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General Information

Name of the
exercise:

Description of
the exercises:

Participants:

Participants’ age
range:

STEM subject
and specific
topic:

Gamification
process:
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Written or
graphic
description of

Augmented info:

External (or

extra) tools
required

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

Genetic diseases involve invisible molecular processes that are difficult to understand
through traditional teaching methods. By designing an AR quiz, students visualize DNA
mutations, protein malfunctions, and gene-editing solutions in 3D, making abstract
concepts tangible. The gamified structure increases motivation and engagement while
supporting inquiry-based and creative learning.

e Understanding the genetic basis of diseases
Recognizing different types of genetic mutations
e Linking biological causes with real-world health consequences
Developing digital, visual, and scientific communication skills
e Encouraging ethical reflection on genetic technologies

Through this exercise, students gain a deeper conceptual understanding of genetic
diseases and bio-inspired solutions. They learn not only by answering questions but by
designing meaningful assessment content, reinforcing knowledge through creation,
testing, and peer feedback.

Improved comprehension of complex genetic processes
Increased motivation through gamification

Development of collaboration and critical thinking skills
Enhanced digital literacy and confidence in using AR tools
Positive attitude toward science-based problem solving
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s necessary to specify whether the exercise was designed to be implemented
hnology. This part is fundamental for the translation process. Please include
o text and all the necessary materials.

AR INFORMATION

Technology

If it’s needed a
marker,

description of the
marker

Hardware
and software
needed:

Type of
Augmented data

Written
description of the
AR data

If Image

If Text

Project Numb:
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If video

If 3D model
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