
 

 

Europeana Learning Scenario 
 

Title   

VR/ AR:  “GUERNICA- 2019. From the painting to the bombing” 

Author(s) 

Ángeles Anaya García- Tapetado  

Summary 

Table of summary  

Subject Technology, History. 

Topic Building and designing a prototype (Cardboard VR) and design afterwards VR and AR images and materials with 
different app  that allows seeing images from Europeana to discover the Guernica painting (1937); its hidden 
meaning, the aims of the author, Pablo Picasso, and make possible to connect the painting with real images of 
the city’s bombing.  Additionally, students will create a poster giving extra info of the painting 
The idea is to show the results in our Science Fair in which all the visitor will be asked to write down on 
Mentimeter a word that evokes from the painting, by asking them to Imagine that they are explaining this 
picture to their blind friend. After that, visitors could build their own V/ AR  goggles or use one of ours to do the 
rest of the activity.  

Age of 
students 

14-16 

Preparati
on time 

1 Session for coordination of Teacher 

Teaching 
time 

2 Sessions: Presentation of interdisciplinary project. Building the cardboard VR. Preparing the exhibition for the 
fair with Technology Department and Social Sciences 
4 Sessions: Selecting images, studying and research info obout them and creating posters, evaluation of the 
activity 
The display will take place during our IES Consaburum science fair, that will be on may the 4th 

Online 
teaching 
material  

Podcast: interpretation of the painting by the scholar Beverly Ray  
Mentimeter word panel:  

How to make a Cardboard VR easy - https://youtu.be/8qNmRi-gNqE.  
Google Cardboard: https://vr.google.com/cardboard/ 
Any software that allows to produce an infographic or a poster:  Canva, Genial-ly. 
VR: Discovery VR, Nearpod VR lessons 

 Google app for AR: https://developers.google.com/ar/ /  Edshelf collection: https://edshelf.com/tool/augment/ 

  

Offline 
teaching 
material 

Cardboard, scissor, gum , scale , 1 pair of biconvex lens per Cardboard VR or VR lens made by cardboard to do-it-
yourself  

European
a 
resources 
used 

Curated dataset of images from Europeana - https://pro.europeana.eu/  
https://www.europeana.eu/portal/es/record/2022701/oai_helvia_uco_es_10396_7856.html?q=guernica#dcId=
1547657191349&p=1 

https://www.mentimeter.com/
https://youtu.be/8qNmRi-gNqE
https://vr.google.com/cardboard/
https://app.schoology.com/course/1105975170/materials/link/view/1122741170
https://app.schoology.com/course/1105975170/materials/link/view/1122741194
https://developers.google.com/ar/
https://edshelf.com/profile/cbeyerle/augmented-reality-for-education
https://edshelf.com/tool/augment/
https://pro.europeana.eu/data/vintage-stereoscope-cards
https://www.europeana.eu/portal/es/record/2022701/oai_helvia_uco_es_10396_7856.html?q=guernica#dcId=1547657191349&p=1
https://www.europeana.eu/portal/es/record/2022701/oai_helvia_uco_es_10396_7856.html?q=guernica#dcId=1547657191349&p=1
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Licenses 

 Attribution ShareAlike CC BY-SA. This license lets others remix, tweak, and build upon your 

work even for commercial purposes, as long as they credit you and license their new creations 

under the identical terms. This is the license used by Wikipedia and is recommended for 

materials that would benefit from incorporating content from Wikipedia and similarly licensed 

projects. 

Integration into the curriculum 

Technology : Designing and building a prototype: Cardboard VR/ AR  

Social Sciences: 2nd Republic and Spanish Civil War 

Arts: Guernica Painting 

Ethics: human being conflicts  

Aim of the lesson 

The aim of this interdisciplinary project is to join in an exhibition very significant for our school: the 

annual IES Consaburum science fair. All our attendants will have the opportunity to discover all the 

hidden meanings and history around the worldwide known masterpiece the Picasso’s Guernica (1937) 

with cardboard VR/AR made by them or by using one of our own. That will allow seeing images of the 

painting and of the bombing from Europeana, modifying with some apps of VR/AR to discover the 

Guernica painting (1937); its hidden meaning, the aims of the author, Pablo Picasso, and make possible 

to connect the painting with real images of the city’s bombing.  Additionally, students will create a 

poster giving extra information of the painting 

The idea is to show the results in our Science Fair in which all the visitor will be asked to write down on 

Mentimeter a word that evokes from the painting, by asking them to imagine that they are explaining 

this picture to their blind friend. After that, visitors could build their own VR goggles or use one of ours 

to do the rest of the activity.  

Project Based Learning. Collaborative Learning. ICT tools for learning, learning by doing 

21st century skills 

1. Content Knowledge and 21st Century Themes: This LS focus on History, Arts, Technology and 

Ethics 

2.  Learning and Innovation Skills: Students are asked to give a solution to a problem (build, 

research and prepare an exhibition to show their results) by means of collaborating together 

3. Information, Media and Technology Skills: Students need to conduct a research on painting, 

the history about the Spanish civil war, the bombing of Guernica and ICT tools for creating 

AR/VR images. Also they have to express their feelings about it, make other people think about 

the consequences of conflicts and organize all the information about the painting in a 

infographic.  

