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Foreword

Mr. Fredrik Zeybrandt
Director of Education at

The Gothenburg
Region

The Gothenburg Region, Sweden

With digitalization, society is in one of the most comprehensive changes
and stages of development ever. Never has the distance between people
been shorter than it is today.
We have never been able to take part in and explore things as easily and
quickly as we can today. We have never been able to consume and act as
simply as we can today.
However, the digital development of society is going fast, and therefore we
will never again experience that it is going as slowly as today. But
digitalization is not just about simplicity, accessibility, and speed. Above all,
it is about transformation.
Digitalization gives us opportunities to act in ways that have not previously
been possible.

With the digital transformation comes an extensive room for maneuver, and
this is clearly the case in the education system. Digitalization not only
creates a much more comprehensive supply of resources, but it also
creates completely new ways of looking at learning and students'
development. We already see many examples today of how learning
situations are adapted based on students' needs, regardless of whether it
is distance learning, adaptation to cognitive level or to create motivation and
interest. But even on a more structural level, a lot of development and
transformation is taking place to, for example, be able to follow students'
progression in their learning.

One can reason about whether the school should follow the surrounding
society or be the body that leads it. Regardless, digitalization has a very
important role in the school, both today and in the future.

Through exchanges and joint initiatives, schools can be strengthened from
a global context through explicit collaborations. Many such initiatives are
underway in the EU, and EduRegio is a clear example of this. Through
outlook and exchange, in addition to the dissemination of knowledge
between countries, and common focus and development, insights are also
created about the development of one's own country, region, municipality,
school and individual. Building strong strategic partnerships between
European countries in Erasmus+ projects like EduRegio is a key to prepare
our students for the future.
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Introduction
Mobile technologies and ICT solutions are playing an unprecedented role in today’s society and
are increasingly key to providing innovative teaching and learning in and out of school.
Technology can be a very effective tool for empowering learning and digital competences are
considered fundamental for both teachers and students.
However, educators need to be trained throughout their careers to use technology effectively in
their practice in order to realize fully its benefits in education and provide authentic active
learning experiences. In this context, institutions have to put in place policies that facilitate
constructive and flexible training opportunities for teacher induction and continuing professional
development.

The recommendations presented in this document highlight core elements that training
programmes should consider. The importance of having a pedagogical and didactic framework
in professional development programmes for teachers focused on the key competences
required for a successful career in technology-enabled classrooms. All the teaching staff of the
school should also be involved in training programmes which should be tailored to specific
needs and open to innovative approaches. Mentorship schemes, online training and peer
learning opportunities are all seen as key ways in which regions can significantly improve
training outcomes.

Teachers, of course, should have the responsibility and be motivated to develop
their teaching skills and competences themselves, but it is also important that the
responsible authorities do their utmost to facilitate the process and duly recognise the effort of
the teachers committed to keeping their competences up to date.

Clearly, the adoption of a common framework on digital teaching competences would be a very
important step forward and could help policy makers working at both national and regional level
to better align, both financially and in operational terms, strategies related to the pedagogical
use of ICT in schools. A quality assurance mechanism for using and purchasing good digital
content is also fundamental.

We have focused on how regions are responding to developing, accessing and using
digital educational resources and published a report designed to inform and provide advice
to decision makers developing regional and national ICT strategies, the Policy Brief
Recommendations. During this second year of the project, the consortium decided to focus on
continuing professional development and induction programmes for teachers in the use of
technology for educational purposes. A number of reports, studies, projects and pilots,
summarised below, have provided the context for discussions within the project as well as
helped inform the recommendations being made in this document.
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1 Transversal concepts
Matching educational content, strategies and ICT

The efficacy of technology-supported models does not come from technology alone,
but from the pedagogy that it supports. International surveys like TALIS 2018 highlight that
the effective use and integration of ICT in the classroom depends on teachers’ training in ICT,
collaboration with peers, teachers’ beliefs about self-efficacy, and purposes of ICT use in
teaching, as well as availability of support infrastructure.

Although current teaching theory and practice contain a broad spectrum of innovations,
knowledge and competences taught today are more often subject-related than transversal or
applicable to life and professional careers. According to recent research on education, factual
knowledge will continue to play an important role as a building block to understand larger
connections. The EU Parliament’s study Rethinking education in the digital age (2020),
stresses how educators and trainers in Europe today frequently use digital tools. However,
digital applications are often not sufficiently adapted in pedagogically meaningful ways, while
new teaching technologies could offer opportunities for personalising learning contexts, thereby
improving student motivation and retention.

7



1
3.0 School and Classroom Kits

Classroom Kits

The Covid-19 lockdown scenario has put education in a situation where there was little
choice but to use digital technologies to provide education and training in a forced
shift to emergency modes of digital education. The crisis has demonstrated that digital
education is not a marginal issue but a central component of learning, teaching and
assessment in the 21st century. This pandemic also revealed the shortcomings that need to be
tackled, and forced to rethink how to integrate digital technology to support education.
It has also confirmed that different pedagogical approaches are needed when teaching
online or hybrid.

Assessment is a particularly challenging aspect of digital transformation. Technology
can help us to rethink assessment: teachers need to check for pupil’s understanding, and
parents, pupils, and leaders need information about performance. Assessments should
demonstrate what pupils have learned in meaningful ways, instead of merely reciting
information, so technology-enabled tools can support teacher evaluation and coaching, for
example graphic evidence of teamwork and collaboration (videos, photos), learning
diaries... and also provide real-time feedback.

The European Commission’s Digital Education Action Plan (2020) differentiates the
educational use of digital technology into two strands. The first key aspect is the deployment of
the vast and growing array of digital technologies (apps, platforms, software) to improve and
extend education and training. A second key aspect of digital education is the need to equip all
learners with digital competences (knowledge, skills and attitudes) to live, work, learn and thrive
in a world increasingly mediated by digital technologies. According to the survey shown in the
strategic document, teachers’ digital skills and competences count as the most
important component of digital education, followed by leadership and vision in the
educational institution, suitable digital content and infrastructure.

Digital content creation emerges as the area that education and training staff would like to
improve in the near future, including being able to design and develop their own material. While
success is driven by pedagogy, technology-supported models generally require a certain level
of equipment although mainly relatively low-cost and familiar devices such as computers,
tablets or mobile phones, with Internet connections.

Very high-capacity internet connectivity is critical for education. Low quality access to
data means disruption, no matter if education is in the classroom or online, and waste
of educational time.
The use of bandwidth-heavy applications such as video streaming, video conferencing, cloud
computing, and other emerging applications (such as virtual and augmented reality) is
increasing. Bringing fast and reliable internet to educational institutions and learners
plays an important role in ensuring effective and engaging learning experiences. This
means ensuring that internet access is not confined to a specific classroom or computer lab.
Moreover, educators consider reliable Wi-Fi access as a prerequisite if they are to use
technology with confidence in their teaching. The recent period of educational disruption and
closure of physical sites has underlined the need for learners to be able to access devices and
the internet to continue with their learning at home or in other settings.

ICT use has therefore had a limited impact on learning and teaching where teachers fail to
appreciate that interactivity requires a new approach to pedagogy and rethinking how they plan
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their lessons and their whole curriculum (Cox et al., 2007). Although a minority of teachers has
been found to reorganize the delivery of their curriculum radically, the majority still use ICT to
add to or enhance their existing practices. There is little evidence of the factors involved in how,
when and under what conditions teachers can devise appropriate “discovery”methods and
through which competency is best attained. Webb and Cox (2004) found that the pedagogical
practices of the teachers ranged from only small enhancements of practices using more
traditional methods to fundamental changes in their philosophy of teaching. These changes
were in the way they taught their subject and the tasks required of the students. ICT use has
therefore had a limited impact on learning and teaching where teachers fail to appreciate that
interactivity requires a new approach to pedagogy and rethinking how they plan their lessons
and their whole curriculum.

ICT and student-centered methodologies

Teachers and textbooks do not have the monopoly of knowledge transmission anymore.
Student-centered learning is considered by scientific literature and politics as the most suitable
method of teaching and learning to transition to a paradigm of knowledge construction from
knowledge transmission. Accessibility, inclusiveness and learner-centred design are vital.
The role of pupils is key while dealing with digitally supported learning, while the
teacher is still the classroom authority figure but functions as more of a coach or facilitator
Pupils must embrace a more active and collaborative role in their own learning.

School photo by gpointstudio
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Modern education provides students with knowledge in traditional subjects and disciplines, and
also with the skills and digital competences necessary to navigate the digital world.
Technologies enable flexible teaching methodologies that could help to reach
disadvantaged groups and also foster the processes of engaging and challenging students with
subject matters as real-life problems, of stimulating communication and discussions about the
subject matters, and of “learning by exploring, experiencing, discovering, constructing,
reflecting and acting”. Technologies can be instrumental to approaching the curriculum
in a more interesting way, for example, by creating the possibility to bring real-life problems
into the classroom, to provide tools to enhance learning, to review and test knowledge more
often, to give faster feedback to students about their performance, to incentivize reflection and
debates on their ideas, and also to create global communities among all students, teachers,
and outsiders, thus expanding the learning experiences.

