguments. 

 

Instructions: 

Each group receives one dilemma to discuss. Groups should consider multiple viewpoints, 

discuss the ethical and historical dimensions of the dilemma, and come to a collective 

response. 

A note-taker records the group’s main points and conclusion. Each group presents a 

summary of their discussion to the class. 

 

Dilemmas: 

1. If you were an Athenian citizen in Ancient Greece, would you participate in the 

Ecclesia knowing that democracy was not accessible to everyone (only male citizens, 

sons of Athenian parents)? 

2. Do you believe that the modern Olympic Games still reflect the original values of 

equality and unity among people, or have these values changed over time? 

3. If you were an athlete in the Ancient Olympic Games, would you compete knowing 

the games were originally only for free men? 

4. Should citizenship and the right to vote be limited to certain groups, as they were in 

Ancient Greece, or should they be extended to everyone, as they are today in 

democratic societies? 

 

Wrap-Up: 

Each group shares their reflections with the class. The teacher may guide a final discussion 

by asking: 

¶ How do these dilemmas help us understand the complexity of democracy? 

¶ In what ways can learning about the past improve democratic participation today? 

¶ What values seem essential for a fair and inclusive democracy? 

 

Table 15 - Handout - Debating Democracy: Then and Now 
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THE ROLE OF YOUTH PARTICIPATION IN DEMOCRACY 

 

To reflect on the role of young people in modern democracies, to discuss how active 

participation in democratic processes is crucial for the future, and to foster 

awareness about the importance of education in strengthening democratic values 

and citizenship. To prepare the visual/creative board: coloured post-its or cards; 

markers or pens in different colours; magazines, flyers or journals with images; 

scissors and glue. 

 
45 minutes 

 

Handout - Imagining the Future of Democracy: A Youth Vision Board (Table 16) 

Craft materials 

Handout - Voices of Democracy (Extraordinary activity, not mandatory) (Table 17) 

 
Small group learning, guided discussion, active citizenship and role-play 

 

¶ Students are divided into small groups (3–4 per group). Each group is given a 

task to create a visual/creative board where they express their personal 

experiences and vision for the future of democracy. 

¶ The teacher provides guidance and instructions, including optional sources for 

inspiration or research, as outlined in the handout Imagining the Future of 

Democracy: A Youth Vision Board. 

¶ The board can include images, keywords, quotes, symbols and drawings that 

represent democratic values and aspirations. 

¶ After completing the boards, each group presents their vision to the class. 

Presentations should highlight: 

¶ The role of youth participation 

¶ The importance of citizenship and education in shaping democracy 

¶ Practical ideas for how young people can actively contribute to democratic life. 

¶ Students manage their presentation and discussion, practising communication 

and collaboration skills. 

 

 

¶ If you're looking to engage your students in deeper reflection on European 

history and democratic values, consider incorporating this extra activity into 

your lesson. It offers a unique opportunity for students to explore the Schuman 

Declaration, its role in shaping the European Union, and its lasting impact on 

peace and democracy. 

¶ By encouraging small group research and discussions, the activity fosters critical 

thinking, collaboration, and an understanding of the values that underpin the EU. 

It's also an excellent way to highlight the importance of youth participation in 

shaping democratic societies today. 

¶ While not mandatory, this activity can be a powerful way to tie current 

democratic practices to historical events, inspiring students to consider how they 

can contribute to democracy in their own communities. 
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Handout 2 - Imagining the Future of Democracy: A Youth vision board 

 

Objective: 

¶ To encourage students to reflect on their role in shaping democratic societies. 

¶ To foster collaboration, creativity and critical thinking about democratic 

participation. 

¶ To develop cognitive empathy by considering diverse youth experiences and 

perspectives in democracy. 

 

Instructions: 

Each group will discuss and answer a set of questions as they create a vision board. The 

groups can use drawings, images, keywords, symbols, and short texts to express their group’s 

ideas and personal reflections. 

 

Questions: 

¶ When do I feel heard in a democratic process? 

¶ When might other young people feel left out or silenced? Why? 

¶ How can we include more youth voices in society and decision-making? 

¶ What tools can help us connect and express ourselves across differences (e.g. 

language, geography, ability)? 

¶ What would a more inclusive, youth-driven democracy look like? 

 

Sources: 

Teachers can provide some sources on the internet to help students get inspired or find 

information to complete the board, including: 

¶ European Youth Parliament 

¶ European Youth Portal 

¶ DYPALL Network 

¶ Rede Nacional para a Democracia Jovem 

 

Wrap-Up: 

After all presentations, the class discusses: 

¶ Which ideas could be implemented today? 

¶ What surprised you from another group’s vision? 

¶ How did considering other perspectives (cognitive empathy) change your own 

thinking about democracy? 

 

Table 16 – Handout - Imagining the Future of Democracy: A Youth vision board 
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Handout - Voices of Democracy (Extraordinary activity, not mandatory) 
 

Objectives 

¶ To learn about the Schuman Declaration and its role in building post-war peace in 

Europe. 

