UPSKILLEAD
Upskilling Adult Educators Digital Lead

Intellectual Output

4

Design of the eco-system of the Open
Badges for the validation of the digital
skills of adult educators

Title of the output
Design of the eco-system of the Open Badges for the validation of the digital skills of adult
educators
Activity leading organisation: Emphasys
__________________________________________________________________________

Project information
Project: Erasmus+
Project title: Upskilling Adult Educators Digital Lead
Acronym: UPSKILLEAD
Project No.: 2016-1-SI01-KA204-021588
Project coordinator: Development and Education Centre Novo mesto (RIC Novo mesto),
Slovenia
Project partners:

The European Commission support for the production of this publication does not constitute an endorsement of the
contents which reflects the views only of the authors, and the Commission cannot be held responsible for any use
which may be made of the information contained therein.

3

TABLE OF CONTENTS
1

INTRODUCTION ............................................................................................................ 4

2

OPEN BADGE ............................................................................................................... 4

3

UPSKILLEAD OPEN BADGES ECO-SYSTEM .............................................................. 9

4

ASSESSMENT CRITERIA AND METHODS ON THE E-LEARNING PLATFORM ........10

5

TREE STRUCTURE OF OPEN BADGES .....................................................................12

6

DIGITAL COMPETENCE 1: ONLINE SAFETY .............................................................13

7

DIGITAL COMPETENCE 2: SOCIAL MEDIA FOR EDUCATION ..................................25

8

DIGITAL COMPETENCE 3: LEARNING MANAGEMENT SYSTEM (MOODLE) ...........32

9

DIGITAL COMPETENCE 4: GRAPHIC DESIGN ...........................................................43

10 DIGITAL COMPETENCE 5: WEB DESIGN ...................................................................56
11 DIGITAL COMPETENCE 6: USE OF INTERACTIVE BOARD ......................................69
12 ANNEX ..........................................................................................................................76
13 REFERENCES ..............................................................................................................77

Upskillead | Intellectual Output 4

INTRODUCTION

4

1

The UPSKILLEAD project seeks to understand the digital world while it aims to update the
digital skills of Adult Educators. Adult educators face many challenges as they deal with
increasingly complex and diverse learning situations in a constantly changing work
environment with the evolvement of new technologies and a constantly changing labour market
with highly technical demands for skills. Digital skills are essential for bridging the gap between
the education and the work and achieving better.
Thus, the consortium decided to investigate the current scene of each partner country to
identify the current e-skill needs (IO1). Based on the results, the UPSKILLEAD consortium
identified the Digital Competences to be included in the UPSKILLEAD Framework (IO2). The
framework has been used to develop the curriculum/training material to be followed by Adult
Educators (IO3). It has been designed with benchmarks and indicators against which Adult
Educators skills will be evaluate. This Intellectual Output involves the design and the
development of the Open Badge eco-system for the validation of the digital skills acquired by
Adult Educators. The framework includes the theoretical and practical knowledge, skills and
attitudes to be acquired by the Adult Educators as well as the teaching and the assessment
methods. The consortium decided to evaluate the practical knowledge acquired by the Adult
Educator and award an Open Badge when the criteria have been met.
The introduction of this recognition and validation process through the use of the Open Badges
is an added value to the project, as it will enable Adult Educators to have a valid proof of this
learning which can be added to their CV, profile or portfolio in addition to the Europass
Certificate and the Certificate of Participation. The Open Badges is a motivating procedure
which will encourage and provide incentives for Adult Educators to continue their participation.
It is linked to the digital skills, as Open Badges are created on-line through the use of an openplatform and can be shown on various personal pages, such as FB, Twitter, LinkedIn etc. In
addition, Adult Educators will be able to use this method for their own teaching for adult
learners in order to motivate them to participate in LLL opportunities.
Open Badges originally developed by the Mozilla Foundation with funding from
the MacArthur Foundation.[1] The Open Badges standard describes a method for packaging
information about accomplishments, embedding it into portable image files as a digital badge,
and establishing an infrastructure for badge validation.
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OPEN BADGE

Open Badges are a digital representation of skills, learning outcomes, achievements or
experience such as:






Hard skills: knowledge, competences, etc.
Soft skills: collaboration, communication, etc.
Participation and community involvement
Official certification
Authorization

Open Badges are verifiable, portable digital badges with embedded metadata about skills,
achievements and experience and are shareable across the web. Each Open Badge is
associated with an image and information about the badge, its recipient, the issuer, and any
supporting evidence. Badges can be used in many ways, for example to set goals, motivate
behaviors and convey success. They can be particularly useful for recognizing new kinds of
learning, beyond the traditional classroom environment. Nowadays, learning happens
everywhere-badges provide a way to validate the outcome.
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Benefits
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2.1

The following are some of the benefits of Open Badges:
Badges can demonstrate a wider range of skills and achievements in formal and informal
learning methods.
Badges are portable and verifiable digital objects-All this information may be packaged within
a badge image file that can be displayed via online CVs and social networks.
Each Badge includes the description of achievement: a particular path that learner took along
the way to an achievement, together with the evidence used to support the badge award.
Each Badge includes information about the earner identity, link to information about the issuer,
link to the badge class information (description of what a badge represents)
Badges can be used to unlock learning and career pathways. They can be used to
build pathways to support individuals to work towards learning goals, provide routes into
employment and nurture and progress talent within organizations.
Badges represent personal attributes that matter employers (such as soft skills)
Badges can be used in professional context-Thousands of organizations across the world
issue badges in accordance with the Open Badges Specification, from non-profits to major
employers to educational institutions at all levels.

2.2

Key Elements

2.2.1

Issuer

First of all, the issuer could define a competency in a subject, design the learning material for
it and assess the users with regard to that competency. Then, the issuer can create a badge
and make it available for earning. When an issuer creates a new badge, the data can include
details of the criteria that an earner must meet in order to be awarded the badge. When
assessment is involved, the reviewer may compare earner evidence against badge criteria,
which can be required or optional.
Any individual or organization can create an Issuer profile and begin defining and issuing Open
Badges. A diverse range of organizations and communities, including:








Schools and universities
Employers
Community and nonprofit organizations
Government agencies (including NASA)
Libraries and museums.
Event organizers and science fairs (Including Intel)
Companies and groups focused on professional development (such as UPSKILLEAD
consortium)

Any entity that can be described with a name, description, URL, image, and email address is
a possible candidate to become an Issuer. To issue Open Badges you need a technology
platform that supports the Open Badges Specification.
2.2.2

The platform

Many companies have creating badge issuing platforms compliant with the Open Badges
Specification. They provide a wide range of services, which allow non-technical users issue
Open Badges credentials. Platforms each offer a mix of custom services possibly including:
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2.2.3

Earner

Open Badges are for everyone to recognize skills gained through a variety of experiences,
regardless of your age or background. They allow you to follow your interests and passions
and unlock opportunities in life and work by standing out from the crowd. The earners should
register in the organization platform and claim for a badge, when the pre-defined criteria have
been met during the ‘evaluation’ phase.

2.2.4

Evaluation

The assessment process can vary:





2.2.5

Asynchronous assessment: learners seek out the assessment on their own time
instead of being required to take an exam at a pre-determined time.
Stealth assessment: assessment and awarding badges can happen automatically and
provide immediate feedback.
Portfolio assessment: work samples, projects and other artifacts the learner has
produced and can be used as evidences for claiming a badge.
Multiple assessors or group assessment: multiple contexts of assessment such as
course organizers, peers or learners themselves.

Displayer

Open Badges are designed to be shared. By sharing, individuals showcase their achievements
to consumers turning them into a valuable currency to unlock new opportunities. Displayers
can utilize the Displayer API for retrieving earner badges from the Mozilla hosted Backpack.
Mozilla set up the first Backpack in 2011. Most issuing platforms provide users with the ability
to connect and store their badges to this Backpack. When retrieving badges form the earner’s
Mozilla Backpack (using the email address account), the displayer will only be able to access
those badges that the earner has chosen to public.
Badges also can be shared:





2.3
2.3.1

Blogs, websites, e-Portfolios, and professional networks
Job applications
Social media sites - Twitter, Google+, Facebook, LinkedIn
Even in your email signature!

Aspects
Technical

An earnable badge is defined as a badge class, using a variety of data items, including
descriptions, criteria and information about the issuing organization itself. When an issuer
decides to award that badge to a specific earner, they create a badge assertion. A badge
assertion describes the data for an awarder badge-it includes the earner identity and a link to
Upskillead | Intellectual Output 4
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online badge designers, badge discovery, issuing, assessment workflow, display, user profiles,
social sharing and tools to integrate with existing learning systems. All Open Badges issuing
platforms should allow recipients to export their badges to a Backpack of choice. This allows
users to stack and share their badges earned on different platforms and choose their own
spaces to establish their identity on the web.

2.3.2

Properties

The image for a badge should be a square PNG (or SVG). The file size should be a maximum
of 256KB and should not be smaller than 90 PX square.







