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The WaterSTEAM project proposes an innovative and integrated
learning methodology for secondary school education, based on:

Inquiry-based student-centered learning 

Interactive STEAM approach 

Social and civic awareness



John Dewey – the “father” of Inquiry:

• Content must be presented in a way that allows the student to 
relate the information to prior experiences, thus deepening the 
connection with this new knowledge. 

• The student  determines both quality and quantity of learning; 
the teacher must take his/her stand with the child and departure 
from him.

• Dewey seems to minimize the importance of the content as well as 
the role of the teacher BUT he advocates for an educational 
structure that strikes a balance between delivering knowledge 
while also taking into account the interests and experiences of 
the student. 

• “knowledge comes from the impressions made upon us by 
natural objects”

Dewey became one of the most famous proponents of hands-on 
learning or experiential education; and Problem-Based Learning

Historical background

Dewey - October 20, 1859 – June 1, 1952 

Inquiry-based student-centered learning 

https://en.wikipedia.org/wiki/Hands-on_learning
https://en.wikipedia.org/wiki/Experiential_education
https://en.wikipedia.org/wiki/Problem-Based_Learning


April 27, 1900 – March 8, 1985

The learning pyramid shows the amount of learning people can achieve by 
changing the way to encounter information. 

Inquiry-based student-centered learning 



❖places students’ questions, ideas and 
observations at the centre of the learning 
experience (Active participation) 

❖ideas are respectfully challenged, tested, 
redefined and viewed as improvable, 
moving children from a position of 
wondering to a position of understanding 
and further questioning (Generating new 
knowledge)

❖educators and students share responsibility 
for learning (Self-directed learning)

Inquiry-based student-centered learning 



Cyclic learning process: 

Educational models for IBL are 
structured according a cyclic learning 
process with phases connected by 
deductive processes (Pedaste et al. 
2015).

The circular structure is because the 
implementation of a certain 
investigation, at the time discussing 
the findings, trying identifying 
solutions etc. may raise further 
topics/questions.

Role of the teacher: facilitator, 
avoiding judging but supporting 
students’ questioning and reasoning. 

Inquiry-based student-centered learning 



Interactive STEAM approach 



Taking into consideration the holistic approach, ‘A’ includes Arts and 
Humanities (e.g. history, geography, liberal arts, English language arts and 
social studies, ecological awareness and active citizenship).

In other simplest definitions, ‘A’ is simply considered as the visual and 
performing arts, and they also offer a means for conceptualizing, 
understanding and expressing, as part of the inquiry based learning 
process. 
Arts introduce creativity, both in the inquiry process as in the final 
presentation of the results. 

Interactive STEAM approach 



Interactive STEAM approach 

WaterSTEAM fosters the integration of school subjects, including

SCIENCE
•As subject of investigation
•For the collection of information

TECHNOLOGY (e.g. Informatics for Augmented Reality and other)

•For the collection of information in the field (e.g. SIFTR)
•For presenting the project (e.g. Powerpoint/Prezi)
•For creating an innovative summarizing tool as a Location Based Game
•For creating a creative artwork (e.g. video)

ENGINEERING
•As subject of investigation
•For the creation of an artwork, or a Location Based Game

ART integration (Art, Literature, Philosophy, Humanistic in general)
•As subject of investigation
•For the creation of an artwork to express the final results

MATHEMATICS
•For the analysis of information



WaterSTEAM exposes students to real-life 

“big picture” concepts 

▪ Using the landscape as knowledge and 

action trigger 

▪ Helping students identifying the 

representative elements of the landscape, 

in the local physical/social environment

▪ Encouraging students to actively engage in 

social and civic life

Social and civic awareness



Because the landscape is more than meets the eye! 

According to the European Landscape Convention (Council of Europe, 

2000), ratified by 40 member states:

“Landscape means an area, as perceived by people, whose character is 

the result of the action and interaction of natural and/or human factors” 

Why the Landscape?



