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Event tailored for Europeans with a pedagogical background,
providing an immersive experience to explore the future of
education and new technologies that will be used.

(free entry on registration)
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/ MaFEA - 11.00 - 14.00 - Workshops

. Best practices will be demonstrated and discussed by experienced teachers & experts out of several (Flemish) schools.
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MAF EA Erasmus+

Making Future Education Accessible
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Event tailored for Europeans with a pedagogical background, 14.00- Welcome by Birger QUintyn
providing an immersive experience to explore the future of 14.10 - MaFEA.eu

education and new technologies that will be used c
The source of tutorials and lesson plans

to Make Future EducationAccessible
14.30- Eugéene Kuipers

Fectarand insights on future virtual learning
15.00- Kris Van de Moortel

Microsoft, Ai, Copilot, HoloLens, MS tools for EDU
15.30- Carl Boel

XR and future education.

Dexras a dedicated x#®ol for EDU
16.00- Coffee break

16.45- Joachim De Vos
, Why Innovation Fails & 7 keys to success,
N insight for education
Emmaiis secundaire school Eimelis Aalter \ 17.15- Jeroen Baert

SintGerolflaan 20 | 9880 Aalter Broeders van Liefde Critical thinking on Atrtificial Intelligence
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Overview
A about the MaFEA-project AL LA

A some background
A some Xistory

A hurdles

A studied tools

A the MaFEA-website
A proof of work!

A advices

MAKING FUTURE EDUCATION ACCESMREEA PETER DE DEYN



ERASMUS+

Co-funded by the
European Union

TARTU RAKENDUSLIK KOLLEDZ
TARTU VOCATIONAL COLLEGE

VOCO

Estonia
Tartu

MaFEAPROJECT PARTNERS

OMNIA

Finland
Espoo

ECL

Portugal
Lisboa

https://mafea.eu/
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INTERNATIONALISERING

ROC Al2

Holland
Arnhem
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PROFILES WE FOCWUBWIWITHIN TH= PROJECT

ERASMUS+ https://mafea.eu/

Co-funded by the
European Union

Car Mechanics
Mechatronics
Electrics

Metal workers
Business & Retall
Health department
é
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MaFEAPROJECT TIMELINE

ERASMUS+

Co-funded by the
European Union

idea A 2019
1st application A 2020
2"d application A 2021

https://mafea.eu/

FOR NEW EDUCATIONAL TECHNOLOGIES
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WHAT IS INSTALLED AT THE END OF THIS PROJE

ERASMUS+ https://mafea.eu/

Co-funded by the
European Union

The MaFEA partnersh(@021-2024) answered for
the

U MaFEA encouraged teachers and students to test and implement future
technologies in their lessons and workshops.

U MaFEA installed a pubheebsite with 3 combined and open repositories

U MaFEZAensured a networkbetweenseveralVET Institutions and relevant labour
market
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THE MFEA WEBSITE

https://mafea.eu/

Co-funded by the
European Union

OR
TheMaFEAwvebsite

offers pedagogical opportunities, showcasing examples and best practices for the
application of new technologies in education
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Maklng Future Education Accessible
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New technologies for education (2021)

Robotics
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ROBOT ;‘:

A robot is arogrammable ma c h |
that sometimes processes informatio
sometimes performs physical taaaks
sometimeshose areombined.

Ce.
€9
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VR— VIRTUAREALITY

is a simulated experience that capa
be similar

or completely different
from the real world

Often it Is aewreality,

»
17 Making Future Education Accessihé-EA ‘


https://en.wikipedia.org/wiki/Virtual_reality_headset

AR— AUGMENTHEALIT

Also defined asdded reality

seel ng the
with an extra layer of informati
withtrue glasses

between real world and digital lay




Again, you see the 'real’ world
enriched with digital information. * l
But now it camteractwi t h t hat O& €

(
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XR

Real world
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. Real world
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AR-MR _ VR
/

A devices are
coveredscreens

A devices are
seethroughglasses

22 Making Future Education Accessibs-EA Peter De Deyn




AR- MR

IS providing information inettra layer

VR

IS helping to build experience(s)
INn aNEWsafe and riskree environment

-
23 Making Future Educa@




AR-MR

IS often used
as anon-the-jobtraining tool.
A Is teaching yoW HEN you need

Vk

Is frequently use
as a training todleforepractice.
A IS teaching youlETHOD for later u

.

