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Space 

●​ The classroom should be flat  
●​ Chairs should be movable and ideally swivel chairs.  

○​ An Amphitheater style room might work when there is a small demo on the flat 
part at the front of the class - or if if students can do VR from a sitting position 
and the desks don’t get in the way of using the controllers - e.g. viewing 360 
degree videos 

●​ For VR experiences where they will need to use their controllers, chairs should be 
moved back at least three feet from any table so that when the student is immersed in 
VR, they don’t accidentally hit the table with their controller 

●​ If this is not a sitting VR experience, you will need a minimum 8x8 feet (2.5 x 2.5 meters) 
per student for a “room scale” experience (see VR Events). 

 
Timing  

●​ Well in advance of the event you’ll want to make sure that the headsets and controllers 
are charged (bring extra batteries if required)  

●​ Make sure the headset OS is up to date, as is the app (do this 2 hours before the event 
or the day before) 

●​ Arrive in the class 30 minutes prior to the event to make sure everything is running.  
●​ If the VR experience will take 15 minutes, plan to at least 10 minutes before to brief the 

students and 15 minutes after to clean the headsets, controllers and reset the app 
●​ Restrict VR events to 2 hours with an hour in between events to charge the 

headsets - unless you have back up headsets or supplemental batteries 
 
 
Staffing 
1:3 supervision recommended for first time VR users.  
 
Close supervision: Participants in an immersive VR experience are unable to see the outside 
world and may become disoriented, dizzy and fall. A staff member or volunteer should keep 
close watch on them at all times and be prepared to catch them if they start to stumble. 
 
Know the VR experience 
Staff/volunteers should be familiar with the VR experience they will be showcasing.  
 

https://www.amazon.com/Future-Education-Experiential-Artificial-Intelligence/dp/0993686052/ref=sr_1_1?crid=2O35RJA5QAILM&dib=eyJ2IjoiMSJ9.mVs4jd27ja9_XvYi0okJVVnyp9LgAAfyYHmsMC2AoPdceYDw3TKj_GkDDYEf-l0ypwRFz1safyHZJIvQoqyiHi1VlYOCAqAh9P2yS8wTTlhD7hLLopRYRBdpzmzXlsNXpAAUhQ8Us6GfVhhY6q-KW1ikzm1osVTwYs62D1rwK4z-CgBgW_sbWFjxOIRKdUm4IXC8wDC5PXn6AKf_8kJ2waRtf9HBxxQFfLLpQJZdIiE.vLM-jv_7_XR_QHSoapgUnBqGkaCM-Eaxu_qLwRyPjKg&dib_tag=se&keywords=the+future+of+education+of+experiential&qid=1779708851&sprefix=%2Caps%2C211&sr=8-1
https://www.amazon.ca/Future-Education-Experiential-Artificial-Intelligence/dp/0993686052/ref=sr_1_1?crid=1OLPUGJYKRRRM&dib=eyJ2IjoiMSJ9.TYPNTNHgZFugYC3jdgMoc8dmeqDJKVvxBuewzSP-zk5SuCPn1JIu3PVjTn1B8PqR9mLggJwQq-8QWggFI5rzA74v3q_6Sw6jaiI3KCrDJ6QFrx6HkL6eoA5y2eznR1lYa16jHhRco2iiV3uGNiNXq9Gcr7KWPlxAYlGWMnr_jlx-qsQx7lqroMWA1hMnPwQu6kmizPvtkuyfXXJ3Ytlhk3Glug-_r_Yla_BPHykURpUfLDklw96z77DT5dSugt5d.YnGUnf5pHJcygVdzYXSlDTCDJAzqyB1ET2aTyTjrg90&dib_tag=se&keywords=the+future+of+education+is+experiential&qid=1779708912&sprefix=%2Caps%2C314&sr=8-1
https://bsky.app/profile/edtechmedic.bsky.social
https://www.linkedin.com/in/rob-theriault-m-e-t-bhsc-ccp-f-52345a8/
https://docs.google.com/document/d/1d5x5kleiVLa8VuKBqoQaidXbruXZEOPFlls_VPL_MTo/edit?usp=sharing


 

Reset: Inform the staff/volunteer that after a VR experience, they will likely have to reset the 
experience.  
 
Hygiene 
Clean headsets and controllers between users. See infection control guide.  
 
Wifi connectivity 
wifi connectivity may be problematic, depending on the app. Check in advance  
 
VR Motion 
Avoid smooth motion. Teleporting is better 
 
Time in VR 
Maximum 10-15 minutes. For people experiencing VR for the first time, going beyond 15-20 
minutes may result in headache and/or neck strain. 
 
 

https://docs.google.com/document/d/1yxacEWTAmeRffU0vV3ujSouADLZEppjI7-g779sAQ6w/edit?usp=sharing
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