Supplementary Material S1

To the article “Ready Teacher Ome: Virtual and Augmented Reality Online Professional
Development for K-12 School Teachers”

Table S1. Complete List of 44 Materials and 20 Activities of the Online Teacher Professional Development Program
“The AR and VR in Education”

Module 1 - AR and VR in Education

1.

2.

10.

11.

12.

13.

14.

15.

16.

17.

18.

19.

20.

21.

22.

Activity 1.1: Diagnostic Assessment (individual activity)

Activity 1.2: SWOT Analysis (open, cooperative activity)

Activity 1.3: Inaugural Online Meeting

Activity 1.4: Deep-dive into XR (individual study)

Activity 1.5: Extended Knowledge Oasis (self-assessment quiz)
Video lecture 1.1: Immersive technologies — Extended Reality (XR)
Video lecture 1.2: Introduction into Virtual Reality (VR)

Video lecture 1.3: VR Technological Applications

Video lecture 1.4: Pedagogical Applications of VR in Education
Video lecture 1.5: Introduction into Augmented Reality (AR)
Video lecture 1.6: AR Technological Applications

Video lecture 1.7: Pedagogical Applications of AR in Education
Video lecture 1.8: Similarities and Differences between AR and VR
Video lecture 1.9: VR Restrictions

Study Material 1.1: A Museum of Virtual Media!

Study Material 1.2: HTC Vive Look To Recreate Ready Player One’s The Oasis In VR?
Study Material 1.3: Introduction into Virtual Reality (Greek)
Study Material 1.4: Virtual Environments (Greek)

Attachment 1.1: AR/ VR Glossary

Attachment 1.2: Good AR / VR Practices in Education

Attachment 1.3: Comparative Table of AR / VR Tools & Platforms

Material for further study

1 http://www.naturalhistorymag.com/features/102133/a-museum-of-virtual-media
2 https://www.vrfocus.com/2018/10/htc-vive-look-to-recreate-ready-player-ones-the-oasis-in-vr/



Module 2 - Digital storytelling with AR
1. Activity 2.1: Deep-dive into AR (individual study)
2. Activity 2.2: Augmented Knowledge Oasis (self-assessment quiz)
3. Activity 2.3: We and AR (asynchronous discussion)
4. Activity 2.4: Augment your Teaching! (individual practice)
5. Activity 2.5: AR Online Workshop
6. Video lecture 2.1: Introduction in Digital Storytelling
7. Video lecture 2.2: Digital Storytelling in Education
8. Video lecture 2.3: Digital Storytelling with AR
9. Video lecture 2.4: Introduction into Google Expeditions
10. Study Material 2.1: Hyper-Reality as a new future perspective??
11. Study Material 2.2: Augmented Reality (Greek)
12. Study Material 2.3: Design and implementation of an online learning environment with AR (Greek)
13. Study Material 2.4 Blippar Instructions & User Guide (Greek)
14. Attachment 2.1: Storyboard Template
15. Attachment 2.2: Table of Digital Storytelling Tools
16. Attachment 2.3: AR Expeditions List
17. Material for further study
Module 3 - Inquiry-based learning with VR
1. Activity 3.1: Deep-dive into VR (individual study)
2. Activity 3.2: Virtual Knowledge Oasis (self-assessment quiz)
3. Activity 3.3: We and VR (asynchronous discussion)
4.  Activity 3.4: Virtualize your Teaching! (individual practice)
5. Activity 3.5: VR Online Workshop
6. Video lecture 3.1a: Inquiry-based Learning
7. Video lecture 3.1b: VR with Google Expeditions
8. Video lecture 3.2: Pedagogical Applications of Spherical (360) VR Videos in Education
9. Video lecture 3.3: Social Virtual Reality and Virtual Worlds

10. Video lecture 3.4: Pedagogical Applications of Social VR in Education

3 https://youtu.be/Y]g02ivYzSs



11. Video lecture 3.5: Game-based Learning in Social VR
12. Video lecture 3.6: Technological Applications and Restrictions of Social VR
13. Study Material 3.1: Will Virtual Reality Drive Deeper Learning?*
14. Study Material 3.2: Virtual Worlds (Greek)
15. Study Material 3.3: Social virtual reality environments®
16. Study Material 3.4: Inquiry-based Learning®
17. Material for further study
Module 4 - Educational Scenario Design, Application, and Research
1. Activity 4.1: Deep-dive into Educational Scenario Design (individual study)
2. Activity 4.2: Innovative Lesson Plan Design (open, peer-assessment activity)
3. Activity 4.3: Class Application and Research Project (individual assignment)
4. Activity 4.4: We and Immersive Technologies (asynchronous reflection)
5. Activity 4.5: Final Online Meeting
6. Video lecture 4.1: Introduction into Educational Scenario Design
7. Attachment 4.1: Inquiry-based Learning Scenario with VR environments Instructions
8. Attachment 4.2: Digital Storytelling Scenario with AR environments Instructions

9. Material for further study

4 https://www .edutopia.org/article/virtual-reality-drive-deeper-learning-holly-korbey

5 Mystakidis, S. (2019). Social virtual reality environments. In Motivation Enhanced Deep and Meaningful Learning with Social Virtual
Reality (pp. 31-34). University of Jyvaskyla. https://jyx.jyu.fi/handle/123456789/66667

¢ https://www.moorabbin.vic.edu.au/inquiry-based-learning
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Figure S1. Slide (VR Timeline) from Video Lecture 1.2 “Introduction into Virtual Reality (VR)”.
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Figure S2. Final Slide (Summary) from Video Lecture 2.2 “Digital Storytelling in Education”.
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Figure S3. Slide (Collaborative Learning) from Video Lecture 3.4 “Pedagogical Applications of Social VR in
Education”.
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Figure S4. Snapshot from Attachment 1.2 “Good AR / VR Practices in Education”.
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Figure S5. Snapshot from Attachment 1.3 “Comparative Table of AR / VR Tools & Platforms”.
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Figure Sé6. Slide from Activity 1.3 “Inaugural Online Meeting” (Meeting Outline).
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Figure S7. Snapshot from Activity 2.4 “Augment your Teaching!” Instructions.
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Figure S8. Snapshot from Activity 4.3 “Class Application and Research Project” Template.
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Figure S9. Snapshot from Attachment 4.1 “Inquiry-based Learning Scenario with VR environments Instructions”.
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Figure S10. Snapshot from the asynchronous learning environment in the Moodle Learning Management System.



