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Summary 
 
Work Package 3 (WP3) of the TEAM#UP project is working on creating interactive 
learning content on the topic of ecological restoration. With this learning content, 
a) teachers of the partner schools and scientific members and b) students and 
members from partners schools should be able to independently create 
interactive learning content and, in the case of teachers, pass on the knowledge 
required for this. 
In order to record the respective status quo in the partner countries, surveys were 
created for the teachers and students and addressed to the respective groups. The 
following factors (selection) were queried as part of this survey:  
 
- Prior knowledge in the field of virtual reality (VR) 
- Expectations of VR learning courses 
- Equipment (hardware and software) of the schools 
- Time available in the curriculum to teach the creation of VR learning content 
 
 
This document, Deliverable 3.1, focuses on the steps that have been taken so far  
Firstly, it provides an overview of the topics of virtual reality and interactive video 
tours as well as the possible applications in knowledge transfer. 
 
Secondly, the LUMI and 3D Vista applications used in the project are presented 
and compared in terms of their properties and utilisation scenarios. The webinar 
‘VR Documentation and creation of learning material’ created for teachers, 
scientific members and partners of the private sector is also described. 
 
Lastly, this document provides an outlook on the work steps for the coming 
months. 
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1.  List of Abbreviations 
AR Augmented Reality 

CoVE Centre of Vocational Excellence 

DERTO Digital Ecological Restoration Toolbox 

EC European Commission 

ER  Ecological Restoration 

GA Grant Agreement 

HSA Anhalt University of Applied Sciences  

H5P HTML5 Package: an open-source tool that enables 
educators, designers and content developers to create, 
share and reuse interactive HTML5 content. 

LUMI An educational software that offers a variety of content 
types, primarily focused on creating interactive learning 
experiences. 

OER Open Educational Resources 

VET Vocational Educational and Training 

VR Virtual Reality 

WP Work Package 

3D Vista A specialised software for creating virtual 360-degree tours, 
interactive 3D tours and presentations. 
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2. Overview of the project 
 

TEAM#UP will contribute to promoting, through innovative educational schemes, 
the transition to greener and climate-resilient economies, as called for in the Green 
Deal. It underpins educational programs liaising with practitioners via green VET 
that includes a wide range of learnings, to name a few: 
 
Digital tools (e.g., visualisation of demonstration sites with augmented/virtual 
reality); Standards, protocols and priority of actions; Ecological restoration methods 
and approaches; Monitoring and surveying techniques; Financial mechanisms; 
Stakeholder engagement and Science-education-industry interface.  
 
Our main goal is to mobilise extensive knowledge and skills in ecological restoration 
to fill gaps in green VET. Overcoming the barriers to knowledge transfer and 
improving training in ER will be critical to upscaling the practice of ER across Europe 
to counteract biodiversity loss and habitat degradation in the face of climate 
change.  
 

2.1 Objectives 
 
TEAM#UP has set up eight specific objectives. Its work is organised in seven Work 
Packages. For more details, visit https://teamup2restore.eu/workplan 
 

 
 
 
 
 

https://teamup2restore.eu/workplan
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2.2 TEAM#UP Consortium 
 
The consortium comprises 15 institutions and organisations from five European 
countries: Belgium, the Czech Republic, Germany, Norway and Spain. Among 
them are researchers, educators, practitioners and communicators passionate 
about ecological restoration and its benefits to society and our planet. Learn more 
about them on our website: https://teamup2restore.eu/partners 
 

2.3 About Work Package Three (3) 
 

The declared aim of WP3 is the creation of Open Educational Resources (OER). The 
OER to be created are freely accessible and open teaching, learning and research 
resources that are often published under licenses such as Creative Commons. 
These licenses allow the materials to be used, shared, modified and further 
developed free of charge. The aim of OER is to make education accessible to more 
people and to offer the opportunity to customize teaching materials, which plays a 
particularly important role in digital education. OER in TEAM#UP includes 
interactive video tours & online courses related to ecological restoration. 
 

2.4 Centres of Vocational Excellence 
 
To support the transfer of knowledge and innovation to practitioners via VET 
schools, TEAM#UP national partners are establishing four CoVEs: 
(1) Germany - multifunctional and sustainable land use in agricultural systems 
(2) Norway - restoration of infrastructure, ecological compensation & landscaping 
(3) Czech Republic - restoration across urban and rural landscapes 
(4) Spain - forest restoration and disaster risk management 

https://teamup2restore.eu/partners
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2.5 Workplan 
 
TEAM#UP partners are developing teaching materials and implementing 
ecological restoration curricula with VET schools in Spain, the Czech Republic, 
Germany, and Norway to fill gaps in knowledge and skills in the agricultural, 
forestry, landscaping and gardening sectors. TEAM#UP aims to remove barriers 
between research in restoration ecology and these sectors by serving this 
knowledge in ways suitable to VET education.  
 
