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External (or
extra) tools
required

Links (video,
images, text
online and so
on).

Pedagogical specifications

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?

The Restore our Ecosystem AR exercise makes learning about ecosystem restoration and
biodiversity engaging and interactive. Students explore a virtual degraded environment and
collect fallen trees to restore ecological balance. Embedded quiz questions connect
ecological functions to their choices, helping students understand cause-and-effect
relationships in ecosystems. This combines Science (ecology, biodiversity), Technology (AR
tools), Engineering (designing restoration solutions), Art (visualizing landscapes), and Math
(planning spatial layouts and estimating ecosystem impacts), creating a hands-on and
meaningful STEAM learning experience.
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'Develop Critical Thinking: Make decisions about which plants and features to add,
reflecting on their ecological consequences.

Encourage Collaboration: Work individually or in small groups, share strategies, and
provide peer feedback on restoration choices.

Foster Environmental Awareness: Experience the impact of human actions on
ecosystems in an immersive, interactive environment, motivating curiosity and
responsibility.

The exercise helps students gain knowledge about ecological processes while also fostering
problem-solving, analytical thinking, creativity, and teamwork—skills that are challenging to
cultivate through traditional lectures.

Through the Restore our Ecosystem AR activity, students will understand how plants, water
features, and pollinators interact to restore ecological balance. By actively designing a restored
ecosystem and completing quiz questions, students practice experimentation, reflection, and
critical thinking. The gamified and immersive environment enhances engagement, and
collaborative exploration encourages discussion, comparison of strategies, and reinforcement
of ecological knowledge.

AR allows students to visualize ecological processes and restoration outcomes in a dynamic,
interactive way, making learning more memorable and engaging. The immersive experience
promotes motivation, curiosity, and creative problem-solving. Immediate feedback on correct
or incorrect choices reinforces learning and encourages reflection. Collaborative elements
strengthen communication and teamwork skills, providing a social and practical dimension to
STEM education. Overall, students develop a positive connection with environmental
stewardship and gain both knowledge and practical understanding of ecosystem restoration.
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AR INFORMATION

Technology

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

Hardware

nd software
needed:

Type of
Augmented data

Written description
of the AR data
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https://edu.delightex.com/BQY-PLF
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If Text

If video

If audio

If 3D model
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