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Objectives

This course aims to introduce to teachers basic
techniques of developing virtual fieldwork resources via
the use of virtual reality (VR) in the learning and teaching

of physical geography at both junior and senior
secondary levels.

After finishing the course, participants should be able to:

a) master the basic skills in capturing the field
environment on 360 degree video using appropriate
tools (including 360 degree camera);




Objectives

b) upload the 360 degree video onto the school’ s

server / website / learning management system
ready for downloading to students’ VR viewing
devices

plan and design Geography lessons for
iImplementing virtual fieldwork in classroom
environment (including the use of appropriate e-
tools and apps).
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Session 1

 Brief introduction to the theories and a field trip that
focuses on capturing 360 videos of actual
environment.

e Both technical and pedagogical skills will be
addressed.

 Participants are expected to master the basic skills
In capturing the field environment on 360 degree
video using appropriate tools (including 360 degree
camera);




Session 1

1. The Role and Importance of Field Trip in the
Geography Curriculum
2. The Field Trip (in CUHK)

3. Discussion of Assignment




Session 2

* This session focuses on the post-processing of 360
videos and how to design meaningful VR learning
experience for geography lessons

« Several pioneering Apps and platforms will also be
discussed intensively.

* For example, the EduVenture-VR Project, based on
the EduVenture platform which widely adopted in K-12
of HK, that enables participants to access the resource
bank hosted by CUHK.

 Participants thus have the chance of learning and
trying out the latest VR technologies.
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Session 2

Discussion and feedback on assignment
Introduction to the essential concepts of the VR technologies
Introduction to post-production software

Discussion on the techniques of delivering the 360 videos
onto an online platform (e.g. YouTube)

Introduction to apps and software for implementing virtual
fiel[dwork in classroom environment

Discussion on turning VR materials into Geography learning
and teaching activities

Introduction to alternatives of VR resources
Conclusion, discussion, and Q&A
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Session 1.
1. The Role and Importance of Field Trip In
the Geography Curriculum
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1.1 EduVenture

Two years ago, the Centre for Learning Sciences and
Technologies (CLST), The Chinese University of Hong Kong
(CUHK) launched the EduVenture® learning system, which has
been well received by students and teachers. CLST has

recently developed EduVenture® VR (Virtual Reality), a sub-
system of EduVenture®.
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1.1 EduVenture
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1.2 EduVenture VR

This is a user-friendly web-based composer for teachers
to produce VR and AR (Augmented Reality)-based
immersive fieldtrips.

Through this system, students of limited means or with
special needs can also experience real-life fieldtrips which
would otherwise be costly, difficult or impractical.
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1.2 EduVenture VR

EduVenture® VR adopts affordable interactive 360° spherical
VR and AR technologies for teachers to produce VR-based
immersive fieldtrip learning videos that capture real-world
environments layered with AR-based pedagogic scaffolds.

EduVenture®VR
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1.2 EduVenture VR




1.3 What is Virtual Reality?(VR) ?

Virtual reality is the term used to describe a three-
dimensional, computer generated environment which
can be explored and interacted with by a person.

That person becomes part of this virtual world or is
iImmersed within this environment and whilst there, is
able to manipulate objects or perform a series of actions.




1.4 Advantages in using EduVenture® VR

1. There are various advantages in using EduVenture® VR
to produce a virtual fieldtrip. For example, some real-
life fieldtrips are costly, difficult or impractical, like
overseas fieldtrips or a polar expedition. In the virtual
world, they become feasible.

2. EduVenture® VR brings significant meaning to the
target learners with disabilities or special needs
because a virtual field trip provides more
opportunities to understand the world through rather
realistic experiences which are better than the 2D book
or TV.




1.4 Advantages in using EduVenture® VR

3. It allows teachers to integrate learning and teaching
content into the VR world, making classroom
activities a lot more enjoyable and more flexible and
this can effectively strengthen students’ learning
motivation.

