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The project Educational Ventures has the goal to creat
a new school model by integrating outdoor learning
with digital skills. Itaims at:

Exploring new
digital tools (AR-VR)

Challenging

'odueat'iona,l
Promoting approaches
environmental

sustainability
awareness

Cultivating
motivation

Training
responsible Exploring cultural
citizens. heritage
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EDUCATIONAL VENTURES
PROJECT HAS REACHED AN IMPORTANT STAGE WITH THE
COMPLETION OF WP2 AND WP3

WP2_

FOCUSED ON DESIGNING A COOPERATIVE SCHOOL
MODEL THAT COMBINES IMMERSIVE LEARNING WITH
OUTDOOR EXPERIENCES, STRENGTHENING
CONNECTIONS TO LOCAL CULTURE AND COMMUNITY.

[ WP3_

) DELIVERED THE DEVELOPMENT OF AN
E-LEARNING PLATFORM AND AR CONTENT TO SUPPORT

EXPERIENTIAL AND INTERACTIVE EDUCATION.
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AR Application

What is AR?

Augmented feality [AR) s & technology that
overlis digital content—auch E iMages,
sounds, of other virtual enhanrcements—oma
the resd woeld,

It erdurces the physical emvitorsment by

integrating interactive elements that can be
viewsd ard internacted with through devices

AR in Education

Augrmented Db.”ly (AR)] B revolutionizing

uncersleanding. It enharces tracitionsd learning
methods by creating immersive, interactive, and

ergaging experences for students of all ages.

Exploration and Inclusivity

Many histoncel wess are sprosd over & wide
peograpty. Soth cEabled indhviduss and
Ncivduss who Carmot Vislt these aress &e
depeived of this culture of discovery. With this
application, users can axplore the mentioned
areds in the enviranmett they are in. Since the
sizes of the oy Is in this application can grow
according lo the sres, ulers can eaxplote the
ared with & sense of traved

Accessibility

The applcation s 1o pravide information to
mane peogie by providing audo descriptions in
addition 16 the ifarmation el 1 is plarned
that users can adlpt guickly Without fneeding o
uher manual with the imMedece prepared &i
sirrgle and casy 1o understand for users.
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MOCDULE

#N  Transversal Skills
W for the XXi Century

The s of the medude & 1o teach young pecple
transvorsal shills. Thecs are practical
mmwuum-anunmm

The main topics covered in his module are

« Critical Thinking and Problem Salving
Mmm"-?d Yearn Building
« Communication

« Croativity and inovation

% | Digital Skills &
il !mmersive Technologies

The sirn of the module is 10 expiore snd develon
st of skills critical for technology educetion

and onkne asfety.

The main topics covered in this module are
« Digtal Literacy

« Online Security snd Privecy

« Ethical and In Use of Technology

AR arnd VR 1o Improve Learning

Social and Ethical
T== Responsibility

The &m of the module s to defirw the
necedsary Lo become &n
mwm

The main 1opics cavered in this module are;

. mrmmudw
* Conatructive Participation in the Cammunity
« Socisd and Ethical Responsibility

Empathy and Cultural Competence

Ak Sustainability, Territory
i"‘»’ " and Outdoor Lwnlng

The aim of the module & 10 explain the meuss
related 1o outdodr educalion and 1o raise
md!’-mwmamuw

The main topics covered in this module are;

Thw Fourdemnentals of Citizeratip
Coeratructive Particpation in the Cammunily
Social and Ethical Responsibility

Efrmpathy and Cultural Coampetence

bert
"? Meta-Skills and
I use of RAS

10 explore and improve soft skills that e critical
for educational and personad success. The
module consists of four teaching units that deal
with ey topics such as molivation, self-
reflection, resfience and network activation
systern (RAS).

The main topics covered in this module are

Rusilience and Adaptatlity

) N
« Self-Reflection and Feedbuck
* RAS arxt Loarning
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Co-funded by

Project code: 2023-1-1T02-KA220-SCH-000151181

EDUCATIONAL VENTURES

the European Union

A blended learning model combining e-learning with experiential AR sessions for students.

