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EXECUTIVE SUMMARY

The report “User Scenarios and User Requirements study” presents an exploratory
study performed in the context of CLASSY — Remote Class System — project (EU-
Erasmus+, Grant Agreement: 2020-1-CY01-KA226-VET-082750) in order to define the
project's target groups, scenarios and personas as well as the relevant methods to
perform user studies. The User Scenarios will be defined for Classy according to the
specific conditions of the two pilot countries (Greece and Ireland), to define user needs
and preferences in relation to the scenarios.

A methodological approach was set combining both desk research and online
questionnaire survey to identify user scenarios and methods to collect user
requirements as well as capture the preferences, the opinions, and thoughts of
potential users of the Classy platform. It was important to investigate the level of
Virtual Reality (VR) usage in education to have a clear view of the current situation of
the integration of the technology in this sector. According to literature review results,
there are a lot of reasons that makes VR vital and useful for the educational system.
Following the literature review, eight (8) possible user scenarios were developed
covering different characteristics such as age, educational level, the educational and

training purpose etc.

An online survey was implemented in Greece and Ireland to collect valuable insights on
users’ needs and preferences according to a CLASSY mock-up that was provided. More
than 900 replies in total were collected and revealed the high potential of CLASSY

platform for all the potential teachers/trainers or students/trainees respectively.

Meaningful outcomes were revealed about the familiarity of the target groups with the

usage of VR for educational purposes as well as their preferences in CLASSY platform.

More precisely, the majority of both target groups in Greece and the teachers/trainers

in Ireland do not use Virtual Reality for education purposes.

In both countries and target groups, the majority of the participants do not own any
Virtual Reality equipment and they are unsured whether they are willing to buy in
order to use it for educational purposes.

[8173]



Co-funded by the °
Erasmus+ Programme LAS SY
of the European Union N\

In terms of CLASSY features, the respondents appear to prefer to login to the platform
via authentication or registration. In addition, they do want to being able to interact
with other users and have access to the lecture/lesson afterwards.

In some cases, differences on preferences are observed between countries and type of

USers.

Overall, the analysis will feed in the design and development of CLASSY prototype.

[9173]
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1. INTRODUCTION

The current report was prepared under Task 2 “Scenarios and user studies” and Task 3
“User requirements and stakeholder participation in the value chain” of the CLASSY
project (https://www.classy-project.eu/). The CLASSY project has received funding

from the EU’s Erasmus+ Call 2020 Round 1 KA2 — Cooperation for innovation and the
exchange of good practices (Grant Agreement: 2020-1-CY01-KA226-VET-082750). The
project’s goal is to bring remote 3D guided lessons into the education. In particular,
the main objectives include the development of a platform that offers a novel,
technically advanced and appealing e-learning method, offering better learning
potentials by watching a virtual model rather than an image in a book or a

conventional image of video in a screen.

The scope of this report is dual. On the one hand the work carried out under this
report aimed at defining the project's target groups, scenarios and personas. On the
other hand, the user requirements for CLASSY platform were identified following a

questionnaire survey approach.

The outcomes of this report will provide CLASSY partners with a knowledge base for
the project’s target groups, scenarios and end users’ requirements for each service of

the platform to be developed.
To this end, the current document is structured, as follows:

o Chapter 2 presents the overall approach and the methodological steps applied.

e Chapter 3 provides information regarding the Virtual Reality usage in education
based on literature review.

e Chapter 4 describes potential user scenarios and use cases of the CLASSY
platform.

e Chapter 5 presents in detail the development of the questionnaire and the
analysis that took place in order to identify the user requirements for CLASSY
platform.

e Conclusions sum up the report and briefly presents the outcomes and the
results.

e Annexes include the questionnaire and the information sheet developed in

English and Greek Language.

[10]73]
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2. METHODOLOGICAL APPROACH

To identify the project's target groups, scenarios and personas as well as the user

requirements for CLASSY platform a two-stage approach was followed.

During the first stage, a desk research and literature review of available online
scientific publications, project reports, websites, portals were performed. On one hand
this research aimed at investigating key aspects that make Virtual Reality (VR)
technology and systems important and strong assets in the educational sectors and
practice. A result that emerged was that VR has the potential to make an important
difference to lead learners, trainees, students to new discoveries and trainers,
professors’, tutors, to new educational methods. On the other hand, it aimed at
identifying methods to perform user requirements studies to select the most
appropriate that could meet CLASSY objectives. In addition, the team mapped
potential target groups, scenarios and personas related to CLASSY platform and scope.

In the second stage, the online questionnaire survey was selected as the most
appropriate method to reach a wide audience of CLASSY target groups and investigate
their user needs and preferences in using VR technologies for education and training

purposes. This info would then fit into the design of CLASSY platform.

The questionnaire was disseminated in AUTh and SchooVR networks targeting
teachers/trainers and students/trainees. It was available online via the LimeSurvey tool
in two European languages (English and Greek). The survey was anonymous and
GDPR was applied. The survey provided a fully quantitative picture of the current level
of the experience of the participants with VR applications and what do they expect

from a VR education software in the future.

Upon the completion of the survey, the MoSCoW (must-have, should-have, could-
have, and won't-have, or will not have right now) methodology was used to prioritize
the needs of the users which then will lead the technical efforts to developing a partially

functional mockup for the users to test.
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3. USE OF VIRTUAL REALITY IN EDUCATION

Nowadays, a lot of studies have been implemented regarding the use of Virtual Reality
(VR) in education and training sectors. The use of (VR) in the education sector can be
considered as one of the potential and natural progress of computer-assisted
instruction (CAI) or computer-based training (CBT). The first time that the use of
computers took part as an instructional aid was back to the early of 1950s. In the
same framework, the VR evolved in the duration of the years (Pantelidis V. S., 2010).

There are many reasons to use VR in every level of education. More specifically, VR
has the potential to make an important difference to lead learners, trainees, students
and on the other side trainers, professors’, tutors, to new discoveries. The learners
have the ability to participate in the digital learning environment remotely but having
with a sense of presence (Pantelidis V. S., 2010).

According to Winn (1993), some of the reasons to use VR in education are:

e "Immersive VR furnishes first-person non-symbolic experiences that are
specifically designed to help students learn material.

e These experiences cannot be obtained in any other way in formal education.

e This kind of experience makes up the bulk of our daily interaction with the
world, though schools tend to promote third-person symbolic experiences.

e (Constructivism provides the best theory on which to develop educational
applications of VR.

e The convergence of theories of knowledge construction with VR technology
permits learning to be boosted by the manipulation of the relative size of
objects in virtual worlds, by the transduction of otherwise imperceptible
sources of information, and by the reification of abstract ideas that have so far

defied representation’.

The VR industry is now in an exciting stage. After many years of research and
development, technology and its digital aspects have reached a tipping point where it
is accessible to both consumers and industry and allows a large-scale introduction of
market. Every day there are new ideas on how VR can be used, new start-ups,
increased investment and new projects, and they all build on the growing expectation
of what VR technology can offer (Bezegova et al., 2017).

[12]73]
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VR, as a technology, has many advantages that can be drew upon by the users in the

education. As far as the advantages are concerned, the use of VR to teach general and
specific objectives can be characterized as a major one. Taking into consideration an
investigation of Mikropoulos et. al. (1998), regarding the attitude of education students
towards VR as a tool in the educational process, and towards virtual learning
environments on specific disciplines, found students had a favorable attitude towards
VR in the educational process. Utilizing its high innovational and technological
background, VR can, easily, “catch the attention” of the students. This situation has
been supported by many reports and research studies. To walk through a 3D
environment, interact with an environment, and create their own 3D world has been
also characterized exciting and very interesting by the students. VR also gives the
ability for information that are based on new perspectives, while it allows the
examination of an object from a distance, showing the whole rather than a part
(Pantelidis V. S., 2010).

The use of VR, as a technology, has the disadvantages that are related with the cost
and the time that is necessary for learning and using the software and the hardware.
As it is happening with all the new technologies, each of these issues may fade as time
goes by and VR becomes more commonly used in areas outside of education
(Pantelidis V. S., 2010).
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4. USER SCENARIOS AND USE CASES

The current chapter presents potential user scenarios of CLASSY platform. These user

scenarios include:

e A High school teacher.

e A High school student.

e A University professor.

e A University student.

e A scenario with a user from the outside of education institutes.
e A lifelong learner.

e A user with disabilities.

e A VET (Vocational Education and Training) trainer user.