2.3.3

Things you can verify and explore in a badge:
Details about the organization issuing the badge
What the individual has done to earn the badge
The criteria that the badge has been assessed against
That the badge was issued to the expected recipient
The badge earner’s unique evidence (optionally included)
When the badge was issued and whether it has expired
Institutional Endorsements

Badges are like commercial products that have to be endorsed by a certain celebrity or
institution in order to promote it in a wider sphere and to gain the support of the consumer. In
this section, institutions from public and private sectors, which are endorsing open badges as
a recognition tool, will be highlighted. Furthermore, this section also tries to explain the
importance of endorsing a badge within the ecosystem.
2.3.4

Governmental Institutions

Council of the European Union is one of the governmental institutions in the regional level,
which has expressed its support to the open badge as one of the nonconventional approach
in recognizing someone’s work. In a conclusion made by the Council and Representatives of
the Government of the Member States, which was released in November 23, 2016, it was
mentioned that “To appeal to young people and to ensure greater impact on their lives, new
settings where young people spend their time, such as modern city infrastructure and virtual
space, as well as new approaches using innovative online and offline tools (such as
gamification, GPS based activities, learning badges or design thinking5), should be reflected
upon and taken into account in the further development of education and training of youth
workers.” (Council of the European Union, 2016). This statement released by the
aforementioned regional body affirms that learning badges such as open badges is one of
today’s trends in recognizing learners’ skills and knowledge that they have acquired during
their training days.
Within the EU, Lithuanian National Commission for UNESCO together with the Lithuanian
Association of Non-Formal Education recommends the use of open badges to other UNESCO
affiliated schools in the country (Lithuanian National Commission for UNESCO, 2016).
Aside from these EU bodies, in 2013 the U.S. Department of Education’s Office of Vocational
and Adult Education (OVAE), has funded a study aiming to “explores the feasibility of
developing and implementing a system of digital badges for adult learners and the implications
for policy, practice, and the adult education delivery system” (Finkelstein, Knight, & Manning,
2013). In the US, the following institutions have been long time implementing the open badge
system as a recognition tool (Ibis):



EDUCAUSE- a leading association in the field of information technology focusing in
higher education.
The Society for Science and the Public administers the Intel International Science and
Engineering Fair (Intel ISEF), - the largest precollege science completion in the world.
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the generic badge class, which in turn links to information about the badge issuer. All of the
data for the badge is defined using JSON structures. To award a badge to an earner the issuer
creates a badge assertion in JSON.

2.3.5

The American Association for State and Local History
The Yale Center for Emotional Intelligence
These institutional endorsements from various governmental bodies just show that
open badges a legitimate tool to be considered and one of the “trends” in the 21st
century, that everybody in the field of education whether its formal or non-formal
education, should explore.
Private Sector’s Endorsement

Aside from Mozilla Foundation, who started this the idea of open badges, various entities in
the private sectors have been using open badges as a new way to recognize someone who
just recently developed a skill or reached a specific level of knowledge. For instance, the
American company Microsoft has introduced open badge system to their partners. “Microsoft
developed a badge system for the Partners in Learning Network (PiLN) of educators and
school leaders to promote technological competencies and relevant skills in today’s digital
age.” (Chow, 2014). In the official website of Microsoft, the company answered the question
why they are offering badges – to offer the people a tool they need to move forward in their
chosen field. “Your digital badge allows you to easily share the details of your skills in a way
that is trusted and verifiable” (Microsoft, 2016).One of the well-known institutions, which is
using open badge is the National Aeronautics and Space Administration (NASA). In 2012,
NASA together with Project Whitecard and Wheeling Jesuit University, have worked together
to convince the California Academy of Science to implement Mozilla’s open badge system in
“recognizing life’s achievements” (NASA, 2016). Aside from companies, formal education
institutions have been also using open badges as recognition tool. In Europe, some of these
institutions include Beuth University of Applied Sciences Berlin in Germany, Newcastle
University in the United Kingdom, Universitat de les Illes Balears in Spain (Mozilla Foundation,
2016c).
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UPSKILLEAD OPEN BADGES ECO-SYSTEM

Open Badges provide portable and verifiable information about digital skills and achievements.
Adult Educators can unlock opportunities by sharing collections of badges representing
desired skill sets in a dynamic, evidence-based way. Open Badges represent legitimate,
authenticated achievements, described within badge and linked to the UPSKILLEAD project.
To summarize:











UPSKILLEAD consortium creates badges for six different digital competences:
o Online safety
o Graphic Design
o Web Design
o Interactive White board
o Learning Management System
o Social Media
Adult Educators are invited to register in the e-learning platform and take the course(s)
of the UPSKILLEAD programme
The e-learning platform listing indicates the criteria for earning the badge
Adult Educators should provide evidences against the badge criteria
Adult Educators should claim a badge, including evidence, against badge criteria
The evaluator (assigned by UPSKILLEAD consortium) decides whether or not to award
the badge to the earner ad contacts them
The evaluator can submit feedback to forward to the earner regarding their application
If the badge is awarder, the issuer creates a badge assertion
Issuer optionally offers to let the earner push their badge to the Mozilla backpack

UPSKILLEAD consortium that accept badges and offer opportunities of upskilling the digital
skills of Adult Educators in exchange, play a critical role in the ecosystem. Through this process
Open Badges can be turned into new collaborations, jobs, internships, and richer connections
between lifelong learners.
In this section each all partners will prepare the details related to each of the Open Badges to
be allocated to each Digital Competence. It is proposed that for each Digital Competence the
Adult Educators can earn as many OB as the Topics are. One OB will be allocated per Topic.
For each Digital Competence the following aspects will be analysed in the template provided
below:
Name of OB: The name of OB can be the same as the Topic.
Design of OB: Visualisation of the OB
Main Objective: The description of the Open Badge
Learning Outcomes: The specific learning outcome to be acquired
Assessment criteria: To successfully complete and acquire a badge, the participant must
achieve 50% of all possible points in the theoretical test, and at least 75% for each practical
task. All possible points in all theoretical issues and practical tasks will be defined in the
Evaluation Methods document developed in IO3.



Evidence: The ‘proof’ and the evidence of the acquired skills, i.e. link, photo, video,
test, quiz etc.
Issued by: In this section the issuer of the OB is specified which for the project is the
UPSKILLEAD Consortium.
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ASSESSMENT CRITERIA AND METHODS ON THE E-LEARNING PLATFORM

For the UPSKILLEAD Digital Competences Modules the idea is to assess both the theoretical
knowledge as well as the practical skills that the adult educators of the courses will acquire
throughout the UPSKILLEAD project lifetime as well as to provide a self-assessment test for
the participants before taking the courses in order for them to identify beforehand their
strengths and weaknesses.

4.1

Initial Self-Assessment

The self-assessment test will take place before participants take the course. It will be done in
the form of a multiple choice quiz which covers all the topics of each Digital Competence and
the score will be just informative and given in %.
Once the participants submit their answers, the system will provide them with feedback.
Correct and wrong answers will be highlighted for the users to see. Overall feedback will be
shown to adult educators after they have completed the quiz.

4.2

Final Theoretical Knowledge Assessment

The final theoretical knowledge assessment will take place after the self-assessment and after
optionally going through all the educational material and resources in the form of a multiple
choice quiz. The final assessment of the theoretical knowledge will be done in a form of a
multiple-choice test to assess the theoretical knowledge of the adult educators.
Each multiple choice quiz will have 20 questions taken from the self-assessment quiz, with
three (3-5) possible answers, one or more of which will be correct. After the users take the
quiz, it will be automatically marked and users will be able to instantly see what grade they
have achieved. Users will have the chance for three (3) attempts to pass the test. If the user
fails all three attempts, the user has to contact one of the Mentors to discuss more possibilities
to pass the test successfully. After each attempt both questions and answers will be shuffled
in order to make the test more challenging. Correct and wrong answers will be highlighted for
the users to see. Their final grade will be the highest (best) attempt. Overall feedback will be
shown to students after they have completed an attempt at the quiz.
It must be noted, that a successful multiple choice quiz attempt does not award a badge to the
adult educators but is only part of the process and one of the requirements (criteria) in order
to receive a badge. Finally, only the multiple choice quizzes after the course will be taken into
account in the badges awarding process as one of the criteria to earn one. The selfassessment test before the course is going to be used merely for self-assessment purposes.
The required minimum for passing the test is 50%.

4.3

Practical Skills Assessment

As far as the practical skills assessment procedure is concerned, it takes place after the
theoretical knowledge test.
The practical skill assessment criteria is the same for all of the Digital competences, however
only the points per practical task may change, considering the difficulty of the task. Each Digital
Competence requires different evidences for the practical tasks. The UPSKILLEAD Mentor will
be able to evaluate the quality of the evidence based on the guidelines given in the ANNEX.
Assessment criteria for practical tasks developed in IO4.
The required minimum is each practical assignment is 75%.

Upskillead | Intellectual Output 4
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4

Badges Awarding Criteria

The UPSKILLEAD e-tool offers 6 badges in total. The participant must be successful both in
theoretical and practical tests.

4.5

Award Criteria for 6 Badges

The criteria that have to be met by the adult educators in order to receive the six (6) badges
for each level and for each digital competence are the following four (4):
1. Course Enrolment (users will have to enroll to a course since the self-assessment test
is within it)
2. Take the Self-Assessment test (it is not required to pass it)
3. Successfully pass the Theoretical knowledge multiple choice quiz at the end of the
course (above 50%)
4. Successfully pass the practical skills test (each above 75%)
For a successful completion and gaining a Badge, a participant has to successfully pass
theoretical test and has to be successful in all practical tasks for the respective Badge.

4.6

Award Criteria for the UPSKILLEAD Mentor Badge

First of all, the UPSKILLEAD logo will be used as the UPSKILLEAD Mentor badge. The
participants (tutors) who would claim to earn the UPSKILLEAD badge should score 90% or
higher of each badge and the approval of one of the UPSKILLEAD partners. They should know
how to use e-learning platform (create a course, create her/his profile, enroll students, create
quiz/assignments, etc.). In addition, the Mentors should receive a notification (email) for new
registrations, an email when a user completes a course and they should be able to enroll users
in courses and award badges based on criteria.
JSTE participants gained badges automatically as they participated at transnational training.

Upskillead | Intellectual Output 4
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4.4

TREE STRUCTURE OF OPEN BADGES
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UPSKILLEAD

Online Safety

Social Media

Learning
Managment
System
(Moodle)

Graphic Design
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Web Design

Interactive
White
Board

6.1

DIGITAL COMPETENCE 1: ONLINE SAFETY

Digital Competence 1: Online Safety Framework

In this technological advanced era we are living, everything is done online; computers and smartphones are the extensions of us. On the
other hand, with the Internet came a selection of fraudulent activities which put at risk our personal online security.
Based on the results of the survey produced during the implementation of IO1, it was well accepted that most Adults Educators are aware of
their need to be informed and well trained about ‘Online safety’.
According to the Digital Agenda presented by the European Commission one the seven most important pillars that Europe 2020 aims to grow
is to reinforce the feeling of online safety by being well educated about the Internet and its dangers.

