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UP School: Motion, Perception, Learning

Lino Cabras and Fabrizio Pusceddu

Abstract Thedesign strategy common to the educational spaces for the “UpSchool”
based in the metropolitan area of Cagliari aims to frame a flexible learning space
open to experimentation and the active exploration of places. Indeed, learning does
not merely mean collecting and memorizing information; it also requires the ability
to select, connect, understand and integrate, first by acquiring self-awareness and by
developing perceptual abilities. Space—as experienced in its dynamic dimension—
plays a crucial role in this process. The principles of the dynamic perception of
space established by the most important investigations in neuroscience of recent
years, were declared by the experimentations of the Bauhaus workshops, ahead
of their time, as being strongly related to space, body and mind. Beginning with
this premise, the “Up School” project—nursery, preschool and primary school—
integrates an innovative educational program with the spatial layout of its environ-
ments. These spaces are conceived as a fluid sequence of “affordances” where, from
an early age, children can shape their world within a perspective guided by good
sustainability practices, enabling technologies and psychomotor equilibrium. Thus,
the school system changes by being more conscious of its fulcrum: namely, the
psychosomatic dimension of the individual.

Keywords Exploration · Active perception · Sharing · Dynamism · Community ·
Flexible spaces

The very etymology of the word knowledge contains an active meaning, which
links the concept of testing reality with our need for choices, decisions and having
awareness of the world we live in.
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Whether it is the Italian conoscere (from the Latin cognoscere cf. “recognize”,
“gnosis”) or the English “knowledge” (“gnosis”), and whether it is voluntary or
involuntary, knowledge is the result of an action.

Awareness is the factor that explains reality as a complex entity with which we
interact by establishing relationships between physical objects and mental objects.
Thus the experiential condition becomes the foundation for understanding the world
and recognizing how reality is strongly affected by the way we describe, observe,
and perceive it sometimes subjectively, sometimes collectively.

Knowledge is no longer a cognitive concept, but it is directly linked to the need
for action. In order to act we need knowledge, but the only way we can have access
to knowledge is by acting. According to Berthoz, the reason for this process is the
intrinsic need of human beings to correlate the perceptive component with the motor
component, that is, “perceiving something as a function of” and “making something
as a function of”. The brain is the core of these operations and it acts as a conver-
gence tool between the two above-mentioned components, and also as an information
processing center and action simulator [1]. Even learning activities in school envi-
ronments are based on the same mechanism: the body is conceived as the essential
component in relations with the immediate surroundings and with other individuals;
motion is no longer considered a distracting element, but it has become the part
of a process that we know to be intrinsic to our cognitive system. The most recent
research in neuroscience appears to demonstrate a correlation betweenmotor patterns
and superior cognitive functions. Action is no longer understood to be a consequence
of a perceptual phase—with a consequent interpretation—but rather constitutes the
essential part of the process where all the components work simultaneously. This
process is not structured in clearly distinguishable phases, but rather in the actual,
or simulated, accomplishment of “motor actions” in which behavior is not seen as
“mere movements” [2]. As a driver of processes and actions, space plays a revealing
role in its surroundings and spontaneously suggests how they should evolve in the
future. From this point of view, it is evident that spatial control and its design are
foundational to the way human beings live, not only in terms of the functional need of
shelter, protection, and comfort, but rather as a new structure of shapes and possible
ways of inhabiting.

Today, we are keenly aware of the importance of the architecture of learning
spaces, which should enhance sharing and cooperation processes, and the
psychophysical well-being of individuals.

Pedagogical research confirms the need for architecture that is not conceived
merely as closed off areas that are dedicated to specific settings—schools—but as
spaces that can generate closer ties with the surrounding world, and that are modelled
on complex interactions.

