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Overview

This eight-module course empowers youth workers to harness the full potential of
immersive media—both Virtual Reality (VR) and 360° video—in non-formal education
settings. You'll progress from foundational concepts to advanced creation
techniques, explore six ready-made teaching scenarios, master hardware selection,
and refine your facilitation skills. The course balances self-paced video lessons,
downloadable toolkits, interactive quizzes, and peer discussions to ensure you not
only understand the theory but can immediately put it into practice.

1.1 Introduction Welcome to the “VR are the Future”

About the Course

“VR are the Future” is an Erasmus+ project designed to equip youth workers with the
digital competencies needed to harness immersive media—both Virtual Reality (VR)
and 360° video—in non-formal youth education. Through this LMS you will learn not
only the theory behind these technologies but also practical, no-code methods to
create and implement them in your daily practice.

Why VR and 360° Video?

e Boost Engagement: Immersive experiences capture attention and drive active
participation.

e Foster Empathy: Participants step into diverse perspectives and scenarios,
deepening understanding.

e Encourage Innovation: These tools open up creative teaching and learning
possibilities that traditional media cannot.

1.2 Understanding VR & 360° Video

Objective
By the end of this module, you will be able to:

e Describe how VR and 360° video each create immersive learning
experiences.

e Articulate the specific benefits and challenges of using these media in
youth waork.

e Select the most appropriate format for a given youth-work scenario.
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VR Fundamentals

Virtual Reality (VR) places participants inside a fully simulated environment,
engaging multiple senses to foster deep learning. In youth work, you might use VR to
simulate municipal processes—such as navigating a town hall—so that young people
gain confidence before visiting in person. Another powerful application is empathy
training: by “walking a mile” in someone else’s virtual shoes, participants can
experience barriers faced by peers with disabilities, social anxiety, or language
differences. VR also supports problem-solving exercises in which choices you make
alter the outcome of the scenario; this can help young people reflect on decision-
making, civic responsibility, or conflict resolution.

When planning a VR activity, consider headset comfort, session length (10-15
minutes to avoid fatigue), and accessibility for those with limited mability. Always
include a debrief, during which participants discuss their experience, relate it back to
real life, and explore emotions or insights that emerged.

360° Video Essentials

A 360° video is a spherical recording that surrounds the viewer with a real
environment—captured by omnidirectional cameras—and can be viewed on
desktops, mobile devices, or via headsets. It offers a middle ground between flat
video and full VR: production is faster and equipment is more affordable, yet the
result remains highly engaging. For example, you could film a youth-led
environmental clean-up from a 360° perspective, then embed interactive hotspots
that pop up facts about recycling procedures. This approach encourages participants
to look around, discover information organically, and reflect on their role in
sustainability efforts.

Key considerations include planning your camera placement for clear sightlines,
scripting natural movement paths so viewers are guided toward points of interest,
and adding narration or text captions to ensure clarity. Accessibility features—like
subtitles, audio description, or optional still-image fallbacks—help include
participants with sensory impairments.

Comparing Formats

Choosing between VR and 360° video depends on your learning objectives, budget,
technical capacity, and audience needs. VR excels when you want true interactivity—
allowing participants to pick up virtual objects or trigger events—whereas 360° video
is ideal for rapid content creation, real-world storytelling, and easily sharing via web
links. VR typically requires dedicated headsets and more setup time, while 360°
workflows can often be managed with a smartphone camera rig and free hosting
platforms.
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Think of 360° video as a gateway to immersive media—low barrier, high impact—and
reserve full VR for scenarios where agency and interactivity are essential. In many
projects, a blended approach works best: begin with a 360° introduction to a topic,
then deepen engagement through a shorter VR simulation in a follow-up session.

Pedagogical Integration

Immersive media should never be an end in itself. Ground your design in established
learning theories—such as experiential learning, which values concrete experience
followed by reflective observation, or constructivist approaches that encourage
learners to build understanding through active exploration. Develop clear learning
outcomes before you choose a format: Are you aiming to raise awareness, build
empathy, practice a skill, or foster collaboration? Align your scenario’s interactivity
level, duration, and debrief activities to those outcomes. Always pilot your content
with a small group of youth workers first to gather feedback on clarity, comfort, and
technical smoothness before scaling up.