The convention applies to the entire territory and covers natural, rural, 

urban and peri-urban areas. 

It includes land, inland water and marine areas. It concerns 

landscapes that may be considered outstanding as well as everyday 

and degraded landscapes...

… because the landscape is an important part of the quality of life for 

people everywhere.

The landscape is a key element of individual and social well-being 

and its protection, management and planning entail rights and 

responsibilities for everyone.

Why the Landscape?



The ELC promotes the integration of landscape in school 

education through several disciplines, whether geography, history, 

the natural sciences, economics, literature, arts, architecture or 

engineering disciplines, or civics education.

School curricula should foster an awareness of landscape themes 

through learning to read landscapes and through sensitisation to 

relations between cadre de vie and landscape, to relations between 

ecology and landscape problems and to social and economic 

questions.

Why the Landscape?



Landscape constitutes a teaching resource because, when reading it, 

students are brought face to face with visible signs of their 

surroundings that relate to spatial planning issues.

Landscape reading also makes it possible to understand current and 

historical approaches to landscape production as an expression of a 

community’s identity.

Why the Landscape?



Because it is a theme that:

● Encourages an interdisciplinary STEAM approach 

● Is relevant to all, and stimulates the interest of students and 

teachers for an IBL approach (results of O1 survey) 

● Promotes active civic participation

Why the Landscape?



WaterSTEAM Methodology

A sequence of steps to implement a WaterSTEAM project with your class



Ev
al

u
at
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Preparation and Planning
⮚ Presentation / Discussion on aspects of the Methodology, taking into account the learning modules as 

examples of implementation.
⮚ Multidisciplinary Team and Coordinator nomination
⮚ Identification of the water landscape and logistics
⮚ Interdisciplinary framework

IBL Implementation
1. Orientation in a field trip or in the classroom (including definitions of “landscape”, “landscape 

protection/management/ planning”, “landscape policy”, and learning activities on how we 
perceive landscape, what are the elements that make up a landscape, the E.L.C.)

Conceptualization.
2. List and demonstration of ICT tools (Google Earth, SIFTR, LBG Apps, Excel, PPT)
3. Investigation (e.g. field trip/lab/..) and data analysis
4. Conclusions 
5. Discussion

Development of Location Based Game 
1. Platform demonstration
2. Storyboard elaboration
3. LBG creation
4. Promotion to the public

Presentation of the WaterSTEAM project to the class



Before starting a WaterSTEAM project, an introductory teachers’ (of any
discipline) meeting aims at:
- presenting the WaterSTEAM project,

- discussing key aspects of the Learning Methodology taking into account the
learning modules

- recording the teachers’ interest in participating.

A second preparatory teachers’ meeting is necessary to take organizational
decisions:
- formalising the interdisciplinary team of teachers (involved subjects)
- nominating the team’s coordinator.

- defining the main theme and the landscape(s) and location(s) that will be proposed
to the students for the project implementation.

- identifying the learning objectives in each subject.
- creating an interdisciplinary framework (how/what)
- Draft a calendar and the organizational aspects of the main activities with the class

Preparation and Planning



Preparation and Planning

Roles of the team of teachers

❖ Defining the learning objectives and commitment (e.g. landscape selection; time commitment; specific

tasks) for a common purpose (students’ engagement in the project thematic).

❖ Collecting and communicating questions/hypotheses of interest raised by the students and connect

them with appropriate school subjects/disciplines.

❖ Setting the goals of the educational process that should match with the capabilities of the students

and the project’s learning objectives.

❖ Monitoring/updating the project’s work plan as necessary in terms of the learning activities to be

included, the project’s time plan, and the teachers’ contribution.

Roles of the coordinator

❖ Coordinating the teachers’ efforts and monitor the project development (and production of expected

outcomes)

❖ Communicating (in form of meeting minutes/email) the main steps and findings from different teachers

to the team and to the school director.

❖ Coordinating the possible bureaucracy and logistics of activities, including the contribution of external

experts.