Usual student-centered learning activities include:
● active learning (problem solving, answering questions, discussing, formulating

questions, debating)
● cooperative learning (collaboration with classmates)
● inquiry-based instruction
● project-based learning

Nevertheless, self-regulated learning might not suit everybody, because not all students are
autonomous, independent learners. This approach may not feel ideal for students who prefer to
work alone. Also with students free to interact, the classroom space can feel noisy or chaotic.
With less focus on lectures, there can be a concern that some students may miss important
information.

Digital educational resources in inquiry-based/exploratory
learning

Inquiry-based learning is a learning process traditionally used in science education
that engages students by making real-world connections through exploration and
high-level questioning. It is an approach to learning that encourages students to engage in
problem-solving and experiential learning.

Digital resources foster the effectiveness of inquiry processes in everyday lessons, meeting the
needs of pupils in school education and bridging the gap between the classroom and real-life
learning proposals. In good inquiry-learning classrooms, technology is available to help
students develop their information-processing and analysis skills, and teachers act as a
facilitator while students are self-driven to acquire knowledge.
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School photo created by pch.vector

There are several models of teaching used in inquiry-based/exploratory learning. The 5Es model
is similar to Inquiry Training and Scientific Inquiry models.

5E Inquiry Model Steps are :
1. Engage.
2. Explore.
3. Explain
4. Elaborate/ Extend
5. Evaluate

11
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2 Guidelines
How is digital competence developed in Europe?

The Eurydice report (2019) shows us that almost all European countries have a specific national
strategy related to digital competence. At the time of the study, digital competence was taught
through a cross-curricular approach in almost all countries both at primary and secondary level
– in addition to other approaches used in several countries such as integrating ICT into
particular subjects or teaching it as a separate subject.

Providing teachers with sufficient digital competence is a key factor: the latest OECD’s TALIS
study (2018) showed that 18% of trainers and teachers feel that they need more development
of ICT skills for teaching and 16% on the use of new technologies in the workplace. The
frequency with which teachers have students use ICT for projects or class work has risen in
almost all countries since 2013, to a point where 53% of teachers across the OECD now report
frequently or always using this practice.

The largest teacher network in Europe, eTwinning, provides a good environment for teachers to
collaborate with peers and learn about new ways of using ICT for teaching. The eTwinning
study (2015) showed that 29% of teachers felt that eTwinning had a large impact on their
technology skills for teaching and 37% reported that the impact was at least moderate.
eTwinners also reported an increase in their digital teaching and learning practices, e.g.
participation in online courses (78%), collaborative creation of materials with students (77%), or
use of social networks with students (76%).

How can I promote digital competence in my classroom?

It is widely believed that the development of digital competence should start at an early age but
decisions as to the types of technologies and amount of time spent with them should be
carefully considered. For example, the principles of coding can be learned using paper cups or
building blocks. This European Science in School article explains how.
Talking Pictures is an award-winning eTwinning project that engaged students in lower primary
school using photographs and video as the language to communicate and interpret the tales
they wished to tell. The children learned that things are not always as they seem – photos can
be manipulated to show different points of view.
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People photo created by pch.vector

Educators interested in online training can find interesting online course materials in the
European Schoolnet Academy. Please note that the courses mentioned below are finished, but
all the materials remain available for self-study. Stay tuned also for reruns, and for new courses!
Introducing Technology-Enhanced Teaching: learn what Technology-Enhanced Teaching (TET)
competence is, how much you have of it, and how to develop more. (Created by the
EU-funded MENTEP project)
Developing Digital Skills in your Classroom: learn how to develop a range of digital skills and
discover tools and resources to do that. (Created by the European Commission’s eSkills for
Jobs campaign)
Online Safety Course: learn about online safety, an integral part of digital competence. (Created
by the EU-funded Better Internet for Kids (BIK) portal)
Tools for digital assessment (formative assessment)

How to plan a learning unit with ICT support
There is a difference in the concepts of digitization and computerization, which plays a role
when planning and evaluating a learning activity with digital tools. Letting students do a writing
task using a computer instead of a pen and paper is an example of computerization. Is it part of
that task to learn word processing programs or is this not assessed? Instead, digital resources
and tools can open up new opportunities for students, for example by being creative in their
tasks and changing the pedagogical method.
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Checklist for planning a learning unit with ICT support:

• Inventory which digital tools you already use and for what purpose

• Why should you use digital resources / tools for this particular activity? What are the
benefits?

• If you translate an analog activity into digital, what new opportunities does the use of
digital resources bring?

• When you plan the structure around activities and arrangements of learning, create a
simple matrix with goals, evaluation and purpose. In this way, it becomes easier to
motivate and demonstrate the purpose of the use of digital resources / tools.

• How can digital resources / tools contribute to interdisciplinary work in school? Work
together and plan! Texts written in one task can easily become a film in another subject
and the film can easily become a game in another.

It can be helpful to by yourself or with colleagues assess your assignments and what tools you
are planning to use. It can also be of benefit to compare this assessment with the guidelines for
21st century skills. Do we only computerize our lessons or are we teaching our students more
skills with our activities?

It is always good to have a clear purpose of why and how digital tools and programs are used
and how you and your students will assess the work.

14
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The importance of teacher training

In today’s information-based and technological society, teachers need to empower students to
become conscious and active digital citizens by providing them with the necessary digital skills
and technology-supported learning opportunities. Digital competency should be regarded as a
set of skills and a mindset to be developed as both part of a specific discipline and elements
integrated across subjects and school levels. Students must be aware of their relevance but
also understand that these competences are part of the learning process related to all their
learning goals.

Business photo created by pressfoto

Teachers, therefore, must develop not only digital literacy skills but also the ability to use and
implement digital tools and resources specifically for pedagogical purposes.

In particular, project partners have followed the progress of DigCompEdu (2017) a scientifically
sound framework describing what it means for educators to be digitally competent
(https://ec.europa.eu/jrc/en/digcompedu). It provides a general reference framework to support
the development of educator-specific digital competences in Europe. DigCompEdu is directed
towards educators at all levels of education, from early childhood to higher and adult education.

What should teachers do in order to design and manage their teaching activities using digital
instruments?

• Be able to design teaching activities by integrating them also with mobile
technologies.

• Be able to manage their educational activities learning about innovative
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teaching methods (flipped classroom, cooperative learning, project based
learning etc.) and apply them in the context in which they work.

• Know how to promote the legal and ethical use of technology and the web.
What should teachers do In order to improve their professional development
with Lifelong Learning?

• Know how to communicate on the internet by interacting with others, sharing
and collaborating (from the correct use of e-mail to their participation within
social and online community environments).

• Know how to safeguard their digital identity (from responsible and aware use of
their devices to the management of their public image).

• Know how to build their own learning diary or digital portfolio as a tool for self assessment
and metacognition.

21CS and ICT supported education

Digital competence

The Council and the European Parliament adopted at the end of 2006 a European reference
framework on key competences for lifelong learning that identifies for the first time at European
level the key competences that citizens need for their personal fulfilment, the so-called Key
Competences for Lifelong Learning.

From this reference framework, it is expected that the initial education and training systems of
the Member States promote the development of these competences among all young
Europeans, providing all adults with opportunities to learn and maintain these skills and
competencies throughout their lives. (European Commission, 2007)

The ´Digital competence´ refers to the "safe and critical use of information and communication
society technologies (ICT) for work, leisure and communication. It is based on basic ICT skills:
the use of computers to obtain, evaluate, store, produce, present and exchange information,
and to communicate and participate in collaborative networks over the Internet".

Ideas shared by teachers around digital competence:

1. Digital competence enhances classroom practice
Technology is all around us nowadays, it makes our lives easier and it opens up possibilities we
would not have without its use. For instance, without videochat tools such as Zoom or Skype,
we would not be able to see and talk to people who is not next to us. By using digital tools and
technology in the classroom we create new possibilities in our teaching practice.

2. Digital competence allows students to develop media literacy
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Children, teenagers, and adults are exposed to information continuously. We could even say
they are “bombarded” with it. It becomes important, therefore, to help our students develop the
skills that would allow them to access, critically appraise and manipulate the information they
receive. This will help them safely navigate a world where disinformation and media
manipulation are commonplace in societies.

By using digital tools and technology in the classroom we offer our students the possibility of
learning to manage the information they receive, developing media literacy.

