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About Metropolis
Linking Cultural Heritage
to the Jobs of the Future
Metropolis - Linking Cultural Heritage to the Jobs of the Future is an Erasmus+ project (1/10/2018 –
31/03/2021), aimed to support guidance and education professionals working with young people,
providing them with innovative tools. The project responds to the common problem of high unemployment
rates affecting youth in many post-industrial realities, such as the cities involved in Metropolis: Bradford
(UK), Furth (Germany), Hebden Bridge (UK), Monceau-sur-Sambre (Belgium), Nicosia (Cyprus), and Palermo
(Italy).
The project is developed by an international partnership:
•
ASPIRE IGEN GROUP LIMITED (Coordinator, UK)
•
CESIE (Italy)
•
EUROCULTURE/EVROPOLITISMOS (Cyprus)
•
FRIEDRICH-ALEXANDER_UNIVERSITAET ERLANGEN NUERNBERG (Germany)
•
Monceau-Fontaines (Belgium)
•
CHY Consultancy Ltd (UK)
Inspired by the European Year of Cultural Heritage, these partners focused on the industrial heritage
found in areas which more recently have become associated with post-industrial decline, overshadowing
the successes of the past. To overcome this issue, several strategies have been implemented, such as
the EU Industrial Policy Strategy and the New Skills Agenda for Europe. However, stereotypes remain on
the micro-level, especially for young people. They tend to define their local area by the problems in the
present, which in turn impacts on how they perceive their future in their region.
The project’s activities look to address the disconnection between past, present and future, by creating
resources which highlight the value of regions’ industrial heritage and the positive legacy this has created
for the present/future labour market. This approach will mean that young people’s stereotypes of their
region are challenged, as they gain a better understanding of the successes of the past. Consequently,
they will be more informed about local employment opportunities and more enthusiastic and motivated
to build a career locally.
To achieve this, open and innovative digital practices are delivered. This is epitomised by the interactive
city maps of each chosen region: a new way to explore local areas, through educational ‘heritage trails’,
guiding young students around the city. Based on a gamified, kinaesthetic approach to learning, enriched
by interactive content and knowledge checks, the maps offer a combination of facts and information about
sites of industrial heritage.
Metropolis will also provide innovative methodologies for educators and guidance professionals, by
creating an online training package on how to make the best use of digital technology in their guidance
work with the youth: Metropolis Practitioner Toolkit.
•

More information about Metropolis project at the following link: https://it.metropoliseu.com/

Metropolis Practitioner Toolkit
Metropolis Practitioner Toolkit is meant to provide a practical solution to a common training need amongst
professionals in relation to digital guidance: while many professionals are still hesitant in the use of digital
tools in their work - due to scarce confidence in their skills - the new job market is reflecting the increasing
digitalisation of the economy. The toolkit also responds to a common issue of the cities involved, namely
high youth unemployment levels: an increasing percentage of the youth is leaving to other countries
because they do not see any future perspective at home. Part of the problem is that young people do not
trust their cities as places offering solid opportunities.
Therefore, the Toolkit aims to provide educators with a manual to facilitate the integration of digital
resources within their teaching and maximise the impact of the other project resources. Additionally, it
analyses the opportunities offered by local labour market, in order to overcome current skill mismatches.
The Toolkit is meant to achieve these goals through two Components:
•
•

Practitioner Support Guides: practical guides for professionals on how to harness and exploit digital
developments within their guidance work.
‘Jobs of the future’ resource pack: supplementary information, tools and resources to build on the
impact of the city map guides in guidance.

The two components are linked to the offline guides developed in the first part of the project, which
compare and contrast elements of industrial heritage with growth areas of the future. All too often these
topics are treated separately in education, with heritage covered in history classes and labour market
growth in careers guidance. This connection between past, present and future is vital to gain a full
understanding of local labour market.
Thus, departing from the results obtained from researches conducted for the interactive city maps, the
Toolkit adds a practical approach to cultural heritage, education and labour market.
In terms of impact, the manual is expected to have a direct effect on the digital skills and confidence
of education and guidance professionals and, consequently, on the level of digitalisation and quality of
learning offered in the classroom. Youngsters will also profit from better information regarding the needs
of future labour market, to orientate their long-term career development and avoid skill mismatches.
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Introduction
Since the onset of the health crisis in 2020, digital has become even more essential than before. Many
countries have had to adapt to overcome the glaring lack of digital development. The health crisis is
accelerating digital evolution all over the world, a necessary change that is disrupting certain habits. Today
more than ever, digital is essential!
As future job opportunities require higher levels of digital skills, it is necessary to provide practical digital
skills to upstream students. The professionals search how to increase the digitization of the approaches
used in their working environment.
This guide aims to provide useful examples to support education and guidance professionals to develop
online tools and to discover, through our research, the benefits of digital. The output will have a direct
impact on the skills and confidence of education and guidance professionals in embracing digital
technology in their work, leading to an increase in the use of such tools in the classroom.
Best practices for the introduction of digital resources for guidance professionals are needed, to capture
youngsters ’attention and interest in education. To this aim, Metropolis project partners collected best
practices in the use of digital tools in guidance through both desk research and interviews. The following
pages summarise the main results emerging from this European analysis, focusing on three main areas in
relation to the digital world:
•
•
•

The digitalisation: e.g., the main steps of digital developments over time, digital learning and digital
learning e-tools available, advantages and disadvantages of digital learning.
Young people: what are the main trends of youngsters’ approach to the digital world in different
European countries? Which is the average age to have access to televisions/ tablets / mobile phone
/ computer?
Education and guidance professionals: obstacles and reasons to use digital tools in school learning;
percentage of school digitally equipped and of professionals wishing to use digital tools.

Based on these premises, the second part of this document provides the reader with a European (Italy,
Belgium, Germany, UK, Cyprus), collection of best practices in the use of digital resources in school
learning.

Digitalization
Since the opening of the first Cybercafé in 1994, the launch of e-commerce, the introduction of search
engines, the creation of download software, the “Facebook phenomenon”, the Internet has gradually
evolved to take a central place in our lives. The network was initially carried by enthusiasts, pioneers,
some of whom built fortunes. This is the case of the giants united under the term GAFA (for “Google,
Amazon, Facebook and Amazon). What are the main steps of this gradual growth? What are the principal
features of digital development in the countries examined?

Definition of digital learning
Digital learning is the set of digital training and support tools available to learners so that they can
achieve their training goals more quickly and with greater fluidity. Digital learning can intervene in all
stages of training, whether it be distance or face-to-face. For example, it can be implemented before
distance training in order to give the student the desire to get to know more through e-learning. It can
intervene at the very heart of a face-to-face training in order to increase its dynamic and interactive
nature, and even afterwards to assess the knowledge acquired during the training.
Digital learning refers to any type of learning that is accompanied by technology or by instructional
practice that makes effective use of technology.
The term education technology (EdTech) is also used: it refers to the practice of using technology to
support teaching and the effec tive day-to-day management of education institutions. For students,
this is a chance to increase their digital literacy, which will help them take advantage of emerging
opportunities whilst also remaining aware of the challenges that technology can present.
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Advantages of digital learning
Education cannot be excluded from the huge transformation caused by digital developments.
Digital learning makes access to information easier, faster and constantly up to date. It promotes the
strengthening of transversal competences. It is a participative, active approach to learning, which
integrates traditional methods with shared knowledge and team-working (Ferri P. , 2019). Digital
learning allows to get closer to the students who are digital natives, using those tools which are more
familiar to them. The use of digital resources provides teachers and learners with powerful instruments
that can lead to true innovation, contributing to social and technological development .
We may sum up the advantages of using digital tools in the educational environment as follows:
•
Higher engagement of learners due to the attractiveness of digital tools and the pervasive presence
of ICT in youngsters’ life.
•
Expanding students’ abilities to overcome the digital divide
•
Developing students’ creativity, social and communication skills, stimulating them to engage in
active citizenship
•
Improving responsibility of online presence, stimulating curiosity and creative thinking
•
ICT contributes to social change and progress within the same school environment, through
introduction of new organisational, communication and socialisation processes
•
Adapt to the specificities of learners: opportunities for differentiation and personalisation
•
Increasing opportunities for inclusion of disadvantaged groups
•
More effective training: immediacy of the results; reduction of costs; better profitability
•
Greater flexibility: eeveryone, either part-time or full-time students, can take advantage of webbased learning: as you have access to the net 24x7, you can train yourself any anytime and from
anywhere.
•
Promotes active and independent learning.
•
Possibility to interact through discussion boards and chats
•
The video instructions that are provided for audio and video learning can be rewound and seen
•
and heard again and again if you do not happen to understand the topic first time around.
•
Digital learning offers the opening up of informal learning spaces and new learning contexts
•
Digital learning and the corresponding technology now permeate all areas of everyday life: digital
literacy is an increasingly demanded skill amongst the workforce.

Disadvantages of digital learning
•
•
•
•
•
•
•
•
•
•
•

Many teachers are worried of shifting to digital learning, for the gradual loss of the human contact,
real-life relations, the risk of students’ progressive isolation or addiction to technological devices.
Possible negative impact on attentive capacity and higher forms of reflection and thinking.
Dangers typically associated with digital technologies and social media, including cyber-bullying,
data protection and hate speech.
Need to make students aware they generate data in their daily lives and of the effects these actions
may produce on citizenship and decision making.
The isolation of participants during a training session or their motivation, the latter having to put in
more effort than during a face-to-face session.
Increased time spent in front of screens
Teachers’ scarce digital literacy
Authenticity of work: being online, anyone can do a project instead of the student
Smartphones often perceived as a disruptive factor that could distract from lessons.
Many schools lack the financial means to purchase equipment and software
Some children are potentially unable to own their own laptop or iPad, have reliable access the
internet, due to familiar or financial circumstances.

Belgium
Development of digital learning
Digital learning is rich in tools and types of educational resources. Asynchronous models are the most
common, that is, stand-alone training modules. Serious games are the ones that offer the most interactivity.
Conversely, the least interactive modalities are rapid learning or video learning. The traditional scripted
e-learning modules are intermediate. Then there are synchronous actions with, as a reference, the virtual
classroom. It allows training via videoconference by providing tools such as the whiteboard or chat.
Finally, the last brick comes from the interactions between the members of the training space (learners to
learners, or learners to tutors or trainers, etc.).
Average cost of digital tools in education
Belgian schools are considering investing in digital equipment. However, the weight of this investment
is puzzling. For college students retaining the tablet provided from one year to another, it would be
necessary to buy around 800,000 units every year with an estimated cost each time of € 240 million,
excluding accessories and software licenses. The alternative would be for each student to bring their own
devices, as these are becoming more and more common in households, avoiding this costly duplication.
Still, not everyone is equipped and this is not a small investment for some families. A helping hand to less
fortunate children could be considered. Another problematic aspect derives from the scarce acceptance
of smartphones in some schools.

