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Project Partners

Glossary
See below the definition of some terms for the purpose of clarity throughout the document.
Formal Learning (FL)

Learning that occurs in an organised and structured environment
(such as in an education or training institution or on the job) and is
explicitly designated as learning (in terms of objectives, time or
resources). Formal learning is intentional from the learner’s point of
view. It typically leads to certification.

Non-Formal Learning Learning embedded in planned activities not explicitly designated as
(NFL)
learning (in terms of learning objectives, learning time or learning
support). NFL is intentional from the learner’s point of view. NFL
outcomes may be validated and may lead to certification; non-formal
learning is sometimes described as semi-structured learning.
Learners

Individuals (youth) who use the platform and application to improve
their skills

Organisations

Education/Training Providers, both FL and NFL

Course

A FL or NFL training/teaching/learning activity provided by
Organisations.

CL Tools

The Connected Learning Tools, i.e. the online platform and the
mobile application.

Face-to-Face learning Conventional method of teaching and learning, which takes place in
(F2F)
a learning environment where a teacher or tutor conveys the
knowledge to one or more learners.
Online learning

Acquiring knowledge through the use of instruction provided via the
internet.

Blended Learning

A combination of F2F and online learning.

Open Badges

Simple objects comprising a picture with embedded metadata, which
plays the role of a visual representation of a type of accomplishment,
related to education, business, workplace, etc..

Reader’s expectations
In this document you will find:
- short description of the project and its aims;
- a detailed description of all actions, which need to be taken for the successful use of the
Connected Learning platform;
- essential materials developed during the lifetime of the project (researches, teaching materials,
templates, etc.);
- information and guidelines for the use and aims of the Open Badges eco-system and the
Connected Learning methodology;
- guidance for use of the digital learning routes;
- monitoring and evaluation tools;
- feedback from the conducted trainings in each partner country.
The creation of the Toolkit is strongly related to support Youth Organisations, Authorities and
Associations in a city or region to create their own learning routes and learning suites anywhere in
Europe.

Roles of Agents involved
Young people, who are the main target group of this project, will be referred to as Learners for the
purposes of this document. They will create profiles in the Connected Learning Tools (e-learning
platform and mobile app), where they can create Connected Learning Routes, keep track of the courses
they are currently following and/or have completed, with a section dedicated to any Open Badges they
have acquired.
Education providers, or Organizations, are those organizations that provide education or training,
whether it be formal or non-formal. Organizations will also create profiles, where they will list the
contact details of their organization, with sections dedicated to each specific course they offer. The
organization will be pinpointed on the map, as well as all the courses they have included in the
platform.
Stakeholders (municipalities, councils, companies, etc.) who will create synergies with Education
providers and their communities and will promote the learning activities / trainings. The participation,
involvement and contribution of the stakeholders will be used as an indicator for the envisioned impact
of the project (number of organizations that upload courses on the portal, used portal to search
information etc.).

Introduction
Short description of the project
The ConnectedLearning@YW project aims to make learning available to everyone. The project
produced a European online platform and a mobile application for easier access, which will allow
individuals to browse various seminars and training programmes (formal and non-formal learning),
based on specific filters, such as language, subject, age etc., which are offered in various areas, by
specific organisations.
The project’s target group are young people who can benefit from the easy access to information
regarding participation in various programmes, so they can develop their skills and enhance their
employability. More specifically, the project emphasizes young people with less opportunities, such as
early school leavers, youth that live in remote areas, refugees, immigrants, people who speak another
language, etc.

CONNECTEDLEARNING@YW aims and goals:
1. To create a sustainable youth-oriented and participatory solution for youth organizations, cities,
regions or councils to map, provide, assess, recognize and validate diverse learning
opportunities for young people across Europe, with an emphasis on the promotion of digital
competences.
2. The promotion of open and innovative practices aligned with the digital era, in accordance with
the digitalized society and economy.
3. To allow marginalized people, or people with fewer opportunities, to identify learning
opportunities anywhere they are, in an easy and friendly way.
4. To develop an open, dynamic and interactive web portal and mobile application which will map
learning spaces in Europe, giving easy access to young people to search, sort and filter Formal
and Non-Formal Learning opportunities, both online and offline.
5. To create CONNECTED LEARNING ROUTES which will map and connect spaces (providers,
centres, institutions etc.) of Formal and Non-Formal Learning, thus enabling young people to
better navigate through learning opportunities, based on their needs and interests.
6. To develop and pilot-test a specific Connected Learning Route which focuses on the acquisition,
assessment and validation of Digital Competences. This will include the mapping of existing
digital learning opportunities, creation and provision of local, regional, national and EU offline
and online opportunities, and validation through the Open Badges system.
7. To develop a Strategy Pack for the future expansion and upscalability of the tool across Europe,
leading to an initiation of a policy-reform or recommendation from the grassroots level.