4.1 The Highschool Teacher User

Mr. Kostas
f \ Mr. Kostas is 50 years old and teaches History
ﬂ at a high school in Drama, Greece. He lives
(— there with his family and during the summer
vacation they travel across Greece.
Mr. Kostas would like to use Classy for his
Mr. Kostas lessons. Being a history professor, he sees the
Age: 50 potential of virtual travelling with his students
Gender: Male in different eras in order to make his course
Location: Drama more vivid. Him and his class could visit the
Marital Status:  Married arena of the Colosseum and make them realize
Children: 2 the magnitude of the monument. Also, they
Occupation: Teacher could watch the eruption of Vesuvius as people
\Education: BSc Degree j lived it in Pompeii.

Because Mr. Kostas’s school is located in Drama, Greece many of the historic
monuments and landmarks of Greece are out of reach. As a person who likes
travelling, he wants to show his students as many monuments as possible and wants

to nurture their love for travelling. This is why he arranges as many educational trips
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as he can, but they are not enough. With CLASSY he will not have these problems as
he could arrange trips to historic monuments every week. They could visit the
Parthenon, the Eiffel Tower or the Pyramids through the platform of Classy without

ever leaving Drama.

The best possible education of his students is of great importance to Mr. Kostas, who
tries very hard to make his students be interested in history and enjoy his lectures. He
believes that the CLASSY platform is in the right direction in achieving just that.

In addition, Mr. Kostas teaches a few hours per week at schools in distant villages of
the area. Commuting to these villages can become very difficult due to bad weather
conditions combined with the poor road infrastructures. Under these circumstances, he
would like to be given the capability of teaching his lesson remotely via the web on
difficult occasions and CLASSY gives him that. The virtual classroom that CLASSY has
to offer, is to ensure that personal relations between students and the interaction of

the professor with them will not get lost, like in other platforms of video chatting.

4.2 The Highschool Student User

Fotini

Fotini lives with her family in Xanthi, Greece. f \
She is the middle of three siblings but the last
year that her elder brother went to study

engineering in Crete she has shouldered more

responsibilities, like spending many of her

evenings helping in her parents' family

Fotini
business.
Age: 16
Fotini likes playing PC games and she is very Gender: Female
good at them. She wants to become a Location: Xanthi

programmer and make games of her own in Marital Status:  Unmarried
the future. She believes that if the lessons at | Occupation: Student

school were taught in CLASSY, they would be | Education: High School
Student

more interesting as they would resemble PC \

_/

games. She believes that the way lessons are taught is old fashioned and with the

[15]73]
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rapid advance in technology there is no reason to stay attached to old practices when

there can be improvement.

Beyond practical reasons, there are other regional factors for which CLASSY is useful.
This year Fotini didn't participate in the three-day educational trip which is arranged
every year in Athens, due to financial difficulties her family was facing. Thus, missing
her chance of visiting Acropolis with her friends, something she was very eager for.
Fotini believes that if her school was using CLASSY she and her friends would be able

to “go” on virtual trips all the time.

4.3 The University Professor User

Dr. Eleni
/ \ Ms. Eleni is an Engineer who teaches in the
Aristotle  University of Thessaloniki. Her
lecturing area is about production lines,
mechanics, robotics and mechatronics. She is
interested in the progress of science, and she
Dr. Eleni frequently contributes in research papers,
seminars and lectures.
Age: 45
Gender: Female Ms. Eleni has to go abroad and thus miss
Location: Thessaloniki giving lectures several times during the
Marital Status:  Married academic year. This is the reason she believes
Children: None that having the capability of remote education
Occupation: Professor is mandatory. Nowadays, where everyone has
Education: PhD & a fast pace of life, it is really important to make

Postd
\ osteoc / all of our lives easier with facilitations like

remote learning. Being a person of technology and science, she is excited by the

CLASSY platform and all the capabilities it can offer, in order to improve the learning

experience.

Ms. Eleni alongside her work travels will be able to deliver her lectures through CLASSY
directly by the most innovative production lines and the most exquisite topics of

seminars.

[16]73]
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4.4 The University Student User
Aristides

Aristides is an undergraduate student in the
School of Architecture at the National
Technical University of Athens. He lives in
Athens during his studies but he is from
Florina. For financial reasons he has to work
alongside his studies as a waiter.

Aristides is a person who loves travelling and
wants to experience new cultures but until he
graduates he is not able to do so. He would
like his lectures to be given through CLASSY in
order to have a better understanding and a
perspective of architecture. He believes that

through the virtual environment CLASSY has to

offer he will be able to learn way more about

CLASSY’

-

N
«>

Aristides
Age: 20
Gender: Male
Location: Athens

~

Marital Status: Unmarried

Children: None
Occupation: Student/Waiter
Education: High School

J

architecture than with photos from a book. Being able to see magnificent structures of

utmost significance in virtual reality is going to bring the learning experience to a

whole new level.

In addition, Aristides feels exhausted and he is having difficulties working and

attending his classes at the same time. Public transportations is very tiresome and he

thinks that the ability of remote learning will help him a lot.

-

e
€D

Dr. Katerina
Age: 54
Gender: Female
Location: Athens

Marital Status: Married

Children: 1
Occupation: Chairman
at TCG

\Education: PhD

~

4.5 A user Outside of Education

Institutes
Dr. Katerina

Ms. Katerina is the chairman of the Technical
Chamber of Greece. She lives in Athens with
her husband and her kid. She has to frequently
organize and coordinate lectures and seminars

for all the members all across Greece.
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Ms. Katerina would use CLASSY because of the better interaction between speaker and

audience just as for the better visualization of technical issues, which is very important
in her profession.

4.6 The Lifelong Learner User

Ms. Angela

Ms. Angela lives with her husband in the / \
suburbs of Thessaloniki. She is a very active

woman and she always undertakes new tasks.

During the course of a day she might do arts

and crafts, paint or take care of her flowers.

She is usually looking for new ideas and Ms. Angela
techniques on the internet by herself.
Age: 65
Ms. Angela would love to use CLASSY in order Gender: Female
to learn all those things, because the virtual Location: Thessaloniki

reality element will be really helpful in learning Marital Status:  Married

detailed skills such as arts and crafts. Children: 2
_ ) Occupation: Retired
Because of her age and the distance there is )
Education: Unknown
from her house to the metropolitan area, she /

doesn't like attending classes about her hobbies in person. As a result, she resorts to
amateur videos and lessons on the internet. However, if lessons about her hobbies

were carried out through the CLASSY platform, she would definitely attend them.

4.7 A user with disabilities
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Pantelis

¢

%

W

Pantelis
Age: 16
Gender: Male
Location: Thessaloniki

Marital Status: Unmarried

Children: None

Occupation: Student

Education: High School
Student

- J

4.8 A VET Trainer User

Mr. Asterios

CLASSY’

Pantelis lives in Thessaloniki with his parents.
He is a person with mobility difficulties and he
is using an electric wheelchair. Pantelis has a
strong personality and many interests. He is a
music enthusiast and attends guitar lessons in

the national conservatory of Thessaloniki.

Pantelis would love to have more hobbies but
his mobility difficulties are often the reason not
to. He likes the idea of CLASSY and how he will
be able to virtually attend many classes with
ease and furthermore, be able to get in touch
with new people with the same interests
through a virtual environment that is
resembling reality itself.

Mr. Asterios is 40 years old and he lives in
Patra. He is a car mechanic and he runs an
auto repair shop. He is also a trainer in an
Institute of Vocational Training where he
teaches some evenings. Many of his students
are middle aged people who try to learn a
new occupation. Balancing two jobs is not an
easy task let alone if you have a family. Mr.
Asterios would use CLASSY because it is the
only remote learning platform where he could
teach and still make his students understand
the mechanics. The nature of his lessons is
such that the visual representation of the

Mr. Asterios
Age: 40
Gender: Male
Location: Patra
Marital Status: Married
Children: None
Occupation: Car
Mechanic
Education: Technical
University

J
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problem is mandatory. He could never teach about Engine Maintenance without having

an actual engine in front of his class.

However, with CLASSY he can virtually repair and maintain every engine he wants and
nevertheless remotely. Having equipment problems will no longer be an issue as he
can virtually create every mechanical part of a car and for all the different car models
he wants. In the past he had to resort in just a few parts to demonstrate everything he
can about car mechanics, but this was a difficult task.

[20]73]
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5. USER REQUIREMENTS FOR CLASSY PLATFORM

5.1 Questionnaire survey implementation

In the scope of the current study, the questionnaire survey method was selected to
reach out to CLASSY targeted stakeholders and map their needs and preferences. The
survey was designed aiming at mapping the user requirements of the CLASSY targeted
users i.e. teachers/trainers and students/trainees. The main objectives was to identify
the obvious and/or hidden user needs and can lead to better customized services, with
increased chances of being effectively adopted in practice as well as to collect insights
regarding the current experience with VR applications and what do the users expect

from a VR education platform.