One hundred years after the founding of the Bauhaus, its educational principles
have been largely confirmedby contemporary neuroscientific investigations, showing
the similarity with the most contemporary learning theories. Thus, according to the
program of the Staatliche Bauhaus Weimar described by founder Walter Gropius,
laboratory practice determines a synesthetic experience within a social and didactic
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community. The aim of the school was to educate the natural abilities of individuals
to understand the whole of existence, as a cosmic entity [3].

In the Bauhaus learning experience, it is even clearer that the study of form,
color and space is the main tool for understanding reality. The pedagogical
approach involves students starting a new learning process on a tabula rasa of their
previous experiences. Johannes Itten, master of the Vorkurs—the school’s prelimi-
nary course—was one of the teachers who applied a new radical learning method
for art, aimed at reaching a new equilibrium. Itten’s references took in the theories
of Franz Cižek1 on the stimulation of creativity and Dewey’s principles of Learning
by doing, the foundations of the entire Bauhaus teaching program. The goal of his
course was to train man as a creative being, invoking the synergy of the energy of the
body, mind and spirit.2 Students’ tactile skills were developed through specific exer-
cises involving perception.3 A new dynamic equilibrium inwhich individuals can see
another way of inhabiting and perceiving reality is sought in both two-dimensional
and three-dimensional terms. Paul Klee’ tool of investigation was perspective in
motion, or the wandering viewpoint [5], where “man is not a species, but a cosmic
point” [6]. For Oskar Schlemmer, on the other hand, who was appointed director
of the school’s theatre workshop in 1924, the laws between the human body and
space were investigated through abstract choreographies. From a pedagogical point
of view Schlemmer reminds us that theatre, in its fundamental component of abstract
choreography, can be a precious tool for achieving self-awareness of the body [7].
The modernity of these concepts, which focus on the dynamic nature of reality can
easily be found in the contemporary definition of space, where motion and sensorial
experimentation are the fundament of the act of perception.4

With this in mind, the Up School design views architectural space as a continuum,
where learning takes place through a dynamic perceptual experience aimed at guiding
children towards autonomy.

The Up School of Cagliari has a preschool and a primary school located in the
historic “Villino Campagnolo” building. The main unit is in the villa itself and there
are two small accessory buildings, a former store and kitchens. The outdoor space
includes a largemonumental terraced gardenwhere children can play, discover nature
and grow vegetables. Both the mobile and the fixed components of the didactic space

1 Founder of the Kunsterweberschule of Wien, an art school exclusively for children, where he
developed a new teaching technique aimed at promoting the free expression of students, drawing
inspiration from Maria Montessori’s theories.
2 Itten used a series of exercises taken from the Mazdaznan cult he had belonged to, an exoteric
doctrine widespread in Europe in the early twentieth century, founded by Otto Hanisch.
3 To perceive means to be moved, and to be moved means to form. […] Without movement—
no perception, without perception—no form, without form stance. Substance—form. Form =
movement in time and space; thus, substance = movement in time and space 4.
4 Space occurs as the effect produced by the operations that orient it, situate it, temporalize it, and
make it function in a polyvalent unity of conflictual programs or contractual proximities […] In
short, space is a practiced place. Thus the street geometrically defined by urban planning is trans-
formed into a space by walkers. In the same way, an act of reading is the space produced by the
practice of a particular place: a written text, that is, a place constituted by a system of signs [8].
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provide multiple opportunities for children to interact during their daily activities.
The furniture itself is designed and assembled to support children as they grow and
to help them get the most out of making together and sharing knowledge. Thus, the
conception of space is based on a radical re-assessment of action, enabling creative
and active use. Inhabiting a space requires knowledge of how to interact with it,
that is, knowledge is intrinsic to the space itself [9]. The pre-existing inner parti-
tions of the villa were demolished to make way for flexible areas where groups of
children of different ages can work and study in a shared space: classrooms were
turned into learning environments and provided with functional and movable furni-
ture designed for each different activity. Children learn in a “home” environment,
made up of informal spaces, such as the reception and entertainment area for children,
laboratories for experimental activities and water spaces for psycho-motor wellness.
All the learning environments communicate with each other and overlook the large
central hall—sharing space—which opens onto the terraced garden. The creativity
room has a free, multifunctional configuration which depends on the activities taking
place there. Paint stands and horizontal worktops aremobile and adaptable for plastic
and manual arts. The fab lab space is the result of opening up four former rooms,
whose original configuration can still be made out on the floor and in the way the
walls are cut. The purpose is to facilitate flexible use of the space, as required by the
multiplicity of the activities that take place in the fab lab: 3D printing, construction
of small prototypes, coding classes and video/photo sets. The fab lab space is directly
connected to the science laboratory and the augmented reality laboratory. The central
space of the basement, which is directly linked to the terraced garden, features the
“action area”, dedicated to physical activity, relaxation and body awareness, and
the water room, one of the central elements of Up School’s educational program.
Situated in the former utility spaces, the preschool is divided into two rooms by a
movable, modular wooden wall, which can be opened when necessary. The wall also
contains storage compartments and shutters connecting the two sections. A projector
installed in the wooden roof generates an “interactive carpet” on the recycled vinyl
floor, where children can go barefoot.