In order to achieve the above the project will be based on the development of 5 main Intellectual
Outputs which are interlinked:
o IO1-The CONNECTEDLEARNING@YW Methodology (IO Leader P1, Co-leaders P5/P3). P1 will
lead, supported by P3, an experienced Youth Organisation that has great experience with the
provision of NFL. P5, which combines both FL and NFL, will support the analysis of data
collected. All partners will be involved in IO1.
o IO2 – The CONNECTEDLEARNING@YW open web platform and mobile app (IO Leader P6, Coleader P5). P6 (Software House) will be responsible for the design and development of the
technical solutions. P5 will support the draft mapping, collection of data etc. which will be
introduced in the tools. All partners will be involved in the design of the prototype and the pilottesting of the tools.
o IO3 - The Digital Learning Packs (Teaching Tool and Eco-System Validation- Open Badges) (IO
Leader P5, Co-leader P3). P5 (IT Centre) will provide the templates and methodology for
developing Digital Learning Packs to acquire skills using blended learning. Each partner will
develop one learning pack. P3 will take the lead to design the eco-system of the Open Badges
for the validation process and guide all partners to meet the requirements.
o IO4 - The CONNECTEDLEARNING@YW Tool Kit - Setting up the Digital Learning Routes (IO
Leader P4, Co-leader P7). P4, a well linked NGO, will guide the partners to design, pilot-test,
evaluate and localise a ready to implement Tool Kit with all essential tools to implement the
project in full. All partners will localise the Tool and proceed to map out learning spaces,
following the methodology of the project.
o IO5 – The CONNECTEDLEARNING@YW Strategy Pack for Upscaling (IO Leader P2, Co-leader P7).
IO5 is an essential product of this innovative and challenging project. P2 as an EU Network will
develop the template for creating Policy Recommendations for upscaling the project’s
implementation to the National and the EU level. All partners will be required to develop their
plans to ensure sustainability of the products.

Target groups:




DIRECT TARGET GROUP:
Young people with fewer opportunities who live in remote, marginalized areas, or belong to
excluded groups of youth with limited access to learning opportunities.
INDIRECT TARGET GROUPS:
Youth Workers, youth organisations, local councils etc.

Aim of the Toolkit
This document serves the aim to help and guide participants (Learners and learning Providers) in elearning platform and mobile app through their journey of expanding their knowledge and more
specific in the digital world. The Connected Learning Consortium, in which are included 6 European
countries (Bulgaria, Cyprus, Italy, Germany, United Kingdom and Sweden), aimed, on one hand, to
encourage all young people and mainly marginalised youngsters, ones who live in rural areas and urban
districts to participate in Lifelong Learning (LLL) activities offered in various forms and contexts. And on
the other, to empower organisations by providing them with step-by-step methodology, which will
guide them through the implementation of the training courses, monitoring and evaluation procedures
and processes of assessment and validation. Moreover, the Tool kit supports Youth organizations,
Authorities and Associations in a city or region to create their onw learning Routes anywhere in Europe.
Furthermore, this document serves the aim of ensuring further exploitation and sustainability of the
developed products within the Connected Learning project.