The questionnaire of the online survey consisted of 13 questions including a mock-up
of the platform and was developed in two languages, English and Greek (ANNEX I).
The Greek questionnaire was disseminated in specific groups of AUTh (Academic
personnel, Students & Professors) and the English questionnaire was disseminated to
Scoil Mhuire (Offaly, Ireland), St. Colmans National School, Mucklagh (Offaly, Ireland),
Ballyadams National School, Stradbally (Laois, Ireland) and Killina Presentation
Secondary School, Tullamore (Offaly, Ireland).

The survey was set up and run via limesurvey® software and was anonymous. GDPR
was also applied. An information sheet and a consent form was shared with the
respondents prior to the completion of the survey. In addition, the questionnaire, the
information sheet and consent form was approved by the Ethics Committee and the
Data Protection Officer (DPO) of AUTh.

A total of 944 users completed the survey. From those, 125 were teachers/trainers and

818 were students/trainees.

In the following chapters, the results of the user requirements survey are presented in

detail per country and per target group.

! https://www.limesurvey.org/
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5.2 Analysis of the results in Greece

In Greece a total of 904 responses were collected. From the data provided (Figure 1),
it was found that the main percentage of the people involved in the questionnaire,

were students/trainees (87%) and a smaller percentage were teachers/trainers (13%).

Type of participants

m Percentage of Teacher/Trainer m Percentage of Student/Trainee

Figure 1: Percentage of teacher/trainer and a student/trainee as a user in Greece

5.2.1 Teachers/trainers

Almost all the teachers/trainers (84%) seem to feel extremely familiar or moderately
familiar with remote education, whereas only a small percentage (16%) were
somewhat familiar, slightly familiar or not familiar at all, with remote education (Figure
2). This can be explained by the fact that the survey was elaborated in a chronological
period where the COVID-19 pandemic provided the need for remote education, thus
for the teachers remote education was mandatory.
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Familiarity with remote education
(Teachers/Trainers)

5%

m Not at all familiar = Slightly Familiar = Somewhat familiar
Moderately familiar = Extremely Familiar

Figure 2: Familiarity of teachers/trainers with remote education

These percentages decreased profoundly when the teachers were asked the same
question about virtual reality instead of remote education (Figure 3), as more than half
of the subjects were somewhat, slightly or not familiar at all with the subject (68%),
and an overwhelming percentage of the subjects (77%) had in fact never used a
virtual reality software for education purposes (Figure 4). The small amount of people
that had an experience with virtual reality education, enjoyed the remote learning and

clarity of lessons but weren't so keen on factors that had to do with poor connection.

Familiarity with Virtual Reality
(Teachers/Trainers)

m Not at all familiar = Slightly Familiar = Somewhat familiar
Moderately familiar = Extremely Familiar

Figure 3: Familiarity of teachers/trainers with Virtual Reality

[23|73]



Co-funded by the °
Erasmus+ Programme L As SY
of the European Union N

Usage of a Virtual Reality software for educational
purposes
(Teachers/Trainers)

HYes
m No

Figure 4: Usage of a Virtual Reality software for educational purposes by teachers/trainers

The plethora of teachers/trainers asked, weren't in possession of virtual reality
equipment (83%) (Figure 5), and only a small percentage of them (40%), were willing
to buy the necessary virtual reality equipment in order to attend or hold a remote class

(Figure 6). Many of them (42%) were still unsured if they needed the VR equipment
for holding their classes.

Owning of Virtual Reality Equipment
(Teachers/Trainers)

mYes

= No

Figure 5: Owning of any Virtual Reality Equipment
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Willingness to buy Virtual Reality equipment
(Teachers/Trainers)

HYes
m No
= N/A

Figure 6: Willingness to buy Virtual Reality equipment in order to attend/hold a remote class

When asked, the teachers/trainers predominantly used a laptop (68%) or a personal
computer (31%) for remote education (Figure 7). The new founded mobility and
restriction of the access in labs and classes inside universities and research labs due to

the pandemic, can be seen as an answer for the majority of teachers/trainers holding a
laptop.

Preferred device for remote education
(Teachers/Trainers)

1%

® Personal Computer = Laptop = Tablet Mobile Phone = Other

Figure 7: The device that the teachers/trainers prefer for remote education purposes
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An outstanding percentage of teachers/trainers (74,3%), wanted to login to the

platform by a method of authentication (Figure 8), and only a small percentage of
them wanted to use methods of logging in, such as open links (10,1%) or registration
(18,3%).

Preferred way to login to CLASSY
(Teachers/Trainers)

0% 20% 40% 60% 80% 100%
Open link |0 o —
Authentication | SO S 17
Registration | S E T 7—

EYes mNoO

Figure 8: The method the teachers/trainees would like to login to the platform

Most of the teachers/trainers asked (83%), wanted to have the possibility to add their
own level content in the platform (Figure 9), as it is presumed that they would like the
platform, to be a genuine mirror of the content that they would have shared in a real
classroom. In addition 84% of the teachers/trainers wanted to see how each
student/trainee would have performed in real-time (Figure 10).
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Possibility to add own level content in CLASSY
(Teachers/Trainers)

mYes
m No
mN/A
Figure 9: Possibility to add own level content in the platform
Track real-time performance of students/trainees
(Teachers/Trainers)
mYes
m No
= N/A

Figure 10: Possibility to know how each student/trainee is performing in real-time

The maijority of teachers/trainers (71%) preferred to record and save the sessions so
as to access them later to see the performance of the students/trainees (Figure 11).
This can be an outstanding feature which can put into light the need of virtual
classrooms instead of normal ones, as this practice can lead in a better collaboration
between teachers/trainers and students/trainees.
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Possibility to record and save the sessions
(Teachers/Trainers)

EYes
E No
mN/A

Figure 11: Possibility to record and save the sessions so as to access them later to see the

performance of the students/trainees

More than half of the teachers/trainers asked (Figure 12), were willing to share their
personal data for joining the platform, such as their name (70,6%), their surname
(67%) and their e-mail (79,8%), while only a very little percentage (9,2%), was not

willing to give any information.

Type of personal data willing to share
(Teachers/Trainers)

0% 20% 40% 60% 80% 100%
Name | o0
surname | S SI0 M
E-mail | oo
None of the above | OO/ —

EYes mNoO

Figure 12: The kind of personal data the teachers/trainers are willing to share for joining the

platform

A percentage of 84% of teachers/trainers would like to interact with the other users

(Figure 13), which is presumed to be normal as classrooms are places of interaction
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and knowledge such as their virtual counterparts are, and almost all teachers/trainers

(86%) would like to have access to the lecture/lesson afterwards (Figure 14).

Preference on interacting with other users
(Teachers/Trainers)

HYes
m No
= N/A
Figure 13: Preference on interacting with other users
Possibility to access to the lecture/lesson
afterwards
(Teachers/Trainers)
HYes
m No
mN/A

Figure 14: Possibility to access to the lecture/lesson afterwards
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5.2.2 Students/trainees

Almost all the students/trainees (82%) seem to feel extremely familiar or moderately
familiar with remote education, whereas only a small percentage (18%) were
somewhat familiar, slightly familiar or not familiar at all, with remote education (Figure
15).

Familiarity with remote education

(Students/Trainees)
2% 40y,

’ 12%

42%

= Not at all familiar = Slightly Familiar Somewhat familiar
Moderately familiar = Extremely Familiar

Figure 15: Familiarity of students/trainees with remote education

The above percentages decreased when the students were asked the same question
about virtual reality instead of remote education (Figure 16), as more than half of the
students were somewhat, slightly or not familiar at all with the subject (65%), and a
huge percentage of the subjects (66%) had in fact never used a virtual reality software
for education purposes (Figure 17). The small number of students/trainees that had an
experience with virtual reality education, mentioned that they enjoyed the
customization and clarity of lessons but weren’t so keen on factors that had to do with

the tiredness of following the lectures on a virtual reality platform.
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Familiarity with Virtual Reality
(Students/Trainees)

m Not at all familiar = Slightly Familiar = Somewhat familiar

Moderately familiar = Extremely Familiar

Figure 16: Familiarity of students/trainees with Virtual Reality

Usage of a Virtual Reality software for educational
purposes
(Students/Trainees)

HYes
® No

Figure 17: Usage of a Virtual Reality software for educational purposes by students/trainees

The plethora of students/trainees asked, werent in possession of virtual reality
equipment (77%) (Figure 18), and only 31% were willing to buy the necessary virtual
reality equipment in order to attend a remote class (Figure 19), which is even smaller
(number) than that of teachers (presumably due to the economic disparity between
the two groups). Many of them (40%) were still unsured if they needed the VR

equipment for attending their classes.
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Owning of Virtual Reality Equipment
(Students/Trainees)

EYes
m No
Figure 18: Owning of any Virtual Reality Equipment
Willingness to buy Virtual Reality equipment
(Students/Trainees)
®Yes
® No
=N/A

Figure 19: Willingness to buy Virtual Reality equipment in order to attend/hold a remote class

When asked, students/trainees predominantly seem to use a laptop (74%) or a
personal computer (22%) for remote education (Figure 20). The need for attending
classes either online from anywhere possible or attending in-situ classes and the
generic need for mobility, can be seen as an answer for the majority of

students/trainees holding a laptop.
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Preferred device for remote education
(Students/Trainees)

2% - 2%

\

® Personal Computer = Laptop = Tablet Mobile Phone = Other

Figure 20: The device that the students/trainees prefer for remote education purposes

More than half of students/trainees (63,5%), wanted to login to the platform by a
method of authentication (Figure 21). Lower percentages of them wanted to use

methods of logging in, such as open links (16,6%) or registration (19,2%).