Similarly, the focus of the pedagogical program of the Up School preschool in
Quartu Sant’Elena, namely, the development of basicmotor skills inwater, has spatial
coordinates that are respectful of the pre-existing setting. Located in a traditional
courtyard house, the preschool has a “water room” in the former storeroom, which
has been redesigned as a glazed shell linked directly to the garden through a system
of sliding doors, to achieve a continuous inside-outside space. The space contains
three pools arranged in no particular layout and which the children use according
to their age-related motor patterns. The different shapes are designed for specific
needs: a rectangular pool, with a section increasing from 0 to 120 cm, with variable
water flows; a shallow geodetic pool that has different pressure levels; a water floor
that is 10 cm deep, with a soft surface coated with different materials—smooth,
uneven, rough—for tactile stimulation. A wooden walkway takes the children from
the water space to the organic garden, where a system for collecting rainwater is
connected to the house’s ancient water tank, in turn a learning tool on nature’s cycles
and sustainability (Fig. 1).



UP School: Motion, Perception, Learning. 345

Fig. 1 The water room, Up School, Quartu Sant’Elena (photo© Stefano Ferrando)

In conclusion, Tagliagambe’s [10] definition of the Up School is as a place of
balance: balance between the body and the mind, between awareness and emotions,
knowledge and expertise, tradition and innovation, imagination and sense of reality.
Balance for the education of full, complex individuals, who can live and work in
contemporary society.

References

1. Berthoz, F.: Il senso del movimento. Mc Graw-Hill, Milan (1998)
2. Rizzolatti, G., Sinigaglia, C.: So quel che fai. Cortina, Milan (2006)
3. Gropius, W.: Il progrmma dello Staatlische Bauhaus. In Wingler, H.: Il Bauhuas. Weimar,

Dessau, Berlino 1919–1933, Feltrinelli, Milan (1987)
4. Itten, J.: Analisi dei maestri del passato. In Wingler, H.: Op cit
5. Klee, P.: Quaderno di schizzi pedagogici. Abscondita, Milan (2002)
6. Klee, P.: Diari, 1898–1918. Il Saggiatore, Milan (2004)
7. Schlemmer, O.: “Akademie und Bühnestudio”. In Bistolfi, M., ed.: Oskar Schlemmer Scritti

sul teatro, Feltrinelli, Milan (1982)
8. Certeau (De), M.: L’invenzione del quotidiano, Edizioni Lavoro, Rome (2001)
9. Emery, N.: L’architettura difficile -filosofia del costruire-. Marinotti, Milan (2007)
10. Tagliagambe, S.: Idea di Scuola, Antonio Tombolini editore, Ancona, (2016).