3. Digital competence prepares us to navigate a digital world
Remote education and blended learning approaches became common in the Spring of 2020
with the arrival of the COVID pandemic. While the technology was already present and
developed to help us transition to online digital learning environments, were educators prepared
for the transition? Were you prepared? While COVID might pass, it has become clear in the last
months that we inhabit an increasingly digital world, learning to navigate it as educators has
become not just an exercise, but will be our duty.
By using digital tools and technology in the classroom we prepare as educators to face the
challenges of present day, where learning takes place online and through digital tools.

DigCompEdu

DigCompEdu is the European Framework for the Digital Competence of Educators. This
framework provides a definition of what it means to be digitally competent as an educator.
However, the framework not only provides a definition! It also helps educators like you develop
themselves by defining 22 skills divided into 6 areas. This way, the framework is not just
theoretical, but also practical by becoming a tool for self-reflection, assessment, and
measurement!

DigCompEdu was created for educators of all levels, teaching students of all ages. It applies
best to teachers of formal education, but as an educator in non-formal education settings you
will also find the framework relevant to you!

Image curtesy of EU Science Hub, European Commission (link)

17

https://ec.europa.eu/jrc/en/digcompedu


1
3.0 School and Classroom Kits

Classroom Kits

The framework might seem complex at first glance, but you will soon discover it is actually very
easy to use and to understand.

DigComEdu defines 22 competencies, which are organised into six areas. We divide these
areas into three main areas: educators’ professional competencies, educators’ pedagogical
competencies and learners’ competencies.

Educators’ professional competencies

● Area 1 Professional Engagement: this area focuses on the use of digital technologies for
communication at organisation level, professional collaboration, reflective practice and
continuous professional development (CPD).

Educators’ pedagogical competences

● Area 2 Digital Resources: this area focuses on the selection, creation, and managing
digital resources, including sharing and protecting them.

● Area 3 Teaching and Learning: this area zooms in the practice of digital competences in
teaching, guidance, collaborative learning and in self-regulated learning.

● Area 4 Assessment: this area covers the use of digital technologies to improve
assessment, including its analysis and planning.

● Area 5 Empowering Learners: this area deals with the use of technologies to reach
learners better: accessibility and inclusion, personalization, and engagement.

Learners’ competences
● Area 6 Facilitating Learners’ Digital Competences: lastly, this area focuses on the

educators’ ability to develop their learners’ competencies. It includes aspects such as
media literacy, content creation, or problem solving.

eTwinning

eTwinning has a great potential to promote collaboration among different schools and teachers
regarding ICT projects which is the objective of this course. You can participate with schools in
your own country or in other countries and all projects are online. The projects are chosen and
personalised by the participants so once you find partners alike, give it a try !

eTwinning promotes school collaboration in Europe through the use of Information and
Communication Technologies (ICT) by providing support, tools and services for schools.
eTwinning also offers opportunities for free and continuing online Professional Development for
educators. Launched in 2005 as the main action of the European Commission’s eLearning
Programme, eTwinning is co-funded by the Erasmus+, the European programme for Education,
Training, Youth and Sport, since 2014.eTwinning projects promote collaborative learning:
students learn from each other, interact, communicate and thus feel responsible for their own
learning.
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An eTwinning project starts with the minimal participation of two teachers and schools of the
same or different nationalities. Later, more teachers of any nationality may be added. The
subject will be anything agreed by the teacher members.

Its Central Support Service is operated by European Schoolnet, an international partnership of
34 European Ministries of Education developing learning for schools, teachers and pupils
across Europe. eTwinning is further supported at national level by 38 National Support Services.
eTwinning Portal

The eTwinning portal is the entry point to the eTwinning world. Available in 28 languages,
eTwinning.net offers news from the eTwinning countries, professional development
opportunities, information about recognition as well as examples of successful projects.

By joining eTwinning, teachers can access:

eTwinning Live

● Once registered in eTwinning, you will have a virtual space called eTwinning Live that
you can customize and from where you can manage your projects. eTwinning Live is
essentially a social space. Here you can update your information and your school, and
you will find tools to contact teachers from the rest of Europe (partner finder, contacts
list, project manager, forum, internal messaging, video conferencing tool ...). In short,
our window to the rest of Europe.

● Teachers experience eTwinning community to its full potential. Teachers can search for
other registered eTwinners and schools, connect with them and follow their activities.
Teachers can access all the online and on-site events created by eTwinners, and can
also create their own.

● Through eTwinning Live teachers can create their own projects in which they can set off
activities on different topics and key competences by collaborating with two or more
teachers and their students.

● Teachers can find online professional development opportunities that eTwinning offers at
European level. Learning Events are short, intense and enjoyable courses that introduce
teachers to a topic, stimulate ideas, and help them develop their skills. Learning Events
typically involve a commitment of 4-6 hours. Online Seminars are live online video
sessions of one hour where teachers have the chance to learn, talk and discuss a
variety of themes.

Teachers can also join eTwinning Groups - virtual places where eTwinners meet and discuss
specific subjects, topics or other areas of interest. There are 14 Featured Groups coordinated
by the CSS and moderated by experienced eTwinners. These are:

● Coding at schools
● English as a Second Language
● Entrepreneurship in education
● Bringing eSafety into eTwinning projects
● French as a Second Language
● STEM
● Sustainable Schools Network
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● Game-based classroom
● Inclusive Education
● Creative Classroom
● Gender - Know How to Stop Stereotypes
● Integrating Migrant Students at School
● School Leadership

eTwinning Live

The eTwinning Live tool and mobile application offers users the opportunity to access eTwinning
Live services and notifications while on mobile devices. eTwinners can keep up-to date with
things happening on the eTwinning Live platform, thanks to the app’s pop-up notifications, and
perform basic actions such as accepting a contact request.

TwinSpace
Once the project is approved, participating teachers and pupils have a secure workspace
(TwinSpace) where they can perform all the activities. In this virtual space participants will find
tools such as blogs, forums, image galleries, content management, chats, video conferencing
tools, etc.

Innovative pedagogies:

The most important elements of an innovative pedagogy; for example, project partners agree
that it should include:

- Learning based on key competencies. The focus in Education is no longer only on the
acquisition of knowledge, but more and more on the development of skills and
competencies that are crucial for the success of the individual in a fast changing reality.

- Student-centred learning. Innovative teaching methods tend to shift the focus of
instruction from the teacher to the student; they aim to develop learner autonomy and
independence by giving to students the ownership of their learning path.

- Student-centred learning, focuses on skills and practices that enable lifelong learning
and independent problem solving. Student centred learning theory and practice are also
based on constructivist learning theory that emphasizes the learner’s critical role in
constructing meaning from new information and prior experience.

- Personalised learning. The process of tailoring teaching and learning to the particular
requirement of students is also increasingly viewed as an important part of innovative
pedagogy. It generally encompasses instructional methods that recognize individual
differences in learners’ abilities, interests and how they prefer to learn (learning styles)
and involves the teacher working more with individuals and small groups of students
rather than for the whole class for long periods.
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Good practice

AS an example of good practices we have The OBSERVA_ACCION innovative project In
Castilla y Leon in Spain focuses on job shadowing, peer observation and school collaboration
and shares the results of the innovation happening in schools. Teachers participate in three
different ways:

1. One 2 One. A teacher observes the methodology used by an expert teacher
who has been selected by local teacher training centres and later on has to
apply what learnt in their own teaching regarding ICT and new methodologies.

2. Team 2 Teach. A Group of 4-6 teachers observe and are observed learning
together and applying what they have learnt in their job shadowing experience
regarding ICT and new methodologies.

3. School 4 School. Two schools work together based on peer to peer
observation, also across different grades. Head teachers meet to learn about
organisational aspects and ICT coordinators reflect on the best way to integrate
technology in lessons and in schools. Teachers job shadow each other to
discover the best way to implement ICT in different subjects, and in the school
as a whole. Schools can work among schools in Castilla León, or with schools
in Galicia (as this region has joined the project) or in other countries.

Free market of educational resources

Thanks to the internet, we have an entire world of information and resources at our
fingertips–and sometimes that feels like both a blessing and a curse.

Sure, we have access to archives, databases, tools, and up-to-the-minute commentary on
current events, but finding and using this information requires that we wade through endless
notifications, advertisements, and questionable content – not to mention the ‘fun’ online
distractions that challenge academic performance.

One of the greatest struggles for many students — and teachers, if we’re being
honest — is staying organized and on-task in this sea of information, and although there
is an abundance of apps and software that promise to assist in this endeavor, more often than
not, they just add to the distracting background noise and create more digital clutter.

According to Terry Heick, “using technology for learning makes sense. Technology creates
access, transparency, and opportunity. Any smartphone or tablet is media incarnate–video,
animation, eBooks, essays, blog posts, messages, music, games. The modalities of light, color,
and sound all arranged just so to communicate a message or create an experience,” “But there
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is a difference between using technology and integrating it deeply into the learning experiences
of students.”