4. A community and blog has been built for
EduVenture®, where teachers can share all resources
and tips in a resource bank for the community.
EduVenture® VR also has its own resourceful
community for the same purpose




1.4 Advantages in using EduVenture® VR

5. In addition, adopting this system is economically
viable. Students can experience the virtual fieldtrip
simply by using a low-cost Google Cardboard.

Centre for Learning Science and Technologies (CLST)
The Chinese University of Hong Kong
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1.8 Reasons teachers give for not taking field trips
Teaching schedule which is already too full

too many pupils in class

ack of time for planning

oroblems with liability

ack of transportation

ack of funding

ack of resource people for assistance

failure of school to assume trip risks

too much red tape

the inability of some tour guides to teach and engage
youngsters

©@ ©® 0060 .

Tuthill, G., and Klemm, E. B., (2002). Virtual field trips: alternatives to actual field trips,

International Journal of Instructional Media, 29(4): 453-468.
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1.10 EBEEFINZER vs EEEINER
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1.10 EBEEFINZER vs EEEINER
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Session 1

2. The Field Trip (in CUHK)
3. Discussion of Assignment
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HotSpot 2: /\MEifi7K A Small Arch Bridge
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HotSpot 3
CUHK CC College Lake Ad Excellentiam Lion Pavilion
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Filming Plan and Preparation

*Route planning and how to optimize the
route

*Time management
 Film duration management




LG

360 CAM

Ricoh
Theta S

Ricoh
Theta M15

Samsung

Gear 360

FANE 2%$8990 28513900 £%%$11900 399.99 &
L U % SR MEE(206°) Lt F VSN MEA(180°) W& N MAR(195°)
PERE 13008 12008 6408 15004
¥ RAEE 2560*1440(2K) 1920 x1080(FHD) 1080p 3840 x 1920(4K)
DERE 16008 14008 12008 30008
HAEL MP4 / H.264 MP4 / H.264 MOV MP4 / H.265
#* 8 f1.8 f2.0 ? f2.0
i 1200mAh HEOE: ) (A T]iR) 1350mAh
B X N/A N/A N/A IPS3
RRcEn 4GB 8GB 4GB N/A
weE o] M (BM2TB) &= &= o] % (EM128GB)
=i B /WiFi WiFi WiFi & = /WiFi/NFC
USB USB Type C USB 2.0 USB 2.0 USB 2.0
RY 97 x40 x 25 mm 130x44x22.8 mm 129x42x22.8mm 66.7x56.2x60 mm
--§ 76.7% 125% 95 153%
F%5E 3 2 2 2



RICOH Theta S
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Live Streaming
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360-DEGREE Photo Capturing Skills

« Composition of picture
Device levelling

« Lighting techniques (sunlight, weak light,
nalogen light, etc.)

« The Dynamic Range Theory and its application




360-DEGREE Video Capturing Skills

How to choose the right filming spot by considering:
 Accessibility and Safety

e [[lumination

 Points of interest

Voice Recording Techniques:

« Camera Internal Microphone Recording (Pros and
Cons)

« External Microphone Recording (Pros and Cons)




Instructional Design and Implementation of
360-DEGREE Videos

« Camera-speaking techniques

« How to motivate students

« How to design interactive activities
« Strategic pauses

« How to make good use of the environment to achieve
earning goals

« Promoting students’ collaboration and interaction
« The Inquiry-based Learning Approaches

« How a long video should be divided to fit students’
expectation
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STEP 1 : Create a Google account

Create your Google Account

Nave

Choote your username

| preder 10 Use My Gurert omal a3drens



STEP2:
Capture a video using RICOH THETA and
Import it to the computer
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STEP3
Launch RICOH THETA for PC (a computer application),
and drag and drop the imported video (MOV file)

AN

Drag & drop the spherical image




STEP4
Click the "Start button" to convert to an mp4 file

Convert Video

Convert a video to a playable format.

Input file

Output directory

Output file




STEPS
Login to YouTube, and click the "Upload button”
at the top right

Upload ‘B .