	Preface
	Introduction
	Contents
	Introduction to the Main Topics
	 Perspectives for School: Maker Approach, Educational Technologies and Laboratory Approach, New Learning Spaces
	1 Introduction
	2 Maker Dimension
	3 Trends and Perspectives
	3.1 Experiences and Points of View

	4 Conclusions
	References

	 Making: Laboratory and Active Learning Perspectives
	1 Introduction
	2 Making as a Bridge Between Pedagogical Tradition and Technological Innovation
	3 Technology, People, Society
	3.1 Experiences and Point of View

	4 Conclusions
	References

	 Robotics in Education: A Smart and Innovative Approach to the Challenges of the 21st Century
	1 Introduction
	2 Robotics in Education
	3 Trends and Perspectives
	3.1 Good Practices
	3.2 Assessment
	3.3 Technological Development

	4 Conclusions
	References

	 Innovative Spaces at School. How Innovative Spaces and the Learning Environment Condition the Transformation of Teaching
	1 Introduction
	2 The Topic: A Dialogue Between Architecture and Pedagogy
	3 Trends and Perspectives
	3.1 Experiences and Points of View

	4 Conclusions
	References

	Keynotes
	 Makers in Education: Teaching is a Hacking Stuff
	1 Problems and Goals
	1.1 Troubleshooting
	1.2 Changing the Paradigm

	2 A Maker in Education
	2.1 A Quantum Leap
	2.2 What is an Edumaker (Maker in Education)?

	3 Experience of a Maker in Education
	3.1 Co-m@kingLAB

	4 Conclusions
	References

	 If We Could Start from Scratch, What Would Schools Look like in the Twenty-First Century? Rethinking Schools as a Locus for Social Change
	1 Introduction: How Do Educational Systems Get Built?
	2 What is Our Vision for the Future?
	3 Sobral, Brazil: Examples of Possible Change
	4 Three Mistakes in Progressive Education
	5 The Future of Education Looks like the Present of Makerspaces
	6 Conclusion: The Ethos of Our Time
	References

	 From Classroom to Learning Environment
	References

	 Pedagogical Considerations for Technology-Enhanced Learning
	1 Introduction
	2 Technology-Enhanced Learning
	3 Pedagogical Considerations
	References

	 School Makerspace Manifesto
	1 Why a Makerspace Manifesto for Primary and Lower Secondary Schools
	2 The Potential Relationship Between Schools and Makers
	2.1 What is a Maker?

	3 Three Principles on Which Makers and Active Schools Can Agree Before Building a Makerspace
	3.1 Recognizing the world’s Complexity
	3.2 Showcasing Knowledge
	3.3 Interacting with the Environment and Objects

	4 Starting Point and Sustainable Model
	5 Why a Makerspace? Because It is a Disruptive Way to Make Change
	References

	 Elements of Roboethics
	1 The Birth of Roboethics
	2 A New Science?
	3 What Ethics Should Be Applied in Roboethics?
	4 Emerging and Novel Roboethical Issues
	5 The Risk of Unintended Machine-Learning Bias
	6 Ethical Guidelines for All Robots
	7 Representation of Robots with the General Public and Agnotology Issues
	8 Conclusions
	References

	 Making to Learn. The Pedagogical Implications of Making in a Digital Binary World
	1 Introduction
	2 Beyond Making as a Mere Manual Activity
	3 Unlocking the Digital Box: Making to Learn
	4 Conclusion
	References

	 The Game of Thinking. Interactions Between Children and Robots in Educational Environments
	1 Laboratory Approach and Educational Robotics
	2 Towards the Game of Thinking in Primary Schools
	2.1 Considerations on Experimental Adequacy and Refining the Setting
	2.2 Drawing Theoretical Conclusions and Identifying Alternative Explanations

	3 Robotic Labs and Different ER Approaches of Teachers
	3.1 Programming a Robot with Preschool Children at “Bambini Bicocca” Infant School