The following figure shows how TEAM#UP organises its work, the interaction 
among WPs and the flow of information.  
 

 
Figure 1: TEAM#UP Workplan 
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3. Virtual Reality and its utilisation in WP3 
 

 
3.1 What is Virtual Reality (VR) 
 
Virtual reality (VR) is full of possibilities. Possibilities that leave earthly boundaries 
and limitations behind. VR has enormous potential, especially when combined 
with education and as an interactive teaching method. Virtual tours in particular 
offer the opportunity to impart knowledge in a simple way. By immersive travel in 
a virtual world, complex issues can be conveyed, temporally divergent processes 
(seasons) can be depicted and places that are logistically difficult to access can be 
travelled to. This makes it possible, for example, to experience phenological 
processes or work on agricultural machinery and familiarise yourself with 
restoration measures. 
The aim of the project is to incorporate this potential into lessons and enable 
teachers and pupils/students to access this topic. 
 

  
Figure 2: Interactive video tours are part of the virtual reality subject area (left). 
Interactive video tours can contain elements such as images, videos or 
panoramas (right). 
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3.2 Why we are using interactive Video tours 
 
Virtual 360-degree tours have gained increasing importance in recent years and 
offer an innovative way to present and experience different topics interactively. 
WP3 aims to help e.g., teachers, scientific members or partners of the private 
sector to develop a concept for a virtual 360-degree tour that is both informative 
and engaging. 
 
By using 360-degree technology, learners can immerse themselves in a virtual 
environment and explore landscapes and restoration measures from various 
perspectives. This allows them to develop a deeper understanding of ecological 
restoration and the interconnected aspects of the web of life called nature.  
 
Virtual tours can also serve as a planning tool, helping conservationists, landscape 
architects, famers, foresters or ecologists to visualize their ideas and communicate 
with clients and stakeholders. 
 
Furthermore, virtual 360-degree tours provide an opportunity to make the 
importance of ecological restoration accessible to a wider audience. By utilizing 
mobile devices and VR headsets, people who are unable to physically visit a locality 
can still participate in the exploration. This not only increases the reach and 
visibility of projects but also fosters general interest and understanding in 
importance and meaning of ecological restoration. 
 
 

3.3. Didactic Possibilities 
The didactic possibilities of VR are enormous. This technology promotes active 
learning by allowing users to interact directly with and explore content. 
Furthermore, VR simulates complex scenarios that would be difficult to reproduce 
in the real world. These interactive elements can increase learner engagement 
and motivation, making knowledge transfer more effective. 
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4. Online Training (Webinar) 
 

4.1 Online training for teachers and students 
 
An essential part of WP3 is to provide students and teachers with the tools to create 
and use their own interactive content.  
To determine the country-specific requirements (previous knowledge, existing 
hardware and software, and expectations of the learning materials), surveys were 
conducted among students and teachers.  
The feedback received will help with the future development of courses. Also based 
on the feedback from the surveys, courses are being developed that are aimed at 
beginners and advanced learners. 

4.1.1 Students – basic training – Content creation with LUMI and H5P 
The basic course teaches the theoretical and practical basics required to create 
simple VR applications in the form of interactive 360° panorama tours as part of an 
online course. The necessary technical understanding is taught in this basic course 
using the example of the content type "Interactive Tours" of the H5P software 
"LUMI". The necessary training materials, e.g., photos, panoramas, 360-degree 
panoramas, are provided. Students should learn to create virtual tours of 
demonstration sites, make them accessible online to a wider public and thus 
deepen their own knowledge, using with LUMI /H5P.  
 