❖ Coordinating the evaluation activities.



How to create an interdisciplinary framework between teachers of various 
disciplines

• How to identify the connections between disciplines?

• How to create a collaborative atmosphere among disciplines?

Exercise: 

look at a picture of a (water) landscape (or look at the view from the window of your 
room, or if you can, go outside)

Preparation and Planning



Exercise: reading a landscape - the Grand Canyon

Questions
What do you feel about this landscape?
What makes it special? Or not?
What are the elements that make it so?
What elements do you think should be protected / managed?
Has it changed? How? Why?
How old is it?
Do you think it faces any challenges?
Is it exploited? At which extent?
What are the main threats?
What school subjects may help to know it and possibly find solutions to its environmental issues?

What may bring changes to the (Grand Canyon) landscape and how can we 
protect it?



What/how many school subjects did you think/mention to address your answers 

Exercise: reading a landscape - the Grand Canyon



Geography Geology Natural sciences Chemistry Agronomy

❖ Location of the 

landscape

❖ Water flow

❖ Landscape 

use/exploitation

❖ Population

❖ Rock typologies

❖ Erosion 

processes

❖ Sedimentation

❖ Flora

❖ Fauna

❖ Water 

characteristics

❖ Pollution types and 

sources

❖ Rock weathering

❖ Climate

❖ Typical productions

❖ Use of resources

❖ Pollution

Some examples of connection between school subjects and themes related to 

landscapes

..and more ..

Engineering Technologies Economy History Literature Art

❖ Water 

exploitation

❖ Hydraulic 

systems

❖ Natural energy 

sources

❖ Tools and 

software

❖ Productive 

activities

❖ Historical 

events/ 

transformatio

ns

❖ Population 

development

❖ Uses and 

traditions 

❖ Landscape in 

literature

❖ Landscape 

perception 

❖ Identity elements

❖ Feeling of 

attachment

❖ Landscape in 

art

❖ Project 

outcomes 



Basin 
characteristics/depth 
/shape of the canyon 

Geology

Geography

Rocks

Erosion/rock 
weathering

Climate

Flora/Fauna

Climatology

Chemistry

Botany Biology

Natural sciences

Threats

Pollution

Hunting

Fishing

Water depletion

Water

Agriculture

PopulationHistory

Economy

Technologies

Engineering

Productive 
activities

River

You may even build a conceptual map



Presentation of the WaterSTEAM project to the class

Duration: 15 minutes in a teaching session

Aim: to introduce the students the WaterSTEAM project.

This activity can be performed in the same teaching session of the first step

of the learning process on water landscapes (see next phases).

Presentation of the WaterSTEAM project to the class



The implementation of the project means adopting the Inquiry Based Learning

cyclic model as learning process.

IBL Implementation



Objective: Presentation of the concept/topic; stimulation of students’

interest; identification of the problem and the influencing

variables/factors.

Learning activity 1: The Landscape and how we perceive it

Duration: 1 teaching session

Aim: to introduce to the students the concept of “landscape” and

demonstrate the multiple forms and complexity of landscapes.

Learning Objectives:

- to trace different forms and shapes of the landscape

- to raise awareness about different perceptions of the landscape held

by different people

- to discuss the students’ landscape perceptions

- to encourage critical thinking

- to encourage groupwork and collaboration among students

Learning technique: Brainstorming

IBL Implementation



Procedure:

1. The teacher asks the students to write down whatever comes to their

minds when he/she speaks the word “landscape” (immediate

response).

2. Students read to the class what they have written, while the teacher

(or a student) takes notes on a board.

3. Writings are grouped according to certain common landscape

characteristics and features.

4. Class discussion about different perceptions of landscape.

The teacher tries to steer the students away from stereotyped notions of

landscape based on idyllic natural scenery with forests, waterfalls,

isolated beaches, sunsets etc. so that finally they will understand how

important it is to create “a common language”.

1. Homework in smaller groups: each group is assigned one landscape

type and given the task to collect material (photographs, videos, short

texts, animation).

