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1 - Introduction 
 

1.1. The context 
In the past two decades, digital technology and social networks have become more and more 

incorporated into our day-to-day lives. Therefore, they have become critical components of a 

variety of changes. Although this technology has affected almost every person in society, it had a 

greater impact in particular on youngsters since they have been exclusively brought up in this "digital 

era". 

The proliferation of connected digital technologies can be traced back to the 1990s, as a result of the 

launch of the first World Wide Web browser; through the years, the public accessibility to the 

Internet has been even more enhanced and the founding of social networking sites (YouTube, 

Facebook, Twitter, etc.) has ensured a global adoption of these technologies. In the meantime, a 

generation was aging. Today, youngsters grow up with digital technology and, in addition to that, 

the internet, video games and other forms of technology have played major roles in shaping their 

lifestyles. This is one of the key-point in debates related to this topic, in addition to whether or not 

technology is responsible for shaping also attitudes, values and patterns of social behaviours. It 

should also be noted that digital technology can erode cultural values, especially if they are 

constantly in depiction of foreign cultures. Looking at the high consumption levels of youngsters, it is 

undoubted that these technologies have had a significant impact on them.  

Living in a society that is awash with media, the youth have come up with various avenues of 

expressing values, behaviours and attitudes when compared to previous generations. In the 

environment that we have today, it is clear that people have to embrace and master digital 

technology in order to be up-to-date and successful. Based on this perspective, this new generation 

is highly versed in technology, and this has deeply influenced their interests and skills. In particular, 

they perceive, think and decode information quite differently from their elders, and this has a 

strong influence on their educational/school paths: they learn in a different way, they have a 

different level of attention and concentration, they need different approaches to be motivated and 

involved. 

Teachers, trainers, educators and in general all professionals dealing with this target group should be 

aware of these specific aspects, in particular when youngsters are at risk of early school leaving and 

need even more specific attention and targeted approaches. In fact dropout, lack of motivation, 

exclusion from school and behaviour problems have become major topics of concern in our 

European countries. In Europe, the rate of early school leaving (ESL - early school leaving) is around 

13.5%, but the European Union aims to reduce this percentage to 10% by 2020. Even the dropout 

phenomenon is international, each country has its own approaches and pilot projects. Exchanges 

between Member States on actual progress following a common direction have always been 

encouraged, so as to assess together the efficiency of measures taken both in general education and 

in vocational education and training. 

The TICS project fits the European objectives on employment, innovation, education and social 

inclusion since it aims to develop operating methods addressing of education professionals, social 

workers, experts in integration and to anybody concerned with social issues, including school 

dropout and social exclusion.  



 
 
 
 

Project number: 2015-1-FR01-KA202-015032 

This project has been funded with support from the European Commission. This publication [communication] reflects the views only of the 

author, and the Commission cannot be held responsible for any use which may be made of the information contained therein 

4 

 

1.2. The TICS project 
The " TICS dans l'accompagnement Socio-éducatif pour combattre le décrochage scolaire" project is 

based on the idea that professionals working with young people (teachers/trainers, educators, 

social workers, experts in orientation/ insertion, …) can play a vital role on one hand in dropout 

prevention, intervention and remediation and, on the other hand, in making youngsters more 

conscious of all the risk that technologies may entail (addictions, relationship problems, etc). 

This production is based on the work done during the TICS  project lifetime by the involved partners, 

that are 7 organizations from 6 different European countries: 

 IFRTS – France (Corse) 

 ISQ -Portugal 

 QMED - Netherlands 

 ITG - France 

 RRI - Slovakia 

 CIEP - Belgium 

 CIVIFORM - Italy 

 

Starting from the issue of fighting early school leaving, TICS project focuses on the professional 

counselors on social integration or mobility of public seekers within the fields of employment, access 

to human rights, health, housing, citizenship or in a vocational training course. It starts from the 

prerequisite that the two previously separated fields, the field of education and training throughout 

life and the social field, are nowadays converging. The coaches, experts in social and professional 

integration, social workers as well as the trainers offer support services to young vulnerable people, 

supporting in this ways teachers and families. When dealing with young people, it is necessary to 

take an interest in their practices and try to understand what is to be taken into account.  

TICS partnership project offers to the quoted professionals the possibility to integrate a new 

approach to meet and listen to these young people who are fewer in the street and increasingly on 

the web. In the context of educational and social intervention, it is about to encourage and train 

professionals in the use of ICT and technological practices that can open to dialogue. 

The TICS project works on two innovative components: 

* First, helping youth discover that it is possible to use ICT and online networks in a different way by 

finding online people willing to listen and to accompany them. Youth should be encouraged to find a 

better balance between their virtual and everyday life. It would indeed come to raise awareness on 

the cyber addiction’s serious consequences, because being online anytime (ex: “sleep texting”) - 

result of our modern lifestyle - increases the risk of depression and school dropout. 
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* On the other hand, the professionals are encouraged to meet young people in an environment 

other than "on the street". While most of professionals find no young people in the public spaces, 

some young people are traditionally accompanied by street educators to high street or in their 

assembly points. Therefore, it is necessary now to discuss with these professionals their current 

vision on ICT and their impact on the world and on young people they accompany, in order to cope 

with digital gap. 