Reflection Prompts

e Which format (VR vs. 360° video) aligns best with your upcoming youth-
work activity, and why?

e What potential barriers might your participants face, and how can you
design inclusively?

e How will you structure the debrief to ensure that insights from the
immersive experience translate into real-world learning?

1.3 Hardware Essentials - Comparing 360° Cameras & VR
Headsets

Objective

This module will help you confidently choose the right tools for capturing and viewing
immersive content. Whether you're planning to create virtual tours, run youth-led VR
workshops, or develop high-fidelity experiences, it's essential to understand the
hardware options available.

We’ll break this into two core categories:

1. 360° Cameras - devices for capturing immersive content
2. VR Headsets - devices for experiencing immersive content
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Part 1: 360° Cameras - capturingimmersive content

Creating compelling VR experiences starts with how you capture your environment.
360° cameras let you record everything around the lens, allowing viewers to explore
scenes freely when inside a VR headset.

Consumer vs. Professional 360° Cameras

Consumer 360° Cameras are perfect for general use, education and youth work
projects, these cameras are affordable, user-friendly, and great for creating virtual
tours or simple interactive VR content.

Professional 360° Cameras are designed for high-end production, these offer
superior image quality and advanced features. Ideal for projects where visual fidelity
is critical. Expect higher costs and a steeper learning curve.

Key Specs to Consider

Resolution: Look for at least 4K for good visual clarity
Battery Life: Aim for cameras that can shoot 1+ hour continuously

Stabilization: Choose between built-in or software-based stabilization depending on
your needs.

360° Camera Comparison

Choosing the right 360° camera depends on your budget, technical skill level, and
project goals. Here’'s a breakdown of the options available:

e Single-Lens (Smartphone Rigs)
o Pros: Affordable, lightweight, portable, easy setup
o (Cons:Lower resolution, limited field of view
o  Examples:
m GoPro Max (6K video)
m Insta360 One X2 (5.7K video)
m Ricoh Theta SC2 (4K video)

e Multi-Lens Cameras
o Pros:Higher image quality, better low-light perfoarmance
o Cons:Bulkier, more expensive
o  Examples:
m Insta360 Pro 2 (8K video)

m Kandao QooCam 8K (8K video)

e Key Specs to Compare
o Resolution (minimum 4K recommended)
o Battery life (aim for 1+ hour continuous)
o Stabilization (in-camera vs. software)
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Part 2: VR Headsets - experiencing immersive Content

Once your content is created, you'll need the right headset to experience it. VR
headsets allow users to step into a scene, interact with environments, and explore
360° content.

Consumer vs. Professional VR Headsets

Consumer VR Headsets are great for education, outreach, youth engagement, and
lightweight VR content. Standalone headsets like the Meta Quest 2 strike a balance
between affordability and functionality—perfect for general use, virtual tours, and
interactive training.

Professional VR Headsets are designed for training, simulation, or creative
production. These systems deliver top-tier graphics, advanced spatial tracking, and
deeper immersion. They require a powerful PC and technical setup but are ideal for
realistic training, design reviews, and high-end experiences.

Key Specs to Consider

Resolution & Refresh Rate: Higher values offer clearer, smoother visuals
Tracking: Inside-out (built-in) vs. outside-in (external sensors)
Comfort & Fit: Crucial for longer sessions or training applications

Content Compatibility: Make sure your software or platform supports the headset

VR Headset Comparison

Selecting the right VR headset depends on your experience level, hardware access,
and the type of content you plan to explore or create. Below is a breakdown of the
main headset types and what to consider.

e Standalone Headsets
o Pros:No PC required, easy distribution
o Cons:Lower graphics, limited processing power
o  Examples:

m Meta Quest 2

m Pico4

e PC-Tethered Headsets
o Pros:Highest visual fidelity, advanced tracking
o Cons:Requires powerful PC, cables limit movement
o  Examples:
m HTCVive Pro 2

m Valve Index
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e Mobile-Plug-In Headsets
o Pros:Uses smartphone screen, ultra-low cost
o Cons:Very limited interactivity, basic immersion

o Examples: Google Cardboard, Samsung Gear VR

1.4 Creating 360° Experiences with No-Code Tools

Objective

Introduce youth workers to beginner-friendly platforms for building interactive 360°
content—no programming or technical experience required.

