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Starting point

Sustainable Development: Process to ensure
the future; 21st century biggest challenge.
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Smart and sustainable cities with Augmented '4 enabler; Information mapper; Innovative.
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Object of Study 2
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Main Research Objectives Research Methodology

O: To determine, analyse and relate the links between key competences towards Education PRAGMATIC PARADIGM
]cOr Sustaiﬂability and the enhancement Qf local built Heritage; integrating resources and processes from both quantitative and qualitative approaches

O: To develop (game and content design, piloting and implementation) an Augmented
Reality mobile game, exploring key competences for Sustainability linking to the value of
local built Heritage;

Five stages, overlapped and interconnected

O: To determine the contribution of the Augmented Reality mobile game in the Mixed Methodology Research Design

development of key competences for Sustainability triggered from the value of the local

bUI|': Herltage; Quasi-Experimental Focus group
_ . . . . Literature review Research Plan uestionnaires
O: To evaluate the potential of the mobile educational game in the development of key conmmnn e iy |

competences for Sustainability, triggered by the value of the local built Heritage;

Stages of the Research & Implementation Indicators

First Stage: Literature review and theoretical framework (1/9/2022 1o 31/12/2023) 3 Articles

Second Stage: Development of the Data Treatment and Management Plan and data collection tools (1/10/2023 10 31/3/2024) Data and collections tools Management & 1 article

Third Stage: Development of the mobile educational game (1/10/2023 to 31/03/2024) Educational mobile game "Art Noveau Path”
Fourth Stage: Application of the mobile educational game and data collection (1/4/2024 to 31/12/2024) Collected data
Fifth Stage: Data analysis, discussion of results and dissemination (1/9/2024 to 31/12/2025) 2 Articles & Presentation of data and results
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