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his document is to create guidelines to help the project
dealing with school children, 14-19 aged, to create and
ercises using Augmented Reality technology.

end, a series of templates have been created that define exercises
a methodological, pedagogical and technological point of view.

\ good written description, along with images, videos or sketches of the
exercise is very important for experts to understand the idea. This will be
art of the “General Information” template.

On the other hand, it will be important to define what STEM topic/subject
each exercise is intended for and how AR technology can help students or
staff or people interested in it when they use these exercises. In addition,
people interested in the exercise can understand the usefulness of
augmented information, and it will be necessary to explain the benefits.

During the process of defining the augmented information that each
exercise will offer, staff working with teachers will be able to develop
innovative ideas that make it easier to learn teaching concepts in an easier

be able to view the contents explained by professionals
eal world in the form of text, 3D model, image, video,
elp them focus their attention on exercise and

ssociated concepts. N

of the following points:

t AR technology BIDSL"‘T'DU
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information

essary to report the generic information of the
be recognised.

Name of the
exercise:

Description of the
exercises:

Participants:

Participants’ age
range:
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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).
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al specifications

ormation on how to use the exercise in the learning
esults and benefits of using it, from a pedagogical

augmented information be used to address a STEAM
more interesting way for students?

Using a mobile device (tablet or phone), students will scan the QR code that will
take them into the game. Once inside the laboratory, they will have to explore their
surroundings to interact with augmented reality. Through the hunting, they will

| learn in a fun and playful way what nanotecnology are and how they can be used.

Whic)[vpedagogical objectives are addressed through this scenario?

The educational objective of this game is to improve students' logical skills. In
addition to acquiring new knowledge on the subject matter, students will have to
figure out for themselves how to interact with the surrounding space and what
order of information will be useful for completing the game.
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B be reached with its use?

Nanopharmaceuticals are a complex topic to understand when studied, especially
since research in this field is still ongoing. The game can improve understanding
of this specific topic. providing players with more opportunities to learn
independently and expanding their curiosity.

ich benefits are expected to be reached with its use?

Students can improve their technical and IT skills through the use of augmented
reality. By improving their proprioception and gestures, they can acquire greater
skills for their future. The game mode will make the educational experience more

enjoyable, improving empathy when dealing with challenging and
difficult-to-understand topics.
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specifications

to specify whether the exercise was
ented with AR technology. This part is
> translation process. Please include text, audio text and

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

are however those of
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If Image

If Text

If video

If audio

If 3D model
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