No-Code Overview

No-code tools let you create digital content—like websites, apps, games, or VR
scenes—without writing any programming code. Think of it like building with Lego
bricks. Instead of coding, you drag and drop elements such as images, videos,
buttons and 3D objects. These tools are designed to be intuitive for non-technical
users like teachers, youth workers, or students making it accessible to create
immersive experiences without IT support. In the VR are the Future project, no-code
tools make it easy for youth workers to:

e (reate interactive 360° or VR learning environments,

e Focus on storytelling, civic engagement, and inclusion,

e Work without needing IT or coding skills.
What should | use?
We will explore Thing Link, CoSpaces Edu and SeeekBeak. These tools allow you to
upload 360° images or video and turn them into interactive learning environments
using drag-and-drop elements like text, audio, and quizzes

ThingLink - Best for educational 360° tours

Click here to view the accessible version of this interactive content

Ideal for virtual tours, like showing how a town hall works. You can add sounds,
videos, quizzes, and notes to explain things. Great for teaching civic topics in a fun
and visual way.

Access: ThingLink
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http://app.widgets.thinglink.com/accessibility/course/1981756664411325093?origin=https%3A%2F%2Fwww.thinglink.com
http://app.widgets.thinglink.com/accessibility/course/1981756664411325093?origin=https%3A%2F%2Fwww.thinglink.com

CoSpaces Edu - Best for 30/VR starytelling
Create stories or scenes in a virtual world. A user can add characters, objects, and
make them move and it is very good for role-playing situations like joining a city

meeting or solving social problems.

Access: CoSpaces Edu

SeekBeak - Best for fast and simple 360° experiences

Easy tool to make interactive 360° videos or images. It is good for showing real-life
stories or how to make decisions step-by-step. It doesn't required any tech skills, just
upload, click, and create!

Access: SeekBeak
Features and How to:

ThingLink, is a web-based platform for creating interactive 360° images and virtual
tours.

e Virtual tours of facilities
e Digital storytelling with images, video, and voice
e Educational infographics and branching activities

How to use:

1. Create an Account
2. Start with an image, video, or 360° media file.
3. Add Hotspots. Click anywhere to place a hotspot. You can:
e Add text descriptions
e Embed videos (YouTube, Vimeo)
e Upload audio narration or background sounds
e Link to external websites (resources, sign-up forms)

Create Learning Paths (Branching Logic)

Use ThingLink's Scenario Builder to create choose-your-own-path experiences.
Example: Let youth choose different roles such as mentor, participant, and explore
related services.

Requirements

360° media upload requires a paid license

Best used on desktop for editing

Works on mobile for viewing

Integrates with Google Classroom & Microsoft Teams
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https://www.delightex.com/
https://www.seekbeak.com/

CoSpaces Edu, allows users to create interactive VR environments with simple
blocks and optional visual scripting.

e Youth role-playing in virtual environments
e (oding workshops using visual scripting
e Storytelling projects in 3D

How to use:

1. Create an Account. Choose the “Edu” version. Educators can create and

manage student groups.

Upload custom images and sounds. Animate objects using pre-built actions

3. Build Your World. Use drag-and-drop to place characters, buildings, trees.
Upload custom images and sounds. Animate objects using pre-built actions.

4. Add Interactivity. Use Blockly (visual coding) to animate objects or respond to
actions. Advanced users can switch to JavaScript.

N

Preview and Share

e Testin 3D or VR mode (cardboard viewers supported)
e Share via URL or embed in a website

Requirements

Most features are free; full access requires a Pro or Edu license
Requires WebGL support (modern browser)

Mobile/tablet apps available

Optional: VR headset (Cardboard, Oculus)

SeekBeak, an intuitive tool for 360° tours with interactivity.

e Walk-throughs of events
e Interactive storytelling with team collaboration
e Real-time annotations and feedback

How to use:

1. Create an Account. Choose a free plan to get started. Paid plans offer maore
storage and collaboration tools.

2. Upload 360° Images. Use a 360° camera or download public domain images.
Each image becomes a “Scene” in your virtual tour.

3. Add Hotspots. Add text labels, photos, videos, and image galleries. Create
branching links to jump between different scenes. Use audio to narrate your
story or highlight specific elements.

4. Invite team members to edit scenes in real time. Add comments, assign tasks,
or provide feedback.
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Preview and Share

Share a tour link
Embed into websites, presentations, or reports

Requirements

No downloads required (fully web-based)
Ideal for real-time collaboration

Works well on both desktop and mobile
Simple enough for quick onboarding

Youth workers getting started !