This distinction between technology use and integration is an important one. The use of
technology is almost a given in this day in age – however, knowing which resources to use and
when is a skill worthy of exploration. Keep these resources in mind while planning your lessons
and help students develop an online toolkit that will benefit them beyond the classroom.

These are some of them:

1. Khan Academy
Khan Academy is the popular, online platform used to learn academic content–mostly
STEM-based.

2. Google Drive
Google Docs is a word processor that’s part of a web-based productivity suite offered by
Google within its Google Drive service. This platform also includes Google Sheets and Google
Slides, the former a spreadsheet tool and the latter a presentation program.

3. YouTube
YouTube is everyone’s favorite video platform and is one of the most popular websites on the
internet for a reason: you can learn almost anything. Here is YouTube’s Learn at Home
resource.

4. Quizlet
Quizlet is a free study app for digital flashcards to memorize, review, and learn new ideas. One
of its best features is the ability to download other users’ cards to save a lot of time–or even
learn content you might not have considered.

5. Audacity
Audacity is a free, open-source audio file editor

6. Gimp
Gimp is a free, open-source image editor.

7. OpenShot
OpenShot is a free, open-source video editor.

8. Microsoft Teams
Microsoft Teams is a project-management tool with a free tier feature-rich enough to use for
students to plan out classwork, projects in project-based learning, plan businesses, or
communicate with groups from and around school.

10. Slack
Slack is a project-management tool with a free tier feature-rich enough to use for students to
plan out classwork, projects in project-based learning, plan businesses, or communicate with
groups from and around school.
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11. Trello
Trello is a project-management tool with a free tier feature-rich enough to use for students to
plan out classwork, projects in project-based learning, plan businesses, or communicate with
groups from and around school.

Educational resources for special/inclusive education

Inclusive learning provides all students with access to flexible learning choices and effective
paths for achieving educational goals in spaces where they experience a sense of belonging. In
an inclusive education environment, all children, regardless of ability or disability, learn together
in the same age-appropriate classroom. It is based on the understanding that all children and
families are valued equally and deserve access to the same opportunities.

To do so means challenging the status quo, removing curriculum barriers and presenting
educational goals in interesting ways to engage all learners and serve all students equitably.

In our case we will focus on the digital tools to promote the attention to diversity of our
students.

Below are four important strategies to consider when designing an inclusive classroom and
curriculum.

● Use universal design principles to create accessible classrooms

UDL is a set of principles that were born from the desire to offer every student an equal
opportunity to learn, based on the idea that every person has their own unique and individual
learning style. According to UDL, there are three primary brain networks that are responsible for
how a person learns: the recognition network, the strategic network and the affective
network.The three main principles of UDL — Representation (the what of learning), Action and
Expression (the how of learning), Engagement (the why of learning) — were formed based on
these three brain networks. Understanding the foundation of UDL — the principles and brain
networks — is imperative for teachers who wish to implement UDL in the classroom.The
National Center on Universal Design for Learning has a plethora of resources and information
for educators interested in universal design.

Luis Perez, author of Mobile Learning for All, suggests starting small. In an article in The
Journal, he said, “You’re not going to apply every single (guideline) to every single lesson. It
depends on which ones are relevant to your learning goals. Start with a single lesson or activity
and then build success from that, and then start to look at other parts of your curriculum.”
Use a variety of instructional formats.

The first principle of universal design theory is the “what” of learning. It says to use “multiple
means of representation.” While some students are visual learners, others may grasp
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information better when it is presented through text or when it is spoken orally or taught through
kinesthetic learning. Some students do best with a combination of the above.

While these differentiated teaching methods may support the needs of students with
disabilities, they also offer diversity of instruction to the entire classroom, giving each and every
student an opportunity to learn in the way they do best. Similarly, using different mediums to
present information and engage students is important in inclusive classrooms.

Remember that principle two of universal design theory calls for utilizing “multiple means of
action and expression.” Some students may find that their best outlet and means of expression
comes through writing, while others may prefer to give an oral presentation, act out a play or
create a piece of art.Each student is different and should be given the opportunity to express
their knowledge through the methods that work best for them.

Additionally, teachers can use a diversity of materials and mediums to engage students.
Examples of mediums could include theater, art, video and computer software in addition to the
traditional mediums of lecture and text. Through using varied teaching techniques and
mediums, teachers can increase the engagement of their entire class, not just the students who
respond to a particular style of learning and expression.

● Inclusive Learning Resources for Teachers

Inclusive Schools Network– ISN is a digital resource for families, schools and communities
looking to design and implement effective inclusive schools. They offer a wide variety of
resources including assessment tools, collaboration strategies, technology advice and much
more.

National Center for Learning Disability – NCLD advocates for people with disabilities offering
programs and resources for parents, young adults, professionals and educators. They also
publish reports and studies on a range of topics related to disability and offer scholarship
information for students with learning and attention issues.

Wrightslaw– Wrightslaw is a great resource for those looking to learn more or stay up-to-date
on special education law, education law and advocacy for children with disabilities.

TASH – TASH works to advance inclusive communities through advocacy, research,
professional development, policy and information and resources for parents, families and
self-advocates. They offer several different publications including a blog, annual reports, a
podcast and more.

ASCD – The Association for Supervision and Curriculum Development (ASCD) covers a range
of educational topics not limited to inclusive learning. This is a great resource for educators
across all disciplines and grade levels, whether they are looking to create an inclusive school or
to simply find new strategies to improve their effectiveness in the classroom.
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Classroom management with ICT support
The management of ICT in the classroom is becoming increasingly important as classrooms
move closer towards the 21st century needs of society and embed more digital technologies in
their practices.

Classroom management when is an essential part of your teaching practices. It ensures that
students are engaged in learning and that behavioural issues are taken into consideration.

So what are classroom management techniques when integrating technology in the classroom?

Here are some top classroom management techniques that you can practice today.

Monitoring student use of ICT is important for two reasons.

● Firstly, students can appear to be usefully occupied with ICT activity when in fact they
are working very inefficiently and failing to exploit the full potential of ICT and not
developing their ICT capability.

● Secondly, it is so easy for students to become distracted with the ICT resource
particularly when they are using the Internet, and as they become more tech-savvy with
every generation, this might not be obvious from their behaviour.

● In a previous section of this teaching resource, I highlighted what you need to monitor in
terms of ICT capability.

● Classroom management for teachers when it comes to ICT needs to start with active
teacher monitoring and intervening. It is by doing this, that students should begin to
realise that their opportunities to become distracted and do something other than the
work you had set out for them is very limited.

● Teacher intervention, both planned and unplanned, not only helps you to develop their
ICT capability but at the same time allows you to observe what they really have been
doing instead.

● An observation that you are witness to might be that the student is not up to place in
the work where you would expect to be and this might become obvious when
observing other students’ work with ICT.

● The development of student ICT capability will only occur if students are challenged
intellectually with their ICT work. Intervention is the time to question their work and their
use of ICT techniques.

● In the assessment of this ICT activity, you will need to judge the decisions they made in
order to complete the finished product/solution. Have your questions ready to get them
thinking about how they might be able to do things better.
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● Despite this, there is no simple solution for effective management of ICT in the
classroom. Make a note to yourself throughout the year to review what you do regularly
as things change.

● The increasing emphasis on focused literacy lessons is undoubtedly going to change
ICT use in the short term. However, as Higgins, Packard and Race (2004) point out, the
targets for students’ ICT use, especially for email and the WWW means it will have
considerable emphasis, too. They advise the following strategies (p. 12).

Use ICT resources as much as you can and become competent and confident in your use.

● Use computers to teach and demonstrate. For example, when using a word processor
for demonstrations, try increasing the font size or the magnification to explain ‘copy’ and
‘paste’ or to demonstrate sentence level work;

● Be critical. This means to ensure that the use of the computer is a good idea for the
chosen literacy activity. The software needs to actually help the students achieve the
learning outcome you want;

● Be flexible about borrowing and lending equipment. Share the things around and
organise your ICT tools and resources to get the best from it;

● Decide the best place for the ICT tools and resources;

● Maximise the time that computers are in use;

● Involve the students in the management of computers. Train the students to be
responsible for switching on and shutting down;

● Limit your objectives to what is achievable. Try setting up a record of who used which
program on which day, so that the record is completed by the students themselves.

● You can then concentrate on assessing and recording their ICT capability;

● Don’t show your frustration when the equipment goes wrong.

● Remember, students don't need to sit and use a computer to develop their ICT
capability! It is very easy to teach the students the concepts and higher order thinking
skills involved through whole-class discussions and questioning.

● To learn more about managing student ICT use in literacy lessons, click here, and
maximise the use of ICT tools and resources such as iPads and laptops in your
classroom today through effective management.
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Distance education in schools

Due to the pandemic that hit us with Covid19, many schools had to change their teaching to
full or partial distance. During this period, many of the world's countries, regions, cities and
schools have developed their own guidelines and structures for this to work.