IBL Implementation



Learning activity 2:

The European Landscape Convention and why we need it

Duration: 1-2 teaching sessions (at least 2 hours in total)

Aim: to familiarise the students with the European Landscape
Convention and understand its necessity as a “common policy
framework” for the landscape among Europeans.

Learning Objectives:
- to learn about the European Landscape Convention
- to understand the three basic components of the European Landscape
Convention (protection, management and planning)
- to become aware that the implementation of the European Landscape
Convention is a duty and a right of all European citizens
- to encourage critical thinking
- to encourage groupwork and collaboration among students

Learning techniques: Powerpoint or Prezi or other form of

presentation prepared by the teacher, followed by plenary discussion and

student work in small groups.

IBL Implementation



Procedure: The teacher offers a short presentation on the European

Landscape Convention to the students, followed by discussion in

plenary.

Issues to be addressed during the discussion:

- Do the students understand the European Landscape Convention?

- Can the students assign the photos collected during the Learning

Activities 1 and 2, and the “challenges” they illustrate, to the three

categories of the ELC: protection, management or planning?

- Can the students identify around or near their school a landscape (of

a small or bigger scale) that needs protection, management or

planning?

Discussion in small groups: Each small group chooses a water

landscape among the ones discussed (around or near their school) and

identifies the action that needs to be taken in relation to planning,

management and protection of this landscape.

IBL Implementation



Objective: Identification of the questions and hypothesis to investigate or test.

Learning activity 3: The landscape and how it is shaped

Duration: 1 teaching session

Aim: to understand how landscapes can be transformed by nature itself or

by human intervention; identify the “challenges” related to the preservation

of landscapes

Learning Objectives:

- to comprehend the role of nature in forming landscapes

- to assess the positive and negative human interventions in shaping

landscapes

- to trace the interrelationships between human intervention in the

landscape and economic, social, and cultural factors

- to trace the societal and individual values behind the human

interventions in the landscape

- to discuss conflicts that may arise among different stakeholders

regarding preservation and /or exploitation of the landscape for

economic or social purposes

- to encourage critical thinking

- to encourage groupwork and collaboration among students

IBL Implementation



Learning techniques:

- Photo-documentation before and after, group discussion
- Research in the Internet

Procedure:

Students are divided in small groups and each group chooses the type of

“change” in a landscape they wish to concentrate on.

For homework, the students can find in the internet pairs of photos

illustrating the situation “before and after” a major change in a landscape.

In the class, the groups work together to identify the major “challenges”

reflected in the changed landscapes. The plenary discussion may try to

answer the following questions:

- What features do changed landscapes have in common?

- Do these features reflect whether landscapes change due to natural

phenomena or human intervention?

- What may motivate human intervention in the landscape?

- Is human-led landscape change always necessary? What needs does it satisfy?

- What are the conflicts that become visible in some of these changes?

- What kind of human values emerge in some of the changes?

IBL Implementation



Objective: planning the investigation activities, performing them,

analyzing the data collected, and interpreting the results.

IBL Implementation

Planning: the class designs the investigation activities (what to do,

how, when, where).

Performing: the class implements the devised plan (data collection,

sampling, historical and artistic documents searches, experiments

etc.).

Data analysis and interpretation: the collected data are analyzed and

interpreted in order to understand the relationships between the

factors and variables that are involved in the investigation.

This phase can be performed by teachers of any subject, by single teacher or

in pairs combining different disciplines. At the end of the phase, teachers

should communicate the findings (impressions, interests, questions raised by

the students) to the teachers’ team in order to discuss the next steps.



IBL Implementation

Learning activity 4: The Landscape we want to investigate

Duration: 2 teaching sessions (at least 2 hours in total)

Aim: planning and performing studies on the water landscape(s)

chosen by the students with the guidance of teachers about the

questions raised during Learning Activity 2, concentrating on the

“challenges” that are posed, according to the ELC.

