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Focus group for specific stakeholders 

 Teachers Students Partners 

Objective 

To assess the 
effectiveness and 
practicality of the 
proposed technologies 
from the point of view 
of educators. 

To collect feedback on the 
user experience and 
perceived effectiveness of 
technologies in learning. 

To understand the 
perceptions and concerns 
of parents regarding the 
use of new technologies in 
education. 

Issues to be 
addressed 

Ease of use of 
technologies, 
integration into existing 
curriculum, challenges 
in implementation, 
need for additional 
training. 

Engagement, motivation, 
ease of use, preferences 
between different 
technologies (AR, VR, 
online platforms). 

Online security, balance 
between technology and 
traditional methods, 
support for home learning. 

 

Focus group thematic 

 Immersive 
Technologies 

Outdoor Learning Cross-Cutting 
Competencies 

Objective 

To assess the 
effectiveness and 
applicability of AR and 
VR in specific 
educational settings. 

To explore the integration 
of technologies into open-
air learning activities. 

To assess how the 
proposed technologies 
support the development 
of skills such as critical 
thinking, collaboration and 
creativity. 

Participants 

Teachers, students, 
educational 
technology experts. 

Environmental educators, 
teachers, students, 
mobile technology 
experts. 

Educational psychologists, 
teachers, students, 
curriculum experts. 

 


