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MERGE CUBE. COSPACES EDU 

 

Merge Cube is a cube that allows you to hold 3D virtual 

objects in the palm of your hand. It also integrates perfectly 

with CoSpaces EDU.  

 

Its market price is around 30 euros, although for this occasion 

it is not necessary to buy it but we can create one ourselves. 

(Cube Merge Print Template) 

  

 

Objectives 

 

The use of augmented reality facilitates meaningful and contextualized learning experiences.  

The creation of simulated environments and the interaction with them enables our students to 

develop competences and skills necessary for the times in which they live.  

The use of physical objects (Merge Cube) to interact with the device (computer, tablet, 

viewers) facilitates student participation in the process and enhances learning.  

The Merge Cube add-on for CoSpaces Edu will allow learners to create their own content 

using the CoSpaces Edu tool in a browser or on a mobile device.  

Students will be able to exercise their critical thinking skills by analyzing problems and 

finding effective solutions. Processes such as abstraction, automation, problem 

decomposition and analysis occur continuously. You learn by trial and error.  

 

Advantages of using this resource in the classroom 

 

The use of the Merge Cube provides a safe space to develop 21st century skills as well as an 

interdisciplinary learning environment. At a time when augmented reality is becoming an 

active part of our daily interactions - facial recognition, enhanced navigation systems, virtual 

shopping and gaming - it is important that our students understand what augmented reality is, 

the implications for everyday life and how it can support learning. 

 

The Merge Cube also includes the function of creating content, which develops critical 

thinking, computational thinking and programming. The creation of augmented reality 

content moves learners from being passive consumers of AR experiences to active learners. 

  

What skills do learners develop that cannot be obtained in more traditional ways? 

 

No se encontraron entradas de tabla de contenido.One of the strengths of this generation 

is their command of mobile devices and screens. Let's harness the potential of augmented 

https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/#project/2019-1-ES01-KA229-065937
https://drive.google.com/file/d/1SEUFxqqCZnMspd0BhQ4ZYwgiSJfHMRyr/view?usp=sharing
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reality and the merge cube to channel that strength and get them to use that "superpower" 

effectively and to the benefit of their own learning.  

 

What is the resource? 

 

The Merge Cube is a lightweight, six-sided foam cube. Each side is covered with markings 

and symbols that transform into real augmented reality and virtual reality images when 

viewed through a phone, tablet or glasses.  It is available for iOS and Android and has many 

free and paid apps to experiment with. However, we are going to use it so that our students 

can create their own projects and code them using CoBlocks in Cospaces Edu.  

   

The possibilities offered by the platform are the same as in the "AR/VR mode" (Article 

CoSpaces Edu I). The interface has changed and now presents a large black cube in the 

middle of the grid. It is possible to create content on all five visible sides of the cube and even 

inside the cube.  Content can also be created outside the cube space itself, inside the grid.  

 

Once the content has been created, it can be displayed and for this you will need a cube 

identical to the one that appears on the interface so that it can be detected by the device's 

camera. If you don't have one to hand, you can buy one from the Merge Edu website or print 

it on cardboard or even make a giant Merge super cube using a square cardboard box and 

adapting the images of the cube to the size of your box.    

How do I use it? 

 

First of all we recommend that you get a cube or print it out. 

 

 Step 1: Download the DIY.* template 

 Step 2: Print on cardboard for best results.  

 Step 3: Make your own paper merge cube. 

  

Now you can start creating.  Prepare the environment by choosing "Merge cube" and empty 

scene.  

 

https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/#project/2019-1-ES01-KA229-065937
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A grid with a cube in the middle will appear on the screen. Now it's time to start editing. You 

can choose to create on the inside or on the outside, on the five visible faces.  

 

To edit on the inside, double-click on it or right-click on it and an edit tab will appear: 

 

https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/#project/2019-1-ES01-KA229-065937
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Add items to your scene. To do this you can go to the catalogue and select from there or use 

the search engine for images, videos, gifs or 3D objects.  

https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/#project/2019-1-ES01-KA229-065937
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The "attach" button is very useful. When you click on it, blue dots appear on the cube and if 

you click on one of those blue dots, the object, image, video... is placed on the dot.  