	4 Conclusions
	References

	Maker Spaces and Fablabs at School: A Maker Approach to Teaching and Learning
	 Furniture Design Education with 3D Printing Technology
	1 Introduction
	1.1 Design with 3D Printing Technology

	2 Furniture Design Studio with 3D Printing Technology
	3 Conclusion
	References

	 Makerspaces for Innovation in Teaching Practices
	1 Introduction
	2 Methodology
	3 Objectives
	4 Expected Results and Impact
	5 Monitoring and Evaluation
	References

	 Montessori Creativity Space: Making a Space for Creativity
	1 Introduction
	2 The Context
	3 Work Method
	4 Relationship Between Space, Technologies, Teaching and Learning Practices
	5 Conclusion
	References

	 Fab the Knowledge
	1 Introduction
	1.1 Making and Prototyping in Contemporary Design Domains
	1.2 The Research Through Co-design Co-model

	2 Methodological Approach
	3 Results and Discussion
	4 Conclusions
	References

	 Teaching Environmental Education Using an Augmented Reality World Map
	1 Introduction
	1.1 Profile of School and Students
	1.2 Description of the Workshop With Students
	1.3 Grade Level—Age of Students
	1.4 Material/Resources
	1.5 Interdisciplinary and Constructivist Approach
	1.6 Parental Involvement
	1.7 Active Citizenship
	1.8 Data Collection

	2 Findings
	2.1 Use of Digital Literacy and Citizenship Resources
	2.2 Course: Study of the Environment
	2.3 Successes
	2.4 Challenges
	2.5 Comments and Feedback

	References

	Laboratory Teaching with the Makers Approach: Models, Methods and Instruments
	 The Maker Movement: From the Development of a Theoretical Reference Framework to the Experience of DENSA Coop. Soc
	1 Introduction. Children, Makers, Key Competences
	2 Community and Participation: Makerspace and Social Inclusion
	3 Key Competences and Active Citizenship
	4 The Experience of DENSA Coop. Soc
	5 Conclusions
	References

	 Chesscards: Making a Paper Chess Game with Primary School Students, a Cooperative Approach
	1 Introduction
	2 Making Chesscards
	3 Outputs
	References

	 A New Graphic User Interface Design for 3D Modeling Software for Children
	1 Context
	1.1 Digital Natives and ITC
	1.2 School Education and Learning for Digital Natives
	1.3 A New Teaching Methodology: Maker Pedagogy

	2 The Aim of the Research
	3 Research Method
	3.1 Child-Centered Design
	3.2 Analysis

	4 The Project: “SugarCad Kids”
	4.1 Wireframe and Logo
	4.2 Graphic User Interface for Children (3–7-Year-Old)

	5 Conclusion
	References

	 Museum Education Between Digital Technologies and Unplugged Processes. Two Case Studies
	1 Introduction
	2 Museum Display for Science Popularization
	2.1 Video Floor Installation Showing Symmetries in Motion
	2.2 Extended Museum of Cosmati Floors. Educational Kit

	3 Museum Education. Prototyping Educational Kits with 3D Printing in the School Fab Lab
	3.1 Creative Geometry Kits: Detachable 3D-Printed Apollonius’s Cone
	3.2 ART-TOUCH-LAB. Tactile Kits Made with a 3D Printer

	References

	 Officina Degli Errori: An Extended Experiment to Bring Constructionist Approaches to Public Schools in Bologna
	1 Introduction
	2 Values, Aims and First Round of Co-design
	3 Officina Degli Errori: Tinkering Goes to School
	4 Conclusions and Future Prospects
	References

	 Service Learning: A Proposal for the Maker Approach
	1 Service Learning, Coding and Digital Storytelling: A Methodological Proposal
	2 The Maker Movement Approach and Coding
	2.1 Phase 1: “Welcome” App Prototype
	2.2 Phase 2: The “Welcome” App

	3 Objectives
	3.1 Service Learning Objectives for Students
	3.2 Curricular Objectives and Key Competences
	3.3 Expected Results