¶ To explore the founding values of the European Union, including democracy, human 

rights and cooperation. 

¶ To reflect on the importance of youth participation in democratic societies today. 

¶ To encourage critical thinking and creative expression on the theme of active 

citizenship. 
 

Instructions 

The teacher will begin by providing a brief historical context: 

On May 9, 1950, Robert Schuman, French Foreign Minister, proposed the creation of a 

shared European institution to manage coal and steel production. This became the Schuman 

Declaration, laying the foundation for the European Coal and Steel Community, and 

eventually, the European Union. 

“World peace cannot be safeguarded without the making of creative efforts proportionate to 

the dangers which threaten it.” — Robert Schuman 

Since then, May 9 is celebrated as Europe Day, honouring peace, unity, and solidarity among 

European nations. 
 

Small group activity 

Students will work in small groups of 4–5 members to research and learn about the Schuman 

Declaration, the creation of the European Union, the role of Robert Schuman and the 

importance of youth participation in democracy. They answer the questions posed by the 

teacher: 

¶ What was the main purpose of the Schuman Declaration? 

¶ How did it help to promote peace and democracy in Europe? 

¶ Why do you think May 9 (Europe Day) is still relevant today? 

¶ What values do you associate with the European Union? 

¶ In what ways can young people like you contribute to democracy today? 
 

Sources 

¶ EU Pioneers | Robert Schuman: architect of the European integration project 

¶ Europeana | The Schuman Declaration 

¶ European Union | Europe Day 

¶ European Youth Parliament 
 

Wrap-Up 

As a class, students will: 

¶ Present the main findings from their group discussions. 

¶ Share personal reflections on what democracy means to them. 

¶ Explore the possibility of preparing and launching a class action or initiative to 

promote youth participation or celebrate Europe Day in the school community. 

Table 17 - Handout - Voices of Democracy (Extraordinary activity, not mandatory). 
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2.8. Lesson Plan | Digital literacy and safety in the digital age 

---------------------------------------------------------------------------------------------------------------- 

Common theme: European Citizenship and Diversity 

Specific theme: Digital Literacy and Safety in the Digital Age 

 

Subjects and areas of knowledge  

¶ Slovenia: Sociology, English, Psychology, Computer science, General competences 

¶ Portugal: Anthropology, Portuguese, History, Psychology, Applied technologies, Theater, 

Literature 

¶ Greece: Social and Civic Education, Psychology, Active Citizenship, Literature 

 

General introduction and contextualization 

The goal of this lesson is to deepen students’ understanding of how complex and layered 

the process of information comprehension is. Students will explore how we receive, 

interpret, and communicate information - especially in social and interpersonal contexts - 

and how these processes influence our view of reality. 

At the heart of this lesson is a VR film experience, used as a powerful metaphor and tool to 

simulate the way we each receive only partial or subjective information. The lesson is designed 

to encourage critical thinking, empathy, communication, and collaborative problem-solving. 

The videos that accompany this lesson plan are context-based in Slovenia. Teachers in other 

countries may wish to guide students to reflect on similar cultural or social contexts within 

their own country, encouraging connections between the Portuguese examples and their local 

realities.

 

Lesson objectives 

¶ Recognising the dangers of disinformation and its consequences for society. 

¶ Analysing the impact of social media on society and individuals. 

¶ Discussing ethical issues related to digital communication. 

¶ Understand what information is and how it is construed 

¶ Develop cognitive empathy by integrating complex experiences through interpersonal 

relationships, 

¶ Understand communication skills and use them effectively in communication. 

 

    Teacher’s Note – Important note 

The tasks are designed to develop cognitive empathy by integrating complex experiences 

through interpersonal relationships. 
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TASKS AND ACTIVITIES | 90 MINUTES 

 
5 TASKS 

 
Developing empathy and understanding of migrants' experiences 

 
50–60 min 

 

Step-by-step instructions for each task 

T1: Handout – Spyfall (Table 18), Cards (Annex I), blank sheets and pens 

T2: Handout - How are decisions made? (Table 19), Stoop test (Annex II), Specific 
texts (Annex III), blank sheets and pens 

T3: Handout - Who creates our reality and how? (Table 20), blank sheets and pens 

T4 and T5: Post-it notes, blank sheets and pens 

 
VR goggles 

 
Romeo and Juliet 5G (here) 

 

Small group learning, VR experience, sensory-based task, group brainstorming, 

quick game, guided discussion, collaborative problem-solving, active learning, 

guest speaker and critical thinking 

 

Before the lesson 

¶ Organise students into groups of 5 elements. Ensure you have one pair of VR 

goggles per group, with the necessary film pre-loaded and ready to use. 

¶ Print or distribute the 5 complex questions in advance - these are the core tasks. 

¶ Prepare a worksheet for each group with space for: One-sentence answers to 

each question (Tasks 1–5) and a final summary sentence. 

