Navigating Futures: Empowering Year 11–13 Learners Through Virtual Reality Future Pathways Exploration
Presenters: Trudy Harrison (add others if needed)
 Format: 60-minute Interactive Workshop

Introduction
As future pathways become increasingly complex and diverse, innovative tools are needed to help senior learners explore possibilities in meaningful and engaging ways. This workshop explores the use of Virtual Reality (VR) as a powerful, immersive tool for future pathways exploration with Year 11–13 students.
Drawing on the Leaving to Learn | He Whai Taumaru approach at Te Aho o Te Kura Pounamu (Te Kura), this session demonstrates how VR can bridge the gap between imagination and real-world experience and particularly for distance learners and those with limited access to workplaces. However it could be easily adapted for other kura too. VR enables learners to “step into” future pathways environments, experience industries first-hand, and explore pathways in a safe, accessible, and engaging way. The integration of VR within He Whai Taumaru reflects a future-focused, inclusive approach that expands access to authentic learning experiences for all ākonga.

Objectives
Participants will:
· Understand the role of immersive technologies in Future Pathways exploration 
· Explore how VR can enhance access to Future Pathways experiences for diverse learners 
· Learn practical strategies for integrating VR into Future Pathways education for Years 11–13 
· Identify ways to connect VR experiences with real-world pathways (shadowing, internships) 
· Develop approaches that support learner engagement, curiosity, and informed decision-making 

Workshop Content
Participants will engage with:
· The role of VR in expanding access to Future Pathways exploration 
· Examples of VR use in exploring industries and workplaces 
· Strategies for integrating VR into existing Future Pathways education programmes 
· Approaches to linking VR experiences with real-world opportunities (e.g., shadowing, internships) 
· Considerations for safety, accessibility, and culturally responsive use of technology 

Interactive Elements
This workshop is highly participatory and includes:
· Demonstrations of VR Future Pathways exploration experiences 
· Group discussions on opportunities and challenges of VR integration 
· Case studies from Te Kura’s implementation of VR with kaiwhakatere 
· Hands-on planning of a VR-integrated Future Pathways exploration activity 
· Opportunities to share ideas and co-design approaches with peers 

Learning Outcomes
By the end of the session, participants will:
· Gain practical strategies for using VR to support Future Pathways exploration in Years 11–13 
· Understand how immersive technologies can enhance engagement and broaden access 
· Develop ideas for integrating VR into their own contexts 
· Be equipped to connect virtual experiences with real-world learning pathways 

Success Criteria
Success will be demonstrated through participants’ ability to:
· Design engaging, VR-supported Future Pathways exploration experiences 
· Integrate immersive technologies into existing programmes in meaningful ways 
· Articulate how VR can support equitable access to Future Pathways opportunities 
· Develop an actionable plan for implementation in their own context 

Alignment with Conference Theme: Navigating the Future
This workshop aligns with the conference theme by equipping educators and learners with tools to navigate an increasingly digital and interconnected world. Just as our learners must navigate uncertain futures, VR provides a way to explore multiple pathways, test possibilities, and build confidence before stepping into real-world environments. It represents a modern form of wayfinding and using technology to open up new horizons and guide learners toward informed and empowered futures.

