Co-funded by
the European Union

WP3- A3
Adaptation of the
revious units to

the new gamify

o

Yo §

BIOSHY0U

AR 20

BIO-INSPIRED STEM TOPICS FOR ENGAGING YOUNG GENERATIONS
THANKS TO THE USE OF AUGMENTED REALITY

Project Number: KA220-BW-23-30-126516

"Funded by the European Union. 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 European
Union nor EACEA can be held responsible for them.”

9 5% C2IP=S Eduact

e




Co-funded by
the European Union

Q Project Number: KA220-BW-23-30-126516

"Funded by the European Union. 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 European
Union nor EACEA can be held responsible for them.”



Co-funded by

the European Union

The purpose of this document is to create guidelines to help the project staff
that are dealing with school children, 14-19 aged, to create and re-adapt
exercises using Augmented Reality technology.

Tothis end, a series of templates have been created that define exercises from
a methodological, pedagogical and technological point of view.

A good written description, along with images, videos or sketches of the
exercise is very important for experts to understand the idea. This will be part
of the “General Information” template.

Onthe other hand, it will be important to define what STEM topic/subject each
exercise is intended for and how AR technology can help students or staff or
people interested in it when they use these exercises. In addition, people
interested in the exercise can understand the usefulness of augmented
information, and it will be necessary to explain the benefits.

During the process of defining the augmented information that each exercise
will offer, staff working with teachers will be able to develop innovative ideas
that make it easier to learn teaching concepts in an easier way.

All students will be able to view the contents explained by professionals
projected in the real world in the form of text, 3D model, image, video, sound...
This will help them focus their attention on exercise and more easily
assimilate the associated concepts.

This document consists of the following points:

e Information about AR technology

e How to define AR exercise thanks to the template:
o Generalinformation
o Pedagogical specifications
o Technical specifications
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In this part it will be necessary to report the generic information of the
exercise so that it can be recognised.

Name of the
exercise:

Description of the

exercises:

Participants:
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Participants’ age
range:

STEM subject and
specific topic:

Gamification
process:

Written or graphic
description of
Augmented info:

External (or extra)
tools required

Links (video,

images, text online
and so on).
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Here we will collect information on how to use the exercise in the learning

session and the results and benefits of using it, from a pedagogical
perspective.

How can this augmented information be used to address a STEAM
topic in a more interesting way for students?

With augmented reality, students don’t just read about carbon emissions—
they see the changes happening to the planet right in front of them.

Watching the Earth's atmosphere change over time makes learning more
exciting and easier to understand.

It brings science, technology, and storytelling together in a way that feels like
a game. not a lesson.

Which pedagogical objectives are addressed through this scenario?

This activity helps students understand how human actions have
changed the climate over time. It teaches them to read and compare
data in a visual and interactive way. They also learn to think critically
and work together when solving the challenge.

Which results are expected to be reached with its use?

Students will remember climate facts better because they
experienced them in a fun, hands-on way.
They’ll feel more curious and confident when talking about climate
change. In the end, they will better understand why carbon emissions
matter—and what we can do about them.
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Which benefits are expected to be reached with its use?

Students become more engaged and motivated because learning feels like a
game. They develop digital and visual thinking skills while exploring real-
world climate issues.

Most importantly, they feel more connected to the topic and more
empowered to make a difference.
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In this part it is necessary to specify whether the exercise was designed
to be implemented with AR technology. This part is fundamental for the
translation process. Please include text, audio text and all the necessary
materials.

AR INFORMATION

Technology

If it’s needed a
marker, description
of the marker

Hardware

nd software
needed:

Type of Augmented
data
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Written description
of the AR data

If Text

If video

If audio
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If 3D model
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