
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

1. The use of games as a didactic resource in the circular economy 

The purpose of this educational experience is based on the need of knowing and internalizing 

environmentally sustainable economic models for the university community, and especially the 

students. 

The activity will be carried out through a game in which the participants will face challenges 

in the different phases of the circular economy. 

Likewise, the integration of technological tools in interaction facilitates the management of the 

teacher in order to measure, monitor, and control the gamification strategy and serves to 

motivate and enhance student learning. 

In this sense, the main advantages of the implementation of games in educational activities are 

numerous, among which it is worth mentioning the increase in students' motivation and 

willingness to learn, the possibility of learning in a fun and motivating environment that can 

provide the student with immediate feedback to promote their learning, as well as the activation 

of the capacity for reflection. 

Further explanation → https://dialnet.unirioja.es/servlet/articulo?codigo=7464713 

 

 

 

 

   A citizen observatory to support 

transition to circular 

economy for young 

generation 

Proposing specific tools for raising discussion and aggregate 

information between different actors 

https://dialnet.unirioja.es/servlet/articulo?codigo=7464713


 

2. Creating a webpage focused on the transmission of information and resources on 

the Circular Economy 

This platform aims to create a set of tools and resources to develop circular economy 

competencies for adult trainers, in order to introduce this approach in their training activities. 

The inclusion of these competencies and skills in adult education reinforces active and more 

responsible citizenship and their commitment to a more sustainable community, engaged with 

current and future social, economic, and environmental challenges. 

This website will collect different resources to raise awareness about circular economy; ideas 

and opportunities, "circulating" stories, latest news and educational material. 

Example of the webpage: http://cyclecc.eu/english/ 

 

3. Using an app for real-time interaction  

YO Teach! is a backchannel web app teachers can use to create and moderate chat rooms for 

real-time student interaction. The admin features allow teachers to delete posts, mute students, 

control room access, and use the interactive features.  

Students can interact with teacher and peer posts by sharing text messages, replying to others' 

posts, voting, responding to polls, sharing and annotating pictures, and submitting drawings. 

YO Teach! can be an engaging way to encourage collaboration and social interaction among 

students. 

Webpage → https://yoteachapp.com/ 

 

NowComment is a document-annotation and -discussion platform that allows students to mark 

up and discuss texts. Upload a document (in any number of formats) to create an online 

discussion area. Paragraphs for text are numbered, with the document shown on the left and the 

comment panel on the right.  

You can control when students can comment on a document and when they can see each others' 

comments. For group projects or peer-reviewed activities, you can have students upload their 

own documents. 

Webpage→ https://nowcomment.com/ 
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