 

Introduction to Students 

¶ Explain that they will only receive partial views of a situation and must rely on 

their peers to build a complete understanding. 

¶ Emphasise that good communication, attentive listening, and critical thinking 

are crucial. 

¶ Clarify that their final goal is to synthesise meaning from incomplete and diverse 

perspectives. 

Task Sequence (approx. 10 minutes per task) 

Each group completes five tasks, one at a time. 

Step-by-step instructions for each task 

¶ One student watches a VR scene (each group member will do this once). 

¶ That student describes what they saw in as much detail as possible to the rest 

of the group. They may not show the VR to others. 

¶ The entire group discusses and interprets this information, working together to 

answer a complex question, using only what was communicated. 

¶ Write the answer down in one clear sentence on the handout. 

¶ Repeat this for all five tasks, rotating VR roles so each student views one scene. 

 

Make sure everybody is included and engaged in the activity, promote creativity 

and free thinking. 

https://www.youtube.com/@VR4Empathyproject
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Step-by-step instructions for each task 

 

 

 

 

 

 

 

 

 

 

Handout – Spyfall | Cards with locations, 1 card for spy (Annex I) 

Spyfall is an easy-to-learn card game of bluffing, probing questions, clever answers, and 

suspicion. At the start of each round, players receive a secret identical card letting them 

know where they are (they are all at the same location in each round of the game) - a casino, 

space station, pirate ship, circus, (30 unique locations!) - except that one player receives 

the SPY card instead of the location. The Spy doesn't know where he is, but wins the round 

if he can figure it out before he blows his cover! 

Players then start asking each other questions during the intense 8-minute rounds. Non-

Spy players want to ask questions and give answers that prove to the other players that they 

know where they are. But watch out! If your questions and answers are too specific, the Spy 

will easily guess the location and win, so you need to practice a bit of subtlety. But if your 

questions and answers are too generic, you might be accused of being the Spy. The Spy will 

also sometimes be asked questions (just like any other player would) and have to come up 

with questions of his own, without knowing anything about where he is! If you listened 

carefully to the other players, you'll be able to come up with a plausible question or answer... 

hopefully. 

Once per round, each player may accuse another player of being the Spy. If all players agree, 

the game ends and that player's secret card is flipped up. If the Spy is captured, each of the 

Non-Spy players win the round. If a Non-Spy is revealed, the Spy wins. Finally, if the Spy 

figures out where he is, he can reveal his card and make a guess. If he's right, he wins the 

round. If not, the Non-Spy players win. 

The game is played over a series of rounds, and points are awarded each round. A complete 

game is typically five rounds, and the cards are randomly dealt each round. You could even 

be the Spy two rounds in a row! After the last round, the player with the most points is the 

winner. 

 

Table 18 - Handout - Spyfall 

 

Task 1: What is truth? 

Activity 1: One student watches the first 1 min long part of the VR film and reports 

to the others what he/she has seen. The student narrates what he/she has seen, and the 

others create a picture of the scenes and the story the film tells based on this 

narration. They write their idea in one sentence and save it. They play 1 or 2 rounds of 

the spyfall game (Handout – Spyfall (Table 18)) 

Activity 2: After playing the game and experiencing how you can tell the truth and hide 

the rattle, they experience different levels of information that reveal or conceal the truth; 

they answer the title question, which is: What is the truth? 

Write down: your collective answer to the title question (instructions on Handout) 

Resources: Handout – Spyfall (Table 18), Cards (Annex I), blank sheets and pens 
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Handout - How are decisions made? 

This worksheet will have additional annexes: a Stroop test, specific texts. 

First, the group is divided into pairs, and each pair chooses one of the tasks, either stroop 

test or the reading of special texts. 

1. Stroop test (Annex II) 

Purpose: To find out how much more effort it takes to process more complex information - 

such effort is needed when we really want to get to higher quality information. 

Instruction: Work in pairs, one is doing the test, the other checks for correctness and 

measures time, then they swap. 

OR 

2. Reading “special texts” (Annex III) 

Purpose: To learn about the speed at which the brain adapts to “errors”. 

Instruction: read both texts and find out what is the mechanism the brain uses in this reading 

3. Real/Fake news | EVERYONE then reads the news together 

Recent neuroscience research has shown that the human need for sleep depends on intelligence and 

the ability to use energy efficiently. In a close examination of the sleep schedules of successful people 

with an I.Q. above 140, they found the following: the average sleep time of these people was 4 hours 

per night, but more than half of this time was the highest quality sleep, the so-called deep sleep, which 

in the average person is usually only present for about an hour per night. Moreover, these persons 

slept only when they actually had time to sleep and not mechanically, at the same time every night. By 

giving room for creativity and taking on demanding work when their physiological fitness was at its 

highest, they were more successful at work and less susceptible to environmental distractions. They 

experienced less stress and a better dopaminergic response to demanding challenges, which further 

contributed to optimal energy expenditure and reduced need for prolonged sleep. 

