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ABSTRACT

This paper presents the Time2 Act@SD project, an Erasmus+-funded initiative that aims to promote sustainable
development (SD) knowledge, skills and behaviour change among higher education (HE) students and educators
across Europe. The project takes an innovative, multimodal approach to sustainability education, integrating gam-
ification, digital tools and experiential learning (Loureiro et al., 2024). Key deliverables include a MOOC platform
offering courses on environmental, social and economic sustainability, interactive virtual reality games such as
'SDG Quest' (Nisiotis et al., 2024; Piki et al., 2025), and mobile apps promoting practical sustainability competen-
cies. The project also includes international sustainability bootcamps that engage educators and students in real-
life applications of SD principles. Results from empirical studies show significant improvements in SD knowledge,
attitudes and behaviours among participants (Leal et al., 2024), as well as identified gaps in sustainability education
that Time2 Act@SD addresses. With open access resources and participation from four universities across Europe,
the project contributes to improving sustainability education globally and provides replicable models for trans-
formative learning in higher education. This paper discusses project outcomes, lessons learned and the implications
of innovative methods for advancing the SDGs in academia and beyond.

Keywords: Sustainability; Higher Education; Innovative Tools; Education for sustainable development.
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TIME ACT SD

TIME TO ACT THROUGH SUSTAINABLE EXPERIENCES
FOR HIGHER EDUCATION STUDENTS

Time2Act@SD
Project

TIME2ACT@SD aims to contribute to the development of
knowledge, skills, and attitudes, as well as changing of
behaviours among European higher education (HE)
students, in the field of sustainable development (SD)
and SD Goals (SDG), through the development of
interactive content, digital tools, and innovative teaching
methodologies, based on the use of the gamification, for
HE teachers' use in formal and non-formal education.
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Sustainability
Sustainable Jevelopment goals (SDG2)

Higher education institutions have 2 role to play in developing suscainabilicy skills and changing students” a.
titudes and behaviour towards ity issues and the ‘Goals (SDGs). This article
aims to explore the knowledge, attitudes and behaviours of higher education scudents towards sustainability and
understand how these vary in line with gender, age, level of education, the field of study and familiarity with the
SDGs. A questionnaire survey was carried out among higher education studens. A sample of 716 students from
d)ferem European countries and Turkiye The that the between students’

and their behaviour issues is partly mediated by their attitudes
lovm(ds sustainability. The practical implications of this study are that it highlights the need to strengthen ed-
ucation on sustainable development and the SDGs in all areas and ar all levels of higher education and to provide
sound training in this field from the moment students enter higher education. Although knowledge and attirudes

towards sustainability are well developed, higher education institutions must train students to change their

':, . the European Union behaviour.
Diagnosis emerald ...q |dentification of
1 NﬂL|5H|NG onare O Mot 00 2K . .
involving higher _____ gapsinsustainable
. Sustainability in
education Higher Education development

teachers, to
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the teaching-
learning process
on the topic of
sustainability and
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Abstract
‘This paper presents the preliminary findings from the Time2Act@SD Erasmus+
project, focusing on identifying gaps in knowledge and skills related to sustaimable
development (SD) and the Sustainable Development Goals (SDGs) in higher education
(HE). The study b Firstly, to ideaiy and skills
selated to SD and the SDGs among HE stadents. This includes analysing students’
understanding, anitudes, and behaviours to highlight specific weaknesses, providing a
asis for formulating targeted improvements, Secondly, to explore promiaent gaps in the
teaching-leaming process within HE, namely the challenges faced by educators trving to
incorporate SD and the SDGs in their teaching activities. By understanding what
underpins these challenges, this study aims to develop tailored solutions to eahance
oy-focused education. T i for HE teachers
and studeats, respectively, involving participants from several European countries using
a convenience sample. The resuits will inform the development of innovative tools to
improve the teaching-leaming process in HE. By engaging both groups of stakeholders,
this research aims to provide valuable insights that will guide the development of tools
and pedagogical strategies to improve education for sustainability, thereby promoting a
deeper integration of sustainability principles into academic curricula.
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I INTRODUCTION
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The Sustainable Development Goals (SDGs). formulaied
as part of the universal 2030 Agenda for Sustainable De-
vr.lnplm |sn; constiuic a comprehensive and integraied
0 address 3 wide range of pervasive and