Some important aspects of distance learning are:

· Plan as usual for a start. What elements and work areas should you work with? How will these
be affected by you not being seen physically?

· Structure: First, use the digital resources and tools you teachers and students are used to
work with. Do not experiment with new tools and resources in the beginning.

· Time. Remember not to give students too much to do! It's easy to panic and give students too
many quizzes, tests and assignments. Instead,think about how many similar activities you
would do physically on site in the classroom.

Tips of how to plan a lesson on distance:

1. Attendance registration (together)
2. Today's lesson (together)
3. Students watch a short film (on their own)
4. Students answer questions in a shared document (on their own, you can ask

the teacher to call digitally for help)
5. If the students finish the questions in the document, they can test their

knowledge through a quiz. Here, Kahoot is a great tool to use.
6. After the quiz, students can also be given the task of creating their own

"adventure" based on the film. A good tool for this is different digital resources to
create Text Adventures.

7. Gathering at 10:00 and end with "Exit ticket" (Together)

Key points when planning a lesson:

Which parts should be completed during the lesson?

● Be clear about which sub-elements you expect the students to be able to complete
during the lesson and what parts can be done if they have completed the first stage.

● In the example above, you can be clear that the students must complete parts 3 and 4:
watch the movie and answer the questions in the shared document. Those who finish
can complete the Kahoot and also start writing a text adventure based on the film
content.  This means that students who are quickly finished with the first parts know
what they should do.

● When conducting distance learning, it becomes even more important to wake up
students' interest in the subject so that they have the strength to get through the whole
lesson.
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● If you start with a long text or a heavy task, some students give up. So feel free to start
each lesson or part with something easy to digest for the students. Then they can come
into a “flow” which can hopefully create an interest.

● You can for example, start with a dilemma or an interesting question that concerns
students. The dilemma or question they can take with them through the lesson to
discuss via chat at the end. The most important thing is that the students become
curious and committed and feel that they want and can take the first step and get
started.

● Tips on easily digestible material is a short film, interesting text or radio / podcast
episode.

Students need to be online throughout the lesson?

● Ponder if your planning requires that everyone is constantly connected to each other as
class.

● Maybe the students can work on their own during certain stages, where you as an
educator are stand-by / support when needed and also calls the students who need
extra support.

● This gives students time to sit and concentrate during certain activities,
● without the whole class talking in a voice chat.
● Don't be afraid to divide students into two and two or smaller groups. There are tools

where this is possible but the easiest is for the students to call each other or create
break out rooms in the tool for video meetings your are using.

● This will make students be social during certain parts of the lesson.

Assessment

Assessment plays a key role in a learning process: it allows us to evaluate the students’
performance and learning process. We refer to “formative assessment” to the assessment
which takes place during the learning process (a learning unit such as a task or a whole
course), allowing us to address students’ struggles, and enabling students to reflect on their
learning.
“Summative assessment” takes place at the end of the learning unit, and its goal is to
evaluate the whole learning process, and it is often used to determine a student’s grade in a
course.

Digital technology can on one hand make formative assessment easier for teachers as well as
increase the impact and effectiveness it has on the students and their learning. With digital tools
we are now able to follow students’ tasks and work as they are developed, being able to
intervene timelier, and to provide feedback in more constructive and meaningful ways.

For example, let’s take a classic form of assessment: students’ portfolios, which are a
compilation of a student’s work in a particular learning unit: the outputs of the tasks,
evaluations of the process, materials used, and so on. Traditionally, portfolios are folders, but
technology has allowed portfolios to take many different forms!
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Digital tools such as Google Sites, allow us to structure student’s portfolios to meet a certain
structure or requirements. These tools also enable us to access the students’ work before it’s
finalised, allowing us to feedback up on the process they are following and to provide accurate
support when needed.

Another good way of working with formative assessment are digital quizzes. Quizzes are
great tools for assessment, as they often do not create the same pressure as a test and can be
employed anytime during the learning process. We can create several short quizzes during a
course or area of learning, for students to put in practice what they learned and for you to
check their learning progress.

In a nutshell, digital technologies allow us to follow up on our students’ work as they develop
their projects and assignments, or as they practice what they studied. This allows us to provide
accurate and timely feedback, and to support them during the process. Moreover, using digital
tools in this context enables students to further develop their own digital competence, and to
become more aware of their learning and last but not least, digital technologies permit us to
carry out assessment in blended and in remote learning scenarios

• How should activities be assessed? Formative or summative? It is important to train students
in how they are assessed, for example by letting them have a digital process diary. In this, they
can on specific dates document their work process by pictures, text and film. Important here is
also to train the students and be clear on how you as a teacher will assess this work.

• The use of quizzes and other digital tests is common and popular for checking students'
knowledge.

Creativity - within a clear framework
Even if the students themselves are allowed to choose the presentation method, it is important
that you as a teacher set the framework for what they are to produce. You can start from the
goals you are working towards in the specific part, or set frames with the help of a question, a
subject area, a chapter in the teaching aid or a film clip.
The more freedom the students get, the more important it becomes with clear instructions
about what you as a teacher assess and look for. It helps students to be creative within the
framework. The point is, in other words, to clarify what the students should produce, not how.

Encouragement and feedback
Although students often have many creative ideas, there can also be an uncertainty - am I really
doing the right thing now? To reduce the uncertainty and resistance that may arise, it is good to
give students constructive and encouraging feedback when testing their ideas.

Open up for creativity!
The possibilities are many! It is really only your and the students' imagination that sets the limits.
Therefore, it is important that we as teachers open up to the opportunities that exist.

Here are some examples to get your creativity going:

• Inspired by an influencer! One way students can show their knowledge is through their
own films with editing, sound and music inspired by their own favorite influences.
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• Assign students to record their own podcast where they discuss the topic together
and twist and turn their own or others' issues.

• Have students report by creating their own digital comic books, books or why not
apps or games?

• Work with storytelling and let the students present by recording scenes in a game
where they themselves create the narrative, control the characters and record sounds.

Self assessment tool: Tet-Sat

The tool is freely available to anyone in 18 languages: Czech, Croatian, German, English, Greek,
Estonian, Finnish, Hungarian, Italian, French, Lithuanian, Norwegian, Polish, Portuguese,
Swedish, Spanish, Slovenian, Turkish. All you need to do is to register.

TET-SAT aims to trigger teachers' self-reflection, identify learning needs and initiate actions
develop competences. Online self-assessment can be used as part of an iterative and formative
process in which learners set goals, test ideas, monitor progress and define new goals.

The tool was developed to meet the need identified by ministries of education in 13 European
countries for a user friendly and reliable tool to monitor teacher competence, built on teacher
self-reflection and empowerment, its evolution and professional development needs over time.

For a short introduction to the tool, have a look at the MENTEP brochure Discover TET-SAT.
For more information about the value – and challenge- of online self-reflection and -
assessment, read the 2017 MENTEP brochure 'Online self-assessment. Supporting the
reflexive and critical capacity of the teaching profession'.

TET-SAT is an online self-assessment tool that aims to help teachers:
·        Develop digital pedagogical competence
· Engage more actively in reflecting on their pedagogical practice using ICT,
stimulated by a structured self-assessment exercise providing feedback according to
five levels of progression
· Self-direct their learning and develop their competence whenever they want, at
their own pace, extending professional development opportunities to informal online
learning environments
· Establish a personal competence profile which can be compared to other
teachers
· Access a tailored ecosystem of European and national training resources to
further develop their competencies according to need or interest.

How TET-SAT works

TET-SAT assesses four dimensions of digital pedagogical competence: digital pedagogy, digital
content use and production, digital communication and collaboration and digital citizenship.
Each dimension comprises up to four sub-areas, 15 subareas in total. Each sub-area states
one or several competencies, each of which is described according to FIVE levels of
progression: Starter, Beginner, Capable, Proficient, Expert. Teachers are invited to position
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themselves for each competence choosing a statement that most closely describes their
practice.

It shows five self-assessment descriptors within the first sub-area 1.1.1 Develop, implement,
reflect and redesign ICT supported teaching and learning strategies with ICT learning design
competence. Other competencies in the area of Digital Pedagogy include teachers' capacity to
design personalized student activities; to design collaborative learning activities with ICT;
implement ICT in cross-curricular approaches; to guide students in the use of ICT for self and
peer assessment; or to support metacognition strategies and practices with students.
After answering the 30 questions, teachers receive personalised feedback: an overall average
score (as a percentage) including a brief explanation of their level, and the percentage for each
sub-area. At the bottom of the page teachers receive suggestions for how to develop their
competences using national and European ecosystems of training resources mapped against
the competence areas of the tool.

