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“We strongly believe education is the base  for a wiser and more advanced society and a better future”
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SME founded in 2011 and located in Basque Country & La Rioja (Spain) 
specialized in Interactive Technologies (AR/VR) for industry, medtech and educational

projects; with innovative methodologies and digitalization of the learning process

1 MedTech Patent 

3 Technical Books

+30 International Articles



Key Innovators in Augmented Reality and Deeper Learning 





#Railway

#Automotion

#AerospaceIndustry 4.0



#HoloDeck4D
Patent  nº ES201630967

designed to improve the accuracy, speed and efficiency for 

clinical diagnosis of MRI/MRT systems in Nuclear 

Medicine (PET/TC) and Confocal Microscopy. 

Multipurpose viewer that covers the 3D 

visualization problems professionals have to 

understand complex concepts in any scope

MedTech







ADVISORY BOARD
EXECUTIVE STAFF
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Intellectual Output Period Days € Estimated % 1st year

1 The Playing with Protons Goes 
Digital Conceptual and 
Methodological Framework

06-2021 / 
05-2022

40 5480 100% 40 5480

2 The Playing with Protons Goes 
Digital Handbook of Resources

09-2021 / 
04/2023

40 5480 75% 30 4110

3 The Playing with Protons Goes 
Digital Online Platform

09-2021 / 
05-2023

50 6850 80% 40 5480

4 The Playing with Protons Goes 
Digital Assessment Guide and 
eTwinning toolkit

05-2022 / 
05-2023

40 5480 0 0 0

5 The Playing with Protons Goes 
Digital Recommendations 
Handbook for School Leaders, 
Policy Makers & Stakeholders

05-2022 / 
05-2023

20 2740 0 0 0

190 26030 58% 110 15070

1st year



Intellectual Output Task Needs and extended task explanation

1 The Playing with Protons Goes 
Digital Conceptual and 
Methodological Framework

The role of AR/VR elements in 
education.

Coordination with the rest of the
partners to provide not only a general 
approach of AR/VR to education but
specific definitions on how to make the
best use of the Augmented Class! 
Platform and its possibilities. 

2 The Playing with Protons Goes 
Digital Handbook of Resources

AR/VR games and activities Use cases and examples from other
partners to provide dedicated demos.

Multimedia content (3D, videos etc.) to 
integrate in the

3 The Playing with Protons Goes 
Digital Online Platform

Incorporating an AR/VR 
element into the platform

Coordination with the rest of the
partners to adapt the existing platform
Augmented Class! to meet the
requirements of the project.

Extra features for the integration (e.g. 
QR codes to map the points with AR 
projects)



Intellectual Output Task Needs and extended task explanation

4 The Playing with Protons Goes 
Digital Assessment Guide and 
eTwinning toolkit

Assessment of technology 
(AR/VR)-enhanced activities

Coordination with the rest of the
partners to create a homogeneous
assessment guide.

5 The Playing with Protons Goes 
Digital Recommendations Handbook 
for School Leaders, Policy Makers & 
Stakeholders

Identification of areas in the 
national educational policies in 
Greece, Italy, Spain and the UK 
that can incorporate elements 
of the Playing with Protons 
Goes Digital open schooling
strategies.

Playing with Protons Goes 
Digital and engaging with local 
educational stakeholders

CreativiTIC will collaborate with its
experience with different Spanish
schools and institutions to select the
best educational stakeholders for this
output to include in the
recommendations handbook.



Augmented Class! is a platform that allows users to create their own
augmented reality educational projects without any technical knowledge

Interactions help better concept 
understanding and gamifying 

the learning process.

From the beginning has an 
educational target.

Allows users to create, edit and 
visualize their own AR projects, 

doing it by themselves.

WHAT IS…?

OUR SOLUTION ELIMINATES BARRIERS UNIVERSALIZING THE ACCESS TO AUGMENTED AND VIRTUAL REALITY IN A LEARNING

SET



1

HOW…?

Create the projects

through the INVENTOR

USERS 

Teachers, Educators, 

Students, Parents etc.

2
Visualize and share the AR/VR 

through the different VIEWERS



KEYS

 EASY

 FAST 

 INTUITIVE

We democratize the use of Augmented Reality in Education!



METRICS

 Validated  

 Worldwide 

 Growing 

2014
|

2020
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