Preferred way to login to CLASSY
(Students/Trainees)

0% 20% 40% 60% 80% 100%
Open link [ NEGIGEE s —
Authentication | S se s
Registration [ N IO E—

EYes mNoO

Figure 21: The method the students/trainees would like to login to the platform

More than half of the students/trainees asked (Figure 22), were willing to share their
personal data for joining the platform, such as their name (67,9%), their surname
(45,2%) and their e-mail (66%), which — especially for surnames — was way below the
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respective teachers numbers, while only a very little amount (9,3%), was not willing to
give any information.

Type of personal data willing to share
(Students/Trainees)

0% 20% 40% 60% 80% 100%
Name | S S oy

surname | S 7S
E-mail - |GG S Ao

None of the above |07 —

EYes mNoO

Figure 22: The kind of personal data the students/trainees are willing to share for joining the

platform

A percentage of 83% of students/trainees wanted to interact with the other users
(Figure 23), and almost all students/trainees (92%) wanted to have access to the

lecture/lesson afterwards (Figure 24), as the online material can have valuable

information for their learning schedule.

Preference on interacting with other users
(Students/Trainees)

B Yes
E No
= N/A

Figure 23: Preference of students/trainees on interacting with other users
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Possibility to access to the lecture/lesson
afterwards
(Students/Trainees)

EYes
m No
mN/A

Figure 24: Preference of students/trainees on accessing the lecture/lesson afterwards
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5.3 Analysis of the results in Ireland

In Ireland a total of 40 responses were collected. The results collected show that a
vast percentage of the people involved in the questionnaire, were students/trainees

(80%) and a lower percentage were teachers/trainers (20%) (Figure 25).

Type of participants

m Percentage Teacher/Trainer ® Percentage Student/Trainee

Figure 25: Percentage of teacher/trainer and a student/trainee as a user in Ireland

5.3.1 Teachers/trainers

The overwhelming majority of the teachers/trainers (88%) were moderately familiar or
extremely familiar with remote education, while only a very small percentage (12%)
were slightly familiar, somewhat familiar or not familiar at all, with remote education
(Figure 26). This can be explained by the chronological period of the elaboration of the
survey as the COVID-19 pandemic made mandatory remote education for teachers and

provided them the need of not in-situ teaching.
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Familiarity with remote education
(Teachers/Trainers)

m Not at all familiar = Slightly Familiar = Somewhat familiar
Moderately familiar = Extremely Familiar

Figure 26: Familiarity of teachers/trainers with remote education

These percentages took a deep decrease when the question asked to the teachers was
about virtual reality instead of remote education (Figure 27) as three out of four of the
subjects (75%) were slightly, somewhat or not familiar at all with virtual reality and a
big amount of them (63%) had never used virtual reality software before (Figure 28).

Familiarity with Virtual Reality
(Teachers/Trainers)

25%

m Not at all familiar = Slightly Familiar = Somewhat familiar
Moderately familiar = Extremely Familiar

Figure 27: Familiarity of teachers/trainers with Virtual Reality
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Usage of a Virtual Reality software for educational
purposes
(Teachers/Trainers)

HYes
m No

Figure 28: Usage of a Virtual Reality software for educational purposes by teachers/trainers

The vast amount of teachers/trainers that were asked (75%), didn't have in their
possession any virtual reality equipment (Figure 29) though half of them (50%) were
willing to buy the virtual reality equipment that was necessary for them to hold or
attend a remote class (Figure 30). Most of the other half of teachers/trainers (37%)
were unsure if they needed the VR equipment necessary in order to hold or attend

their classes.

Owning of Virtual Reality Equipment
(Teachers/Trainers)

mYes
® No

Figure 29: Owning of any Virtual Reality Equipment
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Willingness to buy Virtual Reality equipment
(Teachers/Trainers)

HYes
m No
= N/A

Figure 30: Willingness to buy Virtual Reality equipment in order to attend/hold a remote class

The predominant majority of teachers/trainers asked used a laptop (62%) or a
personal computer (25%) for remote education (Figure 31). Again, it seems that the
pandemic played a paramount role in this part of the survey as restrictions of the
access to labs and classes and a new founded mobility can be ratified for the

dominance of the use of laptops instead of other devices.

Preferred device for remote education
(Teachers/Trainers)

<

m Personal Computer = Laptop = Tablet Mobile Phone = Other

Figure 31: The device that the teachers/trainers prefer for remote education purposes

[39]73]



Co-funded by the °
Erasmus+ Programme L As SY
of the European Union N

Half of teachers/trainers (50%) asked wanted to login to the platform by a method of
registration (Figure 32), while only a small percentage of them wanted to use methods
such as authentication (25%) or open links (12,5%). The registration method seems to
be the best choice for them to login in the platform.

Preferred way to login to CLASSY
(Teachers/Trainers)

OPEN LINK h 87,5

autHenTicaTioN (REEX 75,0

mYes mNo

Figure 32: The method the teachers/trainees would like to login to the platform

A 87% of teachers/trainers, wanted the choice to be able to add their own level
content in the platform (Figure 33) as it is presumed that they would like a platform
that reflects the context that they would have if they shared their material in a real
classroom. The same results were also found (87%) when the teachers/trainers were
asked if they would like to see how each student/trainee would have performed in real-
time (Figure 34).
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Possibility to add own level content in CLASSY
(Teachers/Trainers)

mYes
m No
= N/A
Figure 33: Possibility to add own level content in the platform
Track in real-time the performance of
students/trainees (Teachers/Trainers)
mYes
ENo
= N/A

Figure 34: Possibility to know how each student/trainee is performing in real-time
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Possibility to record and save the sessions
(Teachers/Trainers)

HYes
m No
= N/A

Figure 35: Possibility to record and save the sessions so as to access them later to see the
performance of the students/trainees

The vast majority of teachers/trainers (87%) would like to record and save the
sessions in order to access them later and evaluate the performance of the
students/trainers (Figure 35). This can be a big advantage of a virtual classroom
instead of a normal one, as the practice can help the collaboration and evaluation of

teachers/trainers and student/trainees.

Type of personal data willing to share
(Teachers/Trainers)

NAME @__
SURNAME PR
SOy 85 125

| | | | |
NONE OF THE ABOVE @__
| | | | |

®Yes = No

Figure 36: The kind of personal data the teachers/trainers are willing to share for joining the

platform
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A huge amount of the teachers/trainers asked (Figure 36), were willing to share their
e-mail for joining the platform (87,5%), while only a small percentage would do that
for name (12,5%) and surname (12,5%), so we can deduce that e-mail nhowadays is
the most important way of personal data information, while only a small amount

(12,5%) was not willing to give any information.

Preference on interacting with other users
(Teachers/Trainers)

HYes
m No
N/A

Figure 37: Preference on interacting with other users

A vast percentage of teachers/trainers (87%) would like to interact with the other
users (Figure 37), which make sense as classroom are places of knowledge and
interaction as much as their virtual counterparts, and the same percentage of
teachers/trainers (87%), wanted to have access to the lecture/lesson afterwards
(Figure 38), as it is presumed that would like their students, to have valuable

information over the courses.
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Possibility to access to the lecture/lesson
afterwards
(Teachers/Trainers)

EYes
m No
mN/A

Figure 38: Possibility to access to the lecture/lesson afterwards

5.3.2 Students/trainees

The vast majority of the students/trainees (78%) were moderately familiar or
extremely familiar with remote education, while only a small percentage (22%) were
slightly familiar, somewhat familiar or not familiar at all, with remote education (Figure
39). This can be explained by the chronological period of the elaboration of the survey
as the COVID-19 pandemic made mandatory remote education for students and

provided them the need of not in-situ classes.