Guidance: Judge whether the news you read is true or false. Write three good reasons why 

you have made this decision. 

Write down: Based on the tasks you have completed, answer the title question: How are 

decisions made? 

Table 19 - Handout - How are decisions made? 

 

Task 2: How are our decisions made? 

Activity 1: Another student watches the second 1 min part of the VR film and 

reports to the others what he/she has seen. The others split in pairs and do one of 

the two activities at the same time: 

¶ Stroop test in writing, in pairs and/or reading a specific text to learn about the fast 

way the brain works (Handout - How are decisions made? (Table 19)) 

Activity 2: The whole group together read a text from the newspaper and should 

decide if it is true or fake news. In a group, they read and tell whether it is true or not, 

and write what convinced them that the text is true or false, what detail was decisive 

for their decision whether the text is true or fake. On the basis of these decisions and 

insights from the activity 1 students write down the answer to the title question: «How 

our decisions are made?» 

Resources: Handout - How are decisions made? (Table 19), blank sheets and pens 
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Handout - Who creates our reality and how? 

 

With your ideas and creativity, complete the following quotes from famous artists and 

scientists: 

¶ If hearts are connected... 

¶ ....... loves you more than the one who writes you songs. 

¶ True love does not seek perfection, but... 

¶ Love is the only force that... 

¶ He who catches two rabbits, .... 

¶ Without love,…. 

¶ Education is an admirable thing, but… 

¶ "I have never let my schooling….. 

¶ "Beware of false knowledge…….. 

¶ It ain't what you don't know that gets you into trouble. It's what……. 

¶ "Experience is simply the name we give…….. 

¶ “The only thing that one really knows about human nature is…….. 

¶ "The important thing is not to stop questioning,……….. 

¶ ……..talent, I am only passionately curious." 

¶ "Education is not the learning of facts, but……… 

¶ "Imagination is more important than knowledge, for…… 

¶ "Somewhere, something incredible is…….. 

¶ "We live in a society exquisitely dependent on ………. 

¶ "Nothing in life is to be feared, it is only to ………. 

¶ "Now is the time to understand more, so ……… 

 

Write 

Complete the quotes. Finally, the group chooses the quote they like the most and uses this 

quote to answer the title question: 'Who creates our reality and how?' 

 

Table 20 - Handout - Who creates our reality and how? 

 

Task 3: Who creates our reality and how? 

Activity: The 3rd student watches the 3rd minute of the VR film and tells the others 

what he/she has seen.The group then completes the task from the handout (completing 

the quotes in their own way) and together they answer the title question. They read the 

different pre-prepared quotes and complete them in their own way, finding a guiding 

thought that links all their quotes. The group chooses the completed quote that they all 

like best.  

Write down: The group's chosen quote and use the quote to justify your answer to the 

title question: Who creates our reality and how? 

Resources: Handout - Who creates our reality and how? (Table 20), blank sheets and 

pens. 
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Task 4: Who can you trust? 

Activity: The 4th student watches the 4th minute of the VR film and reports to the others 

what he/she has seen. Each member of the group should reflect on the questions: 'On 

what basis can you trust? What makes you trust people? What makes you trust 

information? Write down 5 factors (e.g. characteristics of the person, characteristics of 

the information, circumstances) that inspire trust in you". 

As a group, share the factors that inspire trust in you. Choose the five that you think are 

the most important. Justify why you have chosen them. 

Write it down: On the post-it notes each student writes down 5 things individually, on 

a common sheet the group writes down the common five things with a short explanation 

and on the basis of these explanations answers the title question: “What can you trust?”. 

Resources: Post-it notes, blank sheets and pens 

Task 5: Which pigeon are you waiting for? Which message are you waiting 

for? Which game do you no longer need to play? 

Activity 1: The 5th student watches the 5th minute of the VR film and then tells the 

others what he/she has seen. In the meantime, the other students prepare A4 sheets, 

signing the bottom of the sheet. A sheet for the student who is watching the VR 

movie needs to be prepared as well. 

Activity 2 - Circle and message writing: All students sit in a circle. Each person 

gets a piece of paper with the name of one of their classmates on it. 

Writing instructions 

At the top of the sheet, each person writes a message for the person whose name is 

written below. The instructions are: 

"Imagine you have one carrier pigeon and you can send one message to your 

classmate (the name is on the sheet). What would you tell him?" (Write one sentence 

- one line maximum). 

Folding and passing the slips of paper 

After students have written their message, they need to fold the slip of paper so that 

the contents are not visible and pass it to the next person. Each person writes a 

message for everyone in the group until each slip has received all the messages. 

Finish the task 

At the end of the task, each person gets a sheet with their name on it, where all the 

messages from their classmates are collected: Each student chooses the message 

that touched him/her the most and reads it aloud; The group uses the five messages 

(one from each person) to compose one common message that expresses the 

message of their group. 

