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Abstract: 

Waterways concerns with the improvement and enhancement of the attractiveness of areas of natural 
and cultural interest through the protection and highlighting of important "water elements" on the E4 
path in Crete and Cyprus, Sitia Geoparks (Crete) and Troodos (Cyprus) belong are part of European and 
international networks protection Natura 2000 and the UNESCO Geoparks network. 

The project highlights the value and special characteristics of the geological and cultural heritage, 
contributes to the protection and preservation of the natural and cultural environment and raises citizen 
awareness on climate change and sustainability. 

Waterways aims at exchanging best practices, adopting common approaches, and implementing 
common actions with main objectives: 

a. improve attractiveness and increase the number of visitors to intervention areas that are 
disadvantaged in terms of economic development and are more prone to climate change,  

b. exploit and promote, as cultural and geological tourist destinations throughout the year and 
thus lengthen the tourist season. The increase in traffic will be achieved through the upgrading 
of the tourist product with the introduction of the water element as an important factor in 
shaping both the natural landscape and culture in these areas. 

the project focuses on: 

• actions augmenting the capabilities of existing infrastructures (visitable sites and interactive 
models), 

• enrichment and development of activities, information and education of residents, tourists, 
students and entrepreneurs with the use of new ICT technologies, such as AR, Serious Games 
and Digital Learning Objects, specific tourism / recreational / educational visits. 

• Record and document of monuments and areas of natural interest of water elements 

• Portable museum kits  

 

References 

mailto:nv@hmu.gr


[1] R. Schnürer, C. Dind, S. Schalcher, P. Tschudi, and L. Hurni, “Augmenting Printed School Atlases 
with Thematic 3D Maps,” Multimodal Technol. Interact., vol. 4, no. 2, 2020, doi: 
10.3390/mti4020023. 

[2] C. C. Carrera and L. A. B. Asensio, “Landscape interpretation with augmented reality and maps to 
improve spatial orientation skill,” J. Geogr. High. Educ., vol. 41, no. 1, pp. 119–133, 2017, doi: 
10.1080/03098265.2016.1260530. 

[3] M. B. Ibáñez, A. Uriarte Portillo, R. Zatarain Cabada, and M. L. Barrón, “Impact of augmented 
reality technology on academic achievement and motivation of students from public and private 
Mexican schools. A case study in a middle-school geometry course,” Comput. Educ., vol. 145, Feb. 
2020, doi: 10.1016/j.compedu.2019.103734. 

[4] J. Jang, Y. Ko, W. S. Shin, and I. Han, “Augmented Reality and Virtual Reality for Learning: An 
Examination Using an Extended Technology Acceptance Model,” IEEE Access, vol. 9, pp. 6798–
6809, 2021, doi: 10.1109/ACCESS.2020.3048708. 

[5] J. Yip, S. H. Wong, K. L. Yick, K. Chan, and K. H. Wong, “Improving quality of teaching and learning 
in classes by using augmented reality video,” Comput. Educ., vol. 128, pp. 88–101, Jan. 2019, doi: 
10.1016/j.compedu.2018.09.014. 