Italy
The history of digitalization in a few dates
Italy’s digital development happened at a slower pace than the rest of EU. Inspired by European initiatives,
the beginning of 2000s saw the first actions towards digital development. Following “eEurope 2002”, a
National Plan was adopted to foster cooperation between all the actors involved in the use of ICT. In June,
The Council of Ministers introduced a new programme for the digitalization of services offered by public
administrations: “Piano d’azione dell’e-government”. Many other initiatives followed, meant to enhance
the technological capacity of Public administrations, stimulate national growth through new technologies,
ensure Italy a primary role on the European framework of technological innovation.
In 2015, a new National Strategy may be considered the real beginning of the Italian Digital Agenda,
which focused, among others, on: coordination of all the different interventions of digital transformation;
improvement of digital literacy and diffusion of a digital culture; modernisation of public administration.
The strategy also responded to the necessity of improving levels of national GDP, through the creation of
a united digital market (Sanna Artizzu & De Pietro, 2017). Recently, “Italia 2025” was approved, based on
UN SDGs . Other National measures addressed economy and education specifically, e.g., Transizione 4.0
(2019), PON 2014-2020. Finally, a Sicilian digital Agenda was launched in order to exploit the potential of
ICT to its maximum towards innovation, economic growth and competitiveness.
Development of digital learning
The National Plan for Digital School is one of the core components of law 107/2015 La BuonaScuola, which
currently represents MIUR orienteering document for the overall digital re-launch of Italian schools. Many
other initiatives followed, supported by the diffusion of wi-fi connection in schools, EU funds, specific
training courses for teachers. Some projects were also launched by individual schools and teachers. Based
on these experiences, Indire formed the Italian Network Avanguardie educative, aimed to systematise the
innovations experienced by schools. Indire has been an important body for the innovation of Italian school
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system: it continues to follow this aim, together with its National Agency Erasmus+. Yet, interviews with
teachers (Palermo, Italy), revealed a widespread need for more training opportunities on digital literacy.
Digital learning tools available to education and guidance professionals
Back to 2015, all over Italy, 70% of schools had access to Internet connection, 41.9% used LIM and 6.1%
had interactive projectors. MIUR created the domain EDU.IT where schools can find useful documents and
information constantly updated. Another resource provided is “Servizio Protocolli in Rete”, a platform to
facilitate schools’ application to national calls.
Following 2020 transition to distance learning, new resources were made available. The Minister for
Technological Innovation and Digitalisation created the website Solidarietà digitale, to limit the social and
economic impact of lockdown . Raiplay Radio contributed with audiobooks and strengthened dedicated
special programming to schools (2020). There were also individual initiatives of schools and teachers,
such as ““The Red Zone: Isolated but connected!”, to create an online platform where students could share
their feelings and activities during the lockdown (Mentuccia, 2020). Epale platform is another dimension
for shared knowledge for professionals and adult learners. The Italian Ministry of Education opened a
website for distance learning, offering materials, methodologies, experiences, instruments and a specific
area for the necessities of students with disabilities.
Yet, the lockdown highlighted the hidden weaknesses of Italian educational system, not only as regards the
level of digital literacy but also the absence of digital devices in many schools. New funds were allocated
to overcome the digital divide, still strong in our country.
Average cost of digital learning
The National Plan for Digital Schools is financed by law 107/2015 “La buona Scuola”, European funds,
PON “Per la Scuola” 2014-2020 and other funds by MIUR. In 2016, after one year of implementation, more
than 65% of actions had started, with around 500 million€ invested for development of students’ digital
competences, provision of didactical instruments and laboratories, teachers’ training. In 2015, the funds
spent for one-year activities included: 140 mln € for the creation of digital environments for integrated
didactics; 88.5 mln € for schools’ wiring; 58 mln € for the creation of laboratories to favour employability.
New national funds were allocated to facilitate the transition to distance learning, following the
spread of the Covid-19 virus, and especially targeted students with limited financial resources (MIUR,
2020).
According to AGCOM analysis for the school year 2016/2017, 75% of schools in Italy spend around 3000€
yearly for Internet connection, but these expenditures inevitably depends on the size of the structure and
may oscillate between 3000€ and 6000€ per year in bigger schools (more than 1200 students) (2019).

Cyprus
Cyprus and digitalization
Cyprus has made great strides in digitizing businesses, but there is still a long way to go before it can take
full advantage of the opportunities available and reach EU average. In 2019, only 10% of small businesses
were able to sell their products online (EU average was 16.2%) and large businesses recorded 31.9%
(39.2% EU average). However, the use and exploitation of e-commerce is on the rise. Several projects are
underway in the direction of e-government with a total budget of 250 million €. According to a recent
report by the European Commission, connectivity and broadband access are improving: 90% of Cypriot
households have an internet connection and telecommunications are evolving.
R&D is another important issue as the general system around it is minimal and not reflected in the
economy. Cyprus, the report points out, is one of the countries with the lowest performance in this area.
Characteristically, its impact on GDP had reached only 0.5% in 2018, from 0.21% in 2000.

Cyprus New National Industrial Policy
The cooperation of public and private sector completed the preparation of the New Industrial Policy
(2019-2030) as well as the first Action Plan covering the period 2019-2022. The New Industrial Policy is
aimed to create a robust, flexible, smart and technologically advanced industry with related services, to
contribute to the competitiveness of Cypriot economy and the well-being of its citizens. More specifically
it focuses on six strategic implementation pillars: P1. Creating Infrastructure for Sustainable Development
and Production; P2. Improving the Conditions of the Industrial / Business Environment; P3. Digitalization
of Industry; P4. Developing New Skills and Enhancing / Upgrading Existing Skills; P5. Enhancing Access to
Financing; P6. Strengthening Access to Markets / Extroversion, Exports and Investments.
Information technology, communications and e-commerce technologies in business 2018
•
Internet connections: connections with data transfer speeds above 100Mbit / s reached 10.2% of
businesses compared to 5.3% the previous year. 35.4% of businesses have an Internet connection
with a data transfer speed of over 30Mbit / s compared to 24.2% in 2017.
•
Cloud computing Services: 26.6% of companies (10+) bought Computer cloud Services in 2018
compared to 10.2% in 2014. It is noteworthy that one in two (51.1%) companies belonging to the
sector “Information and Communication” (NACE Rev.2) buy cloud computing services.
•
E-commerce: In 2017, 33.5% of businesses made purchases and 14.2% sold through computer
networks. Businesses in Cyprus prefer to make purchases and sales through websites or apps.
•
Specialized personnel in Information and Communication Technologies (ICT): In 2018, 22.8% of
businesses (10+) employ specialized ICT staff. In large companies this percentage amounts to 88.4%
in 2017. About half (4.3%) said they had difficulty meeting these vacancies.

Germany
The history and usage of digitalization in a few dates
According to the Gabler Online Dictionary of Economics (2018), the term digitalisation has various
meanings. In the 20th century, with the 3rd revolution or digital turnaround, information technology was
used in particular for automation and optimisation, the modernisation of homes and workplaces, the
development of computer networks and the introduction of software products and enterprise resource
planning systems. At the beginning of the 21st century, “disruptive technologies and innovative business
models as well as autonomisation, flexibilisation and individualisation in digitisation are the main focus.
This has taken a new direction and is leading to the 4th industrial revolution, which in turn is associated
with the term Industry 4.0 (also “Enterprise 4.0”) (Gabler, 2018). However, the term Industry 4.0 is merely
a marketing word, which was first mentioned by the German government’s initiative “Promoter Group
Communication of the Research Union Industry - Science” in 2011 (Raveling, 2020).
In 2003, 50 % of the German population was using internet; in 2019, this percentage reached 86%.
Currently, 54 % of Germans are using eGovernment, a digital public administration with various functions
that citizens can use in combination with their identity card, launched in 2010. However, Germany’s digital
infrastructure still presents some flaws. In 2020, Germany was in 12th place (Handelsblatt, 23.10.2020)
in EU, in terms of connectivity, human capital, internet use, integration of digital technology and digital
public services (Berichtüber den Stand der Digitalisierung in Europa 2017).
Digital learning tools
Recent studies and surveys have shown that there has been a considerable improvement in the technical
equipment in German schools in recent years, with decisive national level measures. The International
Computer and Information Literacy Study (ICILS, 2018) found that 23.2 % of teachers in Germany use
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digital tools in class every day (Drossel et al., 2019). In most cases, teachers use word processing and
presentation programmes, and there is also a small share of 12.9 % who use “computer-based information
sources (e.g. topic-related websites, wikis, encyclopaedias) at least in most lessons” (Drossel et al., 2019,
p. 217). Software applications that allow collaboration on documents, e-portfolios or even learning
management systems are hardly used in German classrooms.
In the study “Schule digital - Der Länderindikator” (Endberg& Lorenz, 2017), teachers were asked which
digital tools were actually available to them. They named the following: WIFI (96 %, in about 50 % of the
cases in all classrooms, 46 % only in special rooms); laptops (53 %); tablet computers (18 %). Compared
to the study conducted in 2013, the use of digital technology in education increased immensely from
9.1 % to 23.2 % (Drossel et al., 2019). However, in comparison with the other education systems that
participated in ICILS 2018, it becomes clear that the use of digital tools is in some cases significantly
higher than in Germany. The proportion of weekly use is also significantly lower than in other nations.
Average cost of providing digital tools in the guidance
Launched by the German government in 2019, the Digital Pact provides financial support for the digital
infrastructure of the approximately 43,000 schools in Germany with a total financial volume of 5.5 billion
€; the individual Länder have committed themselves to subsidising a further 500 million €. These will also
decide on the distribution (Bayerisches Staats ministerium für Unterricht und Kultus, 2020). The funding
mainly concerns the equipping of schools with a digital infrastructure, i.e. the acquisition of “beamers,
internet-capable computers and WIFI” (Daub et al., 2020), but this does not currently include equipment
for teachers and pupils. The one-time purchase of laptops for everyone would cost an estimated 6 billion
EUR; in addition, there is an annual sum of about 1.2 billion EUR for licences, insurance and maintenance
(ibid.). The COVID 19 pandemic made the inadequate digital equipment of schools and educational
institutions very clear. By March 2020, only 150 million EUR of the 5.5 billion EUR made available had
been called up, which extremely aggravates the education sector’s situation during the pandemic.

United Kingdom
The history of digitalization in a few dates
UK has a proud history of digital innovation. UK government defines Digital Participation in terms of
Digital inclusion (to improve citizens’ life), Digital Life Skills (online safety); Digital Media Literacy
(digital media and communications). The Digital Economy Act 2010 cemented digital development into
British law reaffirming the government proposal of universal access to broadband by 2012. Moreover,
the Department for Business, Innovation and Skills announced the National Plan for Digital Participation,
meant to provide free computers and internet connections to 270,000 families with children of school
age. An additional £30m was foreseen by the Government to get more than 1million people online in the
next 3 years.
The Digital Economy Act 2017 addressed policy issues related to electronic communications infrastructure
and services; the main outcomes were to empower consumers and provide better connectivity so that
everyone has access to broadband wherever they live, build a better infrastructure fit for the digital
future and enable better public services using digital technologies. Yet, strong attention continued to be
focused to the root causes of digital exclusion, for which the development of individuals’ and companies’
digital skills was deemed necessary in an increasingly digital economy. To this aim, strong collaboration is
necessary between the public, private and third sector.
Digital learning
From the late 1990s onwards, the Government pushed several IT-related programmes. By 1998, only 1%
of secondary schools, and 7% of primary schools were without any computers, and 84% of secondary