Write down: Common message of the group and answer the title question: 

“Which message are you waiting for?” 

Resources: Post-it notes, blank A4 sheets and pens 
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CONCLUSION AND TEACHER-LED REFLECTION 

 

To experience the complexity of perceiving, processing and reflecting on 

information and the importance of interpersonal relationships in this process. 

 
10 - 15 minutes 

 
Students’ answers and concluding statements 

 
Guided discussion and synthesis 

 

After all five questions have been answered: 

Activity 1 - Students 

At the end, each group reads the answers to all 5 title questions and draws up a 

CONCLUDING THOUGHT that they have formulated based on these answers. 

This CONCLUDING THOUGHT is read aloud to the other groups. The aim is to 

compare the groups' CONCLUDING THOUGHTS. In this way, students can learn 

that each of us experiences the same data/information differently, that many factors 

and details determine what you find important, that the emotional as well as the 

mental side of information influences the experience and the attitudes and the 

atmosphere in which the information is presented, and that the experience and the 

attitudes and the atmosphere in which the information is presented have an impact 

on the experience and the perception of the information.  

Activity 2 – Teacher 

The teacher should share with each group what they have learned from them, what 

impressed them the most, what has positively surprised them, and what they have 

learned about the students that they did not know before. (5 min) 

Activity 3 – Students 

Students tell how they experienced the lesson, what they liked, what they would 

change, what they missed, and what they will remember the most. 

 

Make sure that the majority of the students are participating and sharing their 

feedback. 
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3. Tools, methods and examples of exercises 

3.1. Tools 

Along with the lesson plans are mentioned some digital tools to support teachers in 

implementing the activities. Below are presented some tools that teachers can use: 

Mentimeter 

This tool allows them to create interactive presentations 

and meetings by engaging participants in polls and 

allowing them to share ideas, suggestions, and 

perspectives in a dynamic and focused way. 
 

Padlet 

An online working space to work in creative collaboration. It allows 

us to share ideas, thoughts, and perspectives and get a visual result 

from the discussion. 
 

Canva 

An online design tool that offers users the opportunity to create 

professional-looking posters, slideshows, images, event flyers, resumes, 

cards, certificates, infographics, and other media. 
 

 

Mural 
 

Online interactive space to ideate, align, and execute on your customer-

led strategy. 
 

 

Miro 
 

An online collaborative whiteboard platform designed for visual 

teamwork. 
 

 

Table 21 – Identification and brief characterisation of the tools teachers can use. 

  

https://www.mentimeter.com/
https://padlet.com/
https://www.canva.com/
https://www.mural.co/
https://www.mural.co/
https://miro.com/?gclsrc=aw.ds&utm_source=google&utm_medium=cpc&utm_campaign=S%7CGOO%7CBRN%7CTIER2%7CEN-EN%7CBrand%7CExact&utm_adgroup=&adgroupid=140183594159&utm_custom=18265637429&utm_content=667940851830&utm_term=miro&matchtype=e&device=c&location=1011707&gad_source=1&gad_campaignid=18265637429&gbraid=0AAAAACtKBmk1NK_egTWVEZ09-HNZ3XHEu&gclid=CjwKCAjw4efDBhATEiwAaDBpbrJd-_C4xEXiuYcPK7PpN3cnHn-GTPPg5VOzE61Q8j9wzxO8QYQVFxoCKDcQAvD_BwE
https://miro.com/?gclsrc=aw.ds&utm_source=google&utm_medium=cpc&utm_campaign=S%7CGOO%7CBRN%7CTIER2%7CEN-EN%7CBrand%7CExact&utm_adgroup=&adgroupid=140183594159&utm_custom=18265637429&utm_content=667940851830&utm_term=miro&matchtype=e&device=c&location=1011707&gad_source=1&gad_campaignid=18265637429&gbraid=0AAAAACtKBmk1NK_egTWVEZ09-HNZ3XHEu&gclid=CjwKCAjw4efDBhATEiwAaDBpbrJd-_C4xEXiuYcPK7PpN3cnHn-GTPPg5VOzE61Q8j9wzxO8QYQVFxoCKDcQAvD_BwE
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3.2. Methods 

The preparation of the lesson plans incorporates a comprehensive range of methods which are 

designed to improve teaching quality, encourage empathetic responses, and strengthen 

students' intrinsic motivation to explore complex social and environmental issues while 

fostering essential 21st-century skills such as critical thinking, effective communication, and 

collaboration. The methods used in the lessons are the ones described below: 

DISCUSSION 

Students exchange ideas, share perspectives, and explore topics through an open 

dialogue, guided by the teacher's prompts. 
 

COLLABORATIVE LEARNING 

Students work together, combining their skills and knowledge to complete tasks, 

solve problems, or achieve shared learning goals. 
 

CRITICAL THINKING 

Students evaluate, analyse, and question information or arguments to form well-

supported conclusions. 
 