PWN=

Tips:

B W

Pick one tool (ThingLink, CoSpaces Edu, or SeekBeak)
Upload a 360° image or create a basic scene

Add at least two hotspots (text or video)

Share your experience using a link or LMS embed

. Start with a single 360° image or video to practice. Then, add images or scene,

and one or two hotspots.

Use storyboarding to plan where to place hotspots. What should each hotspot
say or do?

Test your content on both desktop and mobile devices.

Keep accessibility in mind: add subtitles or audio descriptions where needed.
Host a co-creation session where young people design scenes with you.

Reflection Prompts:

How could you use these tools in a workshop?
Which tool felt easiest to use?r do?
Test your content on both desktop and mobile devices.

1.5 Advanced Tools for Creating 360° Experiences

Objective

How to build advanced 360° scenes using Unity (with optional coding) and introduce
complementary software for editing, stitching, and publishing? This section is
intended for partners or organizations with in-house media capacity, technical staff
in VET centers or digital learning agencies and media professionals.
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The following tools could be used from youth workers with media experience or have
skills like video editing, photography, filming, graphic design, programmers, 3D
modeling, VR development!

Unity Workflow Overview
Unity is a professional game engine that allows full customization of 3D and 360°

environments. While powerful, it requires technical setup and familiarity with game
design principles.

1. Setup:Install Unity 2021 LTS and the Video Playback plugin or the 360° viewer
package.

N

Import Assets: Drag your equirectangular video or photo into the Assets
folder.

3. Scene Configuration:

o Add a Sphere, invert normals, apply your 360° texture.
o Attach the “Video Player” component if using video.

4. Visual Scripting (Bolt):

o Create “Hotspot” prefabs with clickable colliders.
o Use Bolt graphs to trigger audio, text pop-ups, or scene changes.

ul

. Build & Export:

o Target Windows/Mac for PC-tethered or Android for standalone
headsets.
o Generate executable or APK and test on device.

Other Recommended Software
e Adobe Premiere Pro - Stitch and edit 360° footage; export to equirectangular

format. Not code-based, but requires video editing experience. Great for
professionals, not ideal for beginners.

e Blender - Create 3D assets or environments; generate 360° renders. Not
code-based, but requires video editing experience. Great for professionals, not
ideal for beginners.

e Kolor Autopano Video - Automatic multi-camera stitching (Windows only).
Still technical due to multi-camera syncing and calibration.

e PTGui - High-quality panoramic stitching, no coding, but requires precision.
Often used by professional 360° photographers

Video Tutorials & Links

e Unity 360° Video Playback Tutorial
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https://unity.com/releases/editor/archive
https://www.adobe.com/products/premiere.html
https://www.blender.org/
https://kolor-autopano-video-pro.software.informer.com/
https://ptgui.com/
https://www.youtube.com/watch?v=UroMw97Wk6Y&list=PLX2vGYjWbI0TifrTlupfrJeLa7c8LunUf

e Introducing Bolt: Unity’'s new visual scripting tool
e Editing 360° Video in Premiere Pro

1.6 Delivering & Facilitating Immersive Sessions
Objective

Provide practical guidance on running safe, engaging, and impactful VR/360°
workshops with youth.

Session Planning

e Environment Setup: Clear space, stable internet, charging stations for
headsets.

e Equipment Check: Pre-test each camera and headset; keep spare
batteries/headsets ready.

e Group Rotation: Plan small groups (3-5 participants) with 8-12-minute
sessions per person.

Facilitation Techniques

e Briefing: Explain purpose, controls, and safety guidelines (e.g., remove
tripping hazards).

e Technical Orientation: Demonstrate headset fitting, controller use,
navigation.

¢ Guided Experience: Stay nearby to assist; monitor for discomfort or motion
sickness.

e Debrief: Use structured reflection prompts:

o What did you natice first in the virtual environment?
o How did making choices here compare to real life?

o How can we apply today’s insights back in our community?

Assessment & Feedback

e Distribute quick paper or digital surveys immediately after each session.
e Use the LMS forum to collect longer reflections, photaos, or video testimonials.

e Track completion and satisfaction metrics via LMS analytics.
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https://www.youtube.com/watch?v=DtbyC1OBpFg
https://www.youtube.com/watch?v=--RpoNk3TgA