schools were connected to the internet. However, much of the enthusiasm and success was driven by
students and teachers. Schools across the UK spend close to £900 million on EdTech each year and
are increasingly encouraged to embed ICT in all subject areas across both the primary and secondary
curriculum.
The British Educational Suppliers Association ‘ICT in UK State Schools’ found that in 2016, pupils are
exposed to IT for 53% of teaching time. The adoption of mobile technology in UK primary and secondary
schools has increased — 71% of primary schools and 76% of secondary schools were using tablets in
the classroom in 2016. The UK government published The UK Education Technology Strategy in 2019
which outlined plans to provide a digital framework that would enable a reduction of teachers’ marking
workload through technology. The strategy aimed to boost training opportunities, identify how anticheating software can be improved, promote the use of innovative tech to support people with special
educational needs and disabilities.
Highfurlong School in Blackpool, a special needs school, is a great example of where simple assistive
technologies can lead to significant impact on students’ outcomes. Although the school recognises that
excellent and passionate teachers drive this impact, they believe these methods of communication would
be near-impossible without the technology to support it.
Development of digital learning tools
One of the barriers to implementing technology effectively is internet connectivity. According to data from
British Office of Communications, there are at least 500 schools in areas in England struggling with slow
connections. The UK Education Technology Strategy of 2019 outlined the tools available to educational
professionals for the procurement of digital tools. Working with the British Education Suppliers Association,
schools have received help to identify the right products when buying technology through LendED, a free
service which enables to try educational software before buying them.
Following the lockdown imposed by the spread of Covid-19 virus, schools across the UK are providing
blended learning and remote education. The UK government Department for Education have provided a
DfE resource list alongside a set of on-line resources for children to access at home. In addition, to support
the hard work of schools in delivering remote education, the Oak National Academy was created in 2020.
It provides 180 video lessons each week, across a broad range of subjects, for every year group between
5-15. The British Broadcast Channel also launched its own education package across TV and online,
featuring celebrities and some of the best teachers – helping to keep children learning and supporting
parents.
Research from Cyber Safety brand NortonLifeLock, of 1,000 UK parents, a third (34%) said they could not
afford to buy their child the technology required for online education and over half of them struggled to
maintain a routine for learning/schoolwork during the lockdown. It was announced by the UK government
that vulnerable and disadvantaged young people across the country will receive free laptops.
Average cost of providing digital tools in the guidance
After large increases over the 2000s, spending per pupil has fallen since 2010–11. In England budgets
have seen a decrease of £2.8bn since 2015. While secondary schools had £73 per pupil to spend on IT
resources in 2012, that figure dropped to £48 per pupil by 2018. At primary level, the equivalent fall
was from £62 to £53. Research conducted by the British Educational Suppliers Association found: 33%
of schools did not have effective online learning support platforms in place as of 2018, with a further
26% reporting that they did not have sufficient workbooks, textbooks and IT equipment to distribute to
pupils. This resource gap impacts schools’ ability to provide satisfactory digital and physical resources to
students during the closure.
The March 2020 survey revealed that 35% of schools predict that they will have to bolster their resource
budgets by up to 10% per pupil. In response to the COVID-19 pandemic, the government committed over
£100 million to boost remote education in April 2020, including by providing devices and internet access
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for those who need it most, ensuring every school has access to free, expert technical support to get set up
on Google for Education or Microsoft’s Office 365 Education, and offering peer support from schools and
colleges leading the way with the use of education technology. To further support schools and colleges
in delivering the best possible remote education, twenty institutions with outstanding technology
practices have been awarded between £70,000 and £150,000 through the EdTech Demonstrators
programme.
The government has allocated an extra £4.3 billion to the schools’ budget in England for 2022–23.

Young people
Generation Y
Generation Y, also called “digital natives”, “millennials”, “touch generation” or “APP generation” were
born between 1980 and 2004.The term Millenials is used as a synonym for Generation Y because at the
turn of the millennium this generation was the youngest in society. They grew up with computer screens
and video game consoles. They are the first generation to be fully and truly born into the internet world.
It is the generation of television and digital omnipresent in all sectors, both private and professional.
While being reluctant in the face of authority, millennials are sociable, communicate and share easily.
Work is no longer at the centre of everything, they have succeeded in introducing “the need for a rest
phase” to “decompress”. Looking for a good quality of life, even if it means changing region or even
country, they no longer hesitate to change companies. Despite a difficult economic model with its
repeated structural crises, Generation Y has been able to adapt. Generation Y is constantly looking for
its place, the best place. More qualified than their elders, they do not hesitate to train and question
themselves in order to evolve throughout their careers. Above all, they seek pleasure in the activity and
to invest themselves up to their expectations.

Generation Z
Generation Z is the youngest of the generations, because it was born from the year 2000 and therefore
not yet entered the labour market. They are considered the silent generation. Technology dominates
their daily lives; they were born with it and cannot live without. The Internet is their main communication
tool for interacting, whether in private or at work. This generation is permanently connected. Much more
realistic than their predecessors, for them life and work must be a fluid process, which brings wellbeing to everyday life. They give more importance and are resolutely turned towards new media. The
retirement of the baby boomers will allow this new generation to find a job more quickly, under better
conditions.
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Belgium
Average age for the accessibility of television to a child: From 3 years old, 10 min per day
Average age for the accessibility of a tablet, smartphone and computer to a child: from 6 years old
From the age of 6, children are able to make the connection between what is real and what is not. They
begin to have some experience with images and can analyse and comment on them. They might also want
to imitate what they have seen, hence the need to explain them not to reproduce what on television, and
to respect their sensitivity by focusing on programs for children.
Digital consumption habits aged 11 to 19
According to a recent study carried out by the School Mediation Service in Wallonia among more than 2,600
young people aged 12 - 15, 97% have a mobile phone and 3/4 Internet access. Each young person can also
use an average of 10.4 screens (e.g. television, game console, desktop and / or laptop computer, tablet).
Based on this observation, it is clear that the school must take this development into account.
One in two young people feel “addicted” to their smartphone and the same proportion considers spending
too much time on social networks. Teens between the ages of 12 - 23 spend an average of 1.6 hours a day
on these networks, especially Facebook, by their own estimate. But no less than 18% say they spend more
than three hours a day.
It is between the ages of 16 and 19 that the feeling of dependence on their smartphone is the most
significant, with 55% of adolescents saying they are “totally addicted” or, more often, “quite addicted”.
But already between 12 and 15 years old, this feeling affects 49% of the young people questioned. Eight
out of 10 teens consult social networks almost every day. They post content an average of 3.3 times per
week. One in two young people say they are sometimes or often afraid of missing something important if
they do not go to social media. This proportion rises to 56% for 12-15-year olds. A fifth deplores the “social
pressure” online and the recurrence of negative reviews. A quarter regrets that too much unnecessary
information is circulating.
But social networks also allow the shyest to express themselves more easily (78%), to take the time to
think before responding (78%), or to reflect an emotion well thanks to emoticons (73%) – they consider.
Half also believe that the behaviour of their friends is not the same online as in “real”. The 13-17-year olds
will soon disappear from Facebook (they are on average 2.2% against 3% in 2018), in favour of Instagram
and Snapchat, the networks of choice if we want to segment on a younger audience.

Italy
In Italy, most millennials live in the North (42%), followed by the south and islands (39%), and the Centre
(19%). They represent 76% of population active online (Ciaccini). Despite widespread ambitions, many
Millennials have to face high unemployment levels in Italy.
Average age for the accessibility of television, tablet, mobile, computer, to a child
In 2016, The Centre for Child Health, together with the Cultural Association Pediatri, published a study
regarding the use of digital devices by children younger than 5 years old. The main considerations
emerged were:
•
Children prefer mobile phones or smartphones (35.5%) followed by tablets (25.2%), which are used
from 3 years on;
•
The use of videogames and computers is still limited at this age: 0.7% and 3.2% respectively;
•
The frequency with which parents leave their smartphone to their children increases with the age of
the child. Yet, most of them affirmed to use digital technologies together with their children.

•
•

At least 1/3 interviewees admitted to use their smartphone to calm their child;
Overall, parents seemed worried for excessive exposure to digital technologies. However, they have
limited knowledge of the physical impact that such use may provoke.

The research thesis “Toddlers and digital technologies: opportunities, risks and research perspectives”
(2017/2018) analysed the use of digital technologies by toddlers (from 6 to 43 months). The following
results emerged: 72% of children had access to digital devices; 28% never used them. More specifically,
60% used smartphones, 32% tablets, 18% tablets for children, 4.54% computers, 9% laptops. 63%
parents affirmed to supervise their children during their use of digital devices. Parents were asked to
indicate the advantages they believe to find in the use of digital devices with their children. Main responses
included: learn how to use digital technologies, relax, develop competences and skills. Disadvantages
included: isolation, addiction, physical problems, no disadvantages, lack of creativity, fantasy, imagination
(Ripamonti, 2018).
Overall, nowadays, children’s access to media happens earlier than few years ago: 8/10 are between 3
and 5 years old, some of them even before 12 months. The time spent online increases with the age of
the child. (D’Alessandro, 2019). Children from primary education spend around 7 hours per day online
(Soldavini, 2018).
Digital consumption habits from 11 to 19 years old
After 11 years old and the beginning of primary education, smartphones are considered useful for the
child for educational purposes. Between 9-10 and 11-12 years old, children start using Facebook on their
tablets and smartphones, for which parents’ supervision is fundamental. However, this seems not to be
applicable to other media, such as Instagram, Snapchat and Whatsapp (Capriati, 2019).
According to a research based on data collected by Istat for Save the Children, 94.1% families with a child
younger than 18 years old have internet connection at home, though there are regional differences. Girls
use social media and make online researches more than boys and they also share photos, music, videos
online more frequently. Girls prefer buying educational or training material, as well as movies, music and
tickets for various performances; boys instead prefer to buy technological and IT devices. Smartphones
are the digital tool more frequently used (2018). 51% of youngsters between 15 and 20 years old find it
difficult to have a break from the digital world. 79% of them even have problems to have a 3-hour break
from them. However, similar attitudes were observed in adults(D’Aria, 2017).
The use of digital devices and the time spent online by youngsters inevitably increased during the
months of lockdown provoked by the Covid-19 pandemic. During this period, the University of Florence
conducted a research on 5308 youngsters aged between 14 and 20. 25% of them affirmed to remain
always connected online (back to January this percentage was 7%). The majority (54%) spent between
5 - 10 hours per day online (in January it was 23%). Most of the time spent online was used for distance
learning and to stay in contact with friends and classmates.

Cyprus
Young people look unstoppable, we see them in increased usage of smartphones and social media
networks. The increasing use of smartphones has not left businesses and advertisers indifferent.
Some statistics for individuals and use of mobile internet
The rate of increase in the use of the Internet through mobile phones is explosive, according to the
research of the Statistical Service of Cyprus, Use of Information and Communication Technologies (ICT) in
households 2004-2011. In particular, from 2009 to 2011 users doubled to 16%. Either by informing the
latest young people, or by advertising their products or services, the need for business to have a proper
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presence on the Internet is growing. The development of smartphone use in the market, requires modern
companies to include new methods of communication in the marketing strategy.
Using the “question” tool on the Facebook page, Social way eServices Ltd answered questions about how
often you access the internet via mobile phone, where about 40% of respondents have access more than
five times a day, and 35% with a frequency of two to four times a day. Few people chose the options once
a day, 2 to 3 times a week and once a week with percentages of about 5%, 4% and 5% respectively.
Cable TV
All of CableTV subscribers have been on the rise over the past three years, with a 7.4% increase. About
one in three households have subscription content in addition to receiving a signal from a terrestrial
digital television platform, as stated in the document of the Regulatory Authority.

Germany
Average age for the accessibility of television, tablet, mobile, computer, to a child
As mentioned in the previous section, children grow up in households with a wide range of digital devices.
Children aged between two and five years rarely have their own devices. However, 4 to 5-year olds have
significantly more of their own equipment than 2 to 3-year old(Feierabend, Plankenhorn&Rathgeb, 2015).
With regard to the digital devices in everyday life, children quite often watch television (44 %). It is
noticeable that the device repertoire increases significantly, particularly between 2 and 5 years of age,
especially with regard to TV and computer/video console/online games (ibid.). Especially for pre-school
children, experts recommend that parents should always be present to protect children from inappropriate
content.
Digital consumption habits from 11 to 19 years old
Practically all have a smartphone, 71 % a laptop or computer and half of them a television. Within
this age group, there is high usage of the internet via smartphones, with online applications such as
YouTube, WhatsApp and Instagram taking the lead. Young people mainly use YouTube for information
purposes, followed by communication and networking. In addition, 3 out of 4 families can use video
streaming services such as Netflix or Amazon Prime. Young people between 12-13 have less access to
video streaming services (69%) compared to young people between 18-19 (83%) (Feierabend, Rathgeb
& Reutter, 2018). With regard to the frequency of electronic device use, the following figure shows that
internet, smartphone and listening to music are at the top of the list of daily uses.
94 % of young people use a smartphone every day and 91 % use the internet every day. 42 % are
watching television every day, while 31 % are watching several times a week. Listening to music is also
very important. 84 % of young people do this every day. In comparison, streaming services and digital
games are used slightly less. The daily usage rate is 28 % (video streaming) and 30 % (digital games).
In terms of length of use, young people spend an average of 214 minutes online or using services every
day (ibid.). In particular, 16-17-year olds are most frequently online with 243 minutes a day, while young
people between 12 and 13 years of age spend 165 minutes online and young people of adult age 231
minutes (ibid.). Communication accounts for 35 %, entertainment for 31 %, games for just under 25 %
and information searches for 10 % (ibid.) (Feierabend, Rathgeb& Reutter, 2018).