VR EXPERIENCE 

Students immerse themselves in virtual environments to engage with real-world or 

hypothetical scenarios relevant to the lesson. 
 

GROUP WORK 

A small group of students collaborates to complete tasks, solve problems, or create 

outcomes together. 
 

PERSPECTIVE-TAKING 

Students consider and understand viewpoints different from their own, promoting 

empathy and a broader understanding of a situation. 
 

CREATIVE WRITING 

Students express their thoughts, ideas, or stories creatively through written forms, 

often focusing on personal or imaginative topics. 
 

INDIVIDUAL 

Students work independently on tasks or reflection, allowing them to explore topics 

at their own pace and according to their personal understanding. 
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GUIDED DISCUSSION 

The teacher leads a structured discussion, guiding students with questions and 

prompts to explore a topic or issue collectively. 
 

REFLECTION 

Students think critically about their learning experiences, considering their thoughts, 

feelings, and the implications of what they have learned. Critical reflection takes this 

further by encouraging students to evaluate their assumptions, beliefs, and the broader impact 

of their experiences. 
 

COLLABORATIVE DECISION-MAKING 

A group of students works together to discuss, evaluate, and make decisions based 

on shared input and reasoning. 
 

SMALL GROUP LEARNING 

Students engage in focused, collaborative learning within a small group, often 

working on specific tasks or projects. 
 

INQUIRY 

Students ask questions, investigate, and seek answers, fostering an active and 

exploratory approach to learning. 
 

CREATIVE EXPRESSION 

Students use artistic methods (e.g., drawing, music, drama) to communicate ideas, 

emotions, or messages in a personal and imaginative way. 
 

COLLABORATIVE PROBLEM-SOLVING 

Students work together to identify a problem and collectively develop solutions, 

utilising each member's strengths and perspectives. 
 

ZINE 

A zine is a self-published creation (digital or physical) that allows students to 

express their thoughts and ideas in a creative, non-traditional format. It encourages 

creativity and self-expression. 
 

WORLD CAFÉ 

A group-based, rotating discussion format where students move between 

different discussion tables or stations, sharing ideas on specific topics, and building on 

others’ contributions. 
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HANDS-ON LEARNING 

Students engage in practical activities or experiments to directly interact with the 

material and apply theoretical knowledge. 
 

RESEARCH 

Students engage in gathering, analysing, and synthesising information from various 

sources to explore a topic, answer questions, or investigate issues. In research-based 

learning, students actively engage in the research process as part of their learning experience, 

fostering critical thinking and problem-solving skills. 
 

CREATIVE EXPLORATION 

Students engage in an open-ended, experimental process to discover new ideas, 

explore different materials, or approach challenges creatively. 
 

GUEST SPEAKER 

Students converse with an expert on a particular topic or someone with relevant 

experience. The speaker can narrate, discuss, show, and share their knowledge, 

offering insights into the subject, while students have the opportunity to ask questions and 

engage with real-world applications of the lesson content. 
 

SYNTHESIS 

Students integrate information from various sources or ideas to form a cohesive 

understanding or new concept. 
 

PEER FEEDBACK 

Students provide constructive feedback to each other’s work, offering suggestions 

for improvement and learning from each other’s perspectives. 
 

MEANING-MAKING 

Students interpret and derive personal or group meaning from the content, relating 

new knowledge to existing understanding. 
 

VIDEO-BASED LEARNING 

Students learn through watching and analysing videos, which provide visual and 

auditory explanations of concepts or narratives. 
 

ROLE-PLAY 

Students act out scenarios or take on roles to explore situations, understand different 

perspectives, and develop empathy or decision-making skills. 

Table 22 – Identification and characterisation of methods suggested for the lessons. 
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3.3. Ice-breaking activities 

All lesson plans start with an introduction or ice-breaking activities as a strategy to guide or 

prepare students to address the themes. Along with the activities proposed in the lessons, in 

this section are presented additional ice-breaking activities that teachers may use in their 

classrooms, if relevant: 

WORD ASSOCIATION 

Start with a random word and ask each student in turn to say the first word that 

comes to their mind. This can lead to surprising and often funny connections, breaking the 

ice and stimulating creative thinking. 
 

A SHORT GROUP BRAINSTORMING SESSION 

Clearly define the topic, question, or problem for brainstorming. Set simple rules: 

no idea is too crazy or too simple, no criticising or debating ideas during brainstorming, 

encourage wild ideas and build on each other’s suggestions. Summarise the key ideas 

generated and explain the next steps. 
 

A VISUAL OR SENSORY-BASED TASK (such as drawing or interpreting images) 

Select or create a few abstract or thought-provoking images. These could be 

photos, paintings, or simple abstract drawings. Make sure the images are open to 

interpretation and connected loosely to the theme you are exploring (e.g., nature, 

teamwork, innovation). Or invite students to do a drawing on a specific topic. Discussion on 

what the image could represent in relation to the theme of the lesson. 
 