6.2

Main Objectives

The Digital Competence: Online Safety aims to educate Adults Educators about the basic Internet terminology the importance of information
and its protection and also important principles on retention and data privacy and threats on personal security are introduced.
Additionally, essential skills like using passwords, using firewalls and wireless networks will be developed. It is important for them to know
what malware is and how to protect computers, networks and personal information from it. In addition, some other terms like firewalls, hotspots
will be defined and some technical experience will be gained.
This competence aims to develop another skill; safe browsing of the Internet through secure browsers and identifying ordinary and wireless
security types. Moreover, the topic covers some communication security issues while using email and social networks. Finally, it aims to
create aware Adults Educators in relation to the important threats of thoughtless use of the Internet, social media websites by users.

6.3

Methodology

The creation of the framework about Online Safety is based on the methodology proposed in the Overall Report. According to that, this Digital
Competence is divided into four main Topics to be covered.
Based on our expertise and research conducted in the field, a brief description of all the information covered about each Area follows.
Following the baseline set in the report all Topics are divided into six smaller categories, called “Components”, each of which will provide
distinct information and in depth description of the specific Topic.

Upskillead | Intellectual Output 4
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6.4

TOPIC 1: Basic Internet and Internet Security Terms

This Area covers some theoretical aspects of Internet Security. It aims to help Adults Educators to understand how important is to keep
information/data secure. Identify typical data/privacy, retention and control techniques. Additionally this Area aims to teach trainers how to
identify threats to their personal security theft, and help them identity hidden dangers from the use of cloud computing. Finally, it promotes
the use of passwords and teaches them techniques on how to choose strong passwords.
6.4.2

TOPIC 2: Internet and Network Security

This Area focuses on creating a baseline on what Adults Educators should know regarding network security. It introduces them with the
different types of networks and the dangers that exist when a connection is not secure; or when a network is untrustworthy. Additionally, it
introduces them to the term firewall, its use and some of its limitations. Finally, the trainers will be familiarized with hotspots. In addition, it
targets the most popular topic of our time; communications and social media. Network security is a critical topic since all information,
transactions and communications are done through the Internet, so the Adults Educators should be able to recognize the different types of
networks available and the dangers that exist if a network connection is not secure; or if a connection is not trustworthy. Finally, the trainers
will learn about firewalls and their limitations. It explains the basic terms for communicating and using social network accounts and makes
suggestions on how to tackle with inappropriate online behavior. Another aspect covered is applications and application permission
management.
6.4.3

TOPIC 3: Secure Data Management and Web Use

The Area of this competence covers another important issue. Using Internet browsers securely; setting up a web browser in order to provide
the safest possible browsing and being aware of the dangers and potential threats to privacy when using cloud applications when backing up
data. Additionally, it raises the issue of securely deleting files and permanently deleting files; the need of backing up data and restoring from
them.

Upskillead | Intellectual Output 4

TOPIC 4: Digital Citizenship

The sixth and final Area it is probably the most important Area of this framework. It is focused to the behavior a user might have online, as
well as the potential dangers and threats he/she might have to deal with. It also focuses on the potential threats a user could have to deal
with. Additionally, the importance of information is highlighted and a sub-section aims to inform what information is accepted to be shared
online while the dangers of sharing too much information online are also mentioned. Finally, it introduces Cyber bullying and the different
roles someone could have are defined as well as strategies to deal with it.
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6.4.4

Name of OB

Main Objectives

(Component 6Framework)

(Component 1Framework)

Learning Outcomes
(Component 2 & 3 - Framework)

THEORETICAL

Evidence

(Component 4Framework)

(Component 5Framework)

Quizzes/

Pass the Quiz
and practical
assignments

PRACTICAL
Practical exercises
Be able to:

Understand
To have basic
knowledge
on
what
is
the
Internet,
the
Internet Dangers
and
how
to
protect
from
them.
Online safety
To understand
the
communication
security issues
that can emerge
by the use of
email and social
networks.



Quiz:
What
is
Internet and WWW
the (World Wide Web)

identify
difference
between
the
Internet and the
 what the WWW
Quiz: what is correct
World
Wide
is
the structure of a
Web
web address.
 the terms of ISP
 setup and use
and URL
different
web
browsers
Quiz: describe what
what a browser is
the following are:
analyze the structure of
Data
and
a web address
Information,
Information Security
Understand:
and Cybercrime.
Be able to:
 the difference
between
the
 recognize
data
and
threats to data
Quiz:
identify
information
different
of
threats
in
protect
important
cybercrime.
 what
information
cybercrime,
hacking,


what
internet is

the
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Correctly passed
tests
on
the
platform

Uploaded results
of the practical
task - take a
screenshot of the
antivirus installed
on your computer.
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Assessment
Criteria

the characteristics of
information security
Understand:




what malware
is, its different
types and ways
to protect from it
about antivirus
software

Practical exercises:

Be able to:



Install or update an
antivirus / scan disks
and files in your
install
and computer for viruses
update antivirus
software
protect
malware

from

the risks of using scan drivers and files
unsupported software
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Quiz: What is an
antivirus and how
can it protect your
computer?

phishing,
pharming are

Name of OB
(Component 6Framework)

Learning Outcomes
(Component 2 & 3 - Framework)

(Component 1Framework)

Assessment
Criteria
(Component 4Framework)
Quizzes/

THEORETICAL

PRACTICAL
Practical exercises
Be able to:

Understand:

To familiarize
with the basic
security
concepts



the methods of
social
engineering and
what
identity
theft is



how/why
to
choose strong
passwords

Online safety

 what is access
To understand
control
the
potential
dangers
of
Understand:
personal
security
 what
is
a
network
and
some different
types
of
networks


what a firewall is

18

Main
Objectives

Evidence
(Component 5Framework)
Pass the Quiz and
practical
assignments

Correctly passed
on
the
 set passwords on Quiz: What is Social tests
files and important Engineering and how platform
documents
does the Access
Control works in
 prevent
Control Panel?
unauthorized
Uploaded results
access to data
of the practical
recognize
social Practical exercise:
task
engineering methods and
Set up a strong
be
suspicious
when
password
for
a
sharing information .
personal
account,
create
a
user Correctly passed
account.
tests
on
the
Be able to
platform
 distinguish
the
different networks Quiz: What is the
LAN, WLAN and difference between
LAN, WLAN, VPN,
VPN.
Uploaded results
Firewall.
enable it and disable a
of the practical
firewall
task - take a
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the dangers of
using
unprotected

Understand:









what a digital
signature is

Practical exercise: screenshot of the
turn on/off firewall / antivirus installed
allow or disable an on your computer.
application to have
access
on
your
computer

Uploaded results
of the practical
why I need to
Quiz: what is Social
task - show with a
encrypt/decrypt
Media Privacy
video how the
emails
privacy of a social
the dangers of Be able to:
media
account
Practical exercise:
disclosing
was changed
 create/add/remove
confidential
a digital signature Create, add and
information on
remove a digital
social media
 identify fraudulent signature
emails/unsolicited
why
it
is
necessary
to
 identify
infected
privacy
apply
privacy
files enclosed in Change
settings in a social
settings
on
emails
media account( i.e.
social
media
 change
privacy Facebook)
accounts
settings on social
the dangers of
media websites.
using
social
media accounts



what personal
information to
share on social
network sites.



how and to
whom to report
inappropriate
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how to use safely social
media (fb, YouTube,
snapchat, twitter)
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social network
behavior

Name of OB

Main Objectives

(Component 6Framework)

(Component 1Framework)

Learning Outcomes
(Component 2 & 3 - Framework)

(Component 4Framework)
Quizzes/

THEORETICAL

PRACTICAL

To have basic Understand:
Be able to:
knowledge
 the importance of
regarding
the
 protect a computer
backups
and
use
of
different types of
 back up data
appropriate web
backup features
browsing
and different back
 delete
a
file
settings
and
up locations
permanently
understand how
Secure
Data
 the difference of
browse online
 set up appropriate
Management
delete
and
safely.
settings for enabling
and Web Use
permanently
and
disabling
delete files.
autocomplete
Backup
and in which cases deletion of
restore data to files/data may not be
various storage permanently
locations.

Delete
dispose
securely.

and
data

Understand:


that certain online
activities should
be undertaken on

Practical
exercises

21

Assessment
Criteria

Evidence
(Component 5Framework)
Pass the Quiz
and practical
assignments

Quiz: what is the
difference between
deleting
and Correctly passed
tests
on
the
deleting
permanently
the platform
computer or online.

Practical exercise:

to Uploaded results
of the practical
Backup to memory task with the
public link of the
 delete data from stick/cloud
dropbox account
browser
(Dropbox).
that
has
the
Empty recycle bin.
backup in it and
screenshots of
back
up
to
Be able to:
Quiz:
how
to external disk and
the
 set up a web browser purchasing from a emptying
recycle
bin.
store
online.
and make online

Upskillead | Intellectual Output 4

Backup data
eternal disk.






web

transactions
secure websites

on How to set up a
browser.

22

secure
pages

how to use secure set up and use control
Correctly passed
functions (internet filtering
websites
Practical exercise: tests
on
the
software
and
parental
platform
that I need to be control software)
Enable/Disable
careful
when
autocomplete
using websites for
online
Clear browsing data
transactions
history
the functions of
content
control
software
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Uploaded results
of the practical
task
with
screenshots

23
Name of OB
(Component 6Framework)

Main
Objectives

Learning Outcomes
(Component 2 & 3 - Framework)

(Component
1-Framework)

THEORETICAL

PRACTICAL

Assessment
Criteria

Evidence

(Component 4Framework)

(Component 5Framework)

Quizzes/

Pass the Quiz
and practical
assignments

Practical
exercises

Understand:

Digital
Citizenship

To have basic
knowledge in
helping
the
Internet users
protect
themselves
from
online
treats



what I might come
across
to Be able to:
inappropriate content I
 deal
know
what
is
inappropriate
inappropriate to be
content
posted online



the consequences of
inappropriate posts



what
personal
information should not
share



the dangers of sharing
personal information



Understand:



what is sexting




Quiz:
on
inappropriate
content and how
to deal with it if it
with
comes to our Correctly passed
tests
on
the
hands
platform

prevent
inappropriate posts

Quiz:
What
information it is
protect learners from ‘safe’ to share
revealing too much online
information

Be able to:
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Quiz: What is
cyber bullying and
how to protect
Uploaded results
yourself from it.
of the practical
task
with
a
screenshot

what
solicitation is



what grooming is



what cyberbullying is
and the players of it



how to distinguish the
roles of cyber bullying



(victim, cyber bully and
bystanders)

sexual



protect teens form Practical
predatory offenders exercise:



deal with incidents of Set up parental
cyber bullying help a control
cyber-bullying victim

Upskillead | Intellectual Output 4

24



7.1

DIGITAL COMPETENCE 2: SOCIAL MEDIA FOR EDUCATION
Digital Competence 2: Use of Social Media for Education

The use of social media as an educational tool has been the object of numerous studies in the latest years, all of which agree that if used
strategically and carefully, they can enhance both learners’ experience and teaching/ training outcomes. Social media potential for supporting
the transition from “standardized “to “personalised” education (EC 2001:9;UNESCO,1996) is defined by its ability to promote cognitive and
meta cognitive learners development while using a constructivist teaching and learning approach(EC SM2016).