Researches
For the purposes of the project each partner conducted a Baseline Desk Based research, which
investigated the key statistics in each partner country regarding the state of digital skills and
competences among young people; what is the national situation with YW (number, growth,
volunteering, etc.); what are the types of education that exist in the partner countries and what
qualifications are offered; what accreditation is given for FL and NFL and is it recognized by employers;
etc.
Full template with key questions can be found in the Appendix.
In order to be able to develop a methodology that fits the context of each partner country, we used
the results from a premade qualitative desk-based researches (consisting of ten questions) and surveys
in all six participant countries. Afterwards they were combined in one complete document - a
Comparative Index Report, which is aimed to contribute the achievement of the project’s goals.
There can be found specifically identified differences in the current digital competences and digital
landscapes in each partner country. According to the Digital Economy and Society Index (DESI) all EU
countries improved their digital performance, yet there are countries that still have a long way to go.
The common opinion is about the need for ongoing development and improvement of young peoples’
digital skills and the necessity of youth engagement in digital skills development earlier.
A survey about Key Youth Metrics in Partner Countries shows that youth work definition differs across
countries and it is hard to make a comparison in European context. Based on the survey, responsibility
for youth work varies across the European countries from public bodies to third sectors.
According to the findings in the Comparative Index about Non-formal Digital Skills Education, there is
a strong relationship between youth work and learning outcomes. Non-Formal Learning and Informal
Learning are considered as important as Formal Learning in regard to digital skills development.
When it comes to formal education, it should focus on up-to-date job-specific digital skills and
competences. It requires more widespread and easier validation, in order to make such skills more
recognisable and transferable - this way youth employability and mobility will be improved.
As far as the Types of Digital Skills Education Providers, the EU Action Plan for a Europe-wide platform
for digital higher education and stronger cooperation is a priority in Europe. Formal Learning is a more

developed in varying degrees, while Non-Formal Learning is a less developed, reconciled and
monitored field - a real gap across the EU.
There are differences between the countries regarding the volume and type of Non-Formal Learning
providers, in front of which are two main challenges - the lack of recognised qualification and the
competition from Formal Learning providers. Besides, there is no standard source of information on
these NFL providers, which is a key problem that requires deep consideration.
The recognition process of Formal Learning is known as accreditation. The EQF, in which all CL partners
participate, is a common European reference framework, aimed to make qualifications more
understandable across different countries and systems. Still, the recognition and validation of nonformal learning is a real challenge for Europe. In terms of the recognition of informal learning, Mozilla
and the MacArthur Foundation launched the Open Badges project - Open Badges are simple objects
comprising a picture with embedded (meta)data). They play a key role in the Connected Learning
methodology.
As to examples of best practices, they exist in various forms across Europe. However, it is known that
there is no similar offering to the Connected Learning mapping, accreditation and learning routes being
developed as part of the current ERASMUS+ project.
According to the Comparative Report, there are significant differences between the partner countries
especially in relation to their current digital competitiveness, but all agree that a common development
in that field is needed. This is one of the reasons why this particular project is important and poignant
in acting as a medium to bridge the gaps existing not only within one particular country but across all
partner countries involved. In addition, the Report gathers all the recommendations made about the
project.
The full Comparative Index report is linked below to the corresponding partners’ languages:
English
Greek
German
Bulgarian
Italian
Swedish

Methodology

Methodology for Young people

Within the Connected Learning project were developed e-platform and mobile app with an
interactive map. There learners can easily register only by including in their name, contact details and
a short paragraph about their strengths, interests, talents, educational attainments, etc.
After that they are allowed to filter and search for courses that respond to their interests.
Learners can also trace their courses out and have a visual representation of the ones they have
completed and a section dedicated to their acquired Open Badges. In the ‘searching tab’ learners can
search for courses or use the filters on the right side of the page, add them to their wish list and develop
their individual CL route.
When they successfully pass the envisaged assessment and finish a certain course, the provider
ticks it as a successful completion for each learner. Learners can search for particular organisations in
a given area, because the platform provides filters allowing specific types of pins to show on the map.
Organisations also create a profile in the platform with relevant information and are allowed to
upload teaching materials (or provide a link to them) and share them with learners.
Within the project another objective is the creation of Learning Routes aimed to map and
connect spaces of FL and NFL, which will enable the learners to better navigate through the available
learning opportunities. In the platform various teaching methods are used (F2F, blended or online) one
of which allows remote learning and supports especially disadvantaged youngers to participate fully.
More complete information can be found in the link: Methodology for Young People

Methodology for Learning Providers
Organisations (colleges, training centers, associations, schools, etc.) providing information and
education opportunities will be able to strengthen their professional profile, give awareness about their
activities, reach and cooperate with other EU and National organisations, attract learners across the
EU and also enhance and broaden their strategies for facing the need of today’s youth, especially
unprivileged young people.
For becoming a part of the CL, organisations can easily make a registration. They should create
a profile consisting of contact details and a short description (if the organisation has branches in more
than one location, a separate profile for each of them must be created). When creating a course, the
provider must include all the information about it (tags can be assigned in order for the course to be
easily found). The course information must include a short description, the teaching mode (plus the
venue if it is F2F or blended), any prerequisites, start date, duration and frequency, target age group,
language, whether it is endorsed, examinable or/and certificated, the price, any other conditions for
participating, and other additional details are possible.
The organisations can also provide the learners with teaching materials, supported by different
assessments for each course, needed for its completion. As a validation method are used Open Badges
that can be designed by the provider.
In order to be seen who has registered to the specific course, a ‘learner tab’ will be available,
where the provider has the chance to remove or add individuals and mark those who have completed
the course.
More complete information can be found in the link: Methodology for Providers