A QUICK GAME THAT ENCOURAGES EMOTIONAL EXPRESSION OR TEAMWORK 

Create or print out a simple puzzle or task that requires multiple steps to complete. 

Split the class into small teams (4-5 students per team). Give each team the same puzzle or 

task to complete. Each team must solve the puzzle without speaking or with limited verbal 

communication. 
 

 

Table 23 – Identification and brief description of ice-breaking activities that teachers can use, before the 

implementation of the lessons. 
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3.4. Exercises to foster cognitive empathy 

This document shows that developing students’ empathy effectively requires specific activities. 

VR-based resources alone are unlikely to achieve the intended impact. The lessons include 

identified and described activities that help teachers focus on empathy development, alongside 

additional proposed activities. 

PERSPECTIVE-TAKING ROLE PLAY 

Objective 
Students are asked to imagine themselves in someone else's shoes and articulate 

how they would think and feel in various situations. 

Activity 
The teacher presents a scenario (e.g., a student being excluded from a group, or a character 
from a book or historical event facing a difficult decision). Students take turns role-playing 
as different characters in the scenario, explaining how their character might be thinking and 
feeling. 

Debrief 
Discuss how it felt to see the world from someone else’s perspective and what new insights 
they gained. 
 

EMPATHY MAPPING 

Objective 
Students identify and analyse what another person might be thinking, feeling, 

seeing, and doing in a given situation. 

Activity 
Using an empathy map worksheet, students fill in the different sections (Thinking, Feeling, 
Seeing, Doing) for a person or character they’re studying (e.g., from a novel, historical figure, 
or fictional character from the VR simulation). They are asked to imagine that person's 
perspective based on what they know. 

Debrief 
Share the maps with the class and discuss similarities and differences in how students 
perceived the character’s experience. 
 

WALK IN THEIR SHOES 

Objective 
Students read or watch a short narrative that presents a character in a challenging 

situation and then answer questions designed to help them understand the character’s 
thoughts and motivations. 

Activity: After reading or viewing, students respond to questions such as: 
- "What do you think the character is most worried about right now?" 
- "What are some reasons why the character might be behaving this way?" 
- "If you were in their situation, how would you think about it?" 

Debrief 
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Discuss how understanding the character’s thoughts might change how we view their 
actions and decisions. 
 

PERSPECTIVE-TAKING DISCUSSIONS (HOT SEATING) 

Objective 
Students practice cognitive empathy by asking and answering questions from the 

perspective of a specific person or character. 

Activity 
One student "sits" in the hot seat as a character from a story, historical event, or the VR 
experience. The rest of the class asks them questions, and the student in the hot seat 
responds based on what they imagine that character is thinking and feeling. 

Debrief 
After several rounds, discuss how taking on the character's perspective helps deepen 
understanding of their thoughts and actions. 

 

 

COMPARATIVE PERSPECTIVE EXERCISE 

Objective 
Students compare their own perspective with that of someone else to understand cognitive 
differences in response to the same event. 

Activity 
Present two characters or individuals facing the same situation (e.g., a conflict, a moral 
dilemma). Ask students to compare how each character might think about the problem, and 
then have them compare these perspectives with their own.  

- "How does Character A see the situation compared to Character B?" 
- "What would you think if you were in their place?" 

Debrief 
Discuss how understanding different perspectives helps in resolving conflicts or making fair 
decisions. 
 

LETTER-WRITING FROM ANOTHER PERSPECTIVE 

Objective 
Students write a letter from the perspective of someone else, explaining their 

thoughts, feelings, and decisions. 

Activity 
Ask students to write a letter as though they are a character in a story, a historical figure, or 
even a classmate they disagreed with. In the letter, they should explain their actions, 
feelings, and reasoning. They can write a letter to themselves in the future and to 
themselves as a child in the past. They can write a letter to ancestors they never knew or to 
their future children. 

Debrief 
Have students share the letters and reflect on how the exercise helped them understand 
the perspective of the person they represented. 

Table 24 – Identification and description of activities to explore empathy with students. 
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4. Conclusion 
This manual provides a comprehensive set of 8 lesson plans designed to integrate Virtual 

Reality (VR) into national curricula, enriching the educational experience through immersive 

technology. Rather than treating VR as a mere novelty, these resources use it as a purposeful 

didactic tool to foster both emotional and cognitive empathy. By focusing on perspective-

taking, the project aims to sensitise the school community to diverse human experiences, 

thereby increasing intrinsic motivation and strengthening essential 21st-century skills such as 

communication, collaboration, and research. 

Key contributions and practical application 

The lesson plans are structured for maximum flexibility, allowing teachers to adapt sessions to 

45 or 90-minute formats across various subjects, including the sciences, arts, languages, and 

citizenship. The primary contributions of this handbook include: 

 

Figure 1 – Principles behind the VR4Empathy lesson plans and resources. 

