TripleA-reno: Attractive, Acceptable &
Affordable deep Renovation by a
consumers orientated and performance
evidence based approach

Effective action is crucial
to making Europe
climate-neutral by 2050*

Buildings
are responsible for:
40%

With nearly 34 million Europeans unable to afford keeping
their homes heated, public policies to promote energy
efficient renovation are also a response to energy poverty,
support the health and wellbeing of people and help
reduce their energy bills.

of the EU’s energy consumption

36%

of greenhouse gas emissions

*source: http://bit.ly/EC_RenovationWave

only 1%

undergo efficient renovation every year

The aim is to make renovations more attractive for
consumers and experts. Therefore, we raise
consumer awareness when it comes to home
renovations and energy savings behaviour and
make it more attractive through the use of
gamified features. The outcome is a set of
ICT-based
solutions
providing
attractive
personalised information on energy use, indoor
environment, health, and lifestyle. This is for
example the TripleA-reno gamification platform,
virtual reality, energy and 3D modelling.

Attractive
TripleA-reno is a H2020 EU-funded project
running from May 2018 until April 2021. It raises
awareness and provides guidance on the
different phases of the renovation process for
decision makers, such as designers, architects,
engineers, customers, homeowners, building
managers. With the use of gamified support tools,
TripleA-reno helps the stakeholders understand
the renovation process, guiding them into making
economically wise and sustainable decisions in
home renovations, thus making renovations
Attractive, Acceptable and Affordable and
supporting the up-take in the EU market.
For many consumers, the renovation process
seems difficult and hard to understand. Many
European projects have addressed these barriers.

Acceptable

Affordable

‘Acceptability’ refers to the TripleA-reno user-centric
approach. The project aims at getting the
‘renovation motor running, with the end-user in the
driver’s seat’. TripleA-reno involves a varied set of
users in the co-designing processes maintaining a
constant communication flow between consumers
and developers to assure design of people-centred
products.

‘Affordable’ means that by using the TripleA-reno
decision support tools (i.e. dynamic and
user-centric business models) users can tailor
their house’s renovation and make informed and
economically wise decisions. In TripleA-reno
affordability reflects the idea of the business
model, cost savings for the user and the holistic
idea of ‘user in the centre’.

Objectives
TripleA-reno focuses on the following market barriers for deep
renovation:
The renovation market is top-down and supply-driven, with a
mismatch between the offered products and packages and the
end-users’ requirements;
There is a knowledge gap on the building performance regarding
energy, indoor environmental quality (IEQ), health and well-being, as
well as a solid quality control of the renovation process;
Following the renovation process there is a lack of data on the real
building performance in use, on energy and IEQ.

The Netherlands

Hungary
Slovenia
Italy

Triple-A reno project has 6 demonstration buildings in the
EU, which serve the purpose of:

Greece

+ validating the TripleA-reno technologies and solutions;
+ taking into account the feedback of the actual building
occupants.

Spain

Results
The results of the project are being rolled-out on a
wider European scale through the so-called
‘RoadShow’ - turned into a ‘HomeShow’ during the
COVID-19 pandemic - organised by the involved
European interest groups and umbrella associations:
Housing Europe, International Union of Property Owners,
Architects’ Council of Europe, ICLEI – Local Governments
for Sustainability.

Combined
Labelling
Scheme

Boardgame
User-centred
gamified
platform

By the end of the project, TripleA-reno will develop:
+ a Boardgame to facilitate the decision-making;
+ a Combined Labelling Scheme to provide clear
evidence-based data on energy performance, indoor
environmental quality and well-being indicators;
+ an open user-centred gamified platform for
validation and community building.

Impact
TripleA-Reno aims to achieve the following impacts, supported by the
demonstration cases by the end of the project in 2021.

A)

Trigger an average 40% energy savings (2,72 GWh/y primary energy
savings) and 1,375 (GWh/y) renewable energy production by the
deep renovation of 326 existing units in the demo cases, representing
a total of 26.532 m2 deep renovated floor area.

B)

Increase the renovation rate in the residential sector by using an
end-user-oriented approach.

C)

Increase the number of deep renovations by offering house owners
proven business models (like the one- stop-shop concept), providing
comprehensible access to the latest renovation technologies, products
and tools to follow up the real performances after renovation.

D)

Improve the deep renovation quality control, addressing the entire
value chain in a multidisciplinary approach, as a basis for a voluntary
certification of the achieved quality and performance by
easy-to-understand labelling schemes.

E)

Improve environmental sustainability of deep renovation solutions by
the developed voluntary labelling including both energy and IEQ
performances.
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