Learning objectives:

- To allow the students to observe the landscape(s) selected

- To examine and identify positive and negative features

- To take photos and videos of the visited landscape(s)

- To gather observations and identify “challenges”

- To encourage critical thinking

- To encourage group work and collaboration among students

- To practice observation skills

Learning techniques: Field study, group discussion in the class

Necessary equipment: map of the area, cameras, mobile phones or

tablets, computers, internet connection



IBL Implementation

Procedure:

Preparation for the field study.

The students use Google maps or Street view to locate the

selected water landscape(s) and describe some of its/their

essential features. The students define the “challenges” posed by

the landscape(s) and collect material from the internet, local

newspapers and local NGOs or neighborhood groups, in order to

understand the challenges and the stance the local stakeholders

take towards these challenges.

Conducting the field study (=> Investigation).

The students accompanied by their teacher(s) visit the

landscape(s) they decided to focus on and investigate. The

students walk around, take photos and videos, observe and take

notes; they discuss with the teacher(s) and amongst them in

small groups the “challenges” they had identified in the class,

verifying these challenges or modifying them.



IBL Implementation

Learning activity 5: investigation

Duration: 3 teaching sessions in the classroom and outdoors

Examples: students can investigate the reasons of changes in the

landscape: eutrophication; river flow and sedimentation/erosion;

people perception according to the changes and uses of the

landscape; land use/urbanization and soil loss; etc.

Aim: to understand landscape features/issues (reasons and effects).

Learning objectives:

- To practice the scientific method in investigation;

- To reflect about relationships between variables (deductive

process)

- To use ICT and laboratories

- To encourage critical thinking

- To encourage group work and collaboration among students

- To practice observation skills



IBL Implementation

Learning techniques: Field study, laboratory experience, data

analysis using informatics

Necessary equipment: map of the area, cameras, laboratory tools

etc.

Procedure:

• Preparation for the field study: decision about materials and

methods

• Conducting the investigations and analyzing the data.

Finally, Art activity:

Students are invited to produce a visual art product about their investigations that can

be used in the Location Based Game, like for instance: Photos / Text / Drawing /

Meme (an image, video, piece of text, etc., typically humorous in nature, that is

copied and spread rapidly by Internet users, often with slight variations.

https://en.wikipedia.org/wiki/Meme) / Patchwork/Collage

https://en.wikipedia.org/wiki/Meme


Objective: draft conclusions from results and

interpretations.

Learning activity 6: Conclusions

Duration: 1 teaching session (1-2 hours)

Aim: understanding the causes and finding the possible solutions
to the challenges of faced by the water landscape(s) and
representing what has been learnt in a creative way.
Learning objectives:
- To allow the students to understand the causes of the
challenges of the landscape(s) selected
- To find the relationships between the variables investigated
- To encourage critical thinking
- To synthesize the acquired knowledge in a Powerpoint
presentation
- To encourage group work and collaboration among students

Learning techniques: Group discussion in the class

Necessary equipment: Powerpoint, computers, internet

IBL Implementation



Procedure:

In the classroom, students’ groups gather the results obtained during

the previous phases.

They will prepare a summary of the findings and discuss about the

relationships between landscape features, the investigated challenges

and proposed solutions.

The students can prepare different outcomes to present their findings

and reflections, that can be presented to other students or in open

events. This means that the adopted language has to be appropriate

to the outcome, such as: Powerpoint or Prezi presentations/posters /

Artistic performance/product / Video / Games (Location Based Games)

IBL Implementation

Art activity:

Students are invited to produce a visual art product or gather together

all their visual art products (produced during the previous phases) that

can be used in the Location Based Game but also for presenting their

work.



Objective: reflections on the multidisciplinary experience and

communication of the findings to others.

Learning activity 7: Verification of own learning

Duration: 1 teaching session (1 hour)

Aim: presenting the results and the conclusions to audience

Learning objectives:

- To encourage critical thinking

- To understand deeply what has been learnt

- To acquire and use appropriate terminology depending on the style of

their outcome

- To communicate the findings to general public

Learning techniques: Oral presentation

Necessary equipment: Seminar room, public, computers, internet,

Powerpoint, video-making software, artistic product etc.