United Kingdom
There are around 13.8 million people who make up Generation Y in the UK as of 2019. Millennials are
concentrated in London where around 19% of them live, 17% are in non-white ethnic groups, 26%
were born abroad and 13% were born in another EU country. The employment rate for millennials is
at a near record high for the 25-34 age group at 82.0%; the unemployment rate for millennials is low
at around 4.5%. The most common sectors for employment of millennials are the wholesale and retail
sector (13.5%), health and social work (12.4%) and education (9.8%). However, employees aged 22-39
experienced the largest falls in real average earnings following the 2008 recession. Millennials have quite
different needs and aspirations from previous generations in the workplace: flexibility and a work-life
balance are important. In comparison, Gen Z (or Zoomers) - born between 1997 and 2012 - make up 19%
of the UK population. In the past two years, this group has continued its development against the backdrop
of political, economic uncertainty due to UK forthcoming exit from the European Union and the COVID-19
pandemic.
Average age for the accessibility of television, tablet, mobile, computer, to a child
In 2019 the UK government office of communication published the Children and parents: Media use and
attitudes report 2019, the research questioned 2,160 children aged between 6-17 in the UK about their
media habits. Some of the findings were :
•
Half of ten-year-old now own their own smartphone.
•
YouTube remains a firm favourite among children. For those aged 5-15 this is preferred to on-demand
services such as Netflix, or TV channels including the BBC and ITV.
•
Children’s social media use is diversifying. WhatsApp in particular has gained popularity over the past
year, joining Facebook, Snapchat and Instagram as one of the top social media platforms;
•
Newer platforms such as TikTok and Twitch are gaining popularity;
•
Girl gamers are on the increase. Almost half of girls aged 5-15 now play games online;
•
Rise of the ‘blogger next door’: children are now increasingly drawn to influencers who are often local
to their area, or who have a particular shared interest – known as ‘micro’ or ‘nano’ influencers;
•
The ‘Greta effect’ and online social activism, using social media to support causes or organisations;
•
Children are seeing more hateful/violent/disturbing online content than they used to;
•
Parents are also increasingly concerned about their child seeing self-harm related content online and
some elements of online gaming;
•
Fewer parents feel that the benefits of their child being online outweigh the risks compared to five
years ago. However, there are indications that more parents are talking to their child about online
safety (85% of parents of 5-15s), than compared to 2018 (81%).
The COVID-19 pandemic has created an increase in accessibility; social distancing and self-isolation at
home have resulted in nearly a two-fold surge of children’s smartphone screen time, according to Bosco,
a monitoring app for the online and social activity of children and teens. At the end of February 2020,
average mobile phone usage was 4:30 hours a day. After schools closed, it spiked to about six hours and
now reaches an average of 8:40 hours.
Digital consumption habits from 11 to 19 years old
Children and young people’s consumption of the internet has undergone rapid expansion over the past
decade. By 2010, the vast majority of 9-16-year olds in the UK (96%) reported going online at least weekly,
with most doing so on a daily basis. The membership of social networking sites has also seen a sharp
increase over the same period, with two thirds of 9-16-year internet users holding at least one account.
For many young people, online social networks play a central role in their social and communication skills
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and as a source of advice and emotional support. Various studies have shown that socio-economically
disadvantaged children and young people in the UK are less likely to have home-based internet access
than other groups. There is some evidence that this gap is closing, however, with mobile technologies
likely to have a role.

Education and guidance professional
The obstacles for professionals to use digital (in the guidance)
•
•
•
•
•

•
•
•
•
•

some teachers are reluctant to students’ real ability to master digital technologies and are concerned
to lose control over the learning process
risk of becoming a technical trainer if you focus too much on the handling of digital tools
the lack of digital devices in many families: Internet connection may be poor or absent in some
households; parents may lack appropriate knowledge of digital technologies and be unable to
support their children in the learning process.
Teachers’ digital literacy: many teachers still lack adequate digital competences to renovate their
teaching methodology
Students’ reactions: the abrupt shift to distance learning was a testing field for digital learning.
Though many studies revealed students’ approval of this new approach to education, on the other
hand, this particular moment showed the importance of human interactions, of the physical contact
with classmates, beyond any screen.
Strict ministerial guidelines: excessively strict in terms of topics to teach and timetables to respect,
limiting teachers’ freedom to dedicate more time to students’ digital competences.
Developing a new perspective of teaching: not a simple adaptation of old approaches to new
platforms, but a full involvement of teachers, constantly checking students’ reactions and
stimulating them.
Implementing and maintaining technology is costly particularly as systems can quickly become out
of date.
Online Safety for students and teachers: cyber-bullying, hacking of personal information, access to
illegal or banned materials and distractions from learning (such as social networking and mobile
phone use) all being high on institutional agendas.
Some uses of technologies can be harmful, e.g., poor posture and eyestrain. Also, Repetitive Strain
Injury (RSI) is a risk that occurs from the repeated actions necessary to control mobile devices.
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The motivations of professionals to use digital (in the guidance)
•
•
•
•
•
•
•
•
•
•

The course is made more fun, innovate and creative.
Faster correction time thanks to its automations. Thanks to the connection time counters via the
platform, the teacher has a clearer view of what is being studied and understood.
Easier and faster access to constantly up to date information
Opportunities for development of transversal competences: creativity, social and communication
skills, active citizenship, curiosity and creative thinking. Students can learn useful life skills through
technology.
New dynamic approach to the learning process, with active participation of students
Attractive educational approach for youngsters, who were born digital
Opportunities for differentiation and personalisation
Greater opportunities for inclusion of disadvantaged groups
Improves knowledge retention
Encourage collaboration

Belgium
Percentage of schools that use digital tools
Each year, Wallonia launches the “digital school” project which finances digital school material for schools
that request it. The project brings together several education players, such as the Walloon Region, the
Wallonia-Brussels Federation, the German-speaking Community and the Wallonia Public Service. This
year, out of 955 school projects, nearly 679 of them were selected to receive the requested computer
equipment. It works through a point system, 50 points being the maximum. Schools can spend these
points on computer equipment: 5 points for a computer, 2 points for a tablet, and 15 points for a digital
board. The total budget for the operation in 2020 is 8.7 million €. More than in 2019, 503 projects for 6.9
million €.
Descriptions of digital learning in training for education or guidance professionals
Training teachers to use these tools is an essential key to success, but it is often underestimated. When
training is offered, it is mainly of a rather technical orientation on the use of hardware and software.
Generic training courses on the integration of digital technology in teaching and learning are less offered.
The most rarely organized training courses are those that work in greater depth on the analysis of
educational uses of digital technology and the scripting of these uses.

Italy
The obstacles of education and guidance professionals to use digital
According to interviews with secondary school teachers from Palermo (Italy, 2019), teachers’ levels of
digital literacy and too much strict ministerial guidelines limit the use of digital resources in class. All the
interviewees expressed their willingness to improve their digital competences through tailored training
courses (D3 - Comparative Review, 2020).
Percentage of schools that use digital tools during school learning
If we analyse Italy’s Digital Economy and Society Index (2020), the country is still weak compared to the
other European countries: it ranks 25th out of 28 EU Member States, with an average score of 43.6, ( EU
average: 52.6). More specifically, the level of basic and advanced digital skills, as well as the number of ICT
specialists and ICT graduates is still low. However, these data do not include the latest measures introduced
to respond to COVID-19 crisis, investing in the digital development of schools (Shaping Europe’s Digital
Future - Italy).
Back to 2019, 47% of teachers affirmed to make a daily use of educational technologies in their work,
which means more than half teachers did not integrate digital resources in traditional teaching. 27.5%
teachers would use digital technologies weekly in their teaching, 13.9% just few times per month, 6.7%
sometimes during the whole year and 4.9% never use them. The above-mentioned percentage of 47%
teachers using digital resources actually refers to the simple integration of these innovative tools in
traditional lessons, excluding students from this use. Only 8.6% teachers use Internet for collaborative
learning environment; 13% to share materials; 20.9% for teamworking activities. Most widespread digital
initiatives are linked to presentations made by teachers (29%) and especially search of information and
digital material (47.3%).
The low percentage of schools with access to broadband Internet connection is another worrying element:
9.4% Primary, 11.2% secondary, 23.0% higher secondary (Ferri P. , 2020).
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Cyprus
In recent years, the Directorate of Primary Education has given special importance to the utilization of
modern technological achievements in the upgrading and enrichment of the Curricula of the Primary
School. Through a comprehensive Program, the Directorate aims to focus on three important pillars: the
development of modern and sufficient material and technical infrastructure in all school classrooms;
the continuous and integrated training of teachers in skills of personal use and use of computers in
the learning process; the reconstruction of existing Curricula at the level of goals and activities with
perspective provided by multimedia and the internet. Much effort has been made for the first pillar: the
access of each computer to the internet and the utilization of its applications is one of the most important
achievements of the Ministry of Education. Yet, the success of the Program can only derive from the ability
of teachers to adapt to the new societal requirements.
WSI’s Global Learning System (GLS) is a complete, scalable e-Learning solution equally suited to beginners
or to those with some experience in delivering training online. It can accommodate a multitude of learning
paths and deliver a curriculum specific to each unique learner. The system allows to create a variety of
online tests and quizzes, take notes and send messages between learners and instructors, award digital
certificates upon successful completion of a course.
Digital resources actually available to education and guidance professionals
Here is a great example of digital resources to use in education and guidance:
Press and Information Office (PIO) Director: “The Cyprus Press Archive will soon be available to the
public electronically, so she said during a conference organized by the Press and Information Office on:
“Digitization, accessibility and dissemination of audiovisual, printed and musical material”, which is
implemented in the framework of the project “Digital Herodotus II” of Greece 2014 – Inter-professional
Inter-Business Program 2020.
<Digital technology offers the ability to store information and save historical, social and cultural records.
[…] The Press and Information Office has been a collection of press files since its inception. His Newspaper
Archive has the most important, in terms of completeness, collection of newspapers published in
Cyprus. That means many millions of pages of newspapers. Newspapers dating from 1878. […] In the GTP
newspaper archive, time seems to not stop. One opens the door and gets lost in the hallways with the
characteristic smell. The smell of old paper, engraved with ink, sweeps you into a dip in time. […]
We all live with the evolution of technology. We have witnessed the transition from traditional leaflets to
digital tools, which have become indispensable in the age of speed and immediacy of the information in
which we are moving today. […] The project “Digital Herodotus II” comes to add an important part in the
process of digitization of our file. With support from European resources as well, digitization continues
at a lower administrative cost, as it emerges through public-private partnerships. We “liven up” this huge
file on a daily basis in more modern terms. The warehouses have been turned into modern, high-level
accessible digital files, offering a large archive treasure: a unique repository of reliable sources that reflect
important aspects of historical, political and cultural events. […] We talked about marrying the old with
the new, technology, the transfer of spiritual wealth to the younger generations, European resources,
synergies, search engines. But to do that, we had to have the raw material.>