Familiarity with remote education
(Students/Trainees)

3%

m Not at all familiar = Slightly Familiar = Somewhat familiar

Moderately familiar = Extremely Familiar
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Figure 39: Familiarity of students/trainees with remote education

While these percentages took a deep decrease when the question asked to the
teachers was about virtual reality instead of remote education (Figure 27) as three out
of four of the subjects (75%) were slightly, somewhat or not familiar at all with virtual
reality and a big amount of them (63%) had never used virtual reality software before
(Figure 28), the percentages changed to the opposite direction when the same
questions were asked to students/trainees, as more than half of them (63%) were
extremely familiar or moderately familiar (Figure 40) and the vast majority of them

(72%) had used a virtual reality software for educational purposes (Figure 41).

Familiarity with Virtual Reality
(Students/Trainees)

6%

31%

13%

® Not at all familiar = Slightly Familiar Somewhat familiar
Moderately familiar = Extremely Familiar

Figure 40: Familiarity of students/trainees with Virtual Reality
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Usage of a Virtual Reality software for educational
purposes
(Students/Trainees)

HYes
m No

Figure 41: Usage of a Virtual Reality software for educational purposes by students/trainees

Owning of Virtual Reality Equipment
(Students/Trainees)

B Yes
E No

Figure 42: Owning of any Virtual Reality Equipment
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Willingness to buy Virtual Reality equipment
(Students/Trainees)

HYes
m No
= N/A

Figure 43: Willingness to buy Virtual Reality equipment in order to attend/hold a remote class

The overwhelming amount of students/trainees that were asked (97%), didn't have in
their possession any virtual reality equipment (Figure 42) and the majority of them
(75%) were not willing to buy the virtual reality equipment that was necessary for
them to hold or attend a remote class (Figure 43). Many of the rest of them (22%)
were unsure if they would buy the VR equipment necessary in order to attend their

classes.

Preferred device for remote education
(Students/Trainees)

3%

m Personal Computer = Laptop = Tablet Mobile Phone = Other

Figure 44: The device that the students/trainees prefer for remote education purposes
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Half of the students/trainees asked used a laptop (50%) while a consistent amount of
them used also a tablet (19%) or a personal computer (19%) for remote education
(Figure 44). The difference between the use of tablets in the teachers/trainers and
students/trainees categories is interesting as it shows how the majority of younger
people are well acquainted with new technologies such as tablets.

Preferred way to login to CLASSY
(Students/Trainees)

OPEN LINK lE__
AUTHENTICATION - [ERZ S
REGISTRATION |

N/A L) | | 100,0 ‘ ‘ |

mYes mNo

Figure 45: The method the teachers/trainees would like to login to the platform

An overwhelming amount of students/trainees (93,8%) asked, wanted to login to the
platform by a method of registration (Figure 45), while only a very small percentage of
them wanted to use methods such as authentication (9,4%) or open links (3,1%). The
registration method seems to have much more importance towards students/trainees
as only half of teachers/trainers (50%) asked wanted to login to the platform by a
method of registration (Figure 32).
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Type of personal data willing to share
(Students/Trainees)

NAME m_ﬁ_

SURNAME [

E-MAIL - [T ¥

NONE OF THE ABOVE I!_I_

®Yes = No

Figure 46: The kind of personal data the students/trainees are willing to share for joining the

platform

A huge amount of the teachers/trainers asked (Figure 46), were willing to share their
e-mail for joining the platform (93,8%), while only a small percentage would do that
for name (9,4%) and surname (6,3%), so we can deduce that e-mail nowadays is the
most important way of personal data information, while only a very small amount

(3,1%) was not willing to give any information.

Preference on interacting with other users
(Students/Trainees)

B Yes
E No
= N/A

Figure 47: Preference of students/trainees on interacting with other users
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A vast percentage of students/trainees (87%) would like to interact with the other

users (Figure 47), which make sense as classroom are places of knowledge and
interaction as much as their virtual counterparts, and the even bigger percentage of
students/trainees (91%), wanted to have access to the lecture/lesson afterwards
(Figure 48), as it is presumed that would like their teachers/trainers, to provide them

with valuable information over the courses.

Possibility to access to the lecture/lesson
afterwards
(Students/Trainees)

EYes
E No
mN/A

Figure 48: Preference of students/trainees on accessing the lecture/lesson afterwards

[50]73]



Co-funded by the o
Erasmus+ Programme I As SY
of the European Union N\

6. CONCLUSIONS

The current report presents the user scenarios and the user requirements of the
CLASSY project.

In total eight (8) user scenarios were identified. The potential users of CLASSY
platform cover different user categories with different characteristics (such as age,
educational level, educational and training purpose etc.).

A questionnaire survey was carried out to identify the needs and preferences of the
CLASSY targeted users as well as their current experience with VR applications. More
than 900 responses were collected cumulatively from Greece and Ireland. The sample
included both teachers/trainers and students/trainees.

The analysis of the results showed that most of both target groups feel familiar with
remote education. The majority of both target groups in Greece and the
teachers/trainers in Ireland do not use Virtual Reality for education purposes.
Exception is observed in Irish students/trainees respondents who in their majority

seems to use Virtual Reality for education purposes.

In both countries and target groups, the majority of the participants do not own any
Virtual Reality equipment and they are unsured whether they are willing to buy in

order to use it for educational purposes.

In terms of CLASSY features, the respondents appear to prefer to login to the platform
via authentication or registration. In addition, they do want to being able to interact

with other users and have access to the lecture/lesson afterwards.

In some cases, differences on preferences are observed between countries and type of

USErs.

Overall, the analysis will feed in the design and development of CLASSY prototype.
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ANNEX I: QUESTIONNAIRE IN ENGLISH & GREEK LANGUAGE

English Form of Classy — Remote Class System Questionnaire

CLASSY

Dear participant, welcome to our survey!

Classy is an EU Erasmus+ (GA No 2020-1-CY01-KA226-VET-082750) project which
aims at promoting remote education using a 3D simulation of a classroom. Classy
endeavors to develop a remote education platform that will address the needs both of
the teachers/trainers and the students. Thus, we need your help to design a virtual
classroom that will meet your requirements!

We invite you to participate in the following survey and provide us with feedback about
your current experience with virtual reality applications and what do you expect from a
virtual reality education software!

The survey lasts about 10 minutes. There are no right or wrong answers, this is only
about your personal views. All data are anonymized, and your privacy is guaranteed.

Before participating in the survey please read carefully the information sheet that is
available here:

Information Sheet

Thank you for helping us gather relevant information!

There are 18 questions in this survey.

I declare that I have read all the information, I know the objectives of this survey and I
agree to participate. By participating in this survey I authorize the use of the data
collected for the purposes of the research as described in the terms set out in

the information sheet (You can find it here). *

Please choose only one of the following:

0 Yes
o0 No
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1. Are you a teacher/trainer or a student/trainee?

Please choose only one of the following:

0 Teacher/Trainer
0 Student/Trainee

2. Are you familiar with remote education? (1 = Not at all familiar; 2 = Slightly
Familiar; 3 = Somewhat familiar; 4 = Moderately familiar; 5 = Extremely Familiar)

Please choose only one of the following:

O O OO0OO0o
ua b~ WN =

3. Are you familiar with Virtual Reality? (1 = Not at all familiar; 2 = Slightly Familiar; 3
= Somewhat familiar; 4 = Moderately familiar; 5 = Extremely Familiar)

Please choose only one of the following:

O O O0OO0O0o
ua b~ WN =

4. Have you ever used a Virtual Reality software for educational purposes i.e.: to

teach/train (for trainers) / to learn/take a class (for students)?

Please choose only one of the following:

o0 Yes
0 No

If yes, could you please describe the features you liked and those that you did not
liked?

Please write your answer here:
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5. Do you have any Virtual Reality Equipment?

Please choose only one of the following:

0 Yes
o No

If yes, please specify:

Please write your answer here:

If no, would you be willing buy the necessary Virtual Reality equipment in order to

attend/hold a remote class?

Please choose only one of the following:

o0 Yes
o No

6. What is your preferred device for remote education purposes?

Please choose only one of the following:

Personal Computer
Laptop

Tablet

Mobile Phone
Other

O O0OO0OO0OOo

The image below presents an example of how Classy platform would look like and how
users will interact with each other.
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7. How do you want to login to the platform?

Please choose all that apply:

Open link
Authentication
Registration
N/A

O O0OOo0Oo

8. Do you want to have the possibility to add your own level content in the platform?

Please choose only one of the following:

o0 Yes
0 No

9. Do you want to see how each student/trainee is performing in realtime?

Please choose only one of the following:

o0 Yes
0 No

10. Do you want to record and save the sessions so as to access them later to see the

performance of the students/trainees?

Please choose only one of the following:

0 Yes
o No
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11. What kind of personal data are you willing to share for joining the platform?

Please choose all that apply:

Name

Surname

E-mail

None of the above

O O 0O

12. Would you like to interact with the other users?

Please choose only one of the following:

0 Yes
o No

13. Would you like to have access to the lecture/lesson afterwards?

Please choose only one of the following:

o0 Yes
o No

Thank you very much for your participation!

