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Written or
graphic
description of
Augmented info:

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 Rainwater Harvesting AR exercise makes the study of water conservation and
sustainable urban planning interactive and engaging. Students explore a virtual house,
observing how rainwater is collected, stored, and reused in everyday spaces like the rooftop,
kitchen, bathroom, and garden. Animations and visual overlays demonstrate the water flow,
storage processes, and environmental benefits in real time. This combines Science
(hydrology, environmental impact), Technology (AR tools), Engineering (designing water-
efficient systems), Art (visualizing sustainable layouts), and Math (calculating water
savings), providing a playful and meaningful STEAM learning experience.

Which pedagogical objectives are addressed through this scenario?
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Understand Water Conservation: Learn how simple actions and infrastructure can
reduce'water consumption and environmental footprint.

Develop Critical Thinking: Analyze water usage in different areas of the home and make
ecisions about optimal rainwater harvesting practices.

Encourage Collaboration: Work individually or in groups to discuss findings, share
strategies, and provide feedback.

Foster Environmental Awareness: Experience the impact of sustainable water
management in an immersive, visual way, promoting responsibility and curiosity.

The exercise helps students acquire knowledge about water conservation while also
developing problem-solving, analytical, and collaborative skills rarely fostered through
traditional lectures.

Through the Rainwater Harvesting AR activity, students will understand how rainwater
harvesting functions in practical scenarios and how it contributes to water savings and
environmental sustainability. By interacting with animations and completing quizzes, students
practice experimentation, reflection, and critical thinking. The exercise promotes both
individual learning and collaborative exploration, as students discuss strategies, compare
solutions, and reinforce their understanding of sustainable water practices.

AR allows students to visualize water collection and reuse processes in an interactive and
memorable way. The immersive environment increases engagement, motivation, and
curiosity, while providing a safe space to explore and experiment with sustainable solutions.
Students also develop communication and teamwork skills, making the learning process both
practical and socially engaging. Overall, the activity fosters a positive connection to
environmental responsibility and empowers students to apply STEM knowledge to real-world
sustainability challenges.
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https://edu.delightex.com/RFV-DZP
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If video
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If 3D model
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https://www.youtube.com/watch?v=KsL56UiTKk0&t=115s
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