Germany
The obstacles of education and guidance professionals to use digital
Little or no training in media education and media technology:
A major problem in teacher training is the lack of digitisation-related components, as there are no
corresponding nationwide specifications within the curricula (Monitor Lehrerbildung, 2018). Although
there are compulsory courses on digital media education, this only applies to individual subjects;
there is no cross-curricular implementation. Students thus have hardly any opportunity to learn how to
competently use digital learning technology (Drossel et al., 2019).
Education professionals avoid using it, because:
they may have developed a false image of digital learning technology due to a lack of training in this field.
They do not want to appear incompetent in front of their pupils and fear a loss of authority. Many also
succumb to the fear of becoming obsolete through the use of digital technology. Likewise, many find it
difficult to adapt their role of teacher to that of a learning guide.
Inadequate technical infrastructure of educational institutions:
One in five German teachers complains about the lack of school WIFI, and even where there is one,
more than half of them stated that it does not work properly (Behrens, Goertz&Schmid, 2017). School
headmasters consider this even more negative, overall, only 35 % report satisfactory WIFI (ibid.), which in
many cases is exclusively reserved for teachers (Drossel et al., 2019). Similarly, the professional support
of the technical infrastructure shows significant deficits. In 74 % of the cases, the headmasters assign
individual teachers to look after the IT system of an entire school (Behrens, Goertz&Schmid, 2017). In
most cases, the reasons for not yet comprehensive technical and pedagogical equipment are to be found
in a lack of financial and human resources.
Percentage of schools that use digital tools during school learning
According to ICILS study 2018, the equipment with digital technology at German educational institutions
is as follows:
•
Responsibilities for IT coordination in schools: In about two thirds of German schools there is official
IT coordination (64.1 %)
•
IT equipment for schools: On average, almost 10 pupils share a digital device, the most common
being desktop computers (14.4:1 ratio). Tablet computers are in a ratio of 41.1:1; laptops are in
ratio of 67.8:1.: In schools at lower secondary level there are on average about 10 of Smartboards/
whiteboards/3-D printers. Around 49 % of German schools have mobile digital devices at their
disposal. WIFI is often only available to teachers (in 42.2 % of German schools)
•
Internet-based applications for collaborative learning and learning management systems: 44.8
% of pupils attend schools that provide learning management systems (Moodle, Logineo, mebis,
itslearning); 16.5 % of pupils attend schools using GoogleDocs or Office365; almost 30 % attend
schools that provide Email accounts for teachers and pupils; Word processing and presentation
software are largely available in schools (99.8%).
•
Use of digital technology by teachers: Daily use: 23.2 %; At least once a week: 60.2 %, no use at all:
3.1 %; - Use of word processing and presentation programmes in most lessons: 20.5 % & 18.3 %; Use
of internet-based wikis, encyclopaedias, websites etc. in most lessons: 12.9 %; Use of collaboration
software (e.g. Google Docs, OneNote, Padlet): 10.6 %.
Digital learning has not yet been properly established in German schools. As already mentioned, the lack
of initial and in-service training for teachers, the resulting lack of motivation to use digital educational
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opportunities and the inadequate equipment of schools are clearly reflected in the figures. Another
important characteristic of the use of digital technology in teaching is the age of the teacher. 50 % of
younger teachers up to 49 years of age often use digital technology all the time, while only 34.9 % of
teachers aged 50 and over do so.

United Kingdom
In a time where the majority of children across the world are unable to physically attend school, education
systems have switched to emergency remote learning. In many countries, this has led to a focus on
online learning and, consequently, on significant issues with digital inequality. The UK government, for
example, recently announced plans to tackle digital inequality in education during the Covid-19 crisis, by
temporarily providing free laptops and 4G routers to some disadvantaged children.
Percentage of schools that use digital tools during school learning
Research published in the 2020 annual ‘State of Technology in Education Report‘, gathered the opinions
of over 2,000 educators during lockdown, to uncover what strategies and technologies schools relied on
and how COVID-19 will impact the future of learning. These were the key-findings :
•
over 80% of educators have identified technology as a great way to improve engagement in
classrooms. Yet keeping pupils motivated was a number one challenge during lockdown.
•
Technology for engagement is a strategic priority for almost 40% of schools
•
All educators, irrespective of job roles, recognise the value of technology for communication with
pupils, parents and colleagues. COVID-19 highlighted a gap in appropriate tools and skills to best use
them
•
Teachers are excited to incorporate tools like Google Classroom and Microsoft Teams into lessons.
They feel more confident using technology during lessons, out-of-school work, revision, student
support.
•
90% educators expect technology to blend with traditional teaching methods over the next 10 years.
•
25% of educators believe technology will positively impact student education in the coming years.
•
75% believe lack of access is increasingly a barrier for learning. Access to devices and broadband in
schools and at home, as well as financial constraints, came up most frequently.
As COVID-19 has dominated the schooling year, the next step is formulating school-wide training
schedules that support and empower educators in the coming years, so the opportunities, momentum and
enthusiasm harnessed in 2020 isn’t lost.

Best practices
After this reflection on advantages/disadvantages of digital learning and the overall state of development
in the different EU countries analysed, the present chapter provides a collection of best practices in the
use of digital resources for educational purposes. The collection aims to offer the reader some useful
instruments to integrate within his/her own professional practice. The research conducted by Metropolis
project partners showed the great expectations attached to digital developments nowadays, especially
after the strengthening of distance learning, following the spread of Covid-19. Therefore, though far to
be exhaustive, the present list, based on desk research and interviews with representatives of each Best
practice, aims to stimulate teachers and guidance professionals use digital resources in the classroom.
This in turn is expected to improve students’ interest, enhance their skills and prepare them appropriately
to the job market.
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Belgium
Title

Gamification

Type

Innovative pedagogical arrangements: To analyze the impact of this approach
we interviewed a Red Cross volunteer and user of the “save life” gamification
application.

Publication
Date

« Save lifes » released in march 2019

Author(s)

SMILE Medical Simulation Center of the University of Liège in Belgium in
collaboration with the Red Cross

Target

This program is for everyone, but above all it helps to attract Generation Y and
Z. What do the two generations have in common? : the need for digital. Gamified
content gives these two generations exactly what they need: visual, easy-todigest, concise, engaging and above all interactive content.

Objective(s)

Learn while having fun, without feeling like you’re working.

Introduction

Gamification is a technique of integrating the game mechanism into processes
that are not initially meant to be “fun”. With this technique, the user experience
will take on a whole new dimension. Namely: more fun, more efficiency and above
all more innovation. The “Save life” game will teach you the actions that save you
in the event of a cardiac arrest, by putting you in a situation through an interactive
video. You move forward in the video, answering the questions you will be asked
as you go.

Stakeholders/
partners

Hospital CHU de Liège, University of Liège, The Walloon region, the province of
Liège and the red cross

Methodological
approach

The players will have to face 11 concrete situations, e.g. a bicycle accident in
the Cinquantenaire park, a resuscitation at the Fallon stadium, or discomfort in
the middle of the central station. Lasting 1 hour in total, Save Lives is offered
in 3 languages (French, Dutch, English) and is accessible to everyone in web and
mobile versions. The goal is to make players face various emergency situations
and to initiate them into the right actions. A series of summary sheets of the right
actions to adopt in connection with the situations encountered are available in
the game.

Impact

After one year of being online, the fun, digital and educational tool has gathered
4,900 followers

•
•

Innovation,
Success Factors •

•

Capture the learner’s attention: most people love to play word games, board
games, video games; it’s a popular pastime and a great way to have fun and
relax.
Capture the interest of learners with playing techniques such as the use of a
story, interactivity and the ability to control one’s course within the module.
By using these types of game elements, learners are immersed in the content
of the module, instead of passively letting it click the button.
Improve engagement and memorization, using playing techniques to achieve
this goal. A time constraint causes learners to think and respond quickly to
a question. Providing rewards for correctly answering difficult questions
stimulates them. The more interested and involved learners are, the more
they retain the content.
Develop healthy competition

Contact Details service.donateurs@croix-rouge.be; +32 2 371 32 16
URL

http://sauveunevie.be/
•

Additional
source(s)

•

https://blogs.articulate.com/les-essentiels-du-elearning/gamificationpourquoi-et-comment-lutiliser-en-e-learning/
https://www.emydigital.fr/gamification-strategie-digitale/#:~:text=La%20
gamification%20ou%20ludification%20est,prendra%20une%20tout%20
autre%20dimension

Title

Social learning

Type

New concept: to analyze the impact of this approach we interviewed the CEO from
Wooclap.

Publication
Date

Author(s)

Target

The first version of Wooclap was launched in early 2015.
Sébastien Lebbe (CEO) and Jonathan Alzetta (CTO) studied engineering at the
Ecole Polytechnique de Bruxelles. Passionate about teaching and technology,
they noticed that teachers find it increasingly difficult to captivate their students.
It was then that they had the idea of using smartphones, often considered to be a
source of distraction, to allow students to interact with their teachers.
From the creation of Wooclap, Sébastien and Jonathan have supervised
neuroscience researchers, professors and educational engineers in order to
develop functionalities to improve student memorization and comprehension.
Graduate students
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Objective(s)

Increase the class participation rate, make the lessons more fun, effective but,
above all, to evolve in the way of teaching.

Introduction

We often designate by “social learning” all the elements or devices allowing an
individual to learn by interacting with his environment. Wooclap is an interactive
voting system allowing to create questionnaires (multiple choice, open
questions), polls, matching exercises, etc. It also has the “wall” function where
to collect comments during a presentation or a class. Students interact via their
smartphones.

Stakeholders/
partners

They were only 2 Belgians to create Wooclap but, currently, the platform is used
in more than 150 countries by universities, training organizations and companies.

Methodological
approach

Wooclap has created an interactive platform that allows teachers - especially in
higher education but also in secondary schools - to energize their lessons and
measure student understanding. The technology developed by the Brussels startup offers the possibility of asking questions (surveys, quizzes, multiple choices,
open questions ...) to students who can answer them in real time, using their
Smartphone. Easy to use, the platform integrates with the tools already used by
teachers (an integration with PowerPoint has in particular been developed with
the Microsoft teams). It is now used in all Belgian universities and in around 100
countries.
Wooclap innovates in two axes. On the one hand, pedagogy, with an approach
based on the functioning of the brain. And on the other hand, technology, to offer
teachers and students an extremely fast, reliable and efficient interface.

Impact

Today, more than 300,000 teachers use Wooclap. Currently, the platform is used
in more than 150 countries by universities, training organizations and companies
that use it for their training and conferences. The platform is available in 6 languages. (FR, EN, DE, NL, ES, RU).
•
•

Innovation,
Success Factors •

The class participation rate is close to 100%
The ability to interact via SMS allows everyone to participate, no internet
connection required.
The platform is easy to access for participants. A simple, customizable URL
that avoids the signs and extensions of all kinds that make learners roam the
web.

Contact Details https://be.linkedin.com/in/sebastienlebbe
URL

https://www.wooclap.com

Italy
Title

TABLIO – Tablets for classroom differentiation and inclusion

Type

Pedagogical and technical design principles on classroom differentiation
and inclusion with tablets. Innovative pedagogical arrangements to promote
differentiation and inclusion in the classroom through the use of tablets and
other digital resources. Developed by the Erasmus+ project TABLIO – Tablets
for classroom differentiation and inclusion, Key Action 2 Strategic Partnership
for School. To analyze the creation of this good practice we interviewed a
representative from a project partner.

Publication
Date

Author(s)

Target

The Project started on 1st September 2016 and ended on 28th February 2019.
Coordinated by PXL University College (Belgium).
Other partners:
•
Istanbul University (Turkey),
•
INUK – Institute for Advanced Communication Management (Slovenia),
•
HAN University of Applied Sciences (The Netherlands),
•
North West Regional College (United Kingdom),
•
TELL Consult (Netherlands),
•
CESIE (Italy)
Primary and secondary schools in Europe; In-service teachers (practitioners),
pre-service teachers (future teachers) and teacher-trainers from primary and
secondary schools; researchers; students from primary and secondary schools.
•

Objective(s)

•
•
•

To validate a pedagogical framework for the use of tablets and other digital
tools for classroom differentiation and inclusion purposes
To explore and analyses the potential of digital tool-usage for classroom differentiation and inclusion in primary and secondary schools in Europe
To empower practitioners, future teachers and teacher-trainers in using the
tablets effectively in European classroom settings
To create an international network of experts for innovation exchange

Introduction

In the current school environment, there is an increasing need of differentiation
strategies to deal with students’ different necessities and favour their inclusion.
Differentiation is fundamental to encourage every student participate within a
safe and flexible environment.