	4 Conclusion
	References

	 Learning by Making. 3D Printing Guidelines for Teachers
	1 Introduction
	2 Fused Deposition Modeling (FDM) 3D Printers
	3 Stereo Lithography Apparatus (SLA) 3D Printers
	4 FDM Versus SLA: A Comparison for the Teaching Setting
	5 Conclusion
	References

	 Roboticsness—Gymnasium Mentis
	1 The Project: LEIS Classroom
	1.1 Goals
	1.2 Teaching Methods and Strategies
	1.3 Cooperative Learning and Cooperative Teaching

	2 Experiences
	2.1 Curricular Robotics for First-Year Students (Aged 14–15, Science-Based High School)
	2.2 STEM
	2.3 Participation in Exhibitions and Fairs

	3 Results and Conclusions
	References

	Curricular and Not Curricular Robotics in Formal, Non-formal and Informal Education
	 Educational Robotics and Social Relationships in the Classroom
	1 Introduction
	2 Materials and Methods
	2.1 Participants and Procedure
	2.2 Methodology

	3 Results
	4 Conclusion and Future Work
	References

	 Analysis of Educational Robotics Activities Using a Machine Learning Approach
	1 Introduction
	2 Methods
	2.1 Procedure and Participants
	2.2 The Introductory Exercise
	2.3 Data Preparation

	3 Results
	4 Conclusions
	Appendix
	References

	 Learning Platforms in the Context of the Digitization of Education: A Strong Methodological Innovation. The Experience of Latvia
	1 Terminology in the Field of Digital Learning
	2 Teaching Conditions in Digital Learning Environments
	3 Methodology
	4 Learning Platform Evaluation Tool
	5 Research Results
	5.1 Teachers Who Use Learning Platforms (N 573) Do So
	5.2 Teachers Who Do not Use Learning Platforms in the Learning Process (N 79) Give These Reasons
	5.3 The Results from the Statistics on the Uzdevumi.Lv Learning Platform Show That

	6 Conclusions
	References

	 Educational Robotics: From Structured Game to Curricular Activity in Lower Secondary Schools
	1 Introduction
	2 Methodology of B4K Extracurricular Courses
	3 Adjustments to the Course
	4 Performance Review
	5 Results
	6 Conclusions and New Prospects
	References

	 Educational Robotics in Informal Contexts: An Experience at CoderDojo Pomezia
	1 Introduction
	2 Robotics Workshops
	2.1 Technical Resources
	2.2 Students’ Activities

	3 Conclusion
	References

	 RoboCup@Home Education: A New Format for Educational Competitions
	1 Introduction
	2 RoboCup@Home Education Project
	2.1 RoboCup@Home Education Methodology
	2.2 Robot Platforms
	2.3 Software
	2.4 Courseware

	3 Results, Lessons Learned and Future Work
	References

	 Erwhi Hedgehog: A New Learning Platform for Mobile Robotics
	1 Introduction
	2 Description of the Robot
	2.1 Electronics
	2.2 Mechanical Parts
	2.3 Software

	3 Learning and Prototyping by Doing
	3.1 Erwhi Hedgehog as a Teaching Tool
	3.2 Learning by Modifying Hardware
	3.3 Learning New Technologies

	4 Conclusions
	References

	 Educational Robotics and the Gender Perspective
	1 What About the Gender Perspective?
	2 Why Talk About Gender Perspective and Educational Robotics?
	3 A Multi-faceted Approach to a Complex Problem
	4 Conclusion
	References

	 European Recommendations on Robotics and Related Issues in Education in Different Countries
	1 Introduction
	2 An Explorative Student SWOT Analysis on Robotics
	3 Italy and DR Congo: A Predictive Comparison
	4 Conclusion
	References

