
Co-thinking and Creation for STEAM 
diversity-gap reduction (CreaSTEAM)
2020-1-ES01-KA201-082601
Augmented Reallity PILL – by Dr. David Fonseca
EMAIL: david.fonseca@salle.url.edu

https://creasteam.eu/

https://ec.europa.eu/programmes/erasmus-
plus/projects/eplus-project-details/#project/2020-1-ES01-
KA201-082601

https://creasteam.eu/
https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/
https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/
https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/


Index

● AR History, uses, and Education

● Approach proposed

● Examples



1.- Little freak
history… 
… the collective imaginarium

1979

1984

19891987

20021977



2.- AR in our society



3.- AR in Education (1)
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3.- AR in Education (2)



3.- AR in Education (3): anatomy, 
science, 

VIDEO

VIDEO

VIDEO

http://youtu.be/EsmjDVz60Gw
http://www.youtube.com/watch?feature=endscreen&v=1RuZY1NfJ3k&NR=1
http://youtu.be/ynThJyeoP-s


4.- New systems and Interactions



5.- The approach proposed

● Conceptualization of the model (what), and the space (where and how) to 

view it.

● Design: From drawings and sketching to CAD model

● Modeling: basic models in TinkerCAD, complex models in AutoCAD (you can 

send them to us to model).

● Exporting in the correct format to AR Plattform: AR-Media

● Evaluate the best option: FREE or PAY for a license

● Visualization

● EVALUATION



5.- SOME EXAMPLES (1): House of CARDS (Charles & Ray Eames)

● Serious Game created in 1952: series of interlocking printed 

cards to form three-dimensional structures

● The images represent familiar, and everyday objects, containing 

32 cards in rigid cardboard and its images have been selected 

from the original Little version. The set is also available in 

Medium and Giant versions.

● OFFICIAL SITE: https://eames.com/en/house-of-cards

● https://www.eamesoffice.com/the-work/house-of-cards-2/

● https://shop.eamesoffice.com/medium-house-of-cards.html

● https://www.amazon.com/-/es/Charles-RAY-Eames-House-

Cards/dp/B001U1U4A4

https://eames.com/en/house-of-cards
https://www.eamesoffice.com/the-work/house-of-cards-2/
https://shop.eamesoffice.com/medium-house-of-cards.html
https://www.amazon.com/-/es/Charles-RAY-Eames-House-Cards/dp/B001U1U4A4
https://www.amazon.com/-/es/Charles-RAY-Eames-House-Cards/dp/B001U1U4A4


5,1. Previous Performances

● GAME4CITY (Spanish Government project UPC+La Salle 

URL)

○ How to design and contextualize urban/architectural 
ephemeral spaces using 3D forms based on the House of Cards 

pieces. 

○ ITERATION 1. GAME PLAY Expo at Barcelona 2020-2021 
(from BIM models to virtual haptic interactions, with panel 
presentations): 
https://www.facebook.com/watch/?v=219158269498870

https://www.facebook.com/watch/?v=219158269498870


5,2. Previous Performances

● Some examples of proposals and photo edition...



5,3. Previous Performances

● Some examples of proposals and photo edition...



2.- Previous Performances

● Some examples of proposals and photo edition...



● Some examples of proposals and photo edition...



5,4. Previous Performances

● From digital idea to 3D printing:



6. OTHER EXAMPLE: Access to the architectural culture for disabled people

"... of every sense, sight is 
the most superficial, the ear 
the sense most arrogant, 
the most voluptuous is 
smell, taste, the more 
superstitious and more 
variable, touch is the 
deepest and philosophical ". 
Diderot



6.1 Steps



6.2 Steps



7. Last Example: The “Falcones Project” a case study applying technology in the 
Humanities framework at high school level.

1. Selection of physical work on which to deploy the experience: the cover of the book ‘La Reina 
descalza’

2. Development of the contents :

○ Biography of the writer Ildefonso Falcones.

○ History of the gypsies in Spain, affecting the Great Raid of 1751. 

○ Slavery in Spain during the 18th century. 

○ Tobacco in the 18th century. 

○ The city of Seville in 1750.

○ The Coliseum of the Prince in the 18th century.
3. The presentation of the content with AR techonology



7.1
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