Stakeholders/
partners

The project was developed in close cooperation by 7 partners from 6 different
European countries: Belgium, Turkey, Slovenia, The Netherlands (two partners),
UK, Italy. All outputs were delivered with the participation of teachers, schools,
teachers’ educators and student-teachers.
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Methodological
approach

Project partners provided a design-toolkit for the creation of innovative educational
approaches to foster differentiation and inclusion. The design framework consists
of: a central concept map about the concept of ‘differentiation’; pedagogical
design principles for classroom differentiation with tablets and other digital
devices; technical principles for classroom differentiation with tablets and other
digital devices; a template for the definition and evaluation of practices; a grid to
classify practices within the framework; an extended academic version.
Design-based research with teacher design teams was the core methodology
throughout the project. Two Teachers Design Teams were set up, each one
composed by two practitioners, a future teacher, a coordinating role in the school
and the local coordinator of the partner organization. These teams had to identify
a challenge in their work and develop and implement new educational approaches
to overcome it.
Based on the principles developed, teachers from project partners’ countries
presented good practices on the use of tablets and other digital devices for
differentiation strategies and inclusion. International bootcamps for participants
to analyze practices.
•
•

Impact

•
•

Innovation,
Success Factors

TABLIO Toolkit (design-principles and templates, evaluation-criteria, good
practices)
TABLIO Best Practices – Collection, description and analysis of best practices
identified by teachers participating to the project
TABLIO International and national Bootcamps in all project partner countries:
Participants explored existing practices and analysed them by means of the
design-principles and evaluation criteria.
Piloting in classroom: teachers cooperated with their students in the
identification of innovative educational approaches towards differentiation
and inclusion

The project is innovative as it promotes inclusion and differentiation through the
use of tablets and other digital resources. It is based on pedagogical and technical
design-principles and design-templates. It allowed the identification, collection
and sharing of a series of practices developed by teachers from different countries, which also contributes to the creation of an international network of experts
for the exchange of best practices. Valuing differences among learners is a crucial
factor to impact on their school performance and educational achievements, but
also to identify their objectives and interests. In turn, this approach contributes
to the strengthening of those competences (including communication and problem-solving skills, autonomy and self-learning), which will be necessary to be
successful in the labour market and in general in life.
Teachers gave a positive feedback about the impact of IT tools in students’ involvement and active participation in classroom activities. Teachers also expressed
their willingness to use these resources in the future.
CESIE Project manager: chiara.venturella@cesie.org

Contact Details Website: https://cesie.org/

URL

Additional
source(s)

https://tablio.eu/en/pedagogicaldesignprinciples
•
•
•
•
•
•

https://tablio.eu/en/goodpractices
https://tablio.eu/en/listofapps
https://cesie.org/risorse/tablio-design-framework/
https://cesie.org/risorse/tablio-good-practices/
https://tablio.eu/en/about
https://cesie.org/en/project/tablio/

Title

#GAMinvasion

Type

Innovative concept based on the application of game-design techniques and
game elements in other areas of activity. To analyze the impact of this approach
we interviewed a representative from the organization PUSH (Palermo, Italy). The
organization has used the approach in relation to different innovative projects.
Among others, we examined the national initiative #InvasioniDigitali, to which
the organization PUSH participated in different editions.

Publication
Date

The first edition of #InvasioniDigitali, took place in the Galleria d’Arte Moderna of
Palermo (Modern Art Gallery) on 28h April 2013.

Author(s)

Invasioni Digitali, PUSH, ArsMediterranea, Iride_work in pixel, Instagramers
Palermo

Target

General: anyone interested in learning more about Italian art and culture

Objective(s)

Value Italian artistic and cultural heritage through the use of social media
Promote knowledge of local heritage through digital devices

Introduction

The term gamification refers to the application of game-design elements and
principles in different contexts. Exploiting the potential deriving from game
elements, gamification aims to improve user engagement to achieve specific
objectives. #InvasioniDigitali (#DigitalInvasions) is an Italian project born in
2013. It is an urban game, based on the use of smartphones, tablets, tags and
social networks. It was initially created after the cancellation of the “Culture
Week” event, promoted by the Italian Ministry of Culture since 1998. It responded
to the need to renovate the management of Italy’s artistic heritage, through
better use of recent technological developments. The first edition took place in
2013 and gathered many participants signing its manifesto; it supported cultural
institutions “invading” them with digital devices to share their experience through
social media.
The 2nd edition (April 24 – May 4 2014) saw the engagement of other continents:
some of the 407 invasions were organized in other European countries and
overseas.
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Stakeholders/
partners

InvasioniDigitali, PUSH, ArsMediterranea, Iride_work in pixel, Instagramers
Palermo
“Invasion” of the Modern Art Gallery of Palermo: participants were provided with

Methodological masks of Space Invaders and participated to a guided tour inside the gallery. They
were encouraged to share their experience on social media using the hashtag
approach
#GAMinvasion.

Impact

Today more than 2000 invasions were organized and about 50,000 people were
involved across the countries during 6 editions.
The event organised by PUSH in 2013 sold more than 60 tickets and gathered more
than 100 visitors. 263 pictures were collected with the hashtag #GAMinvasion,
while the global one #invasionidigitali reached 8500 shares. The idea of masks
from Space Invaders has been replicated in many other digital invasions in the
following years, almost becoming the symbol of this National event.

Innovation,
Success Factors

Gamification favours students’ active inclusion. Combining digitalisation and
gamification is an additional stimulus for youngsters. The approach is innovative as
it fosters promotion of cultural and artistic heritage through active, collaborative,
funny methods, going beyond traditional schemes. Youngsters will be more
stimulated in learning through these inclusive ways, which are certainly closer to
their habits.

Contact Details

PUSH website: https://www.wepush.org/
Invasioni Digitali: https://www.invasionidigitali.it/en/
General information: e-mail: info@invasionidigitali.it
Fabrizio Todisco +39.3932316110
Marianna Marcucci +39.3939362502
Press Office
Tiziana Di Muro: press@invasionidigitali.it

URL

https://www.invasionidigitali.it/en/
•

Additional
source(s)

•
•
•
•
•

Poster, mask, logo to use in the invasions: https://www.invasionidigitali.it/en/
download/
Manifesto: https://www.invasionidigitali.it/en/the-manifesto/
https://www.gamification.it/gamification/introduzione-alla-gamification/
https://scholarcommons.sc.edu/cgi/viewcontent.
cgi?article=1255&context=senior_theses
https://www.wepush.org/projects/gaminvasion/
https://www.invasionidigitali.it/en/

Title

A scuola di Open Coesione

Type

Innovative educational path, developed as part of the initiative OpenCoesione.
To analyze the impact of this best practice we interviewed a project coordinator
of Euromed Carrefour Sicilia (Palermo), which assists schools participating to A
Scuola di Open Coesione in the successful completion of the projects.

Publication
Date

2013; 2019-2020: First European version

Author(s)

ASOC was launched by: Nucleo di valutazione e analisi per la Programmazione
(NUVAP), the Department of coeshion policies of the Direction of the Council of
Ministers, in collaboration with the Minister of Education, University and Research
(MIUR) and the Italian Representation of European Commission

Target

Primary and secondary schools in Europe; In-service teachers (practitioners),
pre-service teachers (future teachers) and teacher-trainers from primary and
secondary schools; researchers; students from primary and secondary schools.

Objective(s)

It aims to: foster students’ active participation in their community through
the use of digital resources and field research; enhance digital competences,
statistical, analytical, public-speaking, communication skills, critical thinking,
data-journalism.

Introduction

Innovative educational programme, aimed to foster active and responsible
citizenship in schools, through field researches and monitoring of European/
national public funds, while developing digital competences. Through its
activities, students can develop their statistical skills, improve their civic
awareness, strengthen communication strategies.

Stakeholders/
partners

ASOC is developed in collaboration with different institutional partners, which
provides prizes and incentives to participating schools, as well as didactic material
to favour civic monitoring activities: MIUR, European Commission, Istat, Senato
ragazzi, Dipartimento per le Politiche Europee, Regione Autonoma della Sardegna,
Regione Calabria, Regione Siciliana, Regione Campania, Regione Toscana,
AzzeroCO2. Participants also have the support of Europe Direct information
centres (EDIC), by local representatives of Istat and by voluntary associations and
organisations “Amici di ASOC”.
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Methodological
approach

http://www.ascuoladiopencoesione.it/it/percorso-didattico
A Scuola di open Coesione is organised in four main steps:
1.
Planning: research project of civic monitoring
2.
Analysis: processing open data
3.
Exploring: field research, publication of data on Monithon;
4.
Reporting: communication and dissemination of results
Students are engaged in many different activities. At first, they have to learn about
the program and propose an innovative project, which can be relevant for their
local context; they will then choose their own role in the group.
The project will include: interaction with public administrative bodies, monitoring
of EU funds, data journalism tasks, social media use for dissemination, analysis of
the program, interviews with many different subjects. Sometimes, students are
also required to stimulate public administration in the implementation of certain
projects.
Students will be also taught how to use open data, visualize them, organise
them in Excel tables. They learn about free online software. Two events are to be
held and the final one will show the project results through a short video by the
students.

Impact

Starting in 2013-2014, A scuola di Open Coesione has already completed 6
editions. In 2019-2020, the first European edition was launched, supported by
European Commission DG Regio and with the participation of Bulgaria, Croatia,
Portugal and Spain. The initiative engaged 26000 students and 2000 teachers
from 1000 classes, through almost 800 projects.
The project has received many awards within the Open Government Partnership as

Innovation,
an example of citizens’ active involvement in policy making. Many projects were
Success Factors organised in Palermo. Among them, the secondary school IISS Ernesto Ascione
(Palermo) won the first prize in 2017-2018 with the project “CorsariAssetati”.

Contact Details

URL

Email: asoc@opencoesione.gov.it
Social media: https://www.instagram.com/a_scuola_di_oc/
https://twitter.com/ascuoladioc
https://www.facebook.com/ascuoladioc
https://vimeo.com/channels/asoc
https://www.youtube.com/channel/UCJFMbCLZVOuJt0xcveb2b4Q
A scuola di Open Coesione: http://www.ascuoladiopencoesione.it/it
•
•

Additional
source(s)

•
•
•
•
•

Webinars available online
Guidelines manual: http://www.ascuoladiopencoesione.it/sites/default/
files/asoc_files/1920/doc/Vademecum_Progetto_ASOC1920.pdf
A Scuola di Open Coesione: http://www.ascuoladiopencoesione.it/it
Corsari Assetati: https://www.facebook.com/Corsari-Assetati904444366404979/?ref=settings
http://www.ascuoladiopencoesione.it/ricerche-scuole?team=1718_087
https://www.instagram.com/corsariassetati/?hl=it
https://twitter.com/corsariassetati

Cyprus
Title

LAMS (Learning Activity Management System)

Type

MENTEP TET-SAT Sector: Digital Communication and Collaboration; Digital
Pedagogy
MENTEP TET-SAT Subsector: ICT-based evaluation
Design and management of ICT-based learning environments

Publication
Date
Author(s)
Target

1/1/2003

LAMS Foundation

Teachers and students with different levels of knowledge and specialization.

Objective(s)

To design, manage and communicate online for collaborative learning activities

Introduction

LAMS is a revolutionary new tool for designing, managing and communicating
online collaborative learning activities. It provides teachers with a highly intuitive
visual creation environment for creating learning activity sequences. These
activities can include a set of individual work, small group work, and plenary
work on a content-based and collaborative learning team. LAMS can be used as a
standalone system or in combination with other Learning Management Systems
(LMS) such as Moodle, Sakai, LRN, WebCT and BlackBoard.

Stakeholders/
partners

Methodological
approach

Impact

LAMS Foundation
LAMS provides teachers with a visual environment for creating, storing and
reusing learning activity sequences. Teachers drag and drop the activities to the
creation surface and then join the activities to produce a learning sequence. It is
this workflow pattern that distinguishes LAMS primarily from other more contentbased LMSs by providing teacher and trainee with activity sequences marked by a
high level of interaction and collaboration.
LAMS has a wide range of tools that can be used in a range of pedagogical
approaches, by teachers and students with different levels of knowledge and
specialization.
High level of interaction and communication among teachers and students
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Innovation,
Revolutionary new tool for designing, managing and communicating online
Success Factors collaborative learning activities.
Contact Details mentep@cyearn.pi.ac.cy
URL

Additional
source(s)

www.lamsfoundation.org
Resources developed: Moodle, Sakai, LRN, WebCT και τοBlackBoard
MENTEP Project
> ATS2020 Project
> Erasmus+

Title
Type

Publication
Date
Author(s)
Target

Photo Tree - OPEN EDUCATIONAL PRACTICES
MENTEP TET-SAT domain: Use and production of digital content
MENTEP TET-SAT Sector: Digital Pedagogy MENTEP TET-SAT
Subsector: Design and implementation of ICT teaching (Learning Design)
Design and management of ICT-based learning environments
Repository
Started 2012 but continuously developed

ITYE DIOFANTOS

Primary and Secondary Education

Objective(s)

To collect, organize and provide innovative open educational practices proposed
by the educational community and related to the use of digital educational
content in the learning process.

