PROJECT FICHE
	Title & acronym of the project
	Enriching Learning with Augmented Reality Simulations for Interactive Science
iScienceAR(Acronmy)

	Programme
	ERASMUS +

	Key action
	Key Action 2: Cooperation for innovation and the exchange of good practices

	Action
	Strategic Partnerships – School Education-Partnerships for Digital Education Readiness

	Duration of the project
	24  months

	Deadline
	22th of March 2023

	Budget
	250.000€

	Developing organization
	

	Contact person
	

	
	

	Erasmus+ priorities

	
· Innovative practices in a digital era
· As stated in the Partnerships for Digital Education Readiness (in the fields of school education) From starting to now on, Because of the pandemic crisis we have been facing challenges presented by the recent sudden shift to online and distance learning, including supporting teachers to develop digital competences. National Education systems hit hardly by lockdowns and afterwards adaptation to remote teaching but the lessons which needs practical exercises like science education has been hit worse than other lessons. Science lab experiments no longer performed through zoom or distance learning apps.
· Laboratory activities are playing a substantial role in supporting scientific learning fields by enabling students to obtain practical skills through experiments and by giving them the chance to have a more profound understanding of the content.The Augmented Science project is aiming to create Augmented reality-enriched simulations designed to improve learning approaches by introducing 3D and interactive scenario-based lab environments(experiments) that brings labs into students homes via tablets or mobile phones.
· Augmented Science projects aims to develop IO2- Android & ios app to be used within the tablets or smartphones IO3- AR-enriched simulations IO4-Learning Management System-LMS in which perfectly fits into Innovative practices in a digital era priority.	


	Target group/s

	Science teachers, secondary school students(11-15 age),public educational authorities,Science education centers





	SUMMARY/RATIONAL




Today, the Covid 19 pandemic poses serious risks in the functioning of many industries globally. Undoubtedly, one of the most important sectors has been hit hard is education. With the global epidemic, face-to-face education has come to a halt in many countries, and teachers and students are trying to continue their learning and teaching activities with online education and distance education tools. With the increasing uncertainty in the global epidemic, the possibility of experiencing pandemic and similar crisis situations in the next period further accelerates the digital transformation activities discussed in the field of education. Being caught unprepared for this rapid transformation endangers the sustainability of education. In this context, if alternative ways related to learning and teaching activities cannot be investigated, the learning losses may face more difficult situations in the upcoming future.

  Under the title of “Partnerships for Digital Education Readiness”, one of the activities that will be especially developed is “to understand how best to incorporate digital online technology into subject-specific teaching, training and learning, including work based learning”.
When the field researches are examined, it is due to the fact that in the distance learning process in the context of Covid19, not all of the teachers have adequate skills for distance education and face various problems related to hardware, software and technological skills (Burke, Dempsey, 2020). It was determined that they were encountering performance loss.

Within the EU commission's call, research reports and realistic needs analysis results from the field show that teachers need technological software and tools that will enable students to active learning and create pedagogical learning opportunities in the process of Covid 19.
Considering this need, science teachers are perhaps one of the most disadvantaged branch teachers in the context of school education. Because of its nature, the science branch does not only aim for students to reach content knowledge but also aims to enable students to acquire scientific process skills such as collecting data through experimentation and observation, creating dependent-independent variables, and also having components that are part of scientific literacy and PISA literacy, such as evidence-based thinking and argument generation. Maybe, compared to other branches, it emerges as a discipline in which students most urgently need not only content knowledge, but also learning environments that they will have to do hands-on-minds on knowledge by applying experiments and observations.
For this reason, the Augmented Science project aims to design an Augmented Reality(AR) based learning environment that will support science teachers' science learning and teaching processes and bring science labs to students tablets or mobile phones.Since students can reach compulsory education not properly but somehow through zoom or any existing remote learning environments but indeed students and science teacher are not able to perform their lab practicalities via zoom or etc..From this point of view, science education hit hardly than any other branches.Because without lab experiments and hands-on practices science education can not be fulfilled adequately.Such AR-enriched simulations are needed to make science education reachable-attractive and continue active learning.
In line with this goal, the Augmented Science project will produce 4 disruptive outputs:IO1- lab scenarios that will support science learning process, IO2 Android / IOS app IO3 AR-enriched simulations and IO4-LMS-Learning Management system.Thanks to the Augmented Science project, which is based on the priority of "how best to incorporate digital online technology into subject-specific teaching, training and learning, including work based learning" included in the call text, it will create a capacity for science teachers and students in EU countries.





