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Checklist to implement VR lesson
Pre- VR lesson 
· Students have been informed on the content of the lesson;
· Students have been informed on the VR-enhancing features of the lesson;
· Students have been provided with informative material on VR technology, VR laboratory functioning, layout and rules of use;
· Students have been eventually organized in groups or in tournations;

· Application/platform’s licenses have been checked and activated;
· Application/platform have been installed in the PCs/HMDs;
· Application/platform have been tested in the PCs/HMDs;

· Workstations/single device had been charged or are connected to alimentation;
· Workstations/single device had been disposed ready to be used;
· Workstations/classroom are clean and ready to use;

During VR lesson
· Students are present and ready to perform the activity/lesson;
· Students have been informed on the development of the lesson before the start;
· Students have been informed on the organization of the lesson before the start;
· Students have been informed on the functioning of the VR experience;
· Students have been informed on the supporting roles of tutors and educators;

· Tutors and educators are present in a sufficient number;
· Tutors and educators are informed and ready to support students;

Post-VR lesson
· Educators should ask the students about the experience and the use of VR technology;
· Students’ feedback should be collected into forms or questionnaires;
· Workstations/single device have been checked and reposed;
· Classroom have been cleaned and set up as before the lesson;
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