Tools for formative assessment

Through formative assessment, teachers check student understanding, get valuable data on
student learning, and then use that data to modify instruction. When teachers know what
students know (or don't know), they can adjust to meet students right at their level. The best
formative assessment tools also help students self-reflect and assess, figuring out where they
are and where they need to go as learners.There are formative assessment tools for everything
from discussion to quizzing, polling, and student responses to interactive lessons and videos.
Formative assessment tools can be used for students, teachers and school institutions. Let’s
focus on some of them regarding digital competence.

Self-assessment tools for digital competence: SELFIE tool: The
self-reflection tool for digital technologies in schools
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SELFIE (Self-reflection on Effective Learning by Fostering the use of Innovative Educational
Technologies) is a tool designed to help schools embed digital technologies into teaching,
learning and student assessment. It can highlight what’s working well, where improvement is
needed and what the priorities should be. The tool is currently available in the 24 official
languages of the European Union with more languages to be added over time.

SELFIE gathers – anonymously – the views of students, teachers and school leaders on how
technology is used in their school. This is done using short statements and questions and a
simple 1-5 agreement scale. The statements cover areas such as leadership, infrastructure,
teacher training and students’ digital competence.

The assessment takes around 30 minutes. Questions are tailored to each group. For example,
students get questions relating to their learning experience, teachers reflect on training and
teaching practices and school leaders address planning and overall strategy.

Based on this input, the tool generates a report – a snapshot (‘SELFIE’ :-)) of a school‘s
strengths and weaknesses in their use of digital technologies for teaching and learning. The
more people in the school taking part, the more accurate the SELFIE of their school will be.
The results and insights from the SELFIE exercise are for your school only and are not shared
unless you choose to do so.

The findings can help you see where you are at and, from there, start a conversation on
technology use and develop an action plan for your school. SELFIE can then be used at a later
stage to gauge progress and adapt the action plan.

BENEFITS:
- SELFIE involves the whole school community – school leaders, teachers and students
– in a 360-degree process covering many areas of school practice.
- Because every school is unique, the tool can be customised. Your school can select
and add questions and statements to suit your needs.
- SELFIE allows all participants to answer questions that match their experience, as
students, teachers or school leaders.
- SELFIE is free of charge. Answers are anonymised and data is secure.
- You can take the assessment from a computer, tablet or smartphone.
- On completing SELFIE, each school receives a tailor-made, interactive report which
provides both in-depth data and quick insights into strengths and weaknesses.

Who can use SELFIE?
SELFIE is available for primary, secondary and vocational schools in Europe and beyond. It can
be used by any school – not just those with advanced levels of infrastructure, equipment and
technology use.

- The tool is available in all 24 official EU languages .
- Designed by and for schools
- From the outset, school leaders, teachers and students have been involved in creating
and testing SELFIE:
- 5,000 of them gave input into the early design of the tool.
- 67,000 people, from 650 schools across Europe, took part in the pilot test.
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- SELFIE was tested in primary schools to ensure it could be understood younger
students.
- Data privacy
- SELFIE is a tool for the school only, no personal data is collected.
- All answers provided through SELFIE are anonymous. Individual students, teachers,
school leaders or other staff members replying to the questions and statements cannot
be identified personally.
- Each school is the owner of its SELFIE report, which is not shared with others unless
the school chooses to do so.
- No other organisation, including the European Commission, can track the answers for
an individual school.

SELFIE is hosted on a server owned and managed by the European Commission and data
gathered is subject to the Commission’s data processing rules.The anonymised and
aggregated data can be used for policy and research purposes only and never for commercial
purposes.

DIG COMP ORG: European Framework for Digitally Competent
Educational Organisations
DIG COMP ORG stands for the European Framework for Digitally Competent Educational
Organisations

The impact of digital technologies, content and processes can be seen in all educational
sectors (e.g., schools, higher education and also informal and non-formal learning), affecting all
aspects of the educational value chain (e.g., curricular reform, teaching and learning practices,
assessment, initial and continuing teacher professional development) and encompassing all
educational actors (teachers, learners, school leaders).

Digital technologies are enablers of a step change in learning and teaching practices; however,
they do not guarantee it. To consolidate progress and to ensure scale and sustainability,
education institutions need to review their organisational strategies, in order to enhance their
capacity for innovation and to exploit the full potential of digital technologies and content.
Several frameworks and self-assessment tools are in use in a number of European countries,
but no attempt has hitherto been made to develop a pan-European approach to organisational
digital capacity. A European reference framework that adopts a systemic approach can add
value by promoting transparency, comparability and peer-learning.

What can DigCompOrg do for educational organisations?
The DigCompOrg framework can be used by educational organisations (i.e., primary,
secondary and VET schools, as well as higher education institutions) to guide a process of
self-reflection on their progress towards comprehensive integration and effective deployment of
digital learning technologies.

What can DigCompOrg do for policymakers and education stakeholders?
DigCompOrg can facilitate transparency and comparability between related initiatives
throughout Europe, and it can also play a role in addressing fragmentation and uneven
development across the Member States.
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DigCompOrg can also be used as a strategic planning tool for policymakers to promote
comprehensive policies for the effective uptake of digital learning technologies by educational
organisations at regional, national and European level. It can also be used as a means to create
awareness about the systemic approach needed for effective use of digital learning
technologies.

About the European Framework for Digitally-Competent Educational Organisations

The European Reference Framework of Digitally Competent Educational Organisation is an
initiative of the European Commission, Directorate General for Education and Culture (DG EAC).
Research and design of the Framework was carried out by the Joint Research Centre - Institute
for Prospective Technological Studies (JRC-IPTS).

Representatives of the EU Member States supported the development of the Framework
through the Working group on Digital and online learning (WG DOL). Experts involved in the
development of existing frameworks and self-assessment questionnaires promoting the use of
digital technologies in education and training systems provided contributed also to the
development of DigCompOrg.

A Europe Fit for the Digital Age is one of the priorities of Von der Leyen mandate. The European
Commission is aiming to modernise education and training by funding research and innovation
and promoting digital technologies used for learning.

Also, the European Commission’s Opening up Education initiative emphasises the need for
educational institutions to review their strategies in order to integrate digital technologies in their
teaching, learning and organisational practices.
This European Framework for Digitally Competent Educational Organisations can be adapted
by countries or regions to adapt to different settings. We are going to expose one of the
adaptations made to DIGCOMPORG by the Consejería de Educación de Castilla y León
(Spain), one of the partners of the EDUREGIO project
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3 Inspiration
Good practice

DIG COMP ORG in Castilla y León as an example of practical application: CODICE TIC

Adaptation of the model of the Certification procedure of the Junta de Castilla y León to the
trends and models that the European Union is implementing through the "European Framework
for Digitally Competent Organizations", DigCompOrg; It was renamed CoDiCe TIC
(COmpetencia DIgital de CEntro), School Digital Competence in ICT.
In the European Union, during the last two years, a new concept-idea has been working: to
evolve from the individual digital competence of teachers to the digital competence of
educational organizations.

This trend has been materialized in a document called "European Framework for Digitally
Competent Organizations" (DigCompOrg), which aims to promote effective learning in the digital
age, and in a self-reflection tool called SELFIE (Self-reflection on Effective Learning by Fostering
Innovation through Educational Technology).

Castilla y León has participated in testing and analyzing this tool by collaborating on a pilot
project with 50 European countries. Knowing first hand the content and possibilities of this new
"DigCompOrg Conceptual Framework" has made us reflect on the advisability of continuing to
improve our process and adapt our model to the European one.
As of the 2018-2019 academic year, a new certification procedure begins, maintaining the
existing process so far, but with important changes in content: areas, indicators, ICT Plan,
scale, etc.

Purpose of adaptation: Provide support to educational organizations for the acquisition and
improvement of digital competence in a systematic and strategic way, contributing to
integration and the effective use of digital learning technologies in three complementary
dimensions each:

● The pedagogical dimension: which includes teaching and learning processes,
content and evaluation processes.

● The organizational dimension: which includes management and organization of the
educational center, leadership and governance practices, professional development and
collaboration, networking and social interaction.

● The technological dimension: which focuses on two key elements, the
infrastructures, both physical and digital, of the centers, and all aspects related to digital
security and trust.

● More information at:
https://www.educa.jcyl.es/profesorado/es/formacion-profesorado/proyectos-relacionad
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os-formacion-permanente-profesorado/competencia-digital/convocatorias/certificacion-
codice-tic-curso-2019-2020

References
https://www.educa.jcyl.es/profesorado/es/formacion-profesorado

Braun, Anette & März, Anna & Mertens, Fabian & Nisser, Annerose. (2020). Rethinking Education in the Digital Age.
10.2861/84330.