Open Badges eco-system
Open Badges are a visual representation of a type of accomplishment, related to education,
business, workplace, etc. They are officially created by Mozilla and managed by IMS Global Learning
Consortium®. Nowadays, many organisations around the world including schools, colleges,
universities, different training organisations and companies take advantage of The Open Badge
standard. The badges can be earned for any achievement or experience, such as knowledge,
communication, collaboration, participation and community involvement etc.
The badge is in the form of an image file, which contains the information about gained skills,
knowledge and accomplishments. The metadata allows to be accessed and reviewed in the future, it is
detailed and comply with the required standard data fields, such as: issuer, date of issue, description
of the badge, link to assessment criteria, link to evidence of what badge owner is claiming, link to
specific competence framework and tags, which puts an Open Badge in relation to specific context.
Thus, when a recipient earns a badge, the portable image of it can be displayed in any Open Badgescompatible application. The recipient can use the earned badges as evidence related to the
achievement. Moreover, achieving a couple of badges can greatly benefit the recipient, regarding his
personal and educational development.1
Within the project, based on the designed digital competence framework, the Open Badges
have been used for the assessment, recognition and validation system for the acquired digital skills.
Open Badges can support learners to achieve new collaborations, jobs, internships and richer
connections between lifelong learners. The badges can be added to their CV, LinkedIn, FB and other
relative profiles, as well as portfolios in addition to the Europass Certificate.
For each of the training modules, the Connected Learning Consortium has created the
corresponding badges. After successful completion of a module learners earn the badge. These badges
are made available for earning via the e-platform and the mobile app, which have been designed
specifically for the learning and assessment purposes of the project.

1

Sources:
https://support.badgr.com/portal/en/kb/articles/what-are-open-badges
https://www.openbadges.me/openbadges
https://iite.unesco.org/highlights/open-badges-new-opportunities-to-recognize-and-validate-achievements-digitally/

Platform and Mobile App
For the purpose to provide EU youth, especially marginalized young people or at risk from social
exclusion, with easy access to education and training opportunities, an online platform and mobile app
are created, so that courses and training workshops can be easily found and attended.
The idea of the partners is to make the participation as easy and simple as possible. For putting
an organization on the map, a profile of it is needed (see more: For Providers) and its pin should be put
on the map. One of the main benefits for the organizations is that they can promote their trainings free
of charge and in a comprehensive, accessible and attractive way for learners all across Europe.
The Connected Learning platform and mobile app are dynamic and interactive. They consist of
useful e-tools and resources for digital development of young people, some of whom are with
marginalized background. The developed e-learning modules from the CL Consortium are available in
the platform in six different languages, thirty-five courses in total.
Each module is based on the components of the Framework and includes a theoretical part,
practical examples, relevant resources, material, articles etc. Initial and final validation tests are
provided and for successful completion of a course the learner gain an Open Badge as a digital
certificate for the acquired competences and can be used as a virtual CV of skills and qualifications.
Connected Learning e-learning platform and mobile app are expected to provide NFL Providers
and Learners with essential information and options for learning opportunities, strengthen further the
digital competences of young people, upgrade methods and services in Youth Organisations and
stimulate the change, innovation and further development through encouraging LLL and professional
development.
You can register into our e-platform from here: https://connectedlearningmap.com/
Mobile app: https://play.google.com/store/apps/details?id=com.connectedlearningmap.app

Road map for implementation of training module

For a training program to be successful and useful it is required to be precisely structured. This
way learners can benefit fully and educators will be facilitated in achieving the objectives within the
training activities.
In the process of creating and presenting a functional training programme, the inclusion of
consistent stages is essential, as well as identifying the main steps for achieving the programme’s aims,
in order to make sure that everything planned will be covered. Doing that is a guarantee for avoiding
some common problems that may occur in the process of implementation, such as weak time
management, not knowing the actual purpose of the training, thus including inexact information and
confusing the audience.
The key for creating a successful and effective training course is structuring a preliminary plan
or a road map. The main thing which has to be done first is defining the topic of the training and the
expected results by taking into account the target group and its needs.
The following methodology can be used as a road map for implementing a well-organised
training course:

DETERMINE THE TARGET GROUP AND THEIR NEEDS.
An essential step before creating a functional training programme is identifying the target group and
their needs, as well as the possible obstacles that may occur during their attendance in a specific
course.
The Connected Learning project is aimed at young people and especially those from marginalised
communities or with fewer opportunities (direct target group) and youth workers who have direct
access to young people or participate in NFL activities (indirect target group). It faces their needs for
more engaged formal and non-formal education by facilitating their access to many online courses and
workshops and allowing them to attend in those which correspond to their interests. Their more
specific needs can be identified by different types of surveys or petitions, for example. Once they are
determined, you can step into the development of the training course.

CHOOSE THE SUBJECT OF YOUR COURSE
As an instructor, you have to carefully consider what type of topic will arouse the learner’s interest, on
one hand, and will be helpful for them, on other hand. The subject that you decide to present should
comply with the needs of the target audience. For example, nowadays, digital skills are highly necessary
when applying for a job. Additionally, self-development trainings are also vastly spread and preferable.
Partners from the Connected Learning Consortium developed and uploaded a course into the elearning platform. The uploaded materials cover the following six modules:
Module 1: Business Principles
Module 2: Marketing
Module 3: Planning & Budgeting
Module 4: Innovative Learning
Module 5: Soft Skills
Module 6: Thinking ahead

IDENTIFY LEARNING OBJECTIVES AND LEARNING OUTCOMES
Identifying learning objectives, i.e. the skills and knowledge that the learners are expected to gain by
the end of the course, is a key step towards completing an effective training. They can be easily
determined by considering the needs of the target audience and the subject of the course. In order to
keep the participants engaged and motivated during the whole learning process, consider foreseeing
no more than 3 learning objectives for each training.
The S.M.A.R.T method is quite helpful when defining the training’s purposes. This method covers the
following types of objectives:
SPECIFIC

MEASURABLE

ACHIEVABLE

RELEVANT

TIME-BOUND

DESIGN AND DEVELOP TEACHING MATERIALS
After clarifying the needs of the target group, the topic to be presented and the learning objectives,
the next step is the creation of the teaching materials needed for the implementation of the training

programme. The most important thing to keep in mind is that the material must be consistent with the
learning objectives.
They can be uploaded in the e-platform in any form (plain text, presentations, videos, etc.) and each
instructor can decide how to present the course. The content and the information within the course
should be motivational and innovative, in order to keep the learners engaged the whole time.
A helpful advice for the educators when developing teaching materials is using the 5E Learning Model,
which is based on the constructive approach to learning. It includes 5 phases of learning through which
the learners have the opportunity to gain new knowledge and meaning from experiences. The table
below presents the stages of the 5 E’s:
Engage

Engaging the learners with challenging situations, in order to activate
knowledge and provoke questions.

Explore

Learners investigate a phenomenon, in order to challenge knowledge and
create ideas.

Explain

Learners explain the phenomenon, in order to gain and apply new knowledge.

Elaborate Learners apply their knowledge towards new situations.
Evaluate

Learners reflect on their knowledge, make assessments on the learning process.

TEACHING TECHNIQUES
As mentioned above, the teaching materials should be presented to the learners in an interactive way
that will stimulate them to acquire long-lasting knowledge.
A great number of teaching techniques can be found online and each instructor can decide which is
more suitable for him/her and his/her audience.
Consider some of the following ideas:



Using audio and video materials - adding audio or video materials will transform your course
into more engaging and attractive to your learners.





Including discussions, assignments and questions - it would be quite beneficial to give
something to your students to think about or analyse. For example, add to your course some
kind of task or situation and ask them to evaluate it, to give opinions and possible decisions.
That will stimulate the learners to apply the acquired knowledge and to easily remember
everything they have read.
Add photos and hyperlinks - it is a great decision if you don’t want your students to be bored to
add some photos, diagrams or hyperlinks to interesting and subject-oriented articles, videos,
websites, blogs, etc.

