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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 Al Drug Matchmaker AR exercise transforms abstract concepts in biotechnology,
chemistry, and Al into an interactive, hands-on learning experience. Students explore a
simplified drug discovery process by guiding a virtual Al to select the correct drug molecule
for a disease target. 3D visualizations show molecular interactions in real time,
demonstrating stable bindings for correct choices and failures for incorrect ones. This
combines Science (molecular biology, chemistry), Technology (Al and AR tools),
Engineering (designing drug-target interactions), Art (visualizing molecular structures), and
Math (analyzing interactions and binding efficiency), creating a meaningful STEAM learning
experience.

Which pedagogical objectives are addressed through this scenario?
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Understand Molecular Interactions: Learn how molecules bind to disease targets and
how Alfassists in drug discovery.

Develop Critical Thinking: Evaluate different molecules and predict their binding
Encourage Exploration: Test multiple solutions in a safe, virtual environment and
analyze outcomes.

Foster STEM Engagement: Experience the role of Al in biotechnology interactively,
promoting curiosity and understanding of complex scientific processes.

The exercise helps students gain knowledge about drug discovery, molecular interactions,
and Al applications while also fostering problem-solving, analytical thinking, and practical
reasoning skills.

Through the Al Drug Matchmaker AR activity, students will understand key concepts of
molecular binding, drug targeting, and Al-assisted prediction. By interacting with 3D models and
testing different molecules, they practice experimentation, reflection, and analytical thinking.
The immersive AR environment encourages active participation and strengthens conceptual
understanding, which is difficult to achieve with traditional lectures alone.

AR makes complex molecular and computational concepts tangible and visually accessible,
enhancing engagement, motivation, and comprehension. Students gain hands-on experience
in a safe, interactive setting, allowing them to experiment with trial-and-error without real-
world risks. The exercise also improves problem-solving and reasoning skills while fostering

interest in biotechnology, chemistry, and Al, providing both knowledge and an interactive
learning experience.
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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/SXQ-UFM
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