Procedure:

The teachers organize a public event open to parents, stakeholders,

students and teachers to show the project’s outcomes (see previous

activity).

IBL Implementation



Objective: Evaluation of the effectiveness of STEAM approach and IBL implementation for 
teachers

• Satisfaction in the implementation of the overall project and methodology

• Learning methods applied (level of satisfaction)

• Elements of interdisciplinary education worth to be fostered

• Constraints/problems

Evaluation

Objective: satisfaction and effectiveness of STEAM approach and IBL implementation for 
students

• Participatory atmosphere between students and teachers

• Autonomy in taking initiatives

• Constraints/problems

• Learnt methodologies and tools

• Gained competences



The digital tools in WaterSTEAM

Augmented Reality

Augmented reality is used to enhance natural environments or situations 
and offer perceptually enriched experiences. The information about the 

surrounding real world of the user becomes interactive and digitally 
manipulated. Information about the environment and its objects is 

overlaid on the real world.



Why AR in WaterSTEAM?

Because Augmented Reality helps us connect learning content 
to the real-world locations.



Proposed ICT tools (Augmented Reality)
Criteria

• Open source and free of charge, in order to make sure they can 
be easily adopted within a variety of learning frameworks, both 
formal and informal.

• Easy to apply, without demanding any expertise in 
programming. Friendly user interfaces in editor mode, inviting 
developers/editors to explore their capabilities and experiment. 

• Great potential for learning and awareness raising, tested 
before regarding their learning and awareness raising potential. 
They can facilitate learning both during their development and 
afterwards, as finished and freely available learning tools.



Proposed ICT tools (Augmented Reality)
Criteria

• Facilitating engagement and participation of users, through the 
tools’ AR features, encouraging active participation and 
stimulating the interest of students. 

• Suitability of AR features, regarding their integration in the 
WaterSTEAM methodology and helping achieve the learning and 
awareness raising objectives outlined.   

• Stability and support,  documenting their limitations regarding 
different operating systems for mobile devices, and including a 
support centre or an active online support community.



SIFTR

What is it? 

An open and free platform for collaborative mapping, accessible both from 
desktop devices as well as from mobile devices, offering  the opportunity to 
develop collaborative learning activities with reference to the real world, without 
any particular prior digital skills – facilitating learning in the real world. 

What does it do? 

It allows a facilitator to create a framework for mapping input according to a 
certain theme, and then let a group use their smartphones to go out and document 
geographically relevant material. 

It gathers this input in the form of photos, text and of course location, and 
illustrates it so that it is easy to view and discuss the data as a group on a larger 
display together. 

An additional feature of Siftr is the ability to interact by adding comments and 
“liking” certain input (similar to “like” on Facebook). The input is uploaded online 
on the spot through a smartphone or a tablet, or through a computer by uploading 
material online.



SIFTR



SIFTR



Siftr can be used for:

• facilitating collaboration between the students, the teachers 
and external experts involved, 

• gathering geographically related input from smaller or larger 
groups, 

• providing an excellent tool for discussion and presentation of 
ideas in class.

SIFTR



Orientation: In relation to the initial field trip(s) to local water 
landscape(s), to introduce the landscape concept through tracing 
different types of landscapes, raising awareness about different 
perceptions of the landscape held by different persons, and 
discussing later in class or online, highlighting common 
misconceptions

Conceptualisation: To identify and document challenges 
connected to the landscapes visited through photos and text, 
comment and “like” the water landscape and the challenges they 
are interested in investigating. In this way, Siftr can help the 
students formulate their research questions or hypothesis. 
Students and teachers can also comment on the input gathered in 
Siftr, and raise issues for discussion in class.