Introduction

The “Photodentro Open Educational Practices” is the Panhellenic Repository of
Open Educational Practices for the Utilization of Digital Educational Content for
Primary and Secondary Education. It is one of the repositories of the Ministry of
Education and Religions of the “family” Photodentro.

Stakeholders/
partners

ESPA, Greek Ministry of Education, ITYE DIOFANTOS, AΘΗΝΑ, etc

Methodological Primary and secondary school teachers and members of the wider educational
and scientific community can post and share open-ended digital content training
approach
practices as well as seek out other training practices.
Innovation,
High level of interaction and communication among teachers and students
Success Factors
Contact Details photodentro@cti.gr
URL

http://photodentro.edu.gr/oep

Additional
source(s)

Resources developed: educational videos, educational tools and practices,
educational software, training material.

Title

Introducing Technology-Enhanced Teaching MOOC

Type

MENTEP TET-SAT Sector: Digital Pedagogy
MENTEP TET-SAT Subsector: Design and implementation of ICT teaching (Learning
Design)
Design and management of ICT-based learning environments
Course Series - MOOC (Massive Open Online Course)

Publication
Date
Author(s)
Target

2013

ICT-based learning environments

Teachers

Objective(s)

support teachers in improving and developing their skills

Introduction

It examines how teachers’ ability to integrate technology into their teaching
(Technology-Enhanced Teaching) is defined nationally and internationally, and
how specific countries use online assessment tools to monitor it. This course will
also explore how teachers’ skills for integrating ICT into teaching can be effectively
assessed, with particular emphasis on the role of online self-assessment and peer
assessment.
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Stakeholders/
partners

MENDEP-EUROPEAN SCHOOLNET ACADEMY,ERASMUS +

Methodological It consists of four (4) course modules and lasts for five (5) weeks.
Estimated Duration: 50 Hours
approach
Impact

High impact on teachers’ ability to integrate technology

Innovation,
It’s really innovative as it incorporates examples from the experiences of teachers
Success Factors who used their skills to use and integrate ICT in the teaching-learning process
Contact Details academy@eun.org
URL
Additional
source(s)

https://blog.europeanschoolnetacademy.eu/,

Technology-Enhanced Teaching (TET), Teachers as Learning Designers and Peer
Reviewers

Germany
Title

“The student revolt of 1968” - A seminar series on the
development and research of media support of an exhibition

Type

Use of tablet computers to strengthen pupils’ work with historical objects in the
exhibition on the student protests in West Germany 1968-1972. Conducted
within the framework of the Innovation Fund Teaching and the thematic focus
Teacher Training.

Publication
Date

Author(s)

The Project started in November 2017 and ended in April 2018.

Applicants and cooperation partners:
Schulmuseum Nürnberg (FAU)
Lehrstuhl für Pädagogik mitdem Schwerpunkt Medienpädagogik (FAU)
Lehrstuhl für Geschichts didaktik (FAU)

Target

Students of teacher education in the subject of History for all types of schools and
the extended subject Media Education, pupils (mainly 9th grade)

Objective(s)

The students are taught specifically: museum education, history education and
- pedagogical working methods; Effect and function of learning arrangements or
learning laboratories; Learning behavior of pupils
In a museum exhibition, pupils should experience as follows: in addition to
conventional exhibition elements, innovative, digital methods are used to provide
access to past events; at learning stations with tablet computers, authentic
material can be vividly displayed (audio interviews, diaries, private photographs
etc.)

Introduction

A wealth of media is available on the 1968 student revolt and its historical and
cultural context. Both the concerns of the student revolt and its subculture show
proximity to the student world.

Stakeholders/
partners

In addition to the applicants, there was cooperation with the Innovation in Learning
Institute (FAU), “Museum für Kommunikation” Frankfurt and the “Bayerischen
Landeszentrale für politische Bildungsarbeit” (Bavarian State Centre for Political
Education)

Methodological
approach

Students: Implementation of research-based learning in studies using the case
study of the museum exhibition
o Stimulation of practice-oriented development and research
o Independent handling of research questions and development tasks
o Ability to plan, implement and evaluate media-supported learning arrangements
The museum exhibition should be used to promote the implementation of a
media educational or pedagogical project. Future teachers must be adequately
prepared for teaching with media-supported learning arrangements.
Pupils: Development of multimedia learning stations with tablet computers:
•
Maximising the learning process through access to historical objects
•
Access to contents hidden in the objects
Also addressing young people from rather educationally disadvantaged social
groups

Impact

Learning stations with tablet computers for pupils; Part of the travelling
exhibition „Klassen-Kämpfe: Schülerproteste. 1968-1972“in the “Museum für
Kommunikation” in Frankfurt and in the “Museum fürIndustriekultur in Nürnberg”

Innovation,
Success Factors

The project brought pupils closer to the history of the 1968 school movement
through media-supported learning arrangements than analogue artefacts could
have done. Through contributions and exhibits, some of them very personal,
they learned how the generation of 1968 experienced this phase of upheaval.
The practical example gave students a good insight into multimedia educational
work, which is now immensely important because media-supported learning
arrangements are on the rise and these aspects are still often neglected in teacher
training.
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ILI, project manager: roland.hallmeier@ili.fau.de

Contact Details Website: https://www.ili.fau.de/

URL

https://www.ili.fau.de/2018/05/17/klassen-kaempfeschuelerproteste-1968-1972/

Title

iSmart - Smart Technology Solutions for Children with Dyslexia

Type

Use of intelligent ICT-based tools (such as smartphones, tablet computers and
smart boards) for all levels of formal, non-formal and informal learning. ICT is an
important tool to support dyslexic pupils in school education, both in the process
of learning itself and in accessing and storing written information.

Publication
Date
Author(s)

Target

Duration of the project 01/10/2013–30/09/2016

Project coordinator: Accord International (Czech Republic)
•
•
•
•
•

Educational institutions teaching children (age 9-12)
Teacher training institutions
Teachers
Associations of parents with dyslexic children
Parents of dyslexic children

•

To design an effective software for transferring information from classroom
whiteboards to smart devices – smartboard and camera-based approaches
To develop and design applications for text to speech on smart devices for
increased interest and motivation of dyslexic pupils
To focus the software on basic skills like reading, writing and mathematics
To test the software in the classroom in three different countries (Sweden, the
Czech Republic and Turkey) with diagnosed dyslexic pupils
To help parents of dyslexic children when assisting them with their homework.
To train teachers on how to deal more effectively with dyslexic pupils
To localize software to accommodate national languages.
To develop and implement a dissemination and exploitation strategy to
spread the developed product among the target groups and educational
authorities.

•

Objective(s)

•
•
•
•
•
•

Introduction

Stakeholders/
partners

Methodological
approach

Dyslexia is a very broad term defining a learning disability that impairs a person’s
fluency or comprehension accuracy in being able to read, and which can manifest
itself as a difficulty with phonological awareness and decoding, processing
speed, orthographic coding, auditory short-term memory, language skills/verbal
comprehension, and/or rapid naming. Dyslexia is the most common learning
disability.
The project addressed this problem by further developing on the vast amount
of opportunities that are continuously being presented to the education sector
by the advancements in Information and Communication Technology (ICT) to
become an integrated solution for students suffering from dyslexia.
Erasmus+ partnership:
•
European Institute for Local Development (Greece)
•
Across Limits (Malta)
•
People Help the People (Italy)
•
InterNIT (Sweden)
•
GrundschuleJílové u Prahy (Czech Republic)
•
Afyonkarahisar Provincial National Education Directorate (Turkey)
•
Institut fürLern-Innovation (ILI) (Germany)
•
Accord International (Czech Republic)
Interactive learning approaches and classroom smartboards combined with tablet
computers. Autonomous learning helps dyslexic students to be more able to
manage their own learning goals facilitated by the use of ICT tools
•
Online platform for storing and editing learning materials for dyslexic pupils
to promote interaction between teachers, pupils and parents
•
Toolbox with the latest apps to support and practice reading and spelling
•
In-service training material for teachers
Use of intelligent ICT-based tools (such as smartphones, tablet computers and

Innovation,
smart boards) for all levels of formal, non-formal and informal learning. ICT is an
Success Factors important tool to support dyslexic pupils in school education, both in the process
of learning itself and in accessing and storing written information.

URL

ILI, project manager: evelyn.schlenk@ili.fau.de
https://www.ili.fau.de/

Title

FUTURE – Future time traveler

Type

The project aimed to transform career guidance of generation Z through
introducing an innovative, game-based scenario approach for preparing the next
generation for the jobs of the future.

Publication
Date

The Project started in November 2017 and ended in November 2020.

45

Author(s)

Target

Coordinator and cooperation partners:
•
Business Foundation for Education (Bulgaria)
•
Institouto Technologias Y pologistonkai Ekdoseon Diofantos (Greece)
•
European Board for Certified Counselors (EBCC) Association (Portugal)
•
CIAPE - Centro Italiano per l’Apprendimento Permanente (Italy)
•
Aspire-IGEN (UK)
•
Innovation in Learning Institute (ILI/FAU) (Germany)
•
Uniwersytet Lodzki (Poland)
Young people and career guidance practitioners and experts
•

Objective(s)

•
•

By developing an innovative virtual reality platform with game-based
approach the project wants to support career information and decision
making and a future-oriented career mindset of young people
Career guidance practitioners and experts increase their innovation capacity
through new methodology/guidelines for a game-based scenario and for
career innovation workshops
Foster innovation and future-oriented policy in career guidance systems in
7 partner countries through a Competition for innovative career games and
scenarios, E-book of best practices and impact assessment.

Introduction

The Future of Jobs Report, Skills Panorama and many labour market skills
intelligence sources reveal the magnitude of technologic development, coupled
with socio-economic and demographic trends, and its impact on industries, job
functions, employment levels and skills. Around 2 bn jobs that exist today will
no longer exist by 2030: innovative tools are needed to prepare generation Z and
career guidance professionals for this situation.

Stakeholders/
partners

The project was funded through Erasmus+ and undertaken by the abovementioned coordinator and partners.

Methodological
Educational games to create a simulation of a future world
approach

Impact

The innovative platform, built on the methodology of educational games, will
improve young peoples’ knowledge of trends that shape the world of work;
additionally, it will sensitize them about societal challenges and dilemmas that
accompany technological development. It will enhance their understanding of the
emerging jobs and the skills that will be required and it will promote personal
insight of the various career opportunities and of their role of mastering the future
and demonstrate in practice a wide range of career management competences.

Innovation,
Success Factors

•
•
•
•
•

Career Platform
Policy Mapping Report
Innovation Workshops
E-Book with 38 innovative career guidance tools
Time capsule with 93 jobs of the future

ILI, project manager: antonia.schorer@ili.fau.de

Contact Details Website: https://www.ili.fau.de/
URL

•
•

https://future-time-traveller.eu/de/home-de/
https://www.ili.fau.de/projekte/future-time-traveller/

United Kingdom
Title

Type

Publication
Date
Author(s)
Target

Panjango
Four games and resources:
•
Panjango Online
•
Panjango Trumps
•
Panjango Trumps: Future Jobs
•
The Panjango Game
2020

Jon Maiden

Primary and secondary schools in the United Kingdom

Objective(s)

Provide quality online and offline resources, that connects learning to life and
equips young people with practical knowledge, skills and experience to fulfil their
potential.

Introduction

Panjango is a world of experiential learning, both online and offline, that connects
learning to life and equips young people with the practical knowledge, skills and
experience to find their purpose and fulfil their potential.