,gnm cmkmum 17 SDGs arc indivisibic and bridge the
three dimensions of sustainability: social, cconomic, and en-
viroamental |1]. Addressing thesc challenges requircs making
collective cffons and taking “bold and transformative sicps
[ 10 shif the world on 0 a sustainable and resilient path™
and csuring that no onc is Jeft behind [1], The success of such
cffors requires the coondination and multiluteral cooperation
121 of several scctors. cducation being onc of them.

The central role of Education for Sustainable Development
(ESD) is to empower leamers to reficct on their actions [3],
make informed and decisions about socictal and
cnvironmental intcgrity [4]. and act in & sustainablc
15]. o attain this goal, Higher Education Institutions (HELS)

IR Co-funded by
IRl the European Union

reflcction. and behavioural mnpc, However, despite. rocent
developments, sustainability-oriented games are sall a long-
way from ataining a diffusion level comparable fo enicr-

71 I8). This prescats & gap in scrious games that addrcss
all dimensions of SD: clwimllnm\lﬂl social, and cconomic
2 P et te propomcd aious VR gune peccsed in
N paper st 1o Bl A he same e, o 34
constraint hindering the adopeion and applicability of VR
" ‘vl "

VR Sickncss (VRS) [9]. The aim of this study is to cvaluaic the
h e red

assessing the wsers” VRS sympioms and their overall gaming
expericnce in terms of usshilityfplaysbility, play cngrossment,
cnjoyment and visual acsthetics.

11 BACKGROUND
A. Digital (Game-Based [earning and VR Games

DGBL involves intcgrating cducational conteat, activitics,
and challcnges into a game [10], allowing leamers to cagage

in cxporicatial lcaming by progrcssing through the game nar-
i, Playing games s associaled withcmotional, social. and
and

copagement. mlmns skills: development and knowledge
acquisition, and enhancing sustainability competeacics (3],
161, 171, (10]. Various studlics have discussed the positive
contribution and cducational valuc of scrious gamcs toward
raising awarcness on SD and SDGs [6], [7]. suggesting that

*
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3. Sustainability ‘Makerspace’, 197 of March 2025, Youth Makerspace La

MR Co-funded by
B the European Union

18



24/01/2026

on Sustainability:

education for a
sustainable future

Co-funded by
the European Union

International Conference

Transforming higher

19

ICHNSUS

ram v Registration v Misc v ZE

International Conference on Sustainability

orming higher education for a sustainable future

antarém - Portugal (Hybrid Event)

Co-funded by
the European Union

https://iconsus2025.ipsantarem.pt/

ICONSUS2025 Call for Papers

ICONSUS2025 Call for Papers released! Know more about

the Conference scope and geals, Publication opportunities,

important dates and ..

# Admin * € Jan 29, 2025

Deadline for abstract

. . 16th March 2025
submissions:

Notification of abstract

15t April 2025
acceptance:

Submission of final
versions of abstracts, if
corrections have been
requested:

20t May 2025

Deadline for full
chapter submission to
Springer Nature
(optional):

20 May 2025

Early registration

deadline: 30t April 2025

20

10



24/01/2026

NP4
TIME2ACT@SD

TIME TO ACT THROUGH SUSTAINABLE EXPERIENCES
FOR HIGHER EDUCATION STUDENTS

Co-funded by
the European Union

ICHNSUS

International Conference on Sustainability

Thank you!

f

https://www.facebook.com/profile.php?id=10009
0197371804

Instagram

https://www.instagram.com/time2act.sd/

https://www.linkedin.com/company/time2act-sd

21

11



	2025_AbstractCieqv_Time2act.pdf
	Comunicão Oral_SusanaLeal_CIEQV (2 slides por pagina).pdf

