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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:

Written or
graphic
description of
Augmented info:

External (or
extra) tools
required

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

nd do not
(EACEA).


https://edu.delightex.com
http://tinkercad.com/
https://edu.delightex.com/MMU-REK

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.

Augmented Reality combined with student-created 3D models transforms the STEAM
topic of viruses from an abstract and microscopic concept into a tangible, interactive
learning experience. By designing virus structures using Tinkercad Codeblocks and
visualizing them in AR through Delightex, students actively engage with biology,
technology, engineering, and digital design simultaneously.

Instead of passively observing images or diagrams, learners become creators of scientific
models. AR allows them to explore virus parts and types in three dimensions, enhancing
spatial understanding and curiosity. This creative, maker-based approach increases
motivation, supports inquiry-based learning, and helps students connect theoretical
biological knowledge with practical digital skills.

This AR-based exercise addresses the following pedagogical objectives:

To identify and describe the main structural parts of viruses

To distinguish between different virus types (e.g. enveloped/non-enveloped,
DNA/RNA viruses)

To understand the relationship between biological structure and function

To develop systems thinking through modeling biological entities

To foster creativity and problem-solving through digital making

To enhance digital, computational, and media literacy

To encourage inquiry-based, student-centered learning

Through the use of this exercise, students are expected to:
e Demonstrate a clearer and deeper understanding of virus structure and
classification
Accurately explain virus parts and their biological roles using their own models
Show improved spatial and conceptual understanding of microscopic systems
Apply biological knowledge creatively through digital modeling
Actively participate and show increased engagement compared to traditional
teaching methods
e The exercise supports both knowledge acquisition and the development of a
scientific mindset.
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ich benefits are expected to be reached with its use?

plinary benefits:
e Improved comprehension of virology concepts
e Better retention of knowledge through visual and hands-on learning
Practical and sensory benefits:
e Development of spatial reasoning and visualization skills
e Experience with digital design and AR technologies
Motivational and social benefits:
e Increased student motivation and confidence
e Reduced learning stress through gamified and creative tasks
e Enhanced collaboration, discussion, and peer learning
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echnical specifications

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
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for them."


https://edu.delightex.com/Studio/Spaces
https://edu.delightex.com/MMU-REK
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If Image

If video

If audio

If 3D model
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