Stakeholders/
partners

This resource was created by Jon Maiden (co-founder & CEO) - Formerly the
Director of an arts education charity. Jon also formerly managed a school for
blind and multiple-disability children in South Africa and was an Ambassador for
Development for the United Nations Development Programme (UNDP) working in
schools around Poland. As a freelance consultant, he has also helped to start and
grow dozens of social enterprise projects around the UK.
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Methodological
approach

Panjango Online is a virtual learning environment which allows young people to
explore the world of work through contextualised and gamified Knowledge, Skills
and Experience challenges relating to more than 120 different jobs. The platform
directly maps the core Maths, English and Science curriculum onto work-related
challenges to give learning real world context, and places students into the shoes
of different professionals for a more interactive and intuitive exploration of
careers.
Panjango also takes a futuristic look at the world of work. Panjango Trumps: Future
Jobs uses the popular ‘Top Trump’ format to explore 50 weird and wonderful jobs
of the future, from Rewilder to Robot Repairer, or Memory Surgeon to Martian
Botanist!
Panjango also have a second trumps game exploring current jobs, and a board
game aimed at engaging families in career learning and discussions about future
life choices.
Panjango’s games and resources are targeted at young people aged 8-13 (the
transition phase between primary and secondary school).
•

Impact

For young people: more engaging and meaningful way to learn and shows
them how their knowledge, skills and experience can be applied in life after
school.
•
For educators: empowering tool to deliver learning relevant for the 21st
century and help bring it to life by linking the core curriculum to real world
challenges.
•
For parents: unique mechanism to engage in their child’s learning journey
and ensure they are learning in the right way to fulfil their potential.
We have carried out extensive evaluation with students and teachers to assess
the impact of Panjango games and resources – including through the delivery of
workshops in schools with more than 1000 young people. The company has also
received testimonials from leaders within the worlds of education, business and
politics including an official endorsement from the Departments for Education
and Business, Innovation and Skills.

Innovation,
Success Factors

Our education system is currently 1-dimensional, focusing too narrowly on the
acquisition of knowledge. Panjango’s “4D Learning” methodology seeks to add
three new dimensions to young people’s learning journey: the application of
knowledge, skill development, and real-world experience. The USPs lie in the
gamification and contextualisation of learning. While there have been some
early attempts to gamify learning, nobody has yet contextualised learning at any
degree of scale.
We are also currently working to develop a fully game-based version of the
Panjango concept which will take children exciting journeys through the world
of work and task them with applying their knowledge and skills to ‘real world’
challenges such as a bridge collapse, power plant meltdown, virus outbreak,
prisoner escape or mission to Mars! An extension of the game will use location
tracking technology to send challenges relating to a child’s specific geographical
location to contextualise and gamify the world around them. In specific reference
to career learning, Panjango also adopts a fresh new approach by shifting the
focus away from “what do you want to be?” to “what problems do you want to
solve?”.

Contact Details jon@panjango.com
URL

www.panjango.com
Panjango Online - https://panjango.com/pages/panjango-online

Additional
source(s)

Panjango Trumps - https://bit.ly/38sSrtg
The Panjango Game - https://bit.ly/37qbsMU

Title

Get Career Confident: Using social media platforms to engage,
guide and advise young people, their teachers and parents about
their futures.

Type

Free careers guidance programme supporting students, their parents/carers and
teachers in Brighton, Hove and Sussex (UK) offering bespoke one-to-one careers
advice sessions, specially curated lesson materials and targeted social media
content.

Publication
Date
Author(s)
Target

2019

Miranda Glavin

Young people, Parents & carers, Teachers, career guidance professionals

Objective(s)

The Programme is built on a model of sharing good practice, dissemination and
up-skilling staff which will allow schools across the whole of Sussex to develop
their CEIAG and specifically, personal guidance programmes. Career specialists
and non-career specialists alike can use the videos and resources in lessons and
career interviews to enhance provision. The project’s objective is to improve the
quality and quantity of careers support and to provide a method to collate and
distribute essential careers information to the target audiences in an engaging
way.

Introduction

Get Career Confident is a brand new, free careers guidance programme supporting
students, their parents/carers and teachers in Brighton, Hove and Sussex (UK)
offering bespoke one-to-one careers advice sessions, lesson materials and
targeted social media content. Users sign up to receive regular newsletters and
can access careers guidance from professional advisors via online channels. All
the resources including a suite of videos can be found on the website.
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Stakeholders/
partners

Miranda Glavin is a level 7 qualified careers advisor with over ten years working in
the field. She is the director of Elev8Careers a well-established social enterprise
which delivers careers guidance and education service solutions to schools,
colleges and universities across the South East of England. Sussex Learning
Network (SLN), is a unique, strategic educational partnership of Universities,
Further Education Colleges, Local Authorities, Local Enterprise Partnerships,
schools and a fellow network of independent training providers. All have been
working together for over 12 years on collaborative projects which ensure
local people, predominantly from disadvantaged backgrounds, are effectively
supported to realise their full potential.

Methodological
approach

The programme combines face-to-face support with a wrap-around intervention
harnessing online technology. It begins with young people completing an online
needs analysis, establishing their current level of careers understanding. At this
point they also sign up to follow the social media channels, targeted for the
three core users: Instagram for young people, Facebook for parents and carers
and twitter for teachers and careers advisors. The information is localised and
differentiated for the three distinct groups. The material is a combination of news,
opportunities, recommendations, advice, inspiration and tips.
How-to videos are provided in the style of bloggers and influencers on topics such
as applying to college, understanding apprenticeships and university, careers
skills and getting your first job, as well as inspiring ‘SeeToBe’ videos of local
people talking about their careers. The resources are open source for all to benefit
from and to stimulate their inclusion in the careers- curriculum in schools.
Wrap-around, drip fed ongoing support with a combination of high-quality
engaging careers education alongside careers guidance is crucial for effective
careers support.

Impact

It ensures key stakeholders (young people, teachers and parents) all have access
to high quality careers information, advice and guidance when they need it in
mediums they can engage with easily. The virtual ‘drip-feed’ of relevant IAG
and LMI content through the social media channels also supports wider careers
education activity and engages and inspires students, their parents and teachers
in the careers journey. By offering channels of information for all three users
careers become a community activity with everyone responsible for ensuring
young people achieve their potential.
There is evidence of the impact of wrap-around, ongoing support, through the
evaluation of our National Collaborative Outreach Programme project ‘Streets
Ahead’ which has been running for three years. The best outcomes result from a
range of pre guidance interventions, 1:1 support and online and phone guidance.
Young people complete a robust online needs-analysis pre and post programme
as well as answering qualitative questions about their engagement with the
online resources during their careers-interviews. These serve to evaluate the
utility of the programme.

Innovation,
Success Factors

In 2011 Elev8Careers trialled using social media to provide careers guidance to
students in schools. This was in response to school requests for a cost-effective
careers solution and also recognising the potential to harness social media tools
that young people were already engaging with. While the pilot was successful,
at that time schools were not able to provide the technological infrastructure
needed.
In 2019 delivery is patchy. Also, although there is a plethora of careers information
online, much of it is not differentiated, is biased, not localised and does not
come from trusted sources. Through this resource, by curating material through
three social media channels in an easy to use video format, teachers can use the
resources in school and students and families can also access it in their own time
as well. A key element is to provide crucial information in digestible chunks to
support key transitions during school and in preparation for after.
There also one-minute interviews with people with emerging jobs who work across
the county to inspire young people to think more broadly about possibilities for
their future. These resources are on social media channels, youtube and website
and are open sources for all potential users. They are also shown during school
time within PSHE programmes, in tutor periods and curriculum lessons.

Contact Details miranda@elev8careers.org.uk
URL
Additional
source(s)

www.getcareerconfident.co.uk

www.elev8careers.org.uk
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Title
Type
Publication
Date
Author(s)

Impact Gamers : Using game making as a tool for mentoring and
young people development
Game design and coding

2018

Adam Syrop

Target

Young people 7-16yrs in the most deprived areas/situations. Yet, having a mix of
privilege in the group helps build varied and useful dynamics and allows people
to make friends with those different from themselves.

Objective(s)

To help young people grow in confidence, meet new friends, create computer
games and learn ICT skills

Introduction

Impact Gamers hosts after school drop-in sessions as well as sessions for young
people to create and play their own games

Stakeholders/
partners

EU Meet and Code project, Bradford Metropolitan Council, Comic Relief, PEARS
and the Manjit Wolstenholme Foundation
Game making as a way to engage with the young people: when they are focused

Methodological on a task that interests them, that they have creative control over we empower
them. It also means there is no eye contact when talking to them which allows for
approach
more thoughtful conversations and silence where no one feels awkward.

Computer games have a huge pull for young people. So often that means they end
up playing games in an unhealthy way, either by length or content or both. 6-week
targets are set through the use of software that will build very rapid results,
meaning within an hour the student can make their first basic game. Setting
ambitions low allows the students to manage their own expectations. Working
with a few students at a time allows each to choose their own idea and rules for
their game, and means they can express their own thoughts and ideas.

Impact

What are the results and effects?
Young people come out of their shell and grow in ICT skills, confidence, selfesteem and friendships. People feel part of something and a place they can join
and belong. Their interest in games making grows and they are often playing less
video games at home and are carrying on with game making in between groups.
How do you measure results?
Feedback from students and parents. Also, the quality of games produced show
their technical ability and growth.

Innovation,
Success Factors

Free groups are created not firstly to teach coding, but firstly engage. If a student
has had a hard day at school there’s no need to pressure them to get on with
their project. The staff can work on their project as they talk about their day, and
when they feel ready, they can continue to work on it. There is a student-centred
approach, they chose where to sit, they chose the content of their game (As long
as it follows positive guidelines, no copying, nothing offensive, nothing to win
the player up) they chose what to do first. Support is always offered to help they
succeed. The positive journey of
1. thinking of a game to make,
2. problem solving,
3. getting support if needed
4. celebrating the success of finishing,
5. then to attempt a more ambitious game (back to 1)
is a cycle of skills they will implement in issues in their life.
Low numbers of students to staff/helper are accepted: only a maximum of 3
students to one staff, with a maximum of 9 students.
All groups begin by gathering everyone and listening how their day was, including
staff. Healthy cereal bars are offered for free during the session and healthy use
of the computers and the Internet is encouraged. The attempt is to make all group
members feel safe, happy and able to complete their projects.

Contact Details info@impactgamers.net / adam@impactgamers.net
URL

www.Impactgamers.net
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Conclusion
The question of children and young people’s competency in the digital world is fraught with apparent
tensions and contradictions. Young people are simultaneously portrayed as “digital natives”; seamlessly
adapting to online environments; and as marginalised and excluded by adult decision-makers. In practice,
however, the research points towards young people varying widely in their competency online, according
to age and maturity, and along socio-demographic lines.
As a result of the COVID-19 pandemic,
media consumption behaviour has changed; the impact is likely to be stronger on youngsters with schools’
closure and disruptions to social relationships.
Digital is an opportunity for constant progress, the e-learning has a lot of advantages. The digital revolution
totally changed people’s life and education cannot be excluded from the transformations happened in
every sector. Digital learning makes access to information easier, faster and constantly up to date. Digital
learning offers the opening up of informal learning spaces and new learning contexts, in addition pupils
are encouraged to learn independently and cooperatively.
Millennials “grew up with computer screens and video game consoles. They are the first generation to be
fully and truly born into the internet world. It is the generation of television and digital omnipresent in all
sectors, both private and professional.
For generation Z, technology dominates their daily lives, they were born with it and cannot live without.
The Internet is their main communication tool for interacting, whether in private or at work. They were
born when new technologies were already widely diffused. Almost 2/3 youngsters have a smartphone,
while only 12% do not have it. This generation is permanently connected. They only identify them with
and through social media. They make a continuous shift between real and virtual life.
Still today too few schools in Belgium, Italy, Cyprus, Germany, and UK make the link between the lifestyle
of young people and using the full potential of digital learning and that must change. With digital, the
course is made more fun and can be greatly enriched. The use of a variety of educational resources allows
the teacher to innovate and be creative. The diversity of best practices is clear: attractive learning tools
exist; they only ask to be used without limits.
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