Educational Ventures is an Erasmus+ project that aims to revolutionize the educational landscape by creating a new cooperative school
model. This model focuses on developing students’ transversal competences through innovative learning methods and digital tools.
Join us on our journey to foster active citizenship, social cohesion and employability across Europe.

The project aims to enhance students’ learning and appreciation of cultural heritage while fostering civic and social skills for better collaboration.

e Locally, it seeks to share outcomes with other institutions.
¢ Nationally and internationally, it highlights the value of communication and collaboration.

-

Project Goals

Develop a cooperative school model
to enhance transversal skills.

Promote interconnected learning
and participatory approaches.

Link education to cultural heritage
and human experience.

Foster creativity, critical thinking
and collaboration.

Apply innovative methods inspired
by cultural heritage.

Target groups

DIRECT TARGET

students aged 14-18 and teachers actively
involved in training and experimentation on
the project themes.

INDIRECT TARGET

Institutions, local communities, residents
and additional students and educators
engaged through dissemination activities.

Partnership

& wipr Naru%‘fXR. &

¥

A collaboration that combines
academic, business and technological
expertise from four European countries
to create innovative teaching methods,
combining place-based storytelling,
advanced technologies and cultural
enhancement to reshape learning and
skills development.

Disclaimer: F
reflectt

) or the European Education and Culture Executive Agency (EACEA). Neither the E

EACEA can be held responsible for them



WELCOME TO THE REPORT OF THE " S
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'EDUCATIONAL VENTURES' PROJECT ‘2% [l & toes vricn

A presentation of a new E The report shows how = Outdoor learning and its § For teachers, educators,
=

approach to learning: education can go beyond benefits. parents and anyone
Combining outdoor the school walls, interested in modern
education with digital combining culture, BS The use of augmented education!
~ technologies (AR, VR). nature and technology B8 o0 yirtual ,e;,gmy in E
through innovative : E education. Read and join the change
Information on the E= teaching approaches. It's o in education!
= impact of outdoor achance to leam about B \1eihods to support the
education on the mo"e':: met: od% th?‘- § development of soft Modern approaches, real
development of key zuppf youtg :deop e skills and meta-skills. benefits and inspiring
skills: Creativity, e mhire hr i g examples await you!
Collaboration, Critical them in exploring the '
g Find out more about the
project and download
practice; Inspiring : -
edicational solatiore educationalventures site
from Italy, Poland, Turkey
and the Czech Republic.
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s A new dimension in education!
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Discover key skills through our learning modules:

Devedop critical thinking, creativity, beammwork snd eMective communication » the foundations for suce i todey's workd, Gain the todls you nesd (o sobve problens
wMoc vuly and dewelop nrovative

|i

Masler the prirciples of onfiow selvty ard use luchnology with mindfulreens and ethics. Explore inrovative solutions such @ VR and AR that muke amng nleractive
and engagieg.

Luarn the principhes of cvic resporsibility, community collaboration and empatiny 10 become an informed mumber of society. Fedd pert of the global community end dacover
how your actions can have & positive impect on the workd.

Drncover the mportance of outdoor sducation and leam o spprecits the besuty of neture. Devedop envicarmental swareness snd lesen how 10 muke nsponsble decision
that support sustaineblity. Explom new wirps of learning that irapice and develop creativity.

Irtrvmne your motivation snd resience by learning to selferafloct and adept to change. Lusam practicd retworking tooh 10 support effective kening and buidd suntainabie
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The project Educational Ventures has the goal to create a new school model by integrating
outdoor leaming with digital skills. Each module covers different topics from digital literacy and
critical thinking to active citizenship and from environmental awareness to self-motivation and
resilience.

Module 2 Module 4
Digital Skills and Sustainability, territory
immersive technologles and Outdoor Leaming

2 Sl I

Module 1 Module 3

Transversal Skills for Social and Ethical Meta-Skills and use of
the XXI century Responsability RAS
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