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Learning Area

Virtual Settings: engien

Year Level

Crafting Stories Inspired by Virtual Landscapes Yoar b - 10

Introduction

In this immersive lesson, students will embark on a creative journey inspired by virtual reality and storytelling.
They will explore a variety of environments in Nature Treks VR to craft their own narrative scenes, drawing on
literary devices and language features encountered in virtual texts. They will utilise CoSpaces to create a
detailed setting, and begin their virtual storytelling.

Application

Nature Trek VR

Nature Treks VR offers a serene and immersive virtual

reality experience, allowing you to explore vibrant and ' 2
tranquil natural environments. Wander through lush N atu ["e mre kSW {
forests, tranquil beaches, and other stunning S - fu-s &
landscapes, all while enjoying the calming sounds 2 F—

of nature.

=

Lesson Overview

Lesson Objectives VR/AR Resources on CoSpaces

e To create inspired and detailed virtual
settings for creative narratives.
Utilise fechnology (CoSpaces) for
creative expression and virtual story e Goldilocks and the Three Bears
creation.

e Hansel and Gretel

e The lion and the Mouse Fable



mailto:zjafari@lumination.com.au
https://store.steampowered.com/app/587580/Nature_Treks_VR/
https://edu.cospaces.io/ZTE-YMU
https://edu.cospaces.io/RCE-BXX
https://edu.cospaces.io/NZW-ETY
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e Teachers and students should familiarise themselves with the
IMVR experience using the Nature Trek VR Essential Guide.

e Students should be familiar with CoSpaces creation. If not,
assign students some tutorials, found on CoSpaces.io.

e Provide desired sources (age appropriate websites, articles,
books, ect) for the Research Station.

IMVR Station: Students will explore various environments on Nature
Trek VR and study their details, effectiveness on the audience, and
potential storylines that may occur with the environment as the
setting. They can reflect on the ‘mood’ created by adjusting the
‘setting’ using the interactive Orbs.

HHVR Stations: Students to view the following virtual stories, reflecting
on the settings in each (Were they detailed enough? What would you
add to the setting to enhance the story? ect). They are to also
consider how the animations, coding and scenes have been used to
retell a story.

e Hansel and Gretel

e The lion and the Mouse Fable
e Goldilocks and the Three Bears

Creation Station: Students create detailed virtual settings for a
narrative in CoSpaces, taking inspiration from their observation in
Nature Trek VR. After completing their setting, students can watch this
introductory video to CoSpaces Storytelling to begin coding their
storyline.

Students can discuss and share their virtual settings that they
created on CoSpaces in small groups.
: i .
e How did the varied settings provide a variety of moods if they
were to be used in a story?
e How can virtual reality enhance a storyline?

*May need to provide a second lesson to complete CoSpaces.
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mailto:zjafari@lumination.com.au
https://lms.lumination.com.au/resources/nature-treks-essentials-guide/
https://edu.cospaces.io/ZTE-YMU
https://edu.cospaces.io/RCE-BXX
https://edu.cospaces.io/NZW-ETY
https://www.youtube.com/watch?v=SAaLoXmpUig