 

Challenges and operational considerations 

Successful implementation requires addressing specific operational realities: 

FLEXIBLE 
PEDAGOGICAL 

TOOLS

Providing precise 
guidelines for integrating 

VR across multiple 
disciplines

SAFE LEARNING 
ENVIRONMENTS

Offering a protected space 
for adolescents to analyse 

complex social and 
environmental issues, 
such as migration, the 

Holocaust, climate 
change, national 
stereotypes, and 

sustainability

COMPETENCE 
DEVELOPMENT

Fostering critical thinking, 
digital literacy, and the 

ability to construct 
meaning through 

collaborative dialogue
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Figure 2 – Key-operational realities for the successful implementation of the lessons. 

 

These lesson plans are specifically designed to be implemented in conjunction with the ten 

immersive VR videos produced in the scope of the project, which can be found on the project’s 

YouTube page and website. To ensure the pedagogical effectiveness and safety of these 

activities, teachers must consult the project’s Quality Assurance Framework (QAF), also 

available on the project’s website. This framework provides vital guidelines across five quality 

areas - covering teaching and assessment, students' learning experiences, inclusive digital 

education, script/video relevance, and equipment management - to ensure resources are used 

in a way that is ethically accountable and accessible to all learners. By aligning classroom 

practice with the QAF, educators can successfully transition from using VR as a technological 

novelty to employing it as a purposeful tool for developing cognitive empathy and 21st-century 

skills. 

 

Future recommendations and sustainability 

To ensure the long-term impact of these resources, it is recommended that schools continue to 

align these activities with national educational standards and explore further 

interdisciplinary connections. Beyond the classroom, the project aims to support the European 

EdTech Network, facilitating the shared use of hardware and the continuous co-design of 

inclusive digital content. This approach ensures that VR education remains a sustainable, 

inclusive, and relevant part of the modern adolescent's learning journey  

HARDWARE 
LOGISTICS

¶The need for 
adequate 
technical 
equipment and 
regular 
maintenance.

PSYCHOLOGIC
AL SAFETY

A requirement for 
teachers to 
exercise care 
when navigating 
emotionally 
sensitive content 
to ensure student 
well-being.

TEACHER 
SUPPORT

Ensuring 
educators receive 
the necessary 
training to 
combine their 
pedagogical 
expertise with the 
creative 
opportunities 
offered by VR

https://www.youtube.com/@VR4Empathyproject
https://virtualreality4empathy.eu/vr-resources/
https://www.youtube.com/@VR4Empathy
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Annex I - An example of the Spyfall game 
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Annex II - Stroop test 

Instructions 

1. Work in groups of 3. Decide who will take on each role and write down their names on the 

data table (following sheet “Stroop test data table”): 

¶ Reader — reads the test set according to the task instructions 

¶ Timer — times how long it takes for the reader to complete the task 

¶ Checker — keeps track of how many errors the reader makes 

 

Group members should keep the same roles for all of the tasks. If you want to change roles, 

use a different data table to record the results. 

 

Note: You can also work in pairs. One person will be the reader, and the other will be both the 

timer and the checker. 

 

2. Determine what your tasks will be and write them down on the data table. You should plan 

at least one non-conflicting task and the starred conflicting task. Examples of tasks include: 

 

Set A — Read the words    (non-conflicting) 

Set B — Say the colors of the letters   (non-conflicting) 

Set C — Say the colours of the letters   (non-conflicting) 

Set D — Read the words    (conflicting) 

* Set D — Say the colour of the letters   (conflicting) 

Set D — Hold the chart upside-down and say the colour of the 

letters. 

 

3. Begin. Give the answer key (pages 5-6) to the checker. As the reader completes the task, the 

checker makes tally marks for each error. If the reader makes more than 3 errors, stop and have 

them begin again. Record notes and observations below the data table. 

 

4. (Optional) Repeat conflicting trials to see if time and errors improve. 

 

5. (Optional) On a separate page, make a bar graph that compares the time it takes to complete 

each task. Be sure to use data only from error-free trials. See the example on the right. 

 

What is going on? 

The Stroop Test is a measure of working memory and attention. When the colours and words 

are conflicting, the brain must work hard to filter out competing signals. Reading is such an 

automatic task that the brain needs to actively inhibit it and direct its attention instead to saying 

the colour of the letters. The resulting delay is called the Stroop Effect. 

When the colours and words match, or when the words are neutral, there is no conflicting 

information for the brain to filter out. 
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Stroop test data table 
  

Name  Date  

Reader  Timer  

Checker    

 

Test Set 

(A, B, C...) 

Task 

(e.g. “read words” or “say the 

colour of letters” 

Conflicting? 

(yes or no) 
Errors Time 
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Observation 
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Set B 
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Set C 

 

 

Set D 
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Set A – Answer key 

 

 

Set B – Answer key 
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Set C – Answer key 

 

 

Set D – Answer key 
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Annex III - Specific texts 
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