)

I3 Subscribe RDEFE



STEPG6
Select the privacy setting, and drag and drop the
converted mp4 file to upload it

Dateien fur Upload auswéahlen
Oder Videcdatelen Zishen und ablegen

K

Ourch cas Mochiaden dener Videos auf YouTube eriiirst Ay doh mit den Nutrungabedngungen und dan Community-RichZnen von
YouTube enverstanden
B2 achie darad, dass AU 0@ Umeder: urnd Datenachutrrechte anderer Micht vorietrt Woelere ormatonen

HRFE UND VORSCHLAGE
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STEP7
Click the "Publish button”, and you're done!

Q Upicad Q.

G OONE l
ubish® 1o make your video ve |
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Upload 360-degree video/ photo

o (i1 Tube:

VR 360 Video

Ricoh Theta




How do I check the videos I have posted?

You TR "~ =- |

4 What to Watch
© My Channel

'@ My Subscripions %_J Recomme

% History

© watch Later

PLAYL STS

i Liked videos

SUBSCRIPTIONS




How do I check the videos I have posted?

scribers il 393,314 views =3 Video Manager

IH THFTA View as” Vaurealf w



How do I check the videos I have posted?

(11 Tube j

CREATOR STUDIO Videos m

B5 DASHBOARD Actions ¥  Add to

skydive HD

= VIDEO MANAGER
March 18, 2015 10:20 AM
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VR Viewing




Watch 360 degree videos in Cardboard

Google Cardboard lets you experience virtual reality in a simple
and fun way. With Cardboard and the YouTube mobile app, you
can even watch 360 degree videos for an immersive experience.

1. Get Google Cardboard and assemble it

2. Open the YouTube app

3. Gotothe 360Video house channel by searching for
"#360Video" and visiting the channel. You'll know it's the
right one if it has this avatar:

4. Pick avideo on the channel, and start playback

5. Tap the cardboard icon . You'll notice that the screen splits
into two smaller screens (o 0

6. Insertyour phone into Cardboard

7. Look around to view the video in 360 degrees




Watch 360 degree videos in Cardboard

Google Streetview Discovery VR

ediscovery

Within - VR (Virtual Reality) Google Cardboard
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Watch 360 degree videos in Cardboard @

Google Expeditions

Google Expeditions enable teachers to bring students on virtual
trips to places like museums, underwater, and outer space.
Expeditions are collections of linked virtual reality (VR) content
and supporting materials that can be used alongside existing
curriculum.

These trips are collections of virtual reality panoramas — 360°
panoramas and 3D images — annotated with details, points of
interest, and questions that make them easy to integrate into
curriculum already used in schools.




Watch 360 degree videos in Cardboard

Google Expeditions @

Google Expeditions enable teachers to bring students on virtual
trips to places like museums, underwater, and outer space.
Expeditions are collections of linked virtual reality (VR) content
and supporting materials that can be used alongside existing
curriculum.

These trips are collections of virtual reality panoramas — 360°
panoramas and 3D images — annotated with details, points of
interest, and questions that make them easy to integrate into
curriculum already used in schools.




Watch 360 deqgree videos in Cardboard

Google Expeditions @

Google is working with a number of partners, including: WNET, PBS,
Houghton Mifflin Harcourt, the American Museum of Natural
History, the Planetary Society, David Attenborough with production
company Alchemy VR and many of the Google Cultural

Institute museum partners to create custom educational content
that spans the universe.

Google Expeditions: over a million st... @

@ Google Expeditions
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Session 1

1.

2.

The Role and Importance of Field Trip in the
Geography Curriculum

The Field Trip (in CUHK)
Discussion of Assignment
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Discussion of Assignment

e Participants are required to suggest and design a
360 video on a geographical spot in Hong Kong,
learning outcomes should also be suggested;

* The homework can be based on some sample
projects discussed in the class by making
modifications;

« Other advanced design and implementation
regarding the mobile devices are also encouraged.




Discussion of Assignment
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Discussion of Assignment
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