	 Growing Deeper Learners. How to Assess Robotics, Coding, Making and Tinkering Activities for Significant Learning
	1 Introduction
	2 Robotics, Coding, Making, and Tinkering as Mindtools
	3 The Underlying Pedagogies
	4 Through the Maze of Assessment
	4.1 Assessing Students’ Work in Robotics (The Digital Technologies Hub)
	4.2 Feedback, AfL, PASA
	4.3 Assessing the Development of Computational Thinking: The ScratchEd Framework
	4.4 Assessing Collaborative Problem-Solving

	5 Conclusions
	References

	 Buzzati Robots
	1 Introduction
	2 The Ideas in the Project
	3 Educational Impact and Critical Analysis
	4 Final Remarks
	References

	 Escape from Tolentino During an Earthquake Saving as Many Lives and Cultural Objects as You Can
	1 Introduction
	2 Material and Methods
	2.1 Underlying Pedagogical Approach
	2.2 Tools and Materials
	2.3 Learning Objectives and Competences
	2.4 Contents of the Activities
	2.5 Expected Results

	3 Preliminary Results
	References

	 Ten years of Educational Robotics in a Primary School
	1 Introduction
	2 Objectives and Expected Results
	3 Instruments and Time
	4 Results
	5 Conclusion
	References

	 Educational Robotics at Primary School with Nintendo Labo
	1 Introduction
	2 Material and Methods
	2.1 Learning Objectives and Competences, Expected Results
	2.2 Contents of the Activities

	3 Developments and Preliminary Results
	References

	Educational Technologies and Assistive Robotics
	 Study and Development of Robust Control Systems for Educational Drones
	1 Introduction
	2 Quadrotor Mathematical Model
	3 Sliding Mode Controller
	4 Experimental Results
	5 Conclusions
	References

	 Arduino: From Physics to Robotics
	1 Introduction
	2 What is Arduino?
	3 Arduino in the Physics Lab
	4 A First Approach to Robotics
	5 Conclusions
	References

	 Weturtle.Org: A Web Community for Teacher Training and Sharing Resources in Educational Technologies
	1 Introduction
	2 Current State of Affairs
	2.1 Training Needs in Digital Skills Among Italian Teachers
	2.2 Weturtle.Org: Between Theoretical Models and Changes in Online Learning

	3 Weturtle.Org
	3.1 Browsing Weturtle.Org

	4 Analysis of User Browsing Data
	5 Final Considerations and Future Developments
	References

	 Good Educational Robotics Practices in Upper Secondary Schools in European Projects
	1 Introduction
	2 R4G—Robot for Geometry
	2.1 Mechanics
	2.2 Electronics
	2.3 Final Product and Sharing the Results

	3 EUWI—EUropean Waste Investigation
	4 Conclusions
	References

	 Assistive Robot for Mobility Enhancement of Impaired Students for Barrier-Free Education: A Proof of Concept
	1 Introduction
	2 Architecture
	2.1 The Smart Wheelchair
	2.2 The Database 

	3 Simulation Testing
	4 Conclusions
	5 Future Works
	References

	How Innovative Spaces and Learning Environment Condition the Transformation of Teaching: Good Practices and Pilot Projects
	 UP School: Motion, Perception, Learning
	References

	 Landscapes of Knowledge and Innovative Learning Experiences
	References

	 Child Friendly Architectures. Design Spaces for Children and Adolescents
	1 Introduction
	2 Construction of the Training Course
	2.1 Teaching Module
	2.2 Application Module

	3 Conclusions
	References

	 Multipurpose Learning Environments for Flexible Didactics
	1 Introduction
	2 Pedagogy and Space Design in 21st-Century Learning
	2.1 Critical Issues and New Requirements
	2.2 Combining Pedagogies and Spaces

	3 Multifunctional Learning Spaces in Contemporary Education Environments
	4 Conclusions
	References

	 Adaptive Environments. New Spaces for Learning
	1 Learning Environment
	2 Research and Project Experiences
	References

	 Conclusion