7.2

Main objectives

The Digital Competence: Social Media for Education aims to provide Adult Educators with competences needed to design social media
based educational resources to support, complement and enhance their educational activities. The framework aims to provide both the
technical skills and individual competences the educators need in order to design social media based learning material.

7.3

Methodology

The creation of the framework is based on the methodology proposed in the Overall Report from one side, and on achieving balance between
didactic and constructivist learning approaches from the other.
According to that, this Digital Competence is divided into four main Topics to be covered. The first topic is structured following traditional
didactic approach to education, topics 2, 3 and 4 are designed to progress gradually to constructivist approaches in order to provide an active,
contextualized process of constructing knowledge and thus enhance learning experience and outcomes.
Based on our expertise and research conducted in the field, a brief description of all the information covered about each Area follows.
Following the baseline set in the report all Topics are divided into smaller categories, called “Components”, each of which will provide distinct
information and in depth description of the specific Topic.

7.4

Badge design
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7

TOPIC1: Social Media - Introduction

The first topic focuses on providing educators with the basic technical skills in order to enable them to understand and use the basic features
of popular social media platforms. The social media covered by this topic are Facebook, Tweeter, Google+, Pinterest, Instagram and Tumblr,
You Tube. Those were selected taking into account the variations in possible content, as well as demographic data including location, age,
gender, interest and occupation. The social media which were left out are the ones with weaker adherence in the local context of the educators
selected to follow the course.
7.4.2

TOPIC2: Creating a Social Media Strategy for Education

The aim of this topic is twofold: from one side it will provide the learners with the transversal skills needed to develop functional social media
based educational material. From the other it will deepen technical skills in the usage of the social media that match their individual
teaching/training needs. The transversal skills covered by this topic are strategic competencies (goals setting, strategic planning and
management in accordance with learning/teaching goals). Those will allow each individual participant to focus on mastering further a particular
combination of social media platforms and tools for their individual needs (by selecting social media and framing content). The topic is a
transition from the didactic, generalized approach in topic 1 to the more context based constructivist approaches selected in topics 3 and 4.
7.4.3

TOPIC3: Creating and Managing Content

The aim of this topic is to guide the participants into defining their own content mix, developing and posting content for their training and
teaching activities. It also focuses on managing and organising content, using automation for scheduling posts, and organising multiple
platform content production. Under this topic the educators will actually “start” their social media based teaching/training projects, which will
allow enhancing learning outcomes through experience based learning.
7.4.4

TOPIC4: Social media follow up and analytics

The final topic focuses on follow up which will upgrade the participants’ technical skills to include analytics, follow up, tracking and moderation.
It will also strengthen their self-directed learning competencies, as well as their self- evaluation and self – regulation skills. This topic will
provide the learners with the basic competencies needed in order for them to develop further and upgrade the teaching/training material
created through the training itself, thus laying ground for sustainable learning outcomes.
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7.4.1

Main Objectives

Learning Outcomes

(Component 6Framework)

(Component 1Framework)

(Component 2 & 3 - Framework)

Assessment
Criteria
(Component 4Framework)
Quizzes/

THEORETICAL

PRACTICAL
Practical exercises

Basic
Social
Media Usage

Evidence
(Component
5-Framework)
Pass the Quiz
and practical
assignments

Assessed
Being able to use basic functions
Workshop(s):
of Facebook:
Understand the basic
functions of Facebook

Understand the basic
functions of Twitter



creating a profile,



setting up
security



creating pages,

privacy

Creating
profiles/
pages and basic
and configuration on the
following
social
networks:

To have basic
 Adding friends and sending
knowledge
on
invitations for subscriptions,
what
social
Understand the basic
media is, the
 Creating buttons, posts,
functions of Google+
most
popular
messages, events
social
media,
 Sharing content, text, video,
and the basic
images etc.
Understand
the
basic
tools they offer
functions of Pinterest,
Being able to use the basic
Instagram and Tumblr,
functions of Twitter: profile
YouTube


Creating a profile



Setting up



Tweeting various types of
content
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Facebook

Complete
tasks

the

Tweeter

Google+

Upload results
on the platform
(links
and
screenshots)

Pinterest/Instagram/
Tumblr

YouTube
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Name of OB

Following users and lists



Creating
and
hashtags etc.

using

Being able to use the basic
functions of Google+ :


Creating a profile



Setting up



Creating pages



Managing circles



Sharing content



Creating a meeting on
google+ etc.

Being able to use the basic
functions of Pinterest, Instagram
and Tumblr, YouTube :


Creating a profile



Setting up



Creating
content



Creating a board

and

Creating a playlist etc.
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Main Objectives

(Component
6-Framework)

(Component 1Framework)

Learning Outcomes
(Component 2 & 3 - Framework)

THEORETICAL

Assessment
Criteria

Evidence

(Component 4Framework)

(Component
5-Framework)

Quizzes/

Pass the Quiz
and practical
assignments

PRACTICAL
Practical exercises

Understand what the
Pillars of Education
are, how they are
important for effective
teaching/learning and
how adequate social
media
use
can
Building
an enhance
learners
adequate social results.
Social Media media
strategy
for Education for
one’s
Strategy
particular
educational/traini
ng activities
Understand
the
potential of social
media to enhance the
quality of education
and
learners
experience and results

Being able to choose the right
social media in accordance to
educational goals and objectives

Being able to define and plan
social media content for one’s Assessed
educational activities
Workshop
Building a social
Being able to choose the right media strategy for
own
social media in accordance with one’s
educational training
social media demographics.
activities
Being able to create an adequate
social
media
strategy
by
effectively combining the major
factors that would influence
results.
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Upload
the
result of the
practical task:
Social Media
Strategy
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Name of OB

(Component
6Framework)

Main Objectives
(Component 1Framework)

Learning Outcomes
(Component 2 & 3 - Framework)

THEORETICAL

PRACTICAL

Assessment
Criteria

Evidence

(Component 4Framework)

(Component 5Framework)

Quizzes/

Pass the Quiz
and practical
assignments

Practical
exercises

Understand what type
of content can be
created on different
social media

Social
media
content
development and
Content
Creation and management:
Management creating engaging
content,
content
management do’s
and
don’ts,
content planning

Being able to define one’s own
Assessed
content mix and develop content
Workshops:
Understand how to for the one particular training
define the content mix activities
Content
mix
for one’s educational
defining
and
activities
creation
Being able to organize and plan
the content for each of the social
Understand how to media platforms one uses
Automation
and
organize and manage
multiple
media
posts
posting
Being able to use automated
posting tools
Understand
automated
posting
tools and how to post
on multiple media.
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Upload
the
results:
social
media
mix
framework and
screenshots
of
used automation
posting
tools
configuration
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Name of OB

Main Objectives

(Component 6Framework)

(Component 1Framework)

Learning Outcomes
(Component 2 & 3 - Framework)

Assessment
Criteria
(Component 4Framework)
Quizzes/

THEORETICAL

PRACTICAL
Practical exercises

Being able to determine key
Understand
how to
performance indicators and
identify key performance
measure results
indicators and measure
the results of social
media training/teaching
Being able to follow up content Assessed
activities
Workshop:
and track posts
Understand how to track
To be able to
Social media follow up, track, posts
Follow up
analyse
and
improve
Understand how to deal
performance
with both positive and
negative feedback and
apply moderation

Being able to moderate content

Being able to collect and
analyze feedback in order to
apply changes/improvements
to content/strategies

Understand
how to
collect and analyse
feedback in order to
apply changes
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Evidence
(Component
5-Framework)
Pass the Quiz
and practical
assignments

Upload
the
results:
key
Tracking
posts,
content follow up, performance
indicators
moderating
worksheet and
educational
material
Assessed
developed on
teaching/training
material developed social media
on Social media
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Name of OB

DIGITAL COMPETENCE 3: LEARNING MANAGEMENT SYSTEM (MOODLE)

8.1

Digital Competence 3: Learning management system Moodle

This course sets benchmarks for the basic Learning Management System Moodle skills required to use Moodle for the purpose of teaching
and training. It aims to provide the Adult Educators with the necessary technical skills to use Moodle as an educational aid in a teaching and
training environment. Adult Educators will learn to set up an account and how multimedia resources such as text files, graphics, photos and
videos can be loaded and manipulated.

