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AR in Education

• (Akcayir, Akcayir, 2017; Wang, et al., 2017; Radu, 2014; Yuen, 
Yaoyuneyong, Johnson, 2011), suggest educators and 
designers need to collaborate in terms of creating sound 
pedagogy to develop AR applications that maximise on 
learning outcomes. 

• A study by Silva et al. (2019) found that although educators 
did recognise the potential of AR, the adoption of such 
technologies within mainstream schools is rare. 

• (Kerawalla, Woolward, Luckin, 2006; Bistaman, Idrus, Rashid, 
2018) specifically demonstrate AR provides a positive impact 
on a teaching and learning experience for primary science 
education. 

Primary Education: Science

• (Wellcome Trust, 2017) that primary teachers within the UK 
education system are now only managing to devote on average 1 
hour and 24 minutes per week in teaching science.

• Ofsted warned that science “has clearly been downgraded in some 
primary schools” since the key stage 2 science test was scrapped in 
2009.



Service Design Thinking Process

Stickdorn, Hormess, Lawrence and Schneider (2018)
This is Service Design Thinking

5 Principles of Service Design

1. User Centred
Experiences are customer focused.

2. Co Creative
All stakeholders are part of the process.

3. Sequencing
The service should be visualized as a sequence of
Interrelated actions.

4. Evidencing
The service should be visualized in terms of 
physical artefacts. 

5. Holistic
The entire environment of a service should be 
considered. 



Stakeholders



Exploration:
Classroom Observations



Exploration:
Focus Groups / Design Sprints



Exploration:
Empathy Canvas Maps



Exploration:
Empathy Canvas Map (Challenges)
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Exploration:
Empathy Canvas Maps (Challenges)
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Empathy Canvas Maps (Benefits)



Exploration:
Summary
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Exploration:
Augmented Reality Service



Creation:
Concept Work

Science Event / Science Capital  / Introduction in AR / Change Content (Cloud based)
/ Image Recognition / Time Preparation / Deep Dive / Active Learning / Group Work / Accessibility



Creation:
Concept Work



Creation:
Customer Journey Mapping



Creation:
Customer Journey Mapping

5 Stations:
1. Questions 
2. Discussion Point
3. Video
4. AR Experience
5. AR Interactive
6. Reflection

7. Quiz



Creation:
Character Design
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Creation:
Character Design






Creation:
Character Design






Creation:
Mechanics (Blueprint)



Creation:
Storyboarding



Creation:
Mechanics



Creation:
Mechanics






Thank you.
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