	AIM AND OBJECTIVES



The Augmented Science project will have generated products and pedagogical learning environments during and after its completion over science teachers,students, participating organizations,universities, science centers and hubs.
These results can be categorized as,
*Results that help to fight with Pandemic situations
*Academic results
*Pedagogic results
*Digital Pedagogical results

Results that help to fight with Pandemic situations
This pandemic crisis has exposed the many inadequacies and inequities in our education systems – from access to the compulsory education and computers needed for online education, and the supportive environments needed to focus on learning such as hands-on training in schools lab.
Augmented Science project will come up with practical solutions through Augmented Reality(AR) simulations and Learning Management System that allow students to access their lab experiments as well as overall practical science education activities.Such a AR platform makes science education attractive,desirable and most importantly reachable during the pandemic crisis.

*Bringing the face-to-face education lab environment to their tablets and computers and contributing to students' active science learning as a response to the disadvantageous environment caused by Covid-19.
*Design an Augmented Reality(AR) based learning environment that will support science teachers' science learning and teaching processes and improve the students' science concept thinking.
*Promoting scenario-based experiments and improving embodied interaction in technologically-enriched learning materials by means of Learning Management Systems.
Specific aims are,
*Presenting scenario-based simulations using AR Based E-Activities over highly abstract, difficult to understand, and/or dangerous activities in a Science course to facilitate science teaching to students
	PROJECT OUTPUTS/ INTELLECTUAL OUTPUTS


	
WP1-Project Management and Implementation

WP2- Science Course Content-Scenario-Enriched Activities e-Book
WP3: AR-Enriched Experiments and Simulations

WP4- Web-based Active Learning System (WALS)

WP5- Dissemination and Exploatiation 

	LEARNING/TEACHING/TRAINING ACTIVITIES



C1 - How to Use AR simulation and experiments in Science Classes

A specific Learning Training Teaching(LTT) event is dedicated to science teachers and first-hand experience for partner organizations as well.The major target group is science teachers.As stated in the selection of participants section each partner will join with 3 science teachers. It will take 5 days at the premises of Piriteknoloji technology transfer office, The goal of the activity is teaching science teachers how to use AR-enriched simulation into their science teachers.More importantly, not just to improve just technical knowledge of AR software but to didactical and pedagogical usage of such simulations in distance learning times.
5 days intense programme will allow participants to acqiure needed qualifications and competencies from the real source of developer and academicians as well. 

1st day Arrival of the participants-Welcome dinner and ice.breaking Information will be given on the use of immersive technologies in education. Teachers and students will be made aware of the benefits these technologies contribute to our daily life. 

2nd day: The place of Augmented Reality Based Simulations among Immersive Technologies and the different aspects of this technology from 2D simulation applications will be explained with practical examples. Also, the use of this technology in educational settings will be explained with practical examples. 

Third Day: Information will be given on the use of augmented reality in Science Education. Incomprehensible and abstract concepts in science education will be visualized with the help of AR simulations and teachers will be told how to enrich the science education curriculum with this technology with the help of practical examples. 

Fourth and Fifth Day: A two-day training will be provided to increase the technical knowledge and skills of teachers in preparing content with augmented reality technology. Thus, teachers will be able to contribute to the enrichment of the contents in the science education curriculum with this technology. And departure of the participants. 

Infopack will be sent to participants 2 weeks earlier to the event.






	MANAGEMENT, QUALITY CONTROL AND PROMOTION, DISSEMINATION & EXPLOITATION, PILOTING & FINE-TUNING ACTIVITIES



Project management 

In the e-form

Promotion, dissemination and exploitation

In the e-form



Quality Control, Evaluation and Monitoring 


In the e-form


Piloting and Fine-tuning

20 science teachers and 250 students across all participating school including digital piloting




	PROPOSED PARTNERSHIP



	A/A
	ORGANIZATION
	COUNTRY
	Approx Budget
	ROLE
	MAIN RESPONSIBILITIES

	1
	University of Lodz
	Poland
	45k-50k
	APPLICANT
	WP1-Management and Implementation

	2
	Polygonal North oy
	Finland
	45-50k
	PARTNER
	WP4- Web-based Active Learning System (WALS)

	3
	Innovation Hive
	Greece
	30-35k
	PARTNER
	WP5- Dissemination and Exploatiation

	4
	Piriteknoloji ltd
	Turkey
	25k-30k
	PARTNER
	WP3:AR-Enriched Experiments and Simulations

	5
	Uludag University
	Turkey
	35-40k
	PARTNER
	WP2- Science Course Content-Scenario-Enriched Activities e-Book


	6
	Polish School(waiting confirmation)
	Poland
	30-35k
	Partner
	Piloting-Impact Raising

	
	
	
	
	
	