Carretero, S., Vuorikari, R., & Punie, Y. (2017). DigComp 2.1: The Digital Competence Framework for Citizens. JRC,
European Commission. https://doi.org/10.2760/38842

Cox, M. J., & Abbott, C. (2004). ICT and attainment: A review of the research literature, Coventry and London, British
Educational Communications and Technology Agency/Department for Education and Skills

Cox, Margaret & Marshall, Gail. (2007). Effects of ICT: Do we know what we should know?. Education and
Information Technologies. 12. 59-70. 10.1007/s10639-007-9032-x.

EU Commission (2020). Digital Education Action Plan 2021-2027 Resetting education and training for the digital age.

OECD (2016), Innovating Education and Educating for Innovation: The Power of Digital Technologies and Skills,
OECD Publishing, Paris. http://dx.doi.org/10.1787/9789264265097-en

TALIS 2018 Results (Volume I): Teachers and School Leaders as Lifelong Learners.
https://doi.org/10.1787/1d0bc92a-en
TALIS 2018 Results (Volume II): Teachers and School Leaders as Valued Professionals.
https://doi.org/10.1787/19cf08df-en

US Department of Education, Office of Educational Technology (2021). Assessment.
https://tech.ed.gov/netp/assessment/

Sotiriou, S.A., Lazoudis, A. & Bogner, F.X. Inquiry-based learning and E-learning: how to serve high and low
achievers. Smart Learn. Environ. 7, 29 (2020). https://doi.org/10.1186/s40561-020-00130-x

Wu, Jeremy (2021) The Role of Information and Communication Technology in realizing Sustainable Education by
2030 Retrieved from
https://gdc.unicef.org/resource/role-information-and-communication-technology-realizing-sustainable-education-20
30

https://www.edtechteam.com/blog/2020/01/3-tips-to-create-an-inquiry-based-classroom/

36

https://eur02.safelinks.protection.outlook.com/?url=https%3A%2F%2Fwww.educa.jcyl.es%2Fprofesorado%2Fes%2Fformacion-profesorado%2Fproyectos-relacionados-formacion-permanente-profesorado%2Fcompetencia-digital%2Fconvocatorias%2Fcertificacion-codice-tic-curso-2019-2020&data=02%7C01%7Cenrique.martin%40eun.org%7Ccc26274794d9482964e908d7ed2e448d%7Ce21d18f121124ecfa67cd20aedbd18b3%7C0%7C0%7C637238655287029365&sdata=oWo0IJFl2EWrWR%2F7pRkB2BffQ0L7LR%2B1ycoK0mAFmiM%3D&reserved=0
https://eur02.safelinks.protection.outlook.com/?url=https%3A%2F%2Fwww.educa.jcyl.es%2Fprofesorado%2Fes%2Fformacion-profesorado%2Fproyectos-relacionados-formacion-permanente-profesorado%2Fcompetencia-digital%2Fconvocatorias%2Fcertificacion-codice-tic-curso-2019-2020&data=02%7C01%7Cenrique.martin%40eun.org%7Ccc26274794d9482964e908d7ed2e448d%7Ce21d18f121124ecfa67cd20aedbd18b3%7C0%7C0%7C637238655287029365&sdata=oWo0IJFl2EWrWR%2F7pRkB2BffQ0L7LR%2B1ycoK0mAFmiM%3D&reserved=0
https://eur02.safelinks.protection.outlook.com/?url=https%3A%2F%2Fwww.educa.jcyl.es%2Fprofesorado%2Fes%2Fformacion-profesorado%2Fproyectos-relacionados-formacion-permanente-profesorado%2Fcompetencia-digital%2Fconvocatorias%2Fcertificacion-codice-tic-curso-2019-2020&data=02%7C01%7Cenrique.martin%40eun.org%7Ccc26274794d9482964e908d7ed2e448d%7Ce21d18f121124ecfa67cd20aedbd18b3%7C0%7C0%7C637238655287029365&sdata=oWo0IJFl2EWrWR%2F7pRkB2BffQ0L7LR%2B1ycoK0mAFmiM%3D&reserved=0
https://doi.org/10.2760/38842
https://doi.org/10.1787/1d0bc92a-en
https://doi.org/10.1186/s40561-020-00130-x
https://gdc.unicef.org/resource/role-information-and-communication-technology-realizing-sustainable-education-203
https://gdc.unicef.org/resource/role-information-and-communication-technology-realizing-sustainable-education-203


1
3.0 School and Classroom Kits

Classroom Kits

Annex

Learning Scenarios

The choice of learning scenarios for the classroom kit corresponds to the most suitable for
general use in classroom settings with available ICT equipment.

Preschool (4-5 year old)

Margarita Samoutian (Greece). Tree Detectives.
“Tree detectives” is a project which promotes the environmental awareness of preschoolers.
Students become researchers and develop their inquiry skills through interdisciplinary activities.
This lesson plan is aligned to preschool age, supporting students to develop their knowledge
and their skills. It also combines interdisciplinary activities involving blended or distance
learning, tinkering & making, artful thinking, web tools, gamification and assessment.

Paschalia Sarmi (Greece). An A-maze-ing kingdom.
It’s a lesson plan trying to introduce magnetism and maze solving to small children. It's
important for children aged 4-5 to collaborate, communicate, think critically and to be open to
simple science and mechanical creativity.

Leticia Pilar Gil Ramos (Spain). Do you want to be a Scientist?
The value of knowing the importance of Science in our lives is essential for our students. What
is more, they can achieve it with the use of different digital resources which allow them to be
digital competents. This lesson plan is related to the development of STEAM skills in our
students with the use of different digital resources such as ClassDojo. The space will be divided
into four areas: Investigation., creation, cooperation and reflection.

Primary Education (6-11 year old)

Andreea Goldschmidt (Romania). Learning English is Fun!
The lesson plan aims at motivating students who are learning remotely to actively participate in
their online classes. The topic of the lesson is jobs. The students learn vocabulary and practice
it, using online tools.
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Mara Kolar (Croatia). Traffic with GIF
Through collaboration and creativity, students repeat content about traffic. By learning how to
make an animated film we learn how to cross the road and what are the traffic rules. This
lesson develops 21st century competencies in students: communication, collaboration, critical
thinking and creativity, and develops initial digital competencies.

Monika Mužar - Kos (Croatia). My Family and I
In this lesson plan, students will learn about the communities in which they  live. Through the
given activities, students will conclude about themselves, their role in the community and will
see their value and other members of the community.  With this lessons plan teachers will find it
easier to run a class where students will learn about the family as a community in which they
live.

Jasmina Štefan (Croatia). The world of birds.
This learning scenario envisages collaborative and research learning on the topic of bird life.
Students will use different digital tools in the work. they will develop the competencies of
communication, digital literacy and ecology. Also envisages the use of digital technologies,
collaborative learning and a research approach. The lesson also includes working with gifted
students to develop their competencies.

Cristina de Vega Benavides (Spain). Learning about the Solar System through
Augmented Reality Apps
Augmented Reality can be a great tool in order to make everything closer especially in this
pandemic moment where we cannot go or visit places, so AR will bring those places closer.
Solar System is a topic that is very attractive for primary student which causes many questions
among them.

Alina Geczi (Romania). Erus in the Valley of Generosity
This LP is for third grade. A literature 45 minutes online lesson that familiarizes students with
notions about characters from literary texts read in class.This learning scenario is made with
soul and very suitable for the third grade.

Lower Secondary Education (12-14 year old)

Alina Budica (Romania). My first book vlog.
This activity is part of a project that aims at encouraging pupils to read more and better
understand their reading as well as work digitally on a variety of tools. This activity promotes
digital competence in line with the EU requirements for the end profile of the graduate at all
levels.

Petronela Colbea (Romania). Past simple practice.
The lesson plan is designed for elementary students to practice past simple verb forms through
various tasks. The plan can be easily adapted for use in the classroom, blended learning and
virtual learning.
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Gonca Coşkun (Turkey). Unknown Living Things.
The students will explore the living things around them by using an easy application to classify
them. They will collect the information for each other by using Padlet and Google Lens for
Android or Google Photos for IOS. They will use some Web 2.0 tools. It is a lesson designed to
gain one behavior in the curriculum. It is easy and needs a short time. The students will have a
lot of fun. Enjoy to use Web 2.0 tools. At the end of the lesson they can also create a game with
living creatures.

Cateluta Enciu (Romania). In our senses.
Even if we are online or offline, our five senses help our body to adapt and integrate in the
environment, keeping us healthy and safe. With our senses we can see, hear, feel the beauty of
nature but also negative aspects in our neighbourhood. Collaboration, interactivity and creativity
are essential elements for a successful learning process. Because our sense organs are ”the
main gateways” of our body, students should find out, through investigation, about their
structure, function and hygiene measures in order to have a healthy life.