ASSESSMENT SYSTEM
As an assessment methodology you can consider the inclusion of assessments and quizzes for each
course. Adding an initial and final assessment is a great way, on one side, for the learners to check their
progress, and on the other side, for instructors to see how effective their course is.
Give thought to adding quizzes after each theme within the course, since it is quite helpful for the
learners to assimilate the received information. The e-learning platform allows the providers to choose
from a number of ways to upload questions within the quiz (multiple choice, drop down list, true or
false, etc.).

Teaching materials
Within the project the Connected Learning Consortium had developed teaching materials,
which are based on a Digital Competence Framework, with inbuilt benchmarks and indicators to help
learners and their mentors (Youth Workers) monitor, assess and validate their progress for the
acquisition of the targeted digital skills through the open badges. The Framework consists of topics in
the teaching material; defined knowledge, skills and autonomy the learner will acquire after a given
course; activities through which the process of learning will happen. The learning approach is purposely
constructed in a flexible way. This allows young people to receive the desired knowledge in multiple
ways, such as: face-to-face, online or blended. All of the learning modules refer to EQF level 3-4
(intermediate).
Few words about the EQF…2

The European Qualification Framework (EQF) is based on learning outcomes for all types and
levels of qualifications and translates the achieved results between other national qualifications
frameworks. The main objective of the framework is to contribute to the improvement of people’s
qualifications in relation to their transparency, comparability (to compare qualifications from different
countries and institutions) and portability. The EQF consists of 8 levels (level 1 is the lowest and 8 the
highest level).
The relation to the EQF allows the countries to establish a clear and transparent relationship
between their national qualification levels and the eight EQF levels.

Learning modules
Based on the experience and expertise partners have, they had developed teaching modules
related to the acquisition of digital skills. All of them are translated into partners’ languages (English,
Italian, German, Bulgarian, Greek, Swedish) and are available (after registration) on the e-learning
platform and mobile app in the form of online courses3.

2
3

Source: https://www.cedefop.europa.eu/bg/events-and-projects/projects/european-qualifications-framework-eqf
Links to the learning modules in all partners’ languages can be found in Appendix 2

Here you can find a short description of the content for each developed learning module.

Module: Business Principles
This module aims to present the basic elements of business, as well
as to acquaint trainers with basic concepts used in business
environments. Also, in it you will find information about the current
challenges facing the leaders of large companies.

Module: Budgeting and Planning
The course is an introduction to the fundamentals in estimation of
a Budget and a creation of the Business plan for a start-up business.
It answers the questions: What is a Budget, why is beneficial, how
to prepare one and what are its main components? What is a
Business plan? Strategies, potential risks and important analyzes
related to the successful start-up business.

Module: Innovative Learning
This module focuses on the process of Innovation learning for
Young people. It is divided into three topic of Ideation - Design
thinking, Promotion- Branding in Social Media, and
Implementation -Digital tools for Project management. Each topic
addresses the knowledge and abilities that support success in
creating and building a workplace opportunity in order to support
youth in establishing their own business, supporting entry into freelance, contract work, or gig
work, and/or developing as a self-starter within a work environment.

Module: Marketing
Marketing is an interesting and challenging subject which entails
a variety of skills and abilities. The module focusing on such field
aims at providing the learners with all the necessary knowledge
and know-how about marketing to fruitfully help them gaining
new abilities and competencies highly applicable in their
professional life and (future) career.

Module: Soft Skills
The module focuses on: Personal development, Rhetoric,
Learning and Development. The course will give young people the
tools through which they can strengthen their personal
performance when participate in a public discussion, develop
their CV, etc. Young people will also learn the connection
between health/diet and study results.

Module: Thinking Ahead
This module aims at providing learners with clear understanding
on the benefits, challenges, risks, methods and practical
applications for expanding a business. It will also equip learners
with the tools they need to make informed and calculated
business decisions for profitability, scalability and financial
sustainability.

Register on our e-learning platform.

Links to the learning modules in the e-platform can be found below:
Planning and Budgeting – https://connectedlearningmap.com/?post_type=course&p=3084
Business Principles –
Innovative Learning – https://connectedlearningmap.com/course/digital-project-managementtools-cge-erfurt-e-v/
Marketing – https://connectedlearningmap.com/course/marketing-2/
Soft skills – https://connectedlearningmap.com/course/soft-skills/
Thinking Ahead - https://connectedlearningmap.com/course/thinking-ahead-by-emphasyscentre-2/

Monitoring and Evaluation
These templates will be used by the Learning Providers / Educators / Lectors after the training in order
to monitor the progress and acquisition of skills by Learners. There are also questionnaire templates
for study analysis, which were made at the beginning of the Connected Learning project to evaluate
national landscape of digital skills and the need of their enhancement among partner countries.