4.1.2 Students – advanced training – Creating interactive content based 
on Demonstration sites 
As a demonstration task to prove the acquired practical competences, it is intended 
that the students independently create a simple interactive 360° panorama tour 
with the content type "Interactive Tours" of the H5P software for a specific 
demonstration site or best practice example for an ER measure/project as individual 
or group work. The concept or "story book" for the interactive 360° panorama tour 
is to be developed by the students, whereby the practical implementation of the ER 
measure/project using the demonstration site/best practice example is to be linked 
with theoretical principles for planning, production and monitoring.  
The media (assets) required to create the 360° panorama tour should be created by 
the students themselves as part of excursions or taken and prepared from specialist 
literature and other sources. 
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4.1.3 Teachers –  basic training – Content creation with LUMI and H5P 
The basic course for teachers teaches the theoretical and practical basics required 
to independently create VR applications in the form of interactive 360° panorama 
tours with the "LUMI" software and to pass this knowledge on to the students. The 
basic course also includes a detailed introduction to "LUMI" and interaction with 
the "Absorb" learning management system. The materials required for this, e.g. 
photos, panoramas, 360-degree panoramas, are provided.  
 

4.1.4 Teachers – advanced training – Creating interactive content with 
3D-Vista 
The advanced course for teachers introduces the 3D-Vista software, which offers 
numerous other options for creating interactive 360° panorama tours as a learning 
application for students. 
 

4.2 LUMI and 3D Vista - a comparison 
 
LUMI and 3D Vista are two software tools used in the field of interactive and 
immersive media, but they offer different focuses and functions. 

4.2.1 LUMI 

Focus 
LUMI is an open-source software for creating interactive learning content based 
on the H5P standard. It enables the creation and integration of interactive 
elements such as quizzes, videos, presentations and other learning activities into 
an e-learning environment. 

User-friendliness 
LUMI is very suitable for beginners as it offers a simple user interface and requires 
no programming knowledge. The software guides the user through the process of 
creating interactive content with a variety of pre-built H5P modules, which makes 
creating simple tasks and content straightforward. 

Possibilities 
LUMI offers a wide range of interactive possibilities, but these are mainly designed 
for educational purposes. It does not support 3D content or complex tours but 
rather offers more linear learning interactions (e.g. quizzes, text links, drag-and-
drop tasks). The software is particularly suitable for schools, universities and other 
educational institutions that want to provide interactive learning materials. 
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4.2.2 3D Vista 

Focus 
3D Vista is specialised software for creating virtual 360-degree tours, interactive 3D 
tours and presentations. It is often used for sophisticated and modern 
presentations (e.g. landscape architecture, medicine). 

User-friendliness 
The barrier to entry is a little higher with 3D Vista than with LUMI, as it is 
specialised software for 3D tours and the user interface is more extensive and 
complex. Nevertheless, there are many guides and templates to help beginners 
get to know the functions. 

Possibilities 
3D Vista offers a much wider range of design options for virtual tours. Users can 
integrate 360-degree images, videos, hotspots, text fields and other interactive 
elements. The software makes it possible to create highly detailed, immersive 
environments that can be viewed on mobile devices, VR headsets and web 
browsers. 

4.2.3 Summary 

User-friendliness 
LUMI has a clear advantage here, as it is easier to use, and the functions are 
focused on educational content. 3D Vista requires more training but offers 
tutorials and templates to support the users. 

Possibilities 
3D Vista has greater reach, offering greater immersion, particularly useful in 
professional settings, and greater design possibilities. LUMI offers interactive 
content for learning, but without the immersive depth or 3D integration.  
LUMI is ideal for simple e-learning; 3D Vista is suitable for immersive tours and 
complex presentations. 
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 LUMI 3D Vista 
Focus interactive elements 

(quizzes, videos...) 
specialised software for 
creating virtual 360-
degree tours and 
interactive 3D tours 

User-friendliness suitable for beginners as 
it offers a simple user 
interface and requires no 
programming 
knowledge 

the barrier to entry is a 
little higher than with 
LUMI, as it is specialised 
software for 3D tours and 
the user interface is 
more extensive and 
complex 

Possibilities a wide range of 
interactive possibilities 
but no 3D support 

3D Vista offers a much 
wider range of design 
options for virtual tours. 
Users can integrate 360-
degree images, videos, 
hotspots, text fields and 
other interactive 
elements. 

Table 1: An overview of the LUMI and 3D Vista programmes. 