8.2

Main objectives

By completing this course, participants will be able to:


understand the importance of current e-learning and blended learning trends in education;



understand and the main characteristics of Moodle as a software for the creation of online courses;



set up and use your own Moodle course;



navigate through a course and customize it with different blocks and sections;



create different types of learning activities and use them according to the desired learning outcomes;



provide feedback for students’ work and grade assignments;



create individual itineraries by restricting access to activities based upon conditions such as date, grades, performance, etc;



create your own resources in Moodle and incorporate other external resources from the Internet;



comply with copyright laws when using external materials for your courses;



enroll your students in a Moodle course;



monitor your students’ performance throughout the course;



set up grading scales and configure the course grades policy;
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8

Methodology

The course has a very practical approach. Each of the participants will have an empty Moodle course of their own. They will use this empty
course not only as a sandbox to practise all the Moodle features, but also as a real course adapted to their own school subject(s). At the end
of the course, each participant will have a backup file of their own course that they can take back home to use with their students
The Competency-Based Training is a systematic approach aimed at improving the teaching/ learning process. The Topic list used for this
project was developed on the base of “Moodle for Instructors: Getting Started with Moodle by the MUSC Libraries of the Medical University
of South Carolina”1

8.4

8.4.1

Badge design

TOPIC 1: Introduction to Learning Management System Moodle

This topic covers some theoretical aspects of Learning Management System. It has been divided in three main components like: Introduction
to Moodle, Navigation and working on blocks.
The objectives of this topic are:

1



to have basic knowledge about LMS (Learning Management Systems) and specially about Moodle for Adult Teachers



to understand the way Moodle is divided and a first inside on different blocks



to understand the block management systems and giving access to different parts in the Moodle platform

http://musc.libguides.com/moodle-for-instructors/getting-started
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8.3

TOPIC 2: Moodle resource management

This topic covers some practical aspects of Learning Management System. It has been divided in three main components like: Basic
management skills, working with files and creating quizzes.
The objectives of this topic are:


to have basic knowledge about resource management in Moodle platform



to have basic knowledge about file management in Moodle



to familiarise with quizzes concepts and practical use of them

8.4.3

TOPIC 3: Moodle’s activities management

This topic covers some practical aspects of Learning Management System. It has been divided in three main components like: Utilizing
Moodle’s activities features in general and later we concentrate on collaborative and multimedia activities.
The objectives of this topic are:

8.4.4



to have basic knowledge about the use of Moodle’s activities feature



to have basic knowledge about Moodle’s collaboration activities utilization



to have basic knowledge how to use Moodle’s Multimedia activities

TOPIC 4: Moodle evaluation management system

This topic covers some practical aspects of Learning Management System. It has been divided in two main components like: tracking progress
and Moodle badges.
The objectives of this topic are:


to have basic knowledge about tracking progress



to have basic knowledge about Moodle badges
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8.4.2

(Component
6Framework)

Main Objectives
(Component 1Framework)

Learning Outcomes
(Component 2 & 3 - Framework)

THEORETICAL

To
have
knowledge
LMS

PRACTICAL

I understand:

Be able to:

What LMS is

Search on Internet Moodle
documents

Assessment
Method
(Component 4Framework)

(Component
5Framework)

Quizzes/

Pass the
Quiz and
practical
assignments

Practical
exercises

basic
about What can a teacher do in Difference Moodle versions
Moodle

What can a student do in
Moodle
Explain the difference from
To understand the
Moodle for students and Quiz on LMS
way
Moodle
is
divided
basic definitions
Introduction
Moodle for teachers
and
a
first
inside
on
I understand:
to Learning
different
blocks
Management
What
administration
System
Quiz on blocks
block is
Moodle
To understand the What to do with people Be able to:
(LMS)
block management block
Work with administrative blocks
systems and giving
access to different What an Activity block is Navigate through people block
parts in the Moodle What a course block is
Search for a course block
platform.
I understand
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Correctly
passed tests
on
the
platform
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Evidence
Name of OB

management Be able to:


Manage
actions

- Chat Access



How to change upload
limits

Give
students
access to courses



Manage
access



- Set up limits to file
upload

- Giving access to course
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block

Chat
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- Block
actions

(Component
6Framework)

Main Objectives

Assessment
Method

Learning Outcomes

(Component 1Framework)

(Component 2 & 3 - Framework)

(Component 4Framework)
Quizzes/

THEORETICAL

I understand:

To
have
basic
knowledge
about
resource
management
in
Moodle platform



Basic management
skills



Importance
of
adding a resource
menu

PRACTICAL

Practical
exercises

Evidence
(Component
5Framework)
Pass the
Quiz and
practical
assignments

Be able to:


Add a resource menu



Compose a text page



Compose a web page

What are the steps to
Be able to:
compose a text – web
 Link to a file coming
Moodle
To
have
basic page
from my laptop
resource
knowledge about file
management management
in
 Link to a file or web
I understand:
Moodle
page on Internet
 Importance
of
 Work with directories
linking to a file
and labels
To familiarise with
 Way to link to a
quizzes
concepts
Be able to:
web page properly
and practical use of
them
 Add a quiz
Role of directories and
labels
 Create
questionnaires
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Correctly
passed tests
Quiz on resource
on
the
management
platform
Assignment
Uploaded
uploading images
results of the
practical task
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Name of OB



Role of quizzes
management
in
Moodle



Importance
building
quizzes

of
good

Different
types
questionnaires

of

Build multiple choice
and random questions
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I understand:

(Component
6Framework)

Main Objectives
(Component 1Framework)

Assessment
Method

Learning Outcomes
(Component 2 & 3 - Framework)

(Component 4Framework)
Quizzes/

THEORETICAL

I understand:
To
have
basic
knowledge about the How
to
add
an
use
of
Moodle’s assignment to the group
activities feature.
Role of a Journal in
Moodle
ways to crate pools and
glossaries

To
have
basic
Moodle’s
knowledge
about
activities
Moodle’s
management
I understand:
collaboration activities
utilization
Role of collaboration
tools
in
course
management

PRACTICAL

Practical
exercises

Evidence
(Component
5Framework)
Pass the
Quiz and
practical
assignments

Be able to:
Create assignments
Create a Journal
Work with pools and glossaries
in a group

Be able to:
Use live and
discussions

real

Correctly
Quiz
on passed tests
assignments and on
the
pools
platform

time

Assignment
- Uploaded
Create bulleting or discussion glossary building results of the
practical task
boards

How to use Chats and Post news items relating to your
To
have
basic forums
during
the class
knowledge how to use courses
Moodle’s Multimedia
Ways to use news and
activities
Be able to:
social forums
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Name of OB

I understand:
Role of Videos
teaching Materials

in

Link to videos on the web
Use audio in the courses

How to link to videos on
Internet
Use audio in the virtual
classroom
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Upload videos to the Moodle
course

(Component
6Framework)

Main Objectives

Assessment
Method

Learning Outcomes

(Component 1Framework)

(Component 2 & 3 - Framework)

(Component 4Framework)
Quizzes/

THEORETICAL

PRACTICAL



Role
of
completion
tracking systems



Apply
completion
tracking to resources
and activities



Possible
methods
applying
completion
tracking



Apply
tracking
resources

completion
to
new

Monitoring
tracking

completion

To
have
basic
knowledge
about
tracking progress.


Importance
monitoring
completion
tracking

(Component
5Framework)
Pass the
Quiz and
practical
assignments

Be able to:

I understand:

Moodle
evaluation
management
system
To
have
basic
knowledge
about
Moodle badges

Practical
exercises

Evidence

for

of



Correctly
passed tests
Apply
completion Quiz on tracking on
the
tracking to new activities progress
platform
Assignment
Uploaded
Create a badge
results of the
practical task

Be able to:
I understand:



Add a badge



What a badge is





Importance of a
setting
badge
criteria

Award
manually



Administrate badge in
courses
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a

badge

41

Name of OB

Process how to
manage and edit
a badge
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9.1

DIGITAL COMPETENCE 4: GRAPHIC DESIGN
Digital Competence 4: Graphic design

Graphic design is one of the specific digital competence, which is the base for more efficient work of Adult educators. Adult educators need
basic knowledge for ensuring more efficient promotion of the organization and animation of participants for lifelong learning. Adult educator
prepares and produces messages in a variety of techniques. The mission is the transfer of information with the relevant words and image
and use of diverse expression tools, which are adjusted to the specific target group (Adult education users / Adult learners).

9.2

Main objectives

The Digital Competence: Graphic design, aims to educate Adults Educators about the basic terminology in graphic design, to equip them
with the basic skills and the knowledge regarding hard and software for graphic design, visual identity and logo, preparing the document for
the print and regarding efficient communication with superiors, co-workers and subcontractors and the influence on quality of the product.
Adults Educators should be able to design attractive visual product /outcome, should foster the sense for graphic design and should pay
special attention to environmental responsibility at work on the field of graphic design.

9.3

Methodology

The creation of the framework about Graphic design is based on the methodology proposed in the Overall Research Report. According to it,
this Digital Competence Index is divided into five main Topics to be covered. Based on our expertise and research conducted in the field, a
brief description of all the information covered about each area, follows. Following the baseline set in the report all Topics are divided into
six smaller categories, called “Components”, each of which will provide distinct information and in depth description of the specific Topic.

9.4

Badge Design
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9

TOPIC 1: Hardware and software for graphic design

This area covers some theoretical aspects of graphic design: basic terminology, basic/complex technical options for realization of graphic
designed ideas and visualization of graphic designed ideas and in specific practical knowledge and skills regarding basic/advanced modern
ICT tools and use of the basic/advanced hard and software for graphic design.
9.4.2

TOPIC 2: Visual identity and logo

This area covers some theoretical aspects regarding visual identity and logo (the purpose of visual identity, primary elements of visual identity,
technical solution, etc.) and practical knowledge/skills/attitudes (implementation of elements of visual identity, basic rules about the
implementation of the logo inside other graphic outputs (banners, leaflets, posters …), subcontracting visual identity from an external expert,
sensible use of instructions for use of visual identity, designing logo and templates of visual identity and redesigning of visual identity).
9.4.3

TOPIC 3: Designing of visual product /outcome

This area covers some theoretical aspects and practical knowledge/skills/attitudes of graphic design: how to transmit the idea by the
appropriate use of words and images, different types of basic media e (web publications, leaflet, brochures, books etc.) and what media to
use in specific context, designing of visually accomplished messages and original products/outcomes. This topic covers also communication
issues in relation to ordering graphic design services aimed at the creation of high quality, visually accomplished and original messages
products/outcomes. This topic covers also some theoretical aspects and practical knowledge/skills/attitudes in the basics of visual language,
techniques of artistic expression, ways of interpretation and designing graphic concept (sketch) of the product coherent with the type of media
and software for graphic design. Within this topic we will give great emphasis on developing the sense of art, creation of new ideas and
constantly searching for new ways of improving work in the field of creative expression.
9.4.4

TOPIC 4: Preparing the document for the print

Within this topic, adult educators will gain theoretical and practical knowledge regarding basic rules in printing final outcome, knowledge
regarding press production and possibilities of printing options of materials. Within this topic, adult educators will gain also theoretical and
practical knowledge regarding environmental protection within graphic industry and solving environmental problems within the graphics
design. Adult educators will develop positive attitude regarding environmental responsibility.
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9.4.1

Main Objectives

(Component
6-Framework)

(Component 1Framework)

Learning Outcomes
(Component 2 & 3 - Framework)

THEORETICAL

PRACTICAL

Assessment
Method

Evidence

(Component 4Framework)

(Component 5Framework)

Quizzes/

Pass the Quiz
and practical
assignments

Practical
exercises

Be able to understand what
graphic design is.
Quiz: What is
Graphic design
To have basic I understand what graphic
knowledge
Be able to understand visual
design is.
regarding graphic
communication process.
Quiz:
Visual
design
communication
I
understand
basic
Be able to gain new knowledge
hardware and software.
(have
interest)
regarding Quiz: Term ICT
graphic design.