SIFTR can be used in all phases of the WaterSTEAM 
learning methodology



Investigation: As a survey tool in order to gather perceptions of 
school students or the local community on challenges identified 
and/or proposals for protection/management/planning regarding 
the water landscape in focus. The data gathered on Siftr can be 
exported in CSV format so it can be further processed in 
Spreadsheet applications like Excel.

Conclusion: All input (location, photos, text, responses to multiple 
choice questions etc.) is available online and can be presented to 
the class during the Conclusion phase to complement the 
formulation of the project findings

Discussion: Siftr can be a valuable presentation tool, facilitating 
discussion and participation of the whole school and the wider 
local community, raising awareness on landscape challenges and 
proposals for protection, management or planning.  

SIFTR can be used in all phases of the WaterSTEAM 
learning methodology



https://siftr.org/watersteam

SIFTR - an example 

https://siftr.org/watersteam


Location-Based Game
What is it? 
A location-based game (LBG) is defined as a form of play designed 
to evolve on a device in motion, directly linking the game 
experience with the location of the player. 

What does it do? 
Offers great educational possibilities in place-based learning, as it 
allows educators and facilitators of learning to create experiences 
rich in educational content. LBGs can be compelling for young 
players as well as adults. 
Connects places with stories.
Due to the fuzzy border between games and real world activities, 
players become involved and associate with the LBG, thus gaining 
stronger emotions and satisfaction, as well as effective learning.



Location-Based Game

Location-based games platforms

Taleblazer    www.taleblazer.org

Enigmapp    www.enigmapp.fr

ARIS    www.arisgames.org

http://www.taleblazer.org/
http://www.enigmapp.fr/
http://www.arisgames.org/


Location-Based Game
Application in the WaterSTEAM methodology

In an LBG, you can embed extra layers of information and narratives about, for example, 
the development of local water landscapes and the reasons (historical, environmental, 
etc.) behind their change over time and/or the challenges they face nowadays, thus 
transferring knowledge as well as promoting desirable attitudes and behaviours. By visiting 
real landscapes, the story becomes a personal experience linking physical elements with 
learning content. This conveys to the player location-specific knowledge and promotes 
behaviours through experiential learning, exploiting the connection between the real world 
and the game.

Location-Based Games are platforms that can effectively merge knowledge from different 
disciplines through the development of the game narrative, and enrich gameplay with 
multimedia (images, photos, drawings, audio and video) that upgrade the players’ gaming 
and educational experience. Students can use the material they collect through the 
different phases of the WaterSTEAM methodology, from all disciplines included, to build 
the game narrative and the game material.

The development of the LBG is foreseen to take place in the last phase “Discussion”, aiming 
to synthetically present the findings and proposals developed throughout the 
WaterSTEAM school project on the theme of protection/management/planning of a local 
water landscape to the wider school education community as well as the local community 
and local authority. 



Location-Based Game
Application in the WaterSTEAM methodology

In an LBG, you can embed extra layers of information and narratives about, for example, 
the development of local water landscapes and the reasons (historical, environmental, 
etc.) behind their change over time and/or the challenges they face nowadays, thus 
transferring knowledge as well as promoting desirable attitudes and behaviours. By visiting 
real landscapes, the story becomes a personal experience linking physical elements with 
learning content. This conveys to the player location-specific knowledge and promotes 
behaviours through experiential learning, exploiting the connection between the real world 
and the game.

Location-Based Games are platforms that can effectively merge knowledge from different 
disciplines through the development of the game narrative, and enrich gameplay with 
multimedia (images, photos, drawings, audio and video) that upgrade the players’ gaming 
and educational experience. Students can use the material they collect through the 
different phases of the WaterSTEAM methodology, from all disciplines included, to build 
the game narrative and the game material.

The development of the LBG is foreseen to take place in the last phase “Discussion”, aiming 
to synthetically present the findings and proposals developed throughout the 
WaterSTEAM school project on the theme of protection/management/planning of a local 
water landscape to the wider school education community as well as the local community 
and local authority. 