 
 
 
 
 
 
 
 
 
 

4.3 Teach the Teachers – first steps with LUMI 
 
The project partners' previous knowledge of the LUMI software varies greatly. To 
reach a uniform starting level, a webinar was created that allowed all interested 
parties to learn the basics of content creation with LUMI. An additional opportunity 
was offered at this year's Steering Committee Meeting in Budweis (Czech 
Republic). The presentation showed how to use a 360-degree camera to capture, 
edit and implement optimal image material in LUMI. A live demo also showed how 
to quickly and easily create the first interactive video tours. 
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4.3.1 Creating a webinar and materials for teachers, scientific members 
and partners of the private sector 
 
The webinar aimed to provide partners with the knowledge and tools they need to 
create their own interactive content. To this end, the webinar was divided into a 
concept part and a practical part (each 60 minutes), which are described in more 
detail below. 
The materials shown or used in the webinar (images, PDFs, slides) were made 
available to the participants and will be continuously updated as needed. The 
materials provided include: 

• Demo Assets VR Content creation (2D and 360-footage), infographics, icons 
• Slideshow with the concept part (short and full version) 
• Video about the concept and practical part in English and national project 

languages 
• Document/Script ‘VR Scene Documentation’ 
• PDF Manual abut the first steps in LUMI (v. Dec 2024) 

 
The webinars were held and recorded on 7 November 2024 (19 members) and 11 
November 2024 (11 members). These recordings can also be used for training 
purposes at the partner schools. 
After the respective lectures and demos, the participants from VET schools, 
science and the private sector had sufficient time to ask questions. 
 

 
Figure 3: Participants in the first webinar on 7 November 2024. 
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Figure 4: Participants in the second webinar on 11 November 2024. 

 
Figure 5: Webinar Outline 
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4.3.2 Conceptual Introduction  
In this theoretical part of the webinar, we discussed the things that need to be 
done as preliminary work for the actual content creation. These included the 
topics: 
Overview of virtual reality (VR): 
Virtual Reality (VR) is a technology that creates a simulated, immersive environment 
using computer-generated graphics, sounds, and sometimes physical sensations. 
In our case, we use VR to bring various areas of ecological restoration to life. To do 
that we focus on interactive 360 Video Tours.   
 
Why use VR: 
Virtual tours in particular offer the opportunity to impart knowledge in a simple way. 
In a virtual world, complex issues can be conveyed, temporally divergent processes 
(seasons) can be depicted and places that are logistically difficult to access can be 
travelled to. This makes it possible, for example, to experience phenological 
processes or work on agricultural machinery and familiarise yourself with 
restoration measures. 
 
Advantages and challenges of VR in knowledge transfer: 
Virtual Reality (VR) offers significant advantages in knowledge transfer. By providing 
immersive learning experiences, VR allows students to engage in real-world 
scenarios across various contexts and safely conduct experiments that might 
otherwise be dangerous. This approach enhances retention and understanding in 
specific areas, as students can interact with complex concepts in a more meaningful 
way. Additionally, VR enables knowledge to be conveyed interactively and in a 
visually appealing format, which can boost learners' interest and motivation, 
making the educational experience both engaging and effective. 
 
But there are several challenges associated with using Virtual Reality (VR) in 
education as well. One key issue is the exclusion of non-VR users; not all students 
are able to participate in VR-based activities due to factors such as motion sickness, 
visual impairments, or other limitations. Ensuring equal access for all students is 
essential. Additionally, the high costs associated with acquiring VR equipment can 
be prohibitive, especially for educational institutions in low-income areas. Another 
challenge is the lack of didactic concepts; concrete instructional designs and 
theoretical discussions on the use of AR/VR in education are still limited in research 
literature. 
 
Target group analysis: 
Target Audience Analysis in the educational context refers to the process of 
understanding the specific needs, characteristics, and preferences of the learners or 
students for whom a program, course, or teaching material is designed. This analysis 
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involves examining factors such as age, prior knowledge, learning styles, cultural 
background, motivations, and goals. By identifying these key traits, educators can 
tailor their instructional approaches, content delivery, and engagement strategies 
to better meet the needs of their students, improving learning outcomes and 
overall educational effectiveness. 
 
Media selection with LUMI: 
LUMI is an educational software that offers a variety of content types, primarily 
focused on creating interactive learning experiences. The Software is highly 
recommended for the creation of online courses on a basic level of complexity. 
The LUMI software is used to visualise H5P content and is very well suited for getting 
started with content creation. Another advantage is that LUMI is basically free of 
charge. 
At this point a short explanation of H5P: H5P (HTML5 Package) is an opensource tool 
that enables educators, designers and content developers to create, share and 
reuse interactive HTML5 content. It is commonly used to develop engaging learning 
activities such as quizzes, interactive videos, presentations, timelines and flashcards. 
H5P integrates easily with platforms such as Moodle or WordPress. 
 