Hardware and
software for To have basic
graphic
I
understand
basic
knowledge
design
hardware
and
software
in
regarding
hardware
and graphic design.
software
for
graphic design
I understand how to use
basic software for graphic
design

Correctly
passed tests on
Quiz:
System
the platform
Be able to know the basics of software
and
visualization
of
graphic Application
designed ideas.
software

Be able to know what is the Quiz: Software,
digital infrastructure and what hardware
kind of ICT Tools do we know.
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Name of OB

9.4.5

Vector
raster

Quiz:
Be able to recognise Terminology in
situations where ICT graphic design
are having an impact
on our everyday lives.

Be able to identify the
difference between modern ICT
tools:
-

Computer hardware

-

Computer software

Be able to distinguish between
vector and raster graphics.

Be able to have knowledge of
different software possibilities
for graphic design:


Vector
graphic:
InDesign,
Adobe
Illustrator,
CorelDraw, Inscape
and
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Be able to know advantages Quiz:
and disadvantages of using ICT and
in
Learning-Teaching graphic
Processes.

Raster
graphic:
Photoshop, Gimp,
Paint, etc.) and its
abilities regarding
graphic design.

Be able to know and use basic
terminology in graphic design.

Be able to distinguish between
vector and raster graphics.

Be able to have knowledge of
different software possibilities
for graphic design:


Vector
graphic:
InDesign,
Adobe
Illustrator, CorelDraw,
Inscape and



Raster
graphic:
Photoshop,
Gimp,
Paint, etc.) and its
abilities
regarding
graphic design.

Be able to know and use basic
terminology in graphic design.
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Name of OB

Main Objectives

(Component
6-Framework)

(Component 1Framework)

Learning Outcomes
(Component 2 & 3 - Framework)

THEORETICAL

PRACTICAL

Be able to know what visual identity.
I understand the meaning of
Be able to distinguish between
visual identity.
good and bad visual identity (knows
how to express the content through
I understand basic rules for visual identity).
setting visual identity and
logo design.
Visual identity To have basic
knowledge
of
and logo
visual identity I understand basic elements
and logo
of the logo and how to create
the logo,

I understand how to design
draft version of logo.

Evidence

(Component
4Framework)

(Component
5Framework)

Quizzes/

Pass the
Quiz and
practical
assignments

Practical
exercises

Quiz:

Importance of
visual identity
for
the Correctly
passed tests
organization.
on
the
Be able to aware why visual identity
platform
is important for the organization (its
added value, visibility, reputation, Quiz:
expressing the vision, strategy,
What
are Uploaded
mission etc.).
elements
of results of the
Be able to recognize primary the
logo practical task
elements of visual identity:
(imagery,
–
designed
typography).
draft logo
• Logo: imagery, typography,
colour, art order
•

Templates
of
outputs Quiz:
(correspondence
paper,
leaflet, poster, presentation, Use of colour
models, types
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Assessment
Method

letter, invitation, business of
colours,
card, brochure etc.).
composition,
preparation on
logo design,
Be able to design a draft (sketch) of use of vector,
I understand the use of visual simple logo on paper (the shape, raster graphic.
identity.
colour, text etc.).
Quiz:
I understand how to design Be able to give Brief to
Redesigning
basic templates using visual subcontractor for logo and visual
of the visual
identity.
identity.
identity.
I understand when it is
appropriate to redesign the
visual identity and how to
redesign it.

Be able use basic rules about the
implementation of visual identity
inside other graphic outputs and be
able to use manual for visual
identity.

Be able to design basic templates
for documents (letter, business
card) in accordance with the visual
identity.
Be able to improve existing visual
identity and give proposals for the
redesign of visual identity for more
efficient promotion manners.
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Practical
exercise:
Designing
draft
logo
(sketch
on
paper).
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I understand how to give brief
to subcontractor for logo and
visual identity.

(Component
6Framework)

Main
Objectives
(Component
1-Framework)

Learning Outcomes
(Component 2 & 3 - Framework)

THEORETICAL

To
design
attractive
visual product
/outcome
Designing of
visual
Foster
product
sense
/outcome
graphic
design.

the
for

PRACTICAL

Assessment
Method
(Component 4Framework)

(Component
5Framework)

Quizzes/

Pass the
Quiz and
practical
assignments

Practical
exercises

I understand how to transmit the Be able transmit the idea by the
idea by the appropriate use of appropriate use of words and Quiz: From idea to Correctly
a final outcome
passed tests
words and images.
images.
on
the
platform
Key
I understand how to implement Be able to prepare key costumer Quiz:
customer
key costumer analysis.
analysis.
analyses
Uploaded
results of the
practical task
I understand what types of basic Be able to identify the difference
Different – designed
media exist (web publications, between type of media (official Quiz:
simple
leaflet, brochures, books etc.) documents, advertising material types of media
graphical
and what media to use in and e-documents etc.) and the
concept
specific context.
basic rules regarding graphic
design in different types of Quiz:
Ordering (sketch)
(scanned
media.
graphic product
document),
I understand how to order
designed
graphic design services aimed
at the creation of a visually Be able to identify the difference Quiz: The phases business
accomplished
and
original what kind of tool/software is of creative thinking card, link to
designed emessages products/outcomes.
used for graphic design in
questionnaire
different outcomes.
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Evidence
Name of OB

Be able to order visual identity
and pay attention on functionality
and aesthetic aspects.

Quiz:
Fostering
creativity

Quiz: Basic rules
regarding
I understand the importance of
typography
and
key competences in graphic Be able to generate new ideas
colour use.
design.
and use techniques for fostering
creativity.
10
10.1.1 Quiz:
Designing
Be able to use basic rules
leaflets,
regarding typography and colour
posters,
use.
brochures
in
text
editor.
Be able to prepare a simple
graphical concept (sketch) of the Quiz: Creating a
flipbook.
product on the paper.

Quality
Be able to design simple Quiz:
assurance.
documents: leaflets, poster,
brochure in Text editor and
transfer into PDF format etc.
Quiz:
Efficient
communication
Be able to design simple 11
business card (for example in
publisher).
12 Practical
exercise: A
simple
graphical
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I understand the importance of
fostering creativity.

Be
able
to
modify
equestionnaires or other similar
forms (using doodle, google
forms etc.) – adding logos,
changing themes or use their
own themes etc.

Be able to manage complex
project connected with graphic
design, give attention on quality
aspects and use efficient
methods of communication with
project team and external
experts.
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concept
(sketch) of the
product on the
paper,
designing of
the business
card,
Equestionnaire.
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Be able to design basic word
documents, transfer it to pdf and
create flipbook using web
application for example ISSUU.

(Component
6Framework)

Main
Objectives
(Component
1-Framework)

Learning Outcomes
(Component 2 & 3 - Framework)

THEORETICAL

Preparing
the
document
for the print

To have basic
knowledge
regarding the
preparation of
the
documents
for
the
printing and I understand the basic rules in
the role of printing a final outcome.
graphic
design
I understand how to make an
order for printing, so that the
To pay special product will be useful.
attention
to
environmental
responsibility
at work on the
field
of
graphic
design

PRACTICAL

Assessment
Method

Evidence

(Component 4Framework)

(Component
5-Framework)

Quizzes/

Pass the Quiz
and practical
assignments

Practical
exercises

Be able to identify the difference
between types of print production Quiz:
Printing
the
final
outcome.
Aware of the advantages and
disadvantages of different printing
techniques.
Quiz:
Print
production,
Printing
Be able to understand the possible materials
Correctly
depictions of printing options of
passed tests
materials - selection of colours
on the platform
Basic
depending on the required result Quiz:
(CMYK
colours
(four-color rules in printing
printing), spot colours (Pantone)
Quiz:
Use of
Know different print specifications printing
(dimensions, material, weight in techniques.
grams, colour, final production).
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Name of OB

Quiz: Prepress
Can select the type of printing in
relation to number of copies, use
and
purpose
of
expected Quiz:
outcomes and cost.
Environmental
problems
Be able to prepress production
(select the appropriate file type
according to selected output (pdf,
jpeg, png…), bleeding options,
crop marks, slug options etc.).

Be able to recognize the possible
depictions of printing options of
materials - selection of colours
depending on the required result
(CMYK
colours
(four-color
printing), spot colours (Pantone).
Be able to recognize the basics of
I understand how to solve basic
environmental protection within
environmental problems within
graphic industry.
the graphics design and the
ability to generate new ideas in
this context.
Be able to identify a threat to
environmental pollution and solve
the problem within practice
appropriately.
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Be able to foresee what the final Quiz: Type of
product will be, depending on the paper in printing.
given characteristics.

Be
able
to
use
less
environmentally damaging printing
techniques and colours when
ordering materials.
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Be able to use eco materials
(recycled paper) when ordering
materials.