4. Life and Career Skills: All the initiative of the activity relies on the groups of students as the 

teacher in only a mentor in the process. They will have to organize themselves to reach all the 

learning products and make the information attractive for the attendances of the fair.  
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Activities 

Name of 
activity 

Procedure Time 

00 Technology and Social Sciences teachers meet to agree upon timeline of 
interdisciplinary project and materials needed. 

1h 

01 Social Sciences – Teacher presents project. Distributes students in groups. 
Research of images about Guernica booming and the painting from Europeana. 
Podcast with Audacity about the interpretation of the painting by the scholar 
Beverly Ray  

Creating the posters (Canva/ Genially) with information that connects the 
bombing with the painting  

2h 

02 Technology –Teacher projects the How to make a Cardboard VR Easy video to 
students and materials needed for doing so.  Creating AR images with the tool 
Augment and de VR images with Discovery VR/ Nearpod VR lessons  from the 
ones selected of Europena. Mentimeter app  design for the fair  

2h 

03 May the 4th: IES Consaburum Science Fair: Students show the whole project at 
the exhibition in a relevant place of the school with the posters and the 
cardboard VRs. All the educational community of the school is invited to 
attend the exhibition. 

1day 

04 Technology and Social Sciences teachers meet to evaluate the activity and give 
feedback to students groups.  

1h 

 

  

https://app.schoology.com/course/1105975170/materials/link/view/1122741170
https://app.schoology.com/course/1105975170/materials/link/view/1122741194
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Assessment 

 % final 
mark 

10 8 5 3 

Technology 
teacher 
observation 

20% 

All group 
members have 
actively worked 
and helped each 
other 

Almost all group 
members have 
actively worked 
and helped each 
other 

Half group 
members have 
actively worked 
and helped each 
other 

There is a clear 
lack of 
collaboration 
among group 
members 

Social 
Sciences 
teacher 
observation 

20% 

All group 
members have 
actively worked 
and helped each 
other 

Almost all group 
members have 
actively worked 
and helped each 
other 

Half group 
members have 
actively worked 
and helped each 
other 

There is a clear 
lack of 
collaboration 
among group 
members 

Technology 
deliverables 

30% 

2 Cardboard VRs 
have been 
delivered. The 
group has 
created their 
part of the 
exhibition 

1 Cardboard VR 
has been 
delivered. The 
group has 
created their 
part of the 
exhibition 

1 Cardboard VR 
has been 
delivered. The 
group has 
needed help in 
creating their 
part of the 
exhibition 

No Cardboard 
VR has been 
delivered 

Social 
Sciences 
deliverables 

30% 

2 posters have 
been delivered. 
The group has 
created their 
part of the 
exhibition 

1 poster has 
been delivered. 
The group has 
created their 
part of the 
exhibition 

1 poster has 
been delivered. 
The group has 
needed help in 
creating their 
part of the 
exhibition 

No poster has 
been delivered 

 

******************************* AFTER IMPLEMENTATION ******************************** 

Student feedback 

The activity has been a success because the students learning and enjoy at the same time. The idea of 

making their own VR goggles was very motivational; they also customized them and that was an 

incentive for working on the Europena materials. The images of the bombing were shocking and the 

analysis of Picasso’s masterpiece very touching as well.  

Teacher’s remarks 

The students were more involved in the activity because the tasks combined visual activities with hands- 

on ones. The material was accessible thanks to Europeana and the VR made the activity more enjoyable.  
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Visitors’ remarks 

The activity was shown in our Science Fair which was open to the rest of the community. All the visitors 

experienced the Virtual Reality while learned a bit more about our history thanks to the images of 

Europeana. The cardboard VR goggles were made by the students which gave an extra- value to the 

activity.  
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About the Europeana DSI-4 project 

Europeana is Europe’s digital platform for cultural heritage, providing free online access to over 53 million digitised items drawn 

from Europe’s museums, archives, libraries and galleries. The Europeana DSI-4 project continues the work of the previous three 

Europeana Digital Service Infrastructures (DSIs). It is the fourth iteration with a proven record of accomplishment in creating 

access, interoperability, visibility and use of European cultural heritage in the five target markets outlined: European Citizens, 

Education, Research, Creative Industries and Cultural Heritage Institutions. 

European Schoolnet (EUN) is the network of 34 European Ministries of Education, based in Brussels. As a not-for-profit 

organisation, EUN aims to bring innovation in teaching and learning to its key stakeholders: Ministries of Education, schools, 

teachers, researchers, and industry partners. European Schoolnet’s task in the Europeana DSI-4 project is to continue and 

expand the Europeana Education Community. 

https://www.europeana.eu/portal/en
http://www.eun.org/home