For more information visit the project website https://www.classy-project.eu/ or follow
the project pages on social media:

LinkedIn
Facebook

Twitter

Submit your survey.
Thank you for completing this survey.
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Greek Form of Classy — Remote Class System Questionnaire

CLASSY’

KaAwoopioate oTnv £pguva Tou Classy!

To EU Erasmus+ "CLASSY - Remote Class System" (Ap. ZupB.: No 2020-1-CYO01-
KA226-VET-082750) anookonei oTnv npowdnon TnG €€ anooTACEwWS KNAIDEUONC KE TN
Xpron TpIodIaoTaTnG NPOCoHoiwoNng HIag Tagng.

H napoloa ¢peuva epwTnUaToloyiou UAoMoIEiTal yia va CUAEEEI NANPOPOPIEG OXETIKA
ME TIC ANAITAOEIG KAl TIC AVAYKEC TwV TEAIKWV XpNOTWV, OnAAdn Twv eKNAIDEUTWV Kal
TV eknaideuopevwy. Mo OUYKEKPIMEVA OTOXOG AUTNAG TNG €PEUvVAG €ival n GuAAoyn
NANPOPOPIWV OXETIKA HE TNV TPEXOUCA EUMEIPIA TWV XPNOTWV HE EPAPHOYEG EIKOVIKNAG
NPAYMUATIKOTNTAG Kal TIC NPOOOOKIEC TOUC and Tn XPNon €vOG AOYIOHIKOU EIKOVIKNG
NPAYMATIKOTNTAG OTIC EKNAIDEUTIKEC O1AdIKATIEC.

H €peuva dev diapkei nepiocdTepo and 10 AenTa.

H oupnAnpwaon Tou epwTnUAToAOYioU €ival avwvupn.

MapakahoUpE npIv EMIAEEETE VA OUMMETEXETE OTNV €peuva OIaBACTE MPOCEKTIKA TO
EVTUNO eVNUEPWONG Nou €ival d1aB£0IUo akoAouBwvTag Tov NapakaTw oUVOECHO:

‘EvTuno Evnuépwong

There are 18 questions in this survey.

AnAwvw OTI €xw O1aBACEl OAEC TIC NANPOPOPIES, YVWPIlWw TOUG OTOXOUG AUTAG TNG
€PEUVAC KAl OUMQPWVW VA OUPHETAOXW. JUPHPETEXOVTAC OE AUTAV TNV €peuva
€E0UO1000TW TN XPNoN TwV O£DOUEVWV MOU GUAAEYOVTAI YIa TOUG oKOMoUG TNG EPEUVAG,
ONW¢ NEPIYPAPETAl OTOUG OPOUC Nnou kabopilovtal oTo eATIO evnUEPWONG (MNOPEITE va

TO BpeiTe €dw). *

Mapakahw eMAEETE HOVO €va and Ta NApakaTw:

o Nai
0 Oxi
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1. EioTe kaBnynTAC-TPIA/EKNAIDEUTNC-TPIA ) ONOUdACTAC-TPIA/EKNAIDEUOPEVOG-N; *
EriAéETE pia and TIC NapakaTw anavtnoeic

0 Kabnynmc-Tpia/EknaideuTtnc-Tpia
0 2ZnoudaoTnc-Tpia/EknaldeudpeVoc-n

2. AloBaveoTe €EOIKEIWPEVOC-N HE TNV €€ anooTaoswd eknaideuon; (1 = Kabohou
e€oIKEIWPEVOG-N, 2 = Aiyo gfoikeiwpévoc-n, 3 = Kanwg s€oikeiwpévoc-n 4 = Kala
€EOIKEIWPEVOG-N 5 = EEQIPETIKA €EOIKEIWUEVOC-N)
MNapakahw eMAEETE HOVO €va and Ta NApakaTw:

O OO OO0
u b~ WN =

3. AioBaveoTe efolkelwpEvoc-n pe Tnv Eikovikn MpaypatikotnTa; (1 = KaBoAou
e€olkeEIWPEVOG-N, 2 = Aiyo efoikelwpévoc-n, 3 = Kanwg e€oikeiwpévoc-n 4 = Kala
€COIKEIWMPEVOG-N 5 = EEQIpETIKA €EOIKEIWEVOC-N)
MapakaAw €MAEETE MOVO €va anod Ta NAPAKATW:

O O O O0OOo
ua b~ WN =

4. 'Exete xpnoidonoincel MoTé &va Aoyiopikd Eikovikng MpayuatikdTnTag yia
ekNaideuTIKOUG OKOMOUG, ONwG n.X.: yia va dI0aEeTe/eknaldeVoETe (yia eKNAIDEUTEG) /va
MaBeTe/napakoAoubnoeTe pia Ta&N (yia onoudaoTeg);

Mapakahw eMAEETE HOVO €va and Ta NApakaTw:

0 Nai
0 Oxi

Eav vai, pnopeite va neplypdWeTe Ta XapakTNPIOTIKA NOU 0A¢ APECAV Kal autda nou Oev
oag apeoav;
MapakaAw ypayTe TNV anavtnon oag edw:

5. AlaBETeTE KAMOIO €EONAIOHO Elkovikig MpaypaTikoTnTac;
MapakaAw eMAEETE HOvo €va and Ta NapakaTw:

0 Na
0 'Oxi
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Eav vai, napakaAw npoodIiopioTe:
MapakaAw ypayTe TNV anavtnor oac e0w:

Eav ox1, 6a noaotav npoBupol va ayopdoesTe Tov anapaitnto €EonAiopo EIKovikng
MpaypaTikOTNTAG yia va NAapakoAouBnosTE/NpayUaTonoINosTE €€ ANOOTACEWC
€knaidsuon;

MapakaAw €MAEETE OVO €va anod Ta NAPAKATW:

0 Na
o0 Oxi

6. Mola ouokeun and TIC NAPAKATW MPOTIMATE va XPNOILOMOIEITE yia okonoug €€
anooTACEWG EKNAIOEUDNG;
MapakaAw €MAEETE MOVO €va anod Ta NAPAKATW:

MPoowNIKOG YNOAOYIOTAG
®opnTdG YNoAOYIOTAG
TapnAer

KivnTd TnAépuwvo

AMOT ... ]

O O O0OO0Oo

H napakatw €ikdva anoTeAei evOeikTIKO napadelypa Asiroupiag Tng epappoyng Classy
Kabwg Kal Nwg ol XproTeg Ba alAnAenidpolv PeTA&u TouG.

CLASSY’ =

7. Nwg emBupeite va ouvdeeoTe oTnv NAaTgopua Classy;
EriAeETe kaBeTi Nnou epappolel

Mapakahw eMAEETE OAa 6aa I0XUOUV:
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>UVOECHOC avoIXTocC yia OAOUC
>Uvdeon MEOW TAUTOMOINONG XPNOTN
>UVOEON MECW EYYPAPNC

Aev EEpw/dev anavtw

0]
(0]
0]
(0]

8. O¢AeTe va €xeTe TN OUVATOTNTA VA NPOCOECETE OIKN 0ag OeuaTikn evoTnTa/UNIKO
oTnV NAaTPOpKa;
MapakaAw eMAEETE poOvo €va and Ta NapakaTw:

0 Nai
0 'Oxi

9. ©¢AeTe va deiTe Nw¢ anodidel kABs PabnTnG/ekNAIOEUOPEVOC OE NPAYHATIKO XPOVo;
MNapakaAw eMAEETE HOVO €va and Ta NApakaTw:

0 Na
0 Oxi

10. ©EAeTE va nYoypa@noeTe Kal va anoBnkeUOETE TIC OUVEDPIEC WOTE va EXETE
npoofaon O AuTEG apyotepa  yia  va  Oeite TNV anodoon  Twv
HaBNTWV/eKNAIOEUOHEVQV;

Mapakahw eMAEETE HOVO €va and Ta NApakaTw:

0 Nai
o0 Oxi

11. Ti €idouc npoownika Ocdoueva e€ioTe dlATEDEINEVOI VA HOIPACTEITE yia va
XPNOILONOINCETE TNV NAATPOPKA;
EruAé€te kaBeti mou edapuolel

Mapakahw emAEETe OAa 60a IoxUOUV:

‘Ovopa

EniBeTo

AigBuvon nAekTpovikoU Taxudpopsiou
Kavéva ano Ta napanavw

O O OO

12. ©a BeAaTe va aAnAenIdpaTe e TOUG GAAOUC XPHOTEG;
Mapakahw eMAEETE HOVO €va and Ta NApakaTw:

0 Nai
0 Oxi

13. ©a BéAaTe va exeTe npooBaon oTn JIAAEEN/ABNUA PETA;
Mapakahw eMAEETE HOVO €va and Ta NApakaTw:

o Nai
0 Oxi

[62]73]



S Co-funded by the o
N Erasmus+ Programme L As SY
Gt of the European Union

[63]73]



Co-funded by the °
Erasmus+ Programme LAS SY
of the European Union N\

EuxapioToUpeE yia Tn cuppeToxn oagc!

a NEPIooOTEPEG NANPOPOPIEG EMOKEPOEITE TNV I0TOoEAIDA TOU
£pyou https://www.classy-project.eu/ r} akoAouBeioTe TIC OEAIOEC TOU €pyou OTA PECA
KOIVWVIKNG OIKTUWONG:

LinkedIn
Facebook
Twitter

YnoBoAn TnG €peuvac oag
EuxapioToUpe nou cupnAnPwWodaTe auTr TNV £PeUva.
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ANNEX II: INFORMATION SHEET IN ENGLISH & GREEK LANGUAGE

English Form of Classy — Remote Class System Information Sheet

ARISTOTLE °©
UNIVERSITY
OF THESSALONIKI %

INFORMATION SHEET

Project title: “"CLASSY - Remote Class System” (GA No 2020-1-CY01-KA226-VET-
082750)

Project Coordinator: GEOIMAGING LIMITED
Funding Organisation: European Commission Erasmus+ programme
Data Controller: Aristotle University of Thessaloniki (AUTh)

Names of the coordinators of the research from AUTh side:
Efstratios Stylianidis
Email: sstyl@auth.gr

Tel: 2310-995973

Address: Aristotle University of Thessaloniki
Faculty of Engineering

School of Spatial Planning and Development
Laboratory of Geoinformatics

University Campus

54124 Thessaloniki

Greece

Data Protection Officer (DPO): data.ptotection@auth.gr
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Important Information

You will be given information on the research to be conducted within CLASSY and you

will be invited to take part in the study. Your participation is voluntary.

Classy is an EU Erasmus+ project which aims at promoting remote education using a
3D simulation of a classroom. Classy endeavors to develop a remote education
platform that will address the needs both of the teachers/trainers and the students
targeting to bring 3D guided lessons into education. In the framework of the project, a
questionnaire survey will be implemented to identify the user requirements for the

platform to be developed.

You can talk about this study and the consent form with other people such as
family/friends/or whoever you feel comfortable with. You do not have to decide right
away. You can decide whether you want to take part in the study after you have
thought/ discussed this.

There may be words you do not understand or some things you would like for me to
explain to you in detail. You can stop anytime and ask questions.

Why are we conducting this study?

The EU Erasmus+ “CLASSY: Remote Class System” (GA No 2020-1-CY01-KA226-VET-

082750) aims at promoting remote education using a 3D simulation of a classroom.

The current study is being performed to map the user requirements of the end users
i.e. trainers and trainees. This focuses on identifying and meeting the obvious and/or
hidden user needs and can lead to better customised services, with increased chances
of being effectively adopted in practice. The objective of this survey is to collect
insights on about your current experience with virtual reality applications and what do

you expect from a virtual reality education software.

The information collected during the survey that will be implemented will be used to
develop a product prototype customized to end users’ needs in line with their

preferences, avoiding unnecessary design and increasing its acceptance.
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Why are we requesting your participation?

You have been invited to take part in this survey because you are a trainer or a
trainee. Your participation in this survey will help the consortium understand how a
virtual reality education software can be designed and developed in order to

successfully meet the needs of its users.

Do I have to do this?

14

You do not have to take part in the study if you don’t want to. Even if you say “yes
now, you can change your mind later and pull out of the study at any time.

What will this cost me?

Your participation in the survey does not involve any cost.

What will happen if you take part in the study?

If you accept the invitation, you will be asked to fill in a 10 minute questionnaire about
your current experience with virtual reality applications and what do you expect from a
virtual reality education software. A mockup of the CLASSY platform will be also
presented to you. You may choose to not answer to any question that you do not feel

comfortable with.

What kind of data will be collected?

The questionnaire collects information through electronic submission in a properly
formatted form using the "limesurvey" software. Apart from your views on virtual

reality platforms we will collect some personal data namely:

- Whether you are a trainer or a trainee

Is this bad or dangerous for me?

There are no risks involved in this study.
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Will this be beneficial for me?

By participating in this survey, you will be contributing towards the development of a
virtual reality education software which will meet your needs and you may benefit by

using either as a trainer or trainee.

Will you inform me on the conclusions?

When the research is finished, the results will feed in the development of the CLASSY
prototype. If you wish you may be invited to the following project activities where you
may test the project prototype and check if this meets your needs and expectations as

well as suggest improvements.

Can I choose not to be part of this study? Can I change my mind?
Your participation is not forced. You can stop the research at any time if you wish.

During the survey, if you change your mind, you may not submit your answers. In this

case your answers will not be saved.

Consent is provided for 24 months.

Data managing

After submitting your answers, for the purposes of the research, the verification of
your identity is not required by those responsible for the processing of your personal
data. As a result, the latter are not obliged to obtain, or retain or process additional
information to verify your identity. Consequently, you may not exercise the following
rights: a) the right of access to your personal data, b) the right of correction, c) the
right of deletion, d) the right of restriction of processing, and e) the right of data
portability in accordance with the General Data Protection Regulation.

If you have any questions about your rights you may contact the Scientific Coordinator
by sending an email to sstyl@auth.gr or phone at 2310-995973.

If you finally decide that you would like to take part in the study, you may
save a copy of this document.
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Greek Form of Classy — Remote Class System Information Sheet
AW ARISTOTLE °
JUNIVERSITY
OF THESSALONIKI "

ENHMEPQZH ENAIA®EPOMENOY

TiTAog MeAérng: "CLASSY - Remote Class System” (GA No 2020-1-CY01-KA226-VET-
082750).

Emornpovika YnelOuvog: GEOIMAGING LIMITED
Opyaviopog XpnuarodoTnong: Mpdypaupa Erasmus+ Tng Eupwnaikng Emirponng

YneuOuvog EnegEepyaciag Aedopévmwv: ApiotoTéAeio Mavenmiotnuio Oecoalovikng
(ANO)

OvopaTa TWV GUVTOVIOTWV TNG EPEUVAG ano TV NAgupd Tou AlNO:
EuoTpdTioc ZTuNiavidng

HAekTpovikd Taxudpopeio: sstyl@auth.gr

TnAépwvo: 2310-995973

AigBuvon: ApioToTéleio MavenioTrApio Oeooalovikng
MoAUTEXVIKI ZXOAN

Tunua Mnxavikwv XwpoTa&iag kar AvanTtuéng
EpyaoTnpio MewnAnpo@opIkng

MavenioTnpiounoAn

54124 ©gocoalovikn

EANGda

YneuBuvog NpooTtaciag Aedopévmv (YNA): _data.protection@auth.gr
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ZNHAavTIKEG NANPOPOPIEG

>ac OiVOUME WEPIKEG MANPOPOPIEC OXETIKA HWE Tn HMEAETN nou OieEayoupe oTa nAaioia

Tou EupwnaikoU ‘Epyou “CLASSY - Remote Class System” To onoio xpnuaTtodoTeital

ano Mpoypaupa Erasmus+ Tng Eupwnaiknc Emmponng (Ap. ZupB.: 2020-1-CYO01-
KA226-VET-082750) kai 6a oag npookaAéooupe va AABETe WEPOC. H oUPPETOXR 0aG

gival eBeAoOVTIK).

To Classy oTtoxeUsl oTnv npowbnon Tn¢ €€ aANOOTACEWC EKNAIOEUONG MEOW TNG
TPI0dIA0TATNG NPOCOoIwoNG Miag Ta&nc. 1o nAaiolo autd To Classy npokeiral va
avanTu&el pia NAaT@Opua €€ anooTAcEwS eknaideuonc nou Ba KAAUNTEl TIC AVAYKEG
TOOO TWV OAOKAAWV/EKNAIDEUTWY OCO KAl TWV HabnTwv nou egivar npobupol va

EVOWMNATWOOUV TNV EIKOVIKN NPAYHATIKOTNTA OTNV EKNAideuon.

Mnopeite va oulnTAOETE TIC NANpogopie autoUu Tou evtUNoOU ME kdmolov and Tnv
OIKOYEVEIQ 0aG, e PIAoUG N Pe Onola/ov VIwBeTe aveTa. Aev XpelaleTal va anopaacioeTe
apeoa. MnopeiTe va aAno@aciceTe av  €NIBUUEITE va OUMPETAOXETE agou TO
OKEPTEITE/OUNTNOETE.