The use of ICT in the socio-educational support is the subject of some experimental actions/tools in 

the framework of this project. In detail, the specific intellectual outputs developed by the TICS 

partnership are: 

01 Consumer perceptions and practices of young digital natives 

02 "Digital natives " tool case: tools to educate youth about the risks of digital addictions 

03 Information and Communication Technologies used in socio-educational activities 

04 "Using digital for support, it’s possible" tool case: awareness tools and proposals to better take 

into account the role of ICT in supporting youngsters dropouts in risk of drop out. 

05 Project website and online community for two-way communication and action 

06 Training materials: ICT in socio-educational support activities to fight early school leaving 

 

 

All developed tools are available at www.ticsproject.eu. 
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2 - Target groups 
The TICS partnership is pretty varied as it is composed by different kinds of organizations and, 

consequently, the target groups involved into project activities were different. For this reason in the 

following sections a short description of all involved target groups has been developed. 

 

2.1. Youngsters/trainees/students 
 

VOCATIONAL TRAINING STUDENTS: youngsters both aged 15-18 attending qualification (3/4 years) 

courses, aged 15-25 attending apprenticeship training courses, and aged 16-18 attending secondary 

schools (NB in Italy and Portugal there is a considerable percentage of foreign students enrolled in 

vocational training courses). The majority of this kind of students have a smartphone and internet 

connection and access Internet for many purpose (chat, videos, social networks, etc) every day. We 

also detected some illiteracy in terms of dealing with new technologies. Is true that, these age groups 

belong to generation Z, born after 1995 but, in a general way, the use that they make of their devices 

is very trivial. They are used to be connected to chat, play and access entertainment resources during 

their free time but, at the same time, they are not used to using these tools for other purposes linked 

to their school life. Furthermore, part of them are, or are at risk of being, addicted.  

THE WAY THEY USE ICT TOOLS: The great majority of this target group own a smartphone and access 

Internet-based platforms on a daily basis. Chatting with others (mainly friends in real life) remain 

their fundamental activity, followed by accessing to digital resources like videos, music or games. The 

majority of them is not able to perform an effective research on a search engine and don't think to 

these tools as important resources for non-entertainment activities (such as school activities). Even 

more often they experience an effective and practical use of ICT tools at school while they totally 

miss education about the risk of addiction or other kind of risks (cyberbullying, sexting, gaming, etc). 

 

2.2 Teachers/Trainers/Educators 
 

- TEACHERS/TRAINERS in VOCATIONAL TRAINING COURSES / APPRENTICESHIP / NON-PROFIT 

SECOTR for students 15-25: teachers dealing with both theoretical and practical topics. Just few of 

them have experience in using ICT tools for educational purposes, while for the majority it seems 

quite difficult to introduce new methodologies in their daily activity even if they often declare to 

need to improve their educational approach in order to better support students with specific needs 

or problems. THE WAY THEY USE ICT TOOLS: This target group seems to be not very experienced in 

the use of digital tools, with exception of the ones who teach technical topics, and also not very 

motivated to learn how to use it for educational purposes. Digital devices and software/apps seem to 

them, still too often, as distractions for students more than tools to learn/develop knowledge. 
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Something is slowly changing, and projects like TICS help organizations to make their staff more 

aware of this necessity.  

 

- TEACHERS, HEADTEACHERS, SCHOOL INSPECTORS in pre-university education (general education 

and VET) for students 6-20 teachers involved in compulsory general education and compulsory 

vocational education and training. THE WAY THEY USE ICT TOOLS: A big amount of them use digital 

tools, but there are still a lot of teachers reluctant to introduce ICT in teaching, their major fear being 

the fact that the students can be digital starter than their teachers. Another issue is connected with 

the fact that they are not aware about the possibilities of using ICT, nor about the considerable 

amount of software and educational websites that can be used free of charge in education. Last but 

not least, they need a hands-on approach. Given that, Quarter Mediation focuses in its European 

training courses on how to use ICT in teaching in a creative way.  

- TEACHERS and TEACHING STAFF in tertiary education for students 18+ (lecturers, professors, 

coordinators of training departments etc.). THE WAY THEY USE ICT TOOLS: Even ICT is used at a 

larger scale at the university level, there are still enough conservative teachers not using the ICT 

available tools and educational software at their full potential. Moreover, as the technology 

advances very fast, teachers have to update themselves regularly with the novelties regarding ICT. In 

this respect, Quarter Mediation aims to update this target group with the newest technologies by 

delivering lectures and practical workshops on how to use different ICT software for teaching, 

evaluation and interdisciplinary learning. 