10.1

56

10 DIGITAL COMPETENCE 5: WEB DESIGN
Digital Competence 5: WEB DESIGN

Digital competence Web Design is very complex and requires many different skills. Competence is intertwined with the other knowledge
and skills of ICT. Bellow you can find a user experience of Design core competences just to show the complexity of web designer issues.
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What does a web designer do?
A web designer is responsible for creating the design and layout of a website or web pages. That can mean working on a brand new website
or updating an already existing one. Their role is different than web developers, who specialise in making web design a reality or writing
code that dictates how different parts of the website fit together. However, there can be a crossover between the two roles.
Responsibilities include:
•
•
•
•
•
•
•
•
•

10.2

creating website designs
producing sample sites
meeting with clients to discuss requirements and/or project progress
demonstrating and receiving feedback about draft sites
keeping up to date with recent technological and software developments
developing skills and expertise in appropriate software/programming languages such as HTML and JavaScript
creating products that are user-friendly, effective and appealing
digital retouching and image editing
working as part of a multidisciplinary team

Main objectives

In limited time of training, AdEd will acquire basic principles of Web Design and knowledge about the subject. They will not become Web
designers (perhaps some of them could) but they will possess the skills with which they could work on a simple web site or update, edit and
add content and information on an existing web page. They will be able to do following the good concept and principles of effective Web
sites. They will be able to use Web design tools to improve images and accessibility of the page. They will put target groups to attention,
their specifics and characteristics. Finally, they will know how to implement “user friendly” elements.

10.3

Methodology

The creation of the framework about Web design is based on the methodology proposed in the Overall Research Report. According to it,
this Digital Competence Index is divided into five main Topics to be covered. Based on our expertise and research conducted in the field, a
brief description of all the information covered about each area, follows. Following the baseline set in the report all Topics are divided into
six smaller categories, called “Components”, each of which will provide distinct information and in depth description of the specific Topic.
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Web designers plan, create and code internet sites and web pages, many of which combine text with sounds, pictures, graphics and video
clips.

Badge Design
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10.4
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This Area covers theoretical aspects of Web design. It aims to help Adult Educators to understand basic principles of design and web design,
and identify basic elements of web pages. Adult educators are taught how to use web-based resources such as tutorials, web quests, free
download sites etc. Additionally, they will be introduced to concepts of e-commerce related to web-based projects. They will differentiate
between different platforms and browsers. They will know how to apply proper resolution to the images for web design and know how
resolution affects web sites.
10.1.2 TOPIC 2: Design an Effective Web site
This area focuses on creating a baseline on what Adult Educators should know about design and effective web sites. It introduces them to
different types of design elements (colours, fonts) and principles of web design. They will be able to evaluate web sites based on these
elements and principles. It will introduce them to the purpose of the web page and how to apply organisation in design. They will identify the
target audience and how to communicate with the target group regarding its characteristics. Content is strongly connected with the purpose
of the web page. They will know how to present content with appropriate design elements regarding the specific target audience. They will
know how to make a layout of web page and select appropriate navigational structure. Additionally, they will use proofreading and editing
techniques. Nowadays web page accessibility is very important, therefore AdEd should be introduced to the accessibility tools and how to
improve the accessibility of their web page.
10.1.3 TOPIC 3: Image Manipulation and Page Creation Skills
The area of this competence covers another important issue, image creation and manipulation. It is necessary to differentiate between
image file formats and types, and their use in web design. The images can be found in various sources such as photos, CDs, internet, scans.
They will be introduced to software tools for image editing. They will know how to apply proper resolution to optimise load time. AdEd will
use Wordpress web software to create a web page, and will create and use a template. They will identify and apply HTML tags and attributes
for basic Web page design (e.g. title, metadata, table, links). AdEd will use advanced techniques of creating a web page with basic HTML.
They will be able to create interactive design elements such as rollover, slideshow and they will apply them to the web pages. They can
control web page elements with WordPress and incorporate browser plug-ins. Finally, they will test user experience.
10.1.4 TOPIC 4: Apply Effective Web Page Management Techniques
In this area, AdEd will be introduced to web publishing techniques. They will know what web hosts are and how to create an account. They
will know how to obtain a domain name and to create an electronic portfolio. They will organise content into a folder and implement time
management techniques. They will be able to create meta-tags to be utilised by a variety of search engines.
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10.1.1 TOPIC 1: Apply Introductory Principles. Basic Web design and design Terms.

(Component
6-Framework)

(Component
1Framework)

Learning Outcomes
(Component 2 & 3 - Framework)

Assessment
Method

Evidence

(Component 4Framework)

(Component 5Framework)

Quizzes/
THEORETICAL

I understand
related
to
projects.

PRACTICAL

Practical
exercises

Pass the Quiz and
practical assignments

I am able to define terms
terms related to Web projects.
Quiz:
Web

I am able to find Web quests, Who will evaluate
on-line
resources,
free effective
web
I understand
Web- download sites.
design?
based resources.
To
have
Apply
basic
Introductory
knowledge
Principles for
regarding
WEB DESIGN
web design

I am able to use e-commerce What is good web
I understand
Econcepts for effective web design?
Correctly passed tests
commerce concepts pages.
on the platform
as they relate to Webbased projects.
Communication
I am able to recognize a language on www
platform and I’m able to use for common target
I
understand few existing browsers.
audience.
difference
among
platforms
and
browsers in relations
I am able to change resolution What is so called
to the Web.
and its measurement
“F pattern”?
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Name of OB

Main
Objectives

How long load
time should take?

What is website
template?

What are webbased resources?

What is display
resolution?
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I understand how
resolution affects Web
page creation.

Main
Objectives

(Component
(Component
61Framework)
Framework)

Learning Outcomes
(Component 2 & 3 - Framework)

Assessment
Method

Evidence

(Component 4Framework)

(Component 5Framework)

Quizzes/
THEORETICAL

PRACTICAL

Practical
exercises

Pass the Quiz and
practical assignments

I understand what Web I am able to differentiate Test/ quiz:
page design principles between different elements of
How we achieve
and elements are.
Web page design.
visual hierarchy on
web site?
I understand
design I am able to
what use Hick’s Law states?
elements and principles alignment, select the colour,
Purpose
of
the
Web sites based on.
informative website
have
Design an To
is?
I am able to use navigation
basic
Effective
I understand
the and how to get user feedback. Which are the key Correctly passed tests
knowledge
Web site
purpose of the Web site.
characteristics
of on the platform
regarding
the target audience?
Web design
I am able to recognize the
Content of web site
I
understand
what purpose of the web site.
is?
Identification of
the
target audience mean.
What
are
of
I am able to take in account characteristics
fixed
site
layout?
the target audience of web
I understand what is page.
What is relative
content for the site
website layout?
Select and develop.
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Name of OB

What
is
navigation?

local

I am able to make a layout for
web page.
What are web site
I understand what is an
colors?
appropriate navigational
structure.
What are web safe
I am able to use the fonts?
appropriate
navigational
structure for the page.
What
is
I understand what are
proofreading?
Web-safe colours and
fonts.
What is editing?
I am able to use web-safe
colours and fonts.
Web
accessibility
refers to?
I understand what are
proofreading and editing
I am able to use proofreading
techniques.
and editing techniques.
I understand what are
I am able to use Web
Web
accessibility
accessibility standards.
standards.
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I understand what is an
organised layout.

I am able to use research What is navigation
techniques.
on website?

(Component
6Framework)

Main
Objectives
(Component
1Framework)

Learning Outcomes
(Component 2 & 3 - Framework)

Assessment
Method

Evidence

(Component 4Framework)

(Component 5Framework)

Quizzes/
THEORETICAL

PRACTICAL

Practical
exercises

Pass the Quiz and
practical assignments

Test:
I am able to use different image
What is GIF?
types are, like gif, jpg, png.
I understand what are
different image types
and their extensions.
I am able to to get images from
the Internet, CD, scanner,
digital camera.
Image
To
have I understand how to
Creation/
basic
utilise images from
Manipulation knowledge
various sources.
I am able to edit image, to
and
Page regarding
make
collages,
banners,
Creation
the
Web
buttons.
Skills
design
I understand what is
image
editing
programme
and I am able to crop a photo with
original raster images. lasso, magic wand.

What is JPG?
What
term
Creative
Commons
Zero
(CCO) mean?
Correctly passed tests
on the platform
What is GIMP?
Which
are
Photoshop
Uploaded results of the
selection tools?
practical task - ?
What is digital
image
manipulation?

What is desired
I understand what are I am able to make layers with image resolution
for
screen
tools in image editing editing program.
purposes?
programme.
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Name of OB

Make 2 layers (the
I understand how to I am able to use rollover,
other image is a
slice an image into slideshow, swap image.
layer of text),
separate parts.
Edit picture with
I am able to use are plug ins.
crop, rotate, skew,
I understand what is
change colour and
WordPress
software
image dimension
I
am
able
to
use
animation
tools
size,
and
template in
WordPress and how to and techniques.
Optimise
an
create Web pages.
image, slice an
image,
I am able to use basic HTML
and HTML tags.
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I am able to crop, rotate, skew, What
is
change colour, change image WordPress?
I understand layering dimension size.
techniques in image
editing program to
Practical part:
better manage images.
I am able to improve load time.
make a simple web
page:
I understand how to
I am able to slice an image.
Customize
a
adjust and transform
template
in
images with image
WordPress,
editing programme.
I am able to use WordPress
Get 5 images from
software to make a web page.
internet,
I understand what is
Make a banner
optimisation of image
with a button,
and how to improve I am able to customise a
template in WordPress.
load time.
Crop a photo with
lasso, magic wand,

I understand what is
HTML.

I understand what are
HTML
tags
and
attributes for basic Web
page design (e.g. title,
metadata, table, links).

I understand animation
tools and techniques.
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I understand what are
Make a slideshow,
interactive
design
use different plugI am able to view the source ins
elements.
code of a website.
Implement
animation into the
I understand what is
I am able to create a webpage web page,
browser plug-ins.
layout.
Make a HTML tag

(Component
6Framework)

Main
Objectives
(Component
1Framework)

Learning Outcomes
(Component 2 & 3 - Framework)

Assessment
Method

Evidence

(Component 4Framework)

(Component 5Framework)

Quizzes/
THEORETICAL

PRACTICAL

I understand various
Web
publishing
techniques.
I am able to use different web
publishing techniques.
I understand what are
Web hosting account I am able to
options.
domain name.
Apply
Effective
Web
Page
management
Techniques

obtaining a

Practical
exercises

Pass the Quiz and
practical assignments

Test:
Which steps you
must done if you
want
on-line
publishing
the
content?
Is domain name
and web hosting
the same thing?