Zag NapakaAoUE va TO PEAETNOETE NPOCEKTIKA Kal va pn OIOTACGETE va EMNIKOIVWVIOETE
ME TOUC Napandavw uneuBuvouG PEAETNG YIa NEPIOTOTEPECG NANPOPOPIES 1 DIEUKPIVAOEIG
av To enBupeiTe. MNOpPEITE AKOUN va Kag pwTnOETE onoladnnoTe GTIyUr ouvavtTnBoUpe

ano kovTa yia onolodnnoTe AOyo.

MNari 01e§ayouHE AUTn T HEAETN;

To EU Erasmus+ "CLASSY - Remote Class System" (Ap. ZupB.: No 2020-1-CYO1-
KA226-VET-082750) anookonei otnv npowOnon Tng €€ anooTAosw eknaideuong Pe Tn

Xpnon TPIodIAcTATNG NPOCOMOoIWONG HIag TAENG.

H napoloa épeuva epwTnuaToloyiou uAonolsiTal yia va oUAEEEI NANPOPOpPIEG OXETIKA
ME TIC aNAITACEIC KAl TIG AVAYKEC TwV TEAIKWV XpNoTwv, dnAadn Twv eKNAIDEUTWV Kal
TWV eKNAIOEUOPEVWV. MO CUYKEKPIPEVA OTOXOC QUTNAG TNG €PEuvag €ival n ouloyn
NANPOPOPIWV OXETIKA HE TNV TPEXOUTA EUMEIPIA TWV XPNOTWV HE EPAPHOYEG EIKOVIKAG
NPAydaTikdTNTAg Kai TIC NpoodOoKieG TOUG and Tn XPnon &vog AoyIoHIKOU EIKOVIKNG
NPAaydaTikoéTNTag oTic eknaideuTikéG dladikaoieq. H ouAhoyry auTtig Tng nAnpogopiag
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propel va odnynoel oTov OXedIaopd Unnpeosiov KATaAANAa NpoCapUOCHEVWV OTIC

aVAYKEC TWV TEAIKWV XPNOTWV OUPQPWVA UE TIC MNPOTIUNACEIC TOUG, ANOPEUYoVTAC TOV

nePITTO oXedIaouo kal au&avovTac TNV anodoxr| Tou.

MNari {nTape Tn CUPHETOXN OAG;
To epwTNUATOAOYIO anEUBUVETE OE eKNAIOEUTEC Kal EKNAIOEUOPEVOUC.

H ouppeToxn oag o€ autnv Tnv épeuva Ba Bondnoel Ta WEAN TnG koivonpagiag va
oxedlGoouV kal avanTu&ouv &va AOYIOMIKO EIKOVIKNG NPayMaTikoTnTag yia va
xpnoiponoinBei oTIC eknaldeuTikeG dladikaoiac nou Ba avranokpivetTal NANPWE OTIC

anaItioEIC TwV XpNOTWV TOU.

Mpénel va To kKAVW auTo;

Aev XpelGleTal va GUPPETEXETE OTN HEAETN €av Oev TO BEAETE. AKOUA Kal av MEITE «var»
TwPa, PMOPEITE va aAAGEETe yvwun katd Tnv OIAGPKEId TOU €PWTNHATOAOYIOU Kal Ol

anavTnoelc oac dsv Ba anobnkeuTouv.

Mooo 6a HouU KOOTIOEI AUTO;

H ouppeToxn oag otn MEAETN eival €BehovTikn kal Oev Ba enmiBapuvBeite Pe kaveva

KOOTOG.

Ti 0a oupBei av AaBeTe HEPOG OTN HEAETN;

Eav anodexteite Tnv npookAnon, 6a oac {nTnBsi va OoupnANPWOETE &va
EpWTNUATOAOYI0 10 AenTwv OXETIKA WE TNV TPEXOUOA EWMEIpIA 0AG ME EPAPHOYEG
EIKOVIKNG MPAyHaTIkOTNTAG Kal TIC NpoodokieG oag and &va AOYIOHIKO EIKOVIKNG

NPAYHATIKOTNTAG YIA XPrion O€ eKNAIDEUTIKEC OIAdIKATIEC.

Ti €idoug dedopéva Oa ouAAgyovTal;
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To €pwTNUATOAOYIO CUANEYEI NANPOPOPIEC HECW NAEKTPOVIKAC UNOPBOANC O KaTAAANAG

OlIaUOPPWUEVN HOPPI XPNOIMONOI®VTAC TO AoyioHIkO "limesurvey". EKTOC ano TIC
anoOWEIC 0aC OXETIKA PE TIC NAATPOPUEC EIKOVIKAG NPAYHATIKOTNTAG, ©a CUAAEEoUUE
OpIoUEVA DDOPEVA KAl OUYKEKPIPEVQ:

- Av gioTe eknNAIBEUTAC 1 EKNAIDEUOUEVOC

Eival kako N emikivouvo yia HEva;

Aev unapyouv kivduvol and Tn GUUHETOXN 0ac oTnv napouoa €peuva.

Oa gival WPEAIHO yia HEVA;

SUMMETEXOVTAC O€ auTrh TNV €peuva, Ba cuPBAAETE oTnV avanTugn evog AoyiopIkoU
EIKOVIKNG MNpayuaTikdTnTag nou BOa kaAunTel TIG avayKeG 0ag Kal MMNOPEITE va

ENWPEANBEITE XPNOILOMNOIWVTAG TO EITE WG EKNAIDEUTNG EITE WG EKNAIDEUONEVOG.

Oda HE EVNHEPWOETE YIA TA CUNNEPATHATA;

'OTav oAokAnpwOei n épeuva, Ta anoTteAéopata B6a Tpo@odOTACOUV TNV avanTugén Tng
npwTNG £kdoong Tou AoyiopikoU Classy. EGv emiBupeiTe, Ynopeite va npookAnBeiTe OTIG
akOAoUBeC OpaaTNPIOTNTEC TOU €PYOU OMOU WMNOPEITE va JOKIYACETE TNV NPWTN €KOOON
TOU AOYIOMIKOU Kal va €AEYEETE av AQUTO AVTANOKPIVETAI OTIG AVAYKES Kal TIG NPOOOOKIES

0a¢, KaBwG Kal va NpOTEIVETE BEATIWOEIC.

Mnop® va enIA&EEW va pnv eipal HEPOG AUTAG TNG HEAETNG; Mnop® va

aAAagm yvoun;

H ouppeToxny oag dev emBAaieTal. Mnopeite va €nINEEETE va N OUMPHETEXETE OTN
MEAETN.

>Tn JIApKEIa CUUNARPWONG TOU EPWTNHATOAOYIOU €PO0OV ANAEETE YVWUN UNOPEITE va
MNV UNORAANAETE TIC ANAVTNOEIC 0aC. € QuTh TNV NepinTwon dev Ba anobnkeuTouv ol
anavTnoeic oac.

H ouykaTabeon napexeTal yia 24unvec.
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Ailaxeipion d€d0opEVOV

MeTd Tnv UNOBOAR TwV ANAVTACEWV 0AG, YId TOUC OKonoUG TNG €peuvac, n enaAndeuon
NG TQUTOTNTAC 0ac dev anaiTeital and Toug uneUBUVOUG yia Tnv ene€epyacia Twv
NPOCWNIKWV 0aG OeDONEVWV. QC anoTEAEOHA, O TEAEUTAIOl OEV €ival UNOXPEWHEVOI va
anokTAoouv, va 0IaTnPRoouV 1 va ene€epyaoTolv NPOCHETEC NANPOPOPIEG yia va
enaAnBevoouv TNV TAUTOTNTA o0ac. KaTtd ouvénela, Oev WMOPEITE va AOKNOETE Ta
akoAouBa dikaiwpata: a) To dikaiwpa NpocBacnc oTa Npoownika oag dedopeva, B) To
dikaimpa 010pwonc, y) To Oikaiwpa diaypapng, 6) To Oikaiwua nePIopIoHoU TNG
ene€epyaoiac kal €) To dIKAIWPA PopNTOTNTAG TWV JEDOPEVWY CUUPWVA PE TOV MEVIKO

Kavoviouo MpooTaaciag AeSopévav.

MNa onoiadnnoTte anopia r kabodrynon OXETIKA WE Ta OJIKAIWMATA 0 WNOPEITE va
EMIKOIVWVNOETE WE Tov EMIoTNPOVIKO ZuvTovIoTH OTEAVOVTAG £va HMAVUMA NAEKTPOVIKOU

Tayxudpopeiou oTo sstyl@auth.gr 1 TnAepwvnoTe oTo 2310-995973.

Eav TeAikG anoQagioeTe va AGBETE HEPOG OE AUTNV TNV £PEUVA HNOPEITE va

KPATNOETE €va avTiypa@o Tou NapovTog EVTUNOU.
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