Making Future Education Accessibs-EA Peter De Deyn






XR IS HERE TODAY, BUT IT IS STILL IN ITS INFANCY

Technology Phase: Infancy
Market: Mostly early adopter “Prosumers”

Technology Phase: Rapid evolution
Market: Surging consumer adoption

Technology Phase: Maturity
Market: Worldwide, ubiquitous use

MAKING FUTURE EDUCATION ACCESMREEA PETER DE DEYN




62 YEARBGO

(IldeaA 1955)

SENSORAMA

3D

Motion
Wide Vision
Aromas
Wind
Vibrations

e

Aug. 28, 1962 M. L HEILIG 3,050,870 Iﬂ"ﬂdUCiﬂg S

SENSORAMA SIMULATOR

Filed Jaa. 10, 1961 8 Sheets-Sheot 3 S e "s 0 r a m a
y =

The Revolutionary Motion Picture System
that takes you into another world ﬁ“?«"
with e i

-0
WIDE VISION

MOTION

COLOR

STEREQ-SOUND

AROMAS
WIND
YIBRATIONS

OPATENTED

INVENTOR
Howron L ey

S SENSORAMA, INC., 855 GALLOWAY ST., PACIFIC PALISADES, CALIF. 90272
Lorplas 8 Clarklaom TEL (213) 459—2162

ATTORNEY
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14 YEARBGO

2010-2011

MSHOLOLE
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11 YEARBGO

2013

IKEA- CATALOG
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8 YEARBGO
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Smart contact lens startup Mojo Vision partners

with Ad|daS 0 O nej
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SIMULATOR SICKNESS

IS a form of motion sickness
linked to interaction with a ‘
simulated environment. ,

.
.
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gaming Is not education!




NEOPHOBIA

Neophobia is thdear of anything new

UTURE DUCATION

CCESSIBLE

MAFEA






PEDRO
DE BRUYCKERE

Learning by listening,

ARISTOTLE (

Learning by listening,
_ ) Learning by seeing,
Learning by seeing,
) _ Learning by doing.
Learning by doing.
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People generally People are able to...
remember... (learning outcomes)
(learning activities)

O —

Define List

10% of what they read Read Describe Explain
20% of what they hear Hear

View Images S
30% of what they see 2 Demonstrate

Watch Videos Apply

S Practice

50% of what Attend Exhibitis/Sites
they see and ,
hear Watch a Demonstration
70% of what they Participate in Hands-On-Workshops o Analvze
say and write Design Collaborative Lessons oeﬁnye
90% of what Simulate, Model, or Experience a Lesson (E:\r/ea?l:gte
they do.

Design/Perform a Presentation - "Do the Real Thing"

MAKING FUTURE EDUCATION ACCESMREEA PETER DE DEYN
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Making Future Education Accessible

) -\ ¥\ ~JI
g Yo AN \ N\
LN

@i\ -l Criteria MaFEA used for selection

usable for most teache
usable within different subjects

giving extra pedagogical advantages

GDPR compliant

easy to buy

popularensuring a large number of experiences
affordable for schools

remain usable despite aging rapidly

USEc is present is a bonus
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Box libranes
standard

advanced O ; N
= & Audio

+ Sound
= 4 Voice

@} Choice
[ say ’
@ Set Langui

@ Speech R
Communication
Data Edit \
. Flow Control
LEDs
Math
Motions

Animations
Dances

fﬁ\ Hands

8 Motor On/Off
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. Sit Down /
,ﬁ\ Stand Up (._ o
A MoeTo

{l Move Toward

A Obstacle Avoic
+ Sensing
& System
4 L Templates
+ Trackers :
+i 4 Vision
Move To

Make NAO move to a cor
relative to its current local
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ROBOTICS ss0s

LEGO@Educatlon SPIKE PrimeM




Robotics- Lego Spike Prime box

was selected to investigate if robots are an extra value for education
This Lego Spike Prime was the best and most affordable tool to learn about robots

| earning goals that could be addressed
A learnto program

A learn to cooperate in teams
A engineering

A design thinking



Robotics- Lego Spike Prime box

Conclusions on robotics for educational purpose (02/2024)

VSchools dondt need a robot to pl ay
V WOW factor on schools open door?