 

 
 

https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/#project/2019-1-ES01-KA229-065937
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Objects and characters can be activated for programming. To do this, you must click on the 

right button and in the tab activate the "code" button. Once you have done this, you can start 

programming with CoBlocks. 

 

 
 

You will find the usual CoSpaces Edu blocks and a new category, the Merge cube. 

 

 
 

 

https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/#project/2019-1-ES01-KA229-065937
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Once the project is done, click on the "play" button to see the project in action. Now you will 

need the paper cube, the original foam cube or a digital cube on another device.  

 

 
 

Starry night video 

 

Some proposals for using CoSpacesEdu are: 

 

Through coSpaces and the Merge Cube template we can create multiple activities. We 

suggest you some of them, although we are sure you will easily find a different application: 

 

 Simulations: One of the potentialities of AR is to superimpose objects on 

reality and see the effect they cause. The "Desplastifícate" project combines 

the use of technology and the promotion of environmental awareness by 

creating virtual spaces that replicate polluted natural environments, in order to 

visualise them, reflect on their repercussions and propose possible solutions. 

In the following link you can find a complete didactic proposal.  

https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/#project/2019-1-ES01-KA229-065937
https://drive.google.com/file/d/1uYjJjzV0s_vlOmql23oIJyuQV87vGzeR/view?usp=sharing
https://drive.google.com/file/d/1xuzC46q3xWTNUi7ScMDDALOiU5TTT9WU/view?usp=sharing


      
PROJECT:2019-1-ES01-KA229-065937. Walking through the memory with Immersive Technologies 

 

 

 
 

Video de-plasticize yourself 

 

Biographical Cube: The Merge Cube can be used to present different biographies and finally 

carry out a comprehension questionnaire. An example of this is the "Women in science" 

project, which aims to give visibility to women in the world of science and also aims to 

provide students with the opportunity to rethink the gender stereotypes associated with STEM 

careers. We tell you about the didactic proposal and how the project was carried out here.  

 

 

https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/#project/2019-1-ES01-KA229-065937
https://drive.google.com/file/d/1dwStOLj0oRDQkZYGymGUWcefx-Yomlga/view?usp=sharing
https://cospaces.io/edu/women-science-lesson-plan.pdf
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 Autobiography. The Merge cube is perfectly suited for our students to use the 

6 sides to introduce themselves. I leave you a sample template so that you can 

remix and create your own presentation (you need to download it to your 

"space" and you can edit it there). 

 
 

 Review of a book, novel or film. Students should design six 5 x 5 slides (in 

Google Slides, Canva, Powerpoint...) to show their understanding of the book 

they have read. The slides are downloaded as .jpg files and can be uploaded 

and attached to the Merge cube within CoSpaces. They can use the characters 

and objects in the catalogue to create a scene and bring them to life or bring 

them into dialogue. We provide you with a template in Google presentations 

to create the review or the example in Cospaces Edu to remix. 

 

 Art in movement. In this project, we can use masterpieces by renowned 

authors and awaken the fantasy, imaginative power and creativity of our 

students by asking them to recreate different pieces of art using the 3D objects 

available in CoSpaces Edu. At the end, we can ask them to present their work 

orally following a script, and to explain what has been the most complicated 

part of the creation process and what they are most proud of. 

https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/#project/2019-1-ES01-KA229-065937
https://edu.cospaces.io/FJA-VRF
https://docs.google.com/presentation/d/1RdG-C0pWiFiyMYjrFqF6TzoX6k5PcJtV5hCHpHUYrUQ/edit?usp=sharing
https://edu.cospaces.io/RVX-NZS
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Starry night (Merge cube) 

 

Whichever proposal you decide on, the important thing is to make a good didactic planning 

by selecting the curriculum contents you want your students to work on in their homework. 

To do this, it can be useful to have a planning canvas. We attach a model that can be useful 

for you based on the Conecta 13 template.  

 

https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/#project/2019-1-ES01-KA229-065937
https://edu.cospaces.io/XRJ-YXE
https://drive.google.com/file/d/1WLV4Rn6Hh6di7tNnSFi8F_Cf1ZXlA79V/view?usp=sharing
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Students should also have a space for planning, like a storyboard. One option could be to use 

Google Slides or any other presentation program to create a small dossier with 6 slides, one 

for each side of the cube. Each student individually or in a team should:  

• Choose the title of each side or the information to be included. 

