PARTNERSHIP

cGL

Cologne Game Lab

Technology
Arts Sciences
TH Koln

Gospodarska
zbornica am ¢
Slovenije EEE
1 14

Chamber of Commerce

and Industry of Slovenia

Chamber of Construction
and Building Materials Industry
of Slovenia

M<AMEAE  NMANEAAHNIA ENQEH AINAQMATOYXQN
1935 MHXANIKON EPFOAHNTON AHMOZION EPFON

PANHELLENIC ASSOCIATION OF ENGINEERS
CONTRACTORS OF PUBLIC WORKS

SCUOLA
COSTRUZIONI
VIC=NZA
Andrea Palladio

BUNG

£

https://www.facebook.com/BUNGNZEB

DEVELOPING NEARLY ZERO ENERGY
BUILDING SKILLS
THROUGH GAME BASED LEARNING

Co-funded by the
Erasmus+ Programme
of the European Union

Project number 2020-1-FRO1-KA202-079997.

This project has been funded with support from the European
Commission. This publication [communication] reflects the
views only of the author, and the Commission cannot be held
responsible for any use which may be made of the information
contained therein




CONTEXT

In this context, the BUNG project aims at
delivering knowledge, developing zero
energy building skills and encouraging
energy efficient behavior amongst building
occupants through the development of an
nZEB (nearly Zero Energy Building) learning
game (BUNG game) that maximizes the
learning effect of individuals, as well by
introducing innovative

PROJECT AIMS

More specifically the project anticipates
to respond to current, emerging and
growing needs of the construction sector for
accelerating transition to a resource efficient
and circular economy, as well as enhance
its readiness to exploit its high potential in
reaching the EU’s energy and environmental
goals. In parallel, the project’s core scope is
to enhance the VET system capacity building
and attractiveness through introducing
modern and innovative gamifying learning
resources.

TARGET GROUP

The target groups addressed range from
construction workers, to VET educators
and providers, the educational sector,
to stakeholders and associations in the
construction, the building or the energy
efficient sector as well as policy and decision-
makers

PROJECT IMPACT

BUNG principle idea is based on the
development of digital game approach and
the creation of a vibrant community that will
engage multiple actors.

Here are some impacts of BUNG project:

» Increased number of construction workers
with professional skills and competences in
the nZEB area

- Increased number of VET educators/
trainers with integrated innovative digital
training tools and efficient ways of informal
learning and consequently with increased
capacity building

» Modernized and greener local and regional
labour market adapted to meet the growing
skills needs of the nZEB sector

+ Construction and building works with
limited environmental impact and advanced
energy efficient performance

 Raised awareness of experts and
stakeholders on the skills mismatches that
nZEB evolution in the building sector implies.

* Increased coordination of policy makers
and public authorities to align their policies
on education, training and skills provision
with green building innovations in the
market.

* Increased social dialogue for the need of
nZEB building skills and a more sustainable
globalized labour market.

« Strengthened cooperation and better
synergies among partner organizations
transnationally

OUTCOMES

BUNG project foresees to meet the following
results and outputs:

* Best Practice and Competence Framework
Analysis for nZEB Skills

* BUNG learning game development, based
on a curricula designed through game
scenarios analyzed in learning outcomes
and ensuring compatibility with EQF and
ECVET.

* BUNG game technical setting, integrating
the game application, which will

facilitate vocational learning and training
processes in the building industry and
increase learner’'s motivation towards
training, though innovative pedagogical
methodologies and digital tools

* BUNG game Didactic Handbook oriented
to VET educators interested in using digital
games in their nZEB lessons.