V Humanizedobots are expensive

VRobots nNnto be constructedo (Lego)

VCheaper requdllgftisneaor ¢ on | earn to progr
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MS HoloLens 2

—




MR - Microsoft Hololens 2

was selecteds a reference to experimevith MR, with the intention of developing
lesson plangnabling more immersive learnibginteract with educational content.

Learning goals that could be addressed

A interact with and study virtuaBD-objects
A exercisespecifichandlings

A finding solutionsfor specific problems
A learn to cooperate ieams

A remote collaboratiorwith peers or teachers



MR - Microsoft Hololens 2

Conclusions on MR for educational purpose (02/2024)

1. probably too expensive for schools

2. schools can build stepstones for their own machines or specific handlings
3. time consuming to build content

4. The HoloLens is part of the Microsoft tenant

5. Educati onal apps arenot widely

6. No clear vision on a successor for HoloLens 2
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V RsLassES 4000 | N

Oculus Quest?2,
META Quest?2

,
/.
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+7 4 0 0
VRsLassEs

Pico Neo 3

Iy



V RsLassES

Pico 4 Enterprise




V RsLassES

META Quest Pro

+1 8 00 U

N



META Quest2 - META Quest Pro - Pico Neo 3- Pico 4 Enterprise

Conclusions on VR for educational purpose (02/2024)

1. Hardware is nothe mosteterminizingfactor,
compatibleapps are!

2. Hardware is aging rapidly.

3. Business gear Is too expensive.
Consumer versions are fine.

4. GDPR issues are (should be) solved?

5. Creating content is hard and time consuming.



META Quest2 - META Quest Pro - Pico Neo 3- Pico 4 Enterprise

Advantages on VR for educational purpose (02/2024)



Time to complete training

E-learn

45 minutes

VRIRAININC

LEARN  4X FASTE
FOCUS  4X MORE ||
RETENTIOAX BIGGE|S

Classroom

2 hours

Source: PwC VR Soft Skills Training Efficacy Study, 2020
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VR- LEARNING FEATURES

Making Future Education Accessibs-EA




VR- LEARNINSADVANTAGES

Computer-aided
A instant feedback
A visual feedback
A haptic feedback
A virtual assistant
A data from/true learning analytics

Studying with XR-tools
A greater (study) motivation
A more fun during study
A greater learning efficiency
A greater learning perfection

Exhausting

A Training with face goggles makes you focus at 110%,
which drains your energy level.

Making Future Education Accessibs-EA Peter De Deyn



VR- LEARNING CAPABILITIES

Learning-by-doing
A Unlimited practice opportunities
A Each trainee can train 100% of the exercise

A Practice a learning path at own pace
A Practice can be paused.
A Practice can be accelerated .
A Practice can be done more slowly .

A Students can plan their own learning trajectory!
A 24/7 | Online / Offline

A Obijective and equal

AAl'l trainings and exercise
for all trainees the same every time again!

Making Future Education Accessdé-EA Peter De Deyn



VR- LEARNING ASPECTS

Expensive machines and devices
A For education, it's the only way to keep
up with the newest machinery.
A Newest machines can be trained
before arriving to the factory.
A Production machines can keep
producing.

A SAFE
A no danger for learners or machines

A Durable
A no waste of physical material
A no transportations like in the real world

61 Making Future Education Accessibé=EA Peter De Deyn



META Quest2 - META Quest Pro - Pico Neo 3- Pico 4 Enterprise

Conclusions on VR for educational purpose (02/2024)

V With the correct app any VR goggle is an educational winner
V Meta Quest 2 is probably the best buy (for now) to start with

V Although Meta Quest3is@tmor e expensi ve probabl
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Content Creation

With VR glasses i1itos the onlwyhouvay t o ¢cC
outsourcingandhiring expensive compagnies