• Select images and/or information for each side 

• Include some idea of what elements of the catalogue they will need to include. 

• Include a section of possible animations or coding blocks for each 

face/character/object 

• Find, if necessary, background music or record the audios they will need. 

When they have finished, they will start creating in CoSpaces. The designs should include a 

variety of elements from the CoSpaces library and have some of those characters or objects 

programmed with CoBlocks - it's time to let your imagination and creativity run wild! 

In order not to get lost in the CoSpaces platform and to ensure a quality project, it is 

recommended to share a rubric to guide you in the execution of your project.  

 

What materials do I need to implement it in the classroom? 

 

Computer or tablet, mobile device, CoSpaces Edu mobile app, internet connection. 

Creating content with the Merge Cube is not a free feature of CoSpaces Edu. You can try it 

out with the promotional code COSBEGONAC. You will have access to a 1-month PRO 

subscription to test and see its educational potential.  

https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/#project/2019-1-ES01-KA229-065937
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To view the content created with the Merge cube, the tablet or mobile phone must have iOS 

9+ and Android 4.4+.  

  

How do I evaluate the competences acquired by my students with this resource? 

The use of rubrics will help us to assess the students' work. Aspects such as creativity, 

interactivity, originality and handling of the application will be assessed, as well as other 

aspects related to the topic being worked on: correctness in oral and written expression, 

information, personal work, teamwork, deadline... 

As well as assessing the students' work, we will also evaluate our proposal in order to ensure 

that it is always a living work. That is to say, we will check if the task set is understood, if it 

is necessary to redesign or adapt it.   

 

Additional information: 

Oficial documentation of CoSpaces 

 

• Oficial documentation about CoSpaces 
• FAQ 
• Foro 
• YouTube Channel  

 

Interesting links about Merge Cube 

• Merge Edu 
• Merge Cube Add on 
• Merge  Cube projects( CoSpaces Edu) 
• Devices that works with Merge Cube 

 Didactic unit "Woman in science" in English 

 Didactic unit "Give plastics up" in English  

           

Other resources of interest: 

 

 ●CoSpaces Edu Website 

 ●Mobile CoSpaces Edu apps (iOS | Android) 

 ●CoSpaces Edu Facebook Group 

 ●CoSpaces Edu Coding Resources 

 ●CoSpaces Edu Online Forum 

 ●Meet the CoSpaces Edu Ambassadors! 

 ●CoSpaces Edu Printable Goodies 

 ●@CoSpaces_Edu on Twitter 

 ●CoSpaces Tutorial on Instructables 

 ●CoSpaces Edu Level 1 Self-Paced Course by VR Learning Lab 

 

https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/#project/2019-1-ES01-KA229-065937
https://cospaces.io/edu/resources.html
https://cospaces.io/edu/faqs.html
https://forum.edu.cospaces.io/?_ga=2.98329631.1680636890.1529917096-460447496.1527592980
https://www.youtube.com/playlist?list=PLwVby6khJkrpf1ssQ31qIb0DxcOlAKTgY
https://mergeedu.com/
https://cospaces.io/edu/merge-cube-mode.html
https://cospaces.io/edu/merge-cube.html
https://support.mergeedu.com/hc/en-us/articles/115002899692-Is-my-device-compatible-with-the-MERGE-Cube-
https://cospaces.io/edu/women-science-lesson-plan.pdf
https://drive.google.com/file/d/1zJOcgYePA_KtweubppJ-TALD84oE5hE6/view?usp=sharing
http://cospaces.io/
https://itunes.apple.com/us/app/cospaces-make-your-own-vr/id1091239872?mt=8
https://play.google.com/store/apps/details?id=delightex.cospaces&hl=en
https://www.facebook.com/groups/480579362131541/
https://cospaces.io/edu/coding.html
http://forum.edu.cospaces.io/
https://cospaces.io/edu/ambassadors.html
https://cospaces.io/edu/classroom-goodies.html
https://twitter.com/cospaces_edu
https://www.instructables.com/id/Futuring-With-Virtual-Reality/
https://academy.vrlearninglab.nl/cospaceslevel1
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