Questionnaire for Young People
Questionnaire for Learning Providers
Questionnaire for the satisfaction and usefulness of the course

Templates can be found in the Connected Learning website: http://connected-youth.eu/io4/

Good practices from partners’ countries

COUNTRY
Northern
Ireland

Italy

TITLE

TARGET GROUP

Ulster University
Open Educational
Resources

Young People –
Particularly Post
Primary (aged 15 to
18 years)

Holistic Kidz NI

Children of all ages

Alison

Marginalised and
disadvantaged
adults across from
various backgrounds

WeSchool

High school level
pupils (14 to 19yo)
and teachers
Young Adults;
private companies
and teachers
Open to all citizens

Lacerba

TRIO

SHORT DESCRIPTION

LINK

To provide a variety of short courses from all disciplines across the
University to young people to raise aspirations to attend higher education
and to develop learning in topical areas such as social entrepreneurship,
business, art and history. In addition to educating young people resource
packs are provided for teachers to embed this within the classroom if
desired.
Online wellness support and relaxation sessions for young people to learn
how to manage stress and anxiety of everyday life.
For-profit social enterprise dedicated to making it possible for anyone, to
study anything, anywhere, at any time, for free online, at any subject
level. Courses range from IT to business to teaching to personal
development. It is now a global phenomenon in over 25 countries globally.

https://openeducation.blac
kboard.com/site/ulsteruniv
ersity

WeSchool, former ‘Oilproject’ is a platform founded by former students
which offers lessons of many subjects within is digital Library. The platform
is free for both students and educators.
Lacerba is a platform offering courses for developing digital skills within the
following subjects: Coding, Marketing, Business, Web Design and Personal
Branding. The platform offers free courses and lessons as well.
TRIO is is the web learning system of the Tuscany Region that makes
available to everyone, totally free of charge, training products and services

https://www.weschool.co
m/

https://www.holistickidz.co
m
https://alison.com/

https://lacerba.io/

https://www.progettotrio.i
t/

Germany

Bulgaria

Upgrading Digital
Youth Work – eLearning Platform
for Educators
DICIPASS – Digital
Citizenship for
Youth e-Learning
Platform
Skyrocket Platform

Educators, Teachers,
Students

UCHA SE is an
online platform,
which supports
pupils during their
studying.

Pupils from 1st to
12th grade

on transversal or specialized topics. It offers about 900 training products
available online at any time of the day; the issue of a certificate of
attendance upon request following the passing of the final test or all
intermediate tests; technical support and assistance through help-desk
services, tutoring and orientation to the training offer; the opportunity to
participate in the social dimension of online learning through Webinars, the
English and IT didactic laboratory and the Community; personalized access
for organizations through the activation and management of a Web Learning
Group (WLG).
The Upgrading Digital Youth Work e-Learning Platform, featuring eAcademy, e-Community and e-Resource Data Bank, is meant to
revolutionise blended-learning for young people and youth workers. Here
educators and students can find various courses on applied deep tech skills.
DICIPASS e-Learning Platform offers a unique set of courses around the
theme of Digital Citizenship. With its “Study Focus” mode, the learners
completely emerge into the course environment and are able to get the best
out of each lesson.
Skyrocket Platform was developed by Social Impact gGmbH and offers value
proposition design, social business model, impact management, circular
economy courses, where theory combines with tools to find solutions to the
challenges young social entrepreneurs face.
The platform provides materials in all studied disciplines and subjects at
school in an interesting way and in an understandable language

SOFTUNI
FOUNDATION
supports education

Young people, adults
and teachers

An NGO supported by Software university provides learning materials,
organizes face-to-face and online courses.