Mehmet Bora Sertkaya (Turkey). Creating news texts with digital tools
This learning scenario creates a classical understanding of text in the general network with
digital tools

Büşra Kavan Alkan (Turkey). Online Safety.
This lesson aims to raise awareness about online safety rules

Helena Fonseca (Portugal). WWII Plane Challenge.
In this lesson plan, concerning the 75th anniversary of the end of World War II (WWII), 8 May
2020, students are given a challenge of integrating a learning scenario in which, following the
Engineering Design Process, they are invited to join a team that will recreate models of WWII
aircraft. This plan provides an active role to each student and fosters creativity and critical
thinking about the topic. It integrates digital resources easily for students to learn and
autonomously work.

Lissy KL (India). Highway Based Automatic Street Light with Drip Irrigation System.
How to reduce the use of electrical energy in the case of street lights and how can we reduce
air pollution by vehicles , also how can we produce electricity by using the wind energy
produced by the moving vehicles. also how to beautify the streets.

Sofronia Maravelaki (Greece). Towards a bullying-free school environment
The topic of the learning scenario develops around bullying and the various forms in which it
appears in the students’ school and social life.  It is addressed to 14 - 15 year-old EFL/ESL
students with a B1-B2 level of competence in English according to the CEFR. The LP was
implemented online during the first school closure because of the covid19 pandemic in Greece,
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from March to May 2020. The products of the LS can be seen in a Padlet. I am also
implementing the LS with another class this year because of the second school closure and all
new student products are added to the Padlet. It is an LS which students find interesting
because it challenges views and opinions that they were not able to deal with on their own and
aims at making them aware of the phenomenon of bullying/cyberbullying/hate speech and how
they can deal with it. Worksheets are available if necessary. Towards a bullying-free school
environment https://padlet.com/fmarvel/hackinghate

Izaskun Mitxitorena (Spain). How Fast is that Reaction?
Learning about chemical reactions speed using our Smartphones. This work promotes a
continuous learning scenario by unifying the concepts learnt in class with those learnt in our
daily life. Besides, it promotes the use of digital devices with a new educational purpose.

Susana Silva (Portugal). JEU DE PISTE – La destination de Dorothée
This French lesson plan is an active and engaging learning activity where students discover the
content (clothes; past tense; Francophonie) from a song and through quiz and games.They
practice collaborative and ICT skills, while looking for clues to discover a character's itinerary
and destination. The lesson plan is innovative, includes a detailed and realistic description of
each activity and is aligned with all its learning objectives to enhance key competences.

Marilena Radu (Romania). My Hero-My Idol.
”My Hero-My Idol”-The Little Mermaid. The 90 min activity can be an online, a face to face
lesson, or as an outdoor, using EDU LARP. This will stimulate students' critical thinking and
creativity. They develop skills to identify behavioral patterns, necessary in everyday life, of
authentic values. This lesson plan contains material in full detail. The  indications for teachers
and students are very clear.The attractive activities that use the LARP method of education
enhance student collaboration, creativity, stimulate their critical thinking, develop digital skills
and amuse them.

Emiliana Rufo (Italy). Online Safety - Big Mistakes on the Web
This activity aims to achieve different goals related to online Safety and mistakes young people
make online. It may help understand problems of Social Networks, Cyberbullying and how to
create a Positive Digital Footprint. It is important for students to reflect on this topic, part of their
own life. It is a real task, part of students' lives. The technology and tools young people use in
their daily life has changed how they learn and how they see the world and relationships.

Szilvia Salánkiné Knopfler (Hungary). Ancient Egypt Magazine.
This lesson aims at improving students' knowledge about Ancient Egypt by creating a
magazine. Students gain knowledge of Ancient Egypt through collaborative work using different
kinds of digital platforms.
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Amelia Torniero (Italy). The European Union.
This unit is about the EU. It is an example of a Clil lesson . It is  a gripping topic , well explained
and developed.

Upper Secondary Education (14-18 year old)

Anabela Costa (Portugal). Probability Laws.
It's an activity in the geogebra classroom for students to explore. And it's a game from scratch
for students to practice. I think it´s a f´good activity for the learning objectives and useful for
classes more unmotivated.

Francisco Delgado Cecilia (Spain). Lake and their Origin.
It is a STEAM Project related to caring for the environment incorporating various applications,
robotics, programming, augmented reality ... focused on considering students as the
protagonists of their learning and solving real problems. Currently, teachers have to make an
effort to make the SDGs visible and work to fulfill them within our possibilities. Students with
this project acquire a personal commitment that extends to families. And it is a project that
never ends.

Snježana Damjanović (Bosnia and Herzegovina). Gamification in Teaching: Escape
Room and Financial Literacy
Financial literacy is a key life skill. How much do today’s teens know about money value,
savings, and other financial concepts? Is there a built relationship to money or is there a gap
between awareness and knowledge on the one hand and financial responsibility on the other?
The goal of my learning scenario, which links finance, math, and coding, is to encourage
students to think about the importance of financial literacy and its connection to everyday life.
By introducing gamification in the classroom - creating the Escape room, I think I did it in an
interesting and fun way.

María José García García (Spain).
It is an Inquiry Based Learning approach to research about air pollution and health and help
students become scientists with their own investigations. Box and Whisker Plots and Bar
Graphs display visual information of data distributions. They are useful to compare data sets of
quantitative (1) and qualitative (2) variables as air quality index (AQI) and dominant pollutants,
and related to human health.

Marija Pustišek (Croatia). Codex Delta.
Reading old manuscripts and enjoying it - this lesson combines language with heritage giving
the students the opportunity to take a glance at origins of European culture. This lesson plan is
an interdisciplinary investigation of script, language, decoding, translation and history, based on
an old manuscript contained in Europeana, and it could be valuable for those who study the
origins of European history.
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Maria Adelaide Jordão da Costa (Portugal). José Saramago’s novel “The year of the
death of Ricardo Reis” – Media and censorship in Estado Novo
The narrative focuses on 1936, the year of the consolidation of Estado Novo, the fascist regime
in Portugal. The concepts of reality/fiction, truth/lie are put under question and it is analyzed the
role of censorship in the construction of an alternative reality/true. Saramago's novel "The Year
of the Death of Ricardo Reis", shows, in a clear and critical way, that true and lie, fiction and
reality are contextualized and flexible concepts, discursive constructs. The novel presents
critical thinking as a principle of citizenship.

Mirela Marković (Croatia). Processing of agricultural products by drying
Through this teaching plan, the students will explore the technology of drying agricultural
products. Instead of writing a classic seminar in Word, they will create a story on a given topic
in the Sway application. In this way, they will learn to do reports in a new digital tool. Its value is
that it shows how to adapt to digitization through the creation of student reports in a new way.
In addition, we save forests, because we save paper.

Rejhana Nuhanović Tadijan (Croatia). Generations X, Y and Z
This is a learning scenario for English language learners, lower secondary vocational school.
The topic is about different generations and the objectives are for students to identify
differences between different generations and describe people belonging to these different
generations. Different digital tools are used in a quite simple 1 hour lesson learning scenario,
well suited for remote learning, but can also be done in regular classes or blended learning
environments with little or no changes. The tools used are diverse and students enjoy using
them. This learning scenario also encourages critical thinking and drawing conclusions,
collaboration and develops speaking skills even in remote learning situations.

Branimira Palić (Belgium). Fairy-Tale
Reading old manuscripts and enjoying it - this lesson combines language with heritage giving
the students the opportunity to take a glance at origins of European culture. This lesson plan is
an interdisciplinary investigation of script, language, decoding, translation and history, based on
an old manuscript contained in Europeana, and it could be valuable for those who study the
origins of European history.

Gabriela-Violeta Tanasescu (Romania). 3, 2, 1… Start to Mars! (also suitable for lower
secondary education)
The proposed  activity is helpful for the discovery of the different features of the solar system,
especially those of planet Mars, using online application Google Mars
(https://www.google.com/mars) which transports us into a virtual reality where we can explore
new things about the subject matter.
Due to the complexity of the subject matter, the activity can be used inter or/and
transdisciplinary – astronomy, geography, physics, biology, history, etc., the student motivation
and the positive attitude being the starting point of this teaching approach.
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Marijana Vuković (Croatia). Escape Room Code for Happiness
The lesson is designed to revise the topics Genetic instructions and The achievement of the
genetic instructions. The following tools have been used : Piktochart, Padlet, Bitmoji, Google
Slides, Jigsaw, Wizer.me, Nearpod, Lino. The Escape Room can be applied for the formative
assessment and for the summative assessment. Digital tools that have been used for each
phase of the activity make the learner learning easier as well as the teacher teaching easier.

Hatice Yagci (Turkey). Healthy Foods by Skilful Language Learners
Language learners will improve their language skills and digital competence in a fun way with
this lesson. I hope my work could be a source of inspiration for foreign language teachers. They
may use it to design blended learning experiences and adapt it to their context easily.
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