To
have
basic
Correctly passed tests
I understand
the I am able to compare and
knowledge
What is on-line on the platform
process of obtaining a contrast Web hosting account
regarding
portfolio?
domain
name.
the
Web
options.
What are the most
design
important
I understand what is an I am able to create an online elements of your
on-line portfolio?
electronic portfolio.
portfolio.

I understand how to I am able to organize files.
organize all content files
into folder management.
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Is it useful to make
links from on-line
portfolio to blog
and other social
media
as
Facebook,
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Name of OB

What is folder
management?

I am able to make meta-tags,
to utilized by a variety of What
is
time
search engines.
management for
I understand what metaweb designers?
tags are.
Could we use in
I am able to test usability.
time management
in web design just
I understand usability
advices
and
testing.
recommendations
or
existing
software support
for
time
management?
Is website usability
necessary?
When we
usability
website?
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test
of
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I understand what are
time
management
techniques.

I am able to use time LinkedIn, Twitter,
management techniques.
Pinterest etc.?

11.1

Digital Competence 6: USE OF INTERACTIVE BOARD

Research shows that Interactive White Boards (IWBs) have a direct effect on learner involvement in lessons. Their use often results in
improved presentation of content based on the use of images and movies that can attract attention and have a positive influence on learners.
Providing the teacher with the possibility to personalise and adapt lessons to the learners' emerging needs, its use allows teachers to apply
those non-formal and informal ways of learning that usually characterise the experience of adults, such as learning derived from 'managing'
one's own life, on the job training, learning opportunities commonly offered in a community-based setting. The use of IWBs also significantly
impact on the motivation of teachers. The main motivation comes from the chance to use a vast amount of digital material that is available
both on the Internet and in educational software, and from the ability to produce their own digital content (text, audio, images, video) to use
in class.

11.2 Main objectives
The Digital Competence: Interactive White Board aims to provide Adult Educator with competencies needed to design educational resources
suitable for use with IWBs and to integrate these in everyday teaching activities. This framework aims also to provide technical skills such
as knowing how to use the tools, software and electronic communication channels for teaching.

11.3

Methodology

The creation of the framework about Interactive Board is based on the methodology proposed in the Overall Report. According to that, this
Digital Competence is divided into four main Topics to be covered. Based on our expertise and research conducted in the field, a brief
description of all the information covered about each Area follows. Following the baseline set in the report all Topics are divided into six
smaller categories, called “Components”, each of which will provide distinct information and in depth description of the specific Topic.

11.4

Badge Design
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11 DIGITAL COMPETENCE 6: USE OF INTERACTIVE BOARD

70

11.1.1 TOPIC 1: EXPOSITION (Lecture)
Teachers primarily use the IWB to 'show' what they are saying. The whiteboard is perceived as a tool for presentation, as a slide projector.
In fact it is used in the same manner as a conventional blackboard. It is an initial stage of the interactive whiteboard, used to show documents
prepared in advance (word documents, PowerPoint or slides with IWB software) and / or for writing and producing diagrams by hand as a
result of interactions with the class during the lesson.
11.1.2 TOPIC 2: ENHANCING EXPOSITION (Multimedia lesson)
The IWB is used mainly by the teacher to 'illustrate' and explain the content of the lesson through multimedia resources (web pages, audio
clips, video, simulations, etc.) that attract the students' attention, facilitate the explanation of processes, the description of situations and
environments and the analysis of texts. In brief the IWB is used to explain, with the help of multimedia, what the teacher is talking about.
11.1.3 TOPIC 3: INTERACTION (Interactive lesson)
The IWB becomes a tool for bringing the issues of learning through multiple modalities and multiple languages (verbal, visual, kinaesthetic,
etc.) but also through simple interactions or exercises that involve students in activities on the interactive board, including exercises such
as sorting, grouping processing of forms and shapes and using the hide and reveal function.
11.1.4 TOPIC 4: ENHANCING INTERACTION (Collaborative Lesson)
The screen of the interactive whiteboard is not used only to show or manipulate, but to communicate. The contents provide stimuli for
discussion, for the wording of hypotheses and for the resolution of problems. The teacher adopts different methods, varying the classical
dynamics of teacher-centred lectures with small group activities and encouraging communication between peers and cooperative learning,
through presentation of the work on the interactive whiteboard.
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Main Objectives

(Component 6Framework)

(Component 1Framework)

Learning Outcomes
(Component 2 & 3 - Framework)

Component 1Framework

THEORETICAL

PRACTICAL

Exposition



The main function of
IWB



IWB models



How
to
make
presentation

Evidence

(Component 4Framework)

(Component 5Framework)

Quizzes/

Pass the Quiz and
practical
assignments

Practical
exercises



Be able to setup IWB



Be able to analyse a
narrative text
Test/Quiz
on
basic
IWB
features
Correctly
passed
Be able to write and
tests / quizzes on the
produce diagrams by hand
platform
Test/Quiz
on
basic organization
Be able to show what I am of a lesson with
IWB
saying

I understand:
To
have
basic
knowledge on what is
the IWB and its basic
features

Assessment
Method



a




Be able to tell the students
critical information

71

Name of OB

(Component
6Framework)

Main Objectives

Learning Outcomes

(Component 1Framework)

(Component 2 & 3 - Framework)

Component 1Framework

THEORETICAL

PRACTICAL



Be able to make a
multimedia presentation



Be able to draw with the
use of the IWB digital pen

I understand:



multimedia
materials on

To illustrate and to
explain the content of

what is images &
the lesson through
video
multimedia resources
which
attract
the edit tool
students' attention






how to project web
pages,

audio
clips,
simulations

Evidence

(Component 4Framework)

(Component 5Framework)

Quizzes/

Pass the Quiz and
practical
assignments

Practical
exercises

Test/Quiz
on
Multimedia tools

the digital board

Enhancing
Exposition

Assessment
Method

video,



Be able to use fragments
of video or animation

Correctly
passed
tests / quizzes on the
Assessed
Workshop
on platform
Be able to support setting up a
understanding of the multimedia
concepts, instead of semi-interactive
lesson
using simple diagram

Be able to zoom in on
high-resolution images
for the analysis of
specific details
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Name of OB

Be able to use basic
tools:



Pen tool



Text-entry box for typing



Copy & Paste



Highlighter
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(Component
6Framework)

Main Objectives

Learning Outcomes

(Component 1Framework)

Component 1Framework

(Component 2 & 3 - Framework)

THEORETICAL

I understand:

PRACTICAL



• how to adopt different
teaching methods

Interaction

To use the IWB aims to • how provide information,
a
more
mature
approach
to images, materials for
technology developing
testing directly from the
interactive lessons.
Internet







• how to better meets the
needs of students with
varying learning styles

Assessment
Method

Evidence

(Component 4Framework)

(Component 5Framework)

Quizzes/

Pass the Quiz and
practical
assignments

Practical
exercises

Be able to involve
students
in
the
Test/Quiz
exploration of virtual IWB tools
environments

on

Be able to use the digital
board
for
revision Test/Quiz
activities and questions
additional

on

Be able to project definitions
interactive quizzes or
images and movies that
can be commented on by Assessed
students
Workshop: use
of resources and
Be able to propose
materials
activities which allow
available on the
students to manipulate
Web.
the concepts presented
by the teacher
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Correctly
passed
tests / quizzes on the
platform
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Name of OB

(Component
6Framework)

Main Objectives

Learning Outcomes

(Component 1Framework)

(Component 2 & 3 - Framework)

Assessment
Method
(Component 4Framework)
Quizzes/

Component 1Framework

THEORETICAL

PRACTICAL

Practical
exercises

Evidence
(Component 5Framework)
Pass the Quiz and
practical
assignments

I understand:



Enhancing
Interaction

how
to
make
activities of

cooperative
learning
To use the IWB not easier
only to show or
manipulate, but to
communicate.
The

how to stimulate
contents
provide
the
stimuli for discussion,
for the wording of interaction
among
hypotheses and for the students
resolution of problems


how
critical

increase



Be able to deal with small Test/Quiz
on
group activities
going online



Be able to lead students
in making presentation of
Assessed
the work on the IWB
Workshop:
passed
Be able to export file from gather
and Correctly
tests
/
quizzes
on the
student presentation in a present
the
format compatible with results found in platform
web
group activities







Be able to upload file on
a website

Assessed
Be able to surf the web Workshop
on
direct from the IWB cyber
bullying
involving the entire class players

thinking skills in students
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Name of OB

76

12 ANNEX
Assessment criteria for practical tasks
Description of criteria

Points to be
Evaluator`s comments
awarded

The result is very deficient. The
candidate followed the instruction very
inadequately.
It
shows
some
0 - 30%
knowledge regarding the use of
elements (e.g. form, creativity etc.),
however they are not used correctly.
The result is deficient. The candidate
followed some parts of the instructions.
30% - 50%
It contains only some of the main
elements.
The result partially corresponds to the
task. The candidate followed some of
the main parts of instructions. It
50% - 60%
contains some of the main elements
and some of the other elements. The
quality is still satisfactory.
The result is suitable, it doesn’t contain
all the elements, but it contains all of
the main elements (e.g. form, creativity
70% - 80%
etc.) of the task and is mostly of high
quality. The candidate followed given
instructions, but not completely.
The result mostly complies with the
task. The product contains all the main
elements and almost all the other
elements (e.g. form, creativity ect.) of 80% - 90%
the task and is of high quality. The
candidate mostly followed given
instructions.
The result completely complies with
the task. It contains all of the elements
(e.g. form, creativity etc.) of the task
90% - 100%
and is of very high quality. The
candidate completely followed given
instructions.

Specific comments made by the
Evaluator
/
Mentor,
describe
specifically why this grade was
awarded. The comment is written
directly in Moodle together with the
grade, for each specific practical task.
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