Educators, Teachers,
Students

Social
entrepreneurs, startupers, innovators

http://digitalyouthwork.4learning.eu

http://dicipass.4learning.e
u

https://skyrocketplatform.
eu/en/academy

https://ucha.se/?gclid=Cjw
KCAjw9MuCBhBUEiwAbDZ7gf9Zg6BH36g9TLo4UBGvh
P5Q2HDjzdZdBgNOUliBZuN
mhQShXM7RRoC9o0QAvD
_BwE
https://softuni.foundation/

Cyprus

Sweden

in the field of
digital skills and
technologies
AKTINA is known
for providing IT
courses & services
CSP Academy
provides a selection
of IT and Business
courses
NTI is a private
actor, who provides
all high school
courses
HEA is a communal
actor who provides
all high school
courses

Young People, Youth
Workers, Adults,
professionals
Young People, Youth
Workers, Adults,
professionals
Young people >20
Adults, professionals

Young people >20
Adults, professionals

AKTINA is an IT training organisation, which provides a blend of online and
face-to-face courses.

https://aktina.com.cy/

CSP is a is a Vocational Training Center, which helps companies and
individuals to stay competitive in business by providing a range of IT and
Business courses (some paid, some free). The courses are both online and
face-to-face.
Which provides online courses

https://scp.ac.cy/

Provides a blend of online and face-to-face courses.

www.hufb.se

www.nti.se

Tips and things to avoid
This section refers to the easy and successful use of the online platform.
Organizations that provide education and training and want to reach more people through the
Connected Learning platform need to upload their learning materials as training courses. For
organizations
that
don’t
have
this
experience,
there
are
video
tutorials
(https://www.youtube.com/watch?v=xkSeHimJGF8 ), which can help and easify the process.
In general, the e-platform is easy to navigate and it’s compiled of familiar features that usually users
face in this kind of websites. For more guidance, you can also check again the document Methodology
for Providers, section 7 (uploaded on page 13 in this document).
Another thing that a learning provider should consider is the structure of their learning material. The
e-platform offers various ways of how the course can be structured. Take your time and look what are
the suggested options within the platform and choose the one that suits your course best.
After you upload a certain file or make a change to the content or settings always click on the “Save”
button to be sure that your amendment will stay.
When you upload the learning material from your course and don’t have enough time to finish it, you
can just save the changes and continue another time. You don’t have to make the course visible yet.
This way you can finish in the next day or some other time.
Tips for the learners would be to use the filters for easier navigation through the platform or if they
already know the name of their desired course to tap it down in the search section. Once you choose
the course you can see if it is paid, what is the curriculum, whether you need to finish another course
before that, etc.
Before enrolling in the course, you can check the curriculum and see if it answers your learning
expectations, what is the time duration that the course will be open and what are the other courses
that this learning provider is offering.

References:
Appendix 1 – Baseline Desk Based research
Appendix 2 – Learning modules in partners’ languages:
Bulgarian –
Бюджет и бизнес планиране (Budget and Business planning)
Бизнес принципи (Business principles)
Иновативно обучение (Innovative Learning)
Визия за развитие (Thinking ahead)
Междуличностни умения (Soft Skills)
Маркетинг (Marketing)
Greek –
Επαγγελματικές Δεξιότητες (Soft Skills)
ΣΚΕΨΕΙΣ ΓΙΑ ΜΕΛΛΟΝΤΙΚΑ ΣΧΕΔΙΑ (Thinking Ahead)
ΚΑΙΝΟΤΟΜΟΣ ΜΑΘΗΣΗ (Innovative Learning)
ΕΠΙΧΕΙΡΗΜΑΤΙΚΕΣ ΑΞΙΕΣ (Business Principles)
ΠΡΟΓΡΑΜΜΑΤΙΣΜΟΣ ΚΑΙ ΠΡΟΫΠΟΛΟΓΙΣΜΟΣ (Budget and Business Planning)
ΜΑΡΚΕΤΙΝΓΚ (Marketing)
Swedish –
Italian –
BUDGET e BUSINESS PLANNING
Principii di Business
Competenze Trasversali
Business
MARKETING
German –
Geschäftsgrundsätze (Business Principles)
Soft Skills (auf Deutsch)
Marketing (auf Deutsch)
Innovatives Lernen (Innovative Learning)
Voraus denken (Thinking Ahead)
Haushalts- und Geschäftsplanung (Budget and Business Planning)

THE EUROPEAN COMMISSION’S SUPPORT FOR THE PRODUCTION OF THIS
PUBLICATION DOES NOT CONSTITUTE AN ENDORSEMENT OF THE
CONTENTS, WHICH REFLECT THE VIEWS ONLY OF THE AUTHORS, AND THE
COMMISSION CANNOT BE HELD RESPONSIBLE FOR ANY USE WHICH MAY
BE MADE OF THE INFORMATION CONTAINED THEREIN. PROJECT NO: 20183-UK01-KA205-059942