Didactic planning: 
Didactic planning is a structured approach to designing educational experiences. 
Here are three key steps to guide you through the content creation process. First, 
define learning objectives by clearly identifying what learners should know or be 
able to do by the end of the session. Next, create a storyboard for complex tours (like 
a film script); for more intricate sessions, outline the goals, content, and elements 
such as visuals or interactive components to maintain clarity and focus. Finally, 
develop interactive content, crafting engaging materials like quizzes or simulations 
to encourage active participation and reinforce learning. 
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Didactic planning – an example: 
VR allows restoration measures to be brought to life. But virtual reality is already an 
important aid in the preparation phase. The individual steps of planning, realisation 
and monitoring can be shown clearly in virtual space. 
 

 
Figure 6: Virtual reality is a powerful tool for vividly demonstrating the individual 
phases of ecological restoration measures. Virtual tours can be used to plan these 
measures and bring them to life. 

 
Organisation is half the battle – the importance of a script: 
For a better understanding of the course, it is recommended to create a profile for 
each scene (see Annex I). This also provides structure and ensures a standardised 
procedure. 
 
Addressing the target group: 
When creating educational content, it’s essential to tailor it to your target audience. 
Choosing the right topic is key to capturing their interest. Make the content as 
beginner-friendly and accessible as needed to ensure that it meets the learners' 
level. Additionally, gather feedback both before and after the courses and analyse it. 
This will help you gain insights into your audience and adjust the content to better 
suit the learners’ needs. 
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4.3.3 Practical Teaching (How-to) 
The centrepiece of the practical part was a live demo with LUMI. This demo 
showed how to create interactive video tours from scratch. First, the general 
structure of the software and the available content types were presented and a 
new LUMI project was created. 

 

 
Figure 7: During the webinar, the various steps to create interactive content 
with LUMI were shown. 

 
The focus of the following section was on creating so-called scenes (photosphere). 
The participants were shown how scenes can be created using 360-degree 
panoramas and how they can be filled with content. They also learned how the 
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respective scenes can be linked to one another and the possibilities that arise from 
this. 
The final step was to discuss exporting as a SCORM package. The participants were 
informed about the special features and advantages of this data format. 
 
The steps shown in the instructional video for creating interactive tours are 
described in a dedicated manual (Appendix 2). 
 

5.  Moving Forward with Interactive Video 
Tours & Content Development 

 
 
After the foundations for the independent creation of learning content have been 
laid, the next few weeks and months will be spent on the follow-up steps. This 
includes creating professional VR tours using various demo sites as examples, with 
the help of the software 3D Vista. For this purpose, a webinar for teacher training 
will also be created, which will be structured similarly to the LUMI webinar. 
 
The materials already created with LUMI will be expanded and filled with 
additional content to illustrate the topic of ecological restoration. 
 
With this recorded webinar and training as a starting point, VET partners are now 
able to create their own interactive content and virtual tours to be used for 
teaching and placed in the OER. Please refer to the report on ecological 
restoration needs for an overview of learning objectives that could be developed 
using this interactive, virtual based software. For more information and the public 
version of Deliverable 2.1. “Report on Ecological Restoration Needs”, please visit the 
website https://teamup2restore.eu/ 
 
 
 
 
 
 
 
 
 
 
 
 



 
 Deliverable 3.1- Online course on VR/AR documentation 

                                                 24 

Annex 1-VR Documentation Fact Sheet 
 



 
 

                                                  www.teamup2restore.eu          #teamup2restore 
 

Co-funded by the European Union (EU) under Grant Agreement N°101103653. Views and opinions expressed are 
however those of the author(s) only and do not necessarily reflect those of the European Union or the European 
Education and Culture Executive Agency (EACEA). Neither the EU nor EACEA can be held responsible for them.   

Annex 2-PDF Manual-LUMI 
This manual refers to Lumi version 0.9.4.0.

http://www.teamup2restore.eu/
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Annex 3-Didactic Planning examples  

 
Figure 8: Virtual reality can be used, for example, to accelerate phenological 
processes. This makes it possible to show the demo sites over the course of the 
year. 
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Figure 9: Planning, realisation and monitoring are essential work steps in 
restoration measures. These can be visualised and brought to life via virtual 
reality. 

 

 
Figure 10: Virtual reality allows different topics to be linked together. For example, 
content from flora and fauna can be combined and brought closer to the 
audience. 
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Annex 4-VR Training Concept slides  
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