MaFEA tested

A Zappar

A Thinglink

A Fectar

A MS Digital Guides

A Scanners
A Insta360 X3
A Iphonepro (Lidar)
A Polycam
A é




Content Creation

Learning goals that could be addressed

A to create interactive visual content that allows students to explore and
analyze complex issues

A to create direct relevant material to address learning goals that are
notfound anywhere

A to create collaborative projects

A to create interactive learning trajectories that allow students to learn at
their own pace

A 3D modelsusedin interactive lessons




CONTENT CREATION

ThingLink 1 1 DV@ARNCL.

thlngllnk



ThingLink

offers an easy way to create interactive atwasoial learning materials

The ThingLink platform was selectedbecause

A easyto use for both students and teachers
A usableon any devicetablets/phones/computer
A creatinginteractive projects virtually outside the classroom
A many ways to create digital content
(360 tours, learning scenarios, 3D modets).

A many ways to share content with students

(link, VR, QRcode, embed, learning scenarios,,,)
A analytic tools




CONTENT CREATION

& fectarstudio



Fectar

Fectaroffers various solutions that enhance the learning process and engage studen
In a different way(interactive 3D models, animations, simulations, visualization

The Fectar platform was selectedecause

A easyto use by all teachers and students

A usableon any devicetablets/phones/computer

A creating interactive projects outside the classroom

A create easy VR projects and even more complex VR projects




CONTENT CREATIQN

Insta360 X3




Insta360 X3 camera

The Inst860 X3 is a camera with two lenses that take photographs/videos
simultaneously. These images or videos can be added to tocdddined
person or item tbecome immersed

The Insta360 X3 camera was selectdmbcause of
A interestfrom the teachers in the partner schools
A the popularity and quality of the Insta360 brand cameras
A existingpositive experiences from partner schools
A positiveprice / value ratio
A compatiblewith Zappar ThingLink andFectarand more




Insta360 X3 camera

Learning goals that could be addressed with the Insta360 X3 camera
A offer learning processes with clear st®pstep guidance
A potential to be safer than real life experiences
A create sustainable travel to new locations
A boost excitement and engagement in the classroom







Co-funded by the
European Union

5 Repositories to find:
1. tutorials, guidelinesandstudying pathways

2. lesson plansvith best practices for Futuristic
education

3. Specifications list
4. aninspiration list¥ 2 N3l d.JLJ& €
5. aguide to find relevanty - -appa G 2 NB 4 ¢ 4




MaFEA https://mafea.eu

LR RN RN NN

Overviews ~ Tutorials v Lessonplans~ Specs~ Apps~ Contribute Search~ About~

Welcome to the MaFEA project website. In our goal towards Making Future Education Accessible, you can find tutorials,

lesson plans, overviews and specifications for all the tools used in the project.

This content can be found either via the search bar, the site menu, a filterable content search, or our 1-2-3. process, below.

If you are mare interested in apps and other XR experiences for VR googles, please browse our inspiration list or detailed app

store compatibility page.

Read the overview, specification,
Select a language. Select a tool. .
tutorials or lesson plans for that tool.

Let's start with step 1: Pick a language


https://mafea.eu/123-2/
https://mafea.eu/

Gifting VR apps to other Meta Quest
accounts

English, Meta Quest 2, Meta Quest Pro, Tutorial

Read the PDF below, or download the files here; o — 20

Gifting VR apps to
other Meta Quest
accounts vl

MaFEA — Making Future Education Accessible
PR2 = Guiding successful adoption
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Read the PDF below, or download the files here: —

Foom 100%

. MaFEA — Making Future Education Accessible
mafea.eu

Gifting VR apps to other Meta Quest accounts vl

Once your organisation starts to use many Meta Quest devices, it can become tricky to know how
best to purchase paid apps for each of the Meta accounts that are used on each of your Meta Quest
devices. Adding a credit card or a PayPal account to each of the Meta accounts that is used is time
consuming and purchases cannot be easily controlled.

This guide will show how Meta's “gifting” process works in the Oculus Store. Gifting is when one
Meta account buys an app for another Meta account.
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Read the PDF belo

or download the files here: -

MaFEA — Making Future Education Ac
mafea.eu

Gifting VR apps to other Meta Quest accounts v1
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