- TRAINERS in ADULT EDUCATION for trainees 18+ (decision makers in the field of education, 

teachers at all levels of education and involved in all types of education, representatives of 

authorities, decision makers in the field of education, businessmen, entrepreneurs, project 

coordinators, coordinators of training departments in companies etc.). By delivering courses to this 

target group, Quarter Mediation became aware of the fact that this is very complex one, as it 

includes people involved in compulsory and non-compulsory education, teaching and training staff 

for pre-university and university education, people delivering second chance education courses, 

people involved in formal, non-formal and informal teaching and training etc. Moreover, this 

complex target group works with people at different ages and with different educational, personal 

and professional background. Last but not least, due to the big wave of refugees in Europe, the 

problems become bigger and bigger the groups of trainees being a mixt of people with different 

cultural background. THE WAY THEY USE ICT TOOLS: the trainers in adult education must be aware 

that the ICT tools can and should be their friendly assistant in motivating their learners to gain the 

necessary competencies for the labour market and building this awareness is the ultimate goal of 

Quarter Mediation. 
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3. The educational approach  
Several theories, and consequent educational approaches, have been implemented through the 

years in order to reply to the emerging needs of this new generation of so-called "digital natives". In 

order to implement the TICS project, partners faced the strong need of adopting an educational 

approach really based on their context's characteristics and on their target groups' demands, and 

since they were on one hand quite diverse but on the other hand with similar needs, the final result 

was the implementation of a new approach, that put together effective inputs from different 

sources. 

3.1 From the Learning Activity 
In September 2016 partners' delegates attended a 5-days training event; it was a staff capacity-

building activity with participants from Portugal, France, Italy,  Belgium, Netherlands and Slovakia, 

during which they had the opportunity of exchanging their experiences and materials about how to 

prevent digital addictions (with reference to three main areas, social media, gaming and texting) and 

attending a workshop leaded by the Educational Psychologist Eduarda Ferreira (Faculty of Social 

Sciences - Universidade Nova de Lisboa). She shared her work ("Mind the Gap ") under digital 

practices and School, stating that “formal learning could profit from young people’s interests and 

enthusiasm in informal learning contexts, bridging the gap between formal learning and everyday 

digital practices”. 

 

 

 

Her workshop had a strong influence on how partners implemented project activities since the 

theories she explained touch the key aspects to be taken into consideration while implementing and 

promoting supporting actions for digital natives. 

Quick technological change has had strong effects in our lives: we are all connected and sometimes it 

is difficult to go offline; access to internet is pervasive due to smartphones, the use of which has 

rapidly arisen. For this reason youngsters nowadays are called "digital natives", as for them digital 
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communication is frequent and natural as the face-to-face one. In this context of changes, it is to be 

noticed that School is quite resistant: the way it works has remained pretty much the same and a 

taught-class is still more frequent than an interactive lesson based on the use of ICT tools. 

Furthermore, smartphones at school are very often forbidden because disruptive and distractive. But 

luckily something is slowly moving. Some teachers in fact recognize on one hand that Youngsters 

with social media are engaged, work in networks (being cooperative) and actively participate to 

lessons and activities and, on the other hand, that being digital natives doesn’t mean that they are 

already competent (no digital literacy, no critical thinking).  

For these reasons, the big issues to be discussed don't regard anymore the students but the 

teachers: must they be more competent than students with ICT tools? Should we still have one 

competent person teaching to non-competent ones? For Mrs Ferreira this paradigm should change; 

teachers should be the key to promote digital literacies, and they should change from information 

authorities into knowledge facilitators, since students may bring to classroom information 

autonomously gathered through Internet-connected devices. What can make the difference is to go 

beyond “don’t do” lists, and let students take advantage of all the opportunities digital tools can give 

them while engaging and motivating them.  

 

 

Another key point is to not work on the tool/app (today Facebook, tomorrow?) but to analyze how 

youngsters interact with digital tools and to improve their flexibility in using several tools and devices 

for their lessons. Teachers should improve their freedom, spending more time facilitating students’ 

learning than lecturing and having time exploring new approaches, being flexible in the management 

of curriculum’s contents. Finally, teacher should support students to become active builders of 

knowledge in the classroom (also with a flexible use of the space) 
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3.2 Other sources 
Partners in their work through the TICS project were influenced, in addition to Eduarda Ferreira, by 

the theories of Wim Ween, formerly teacher and at the present time Emeritus Professor of Education 

& Technology atDelft University of Technology. He is the author of the book "Homo Zappiens: 

Growing up in a digital age" and cooperated at the development of the Erasmus+ project "Drop 

App". The so-called Homo Zappiens (that represents a digital native), is quite different from the old-

fashioned Homo Sapiens as shown below: 

 

The Homo Zappiens» theory promote a new educational paradigm, that consider all these 

differences and take into account how this may influence the learning process of digital natives. 

http://www.bloomsbury.com/uk/homo-zappiens-9781855397101/
http://www.bloomsbury.com/uk/homo-zappiens-9781855397101/
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Another interesting source that influenced the TICS partners was the work of Marc Prensky, inventor 

and popularizer of the terms "Digital native" and "Digital immigrant" which he described in a 2001 

article in "On the Horizon". Shortly, he described the digital immigrants as the ones who learned the 

use of Internet and all its facts as adults, and the digital natives as the ones who grew up immersed in 

it and who have never known another experience. 

 

  
image from http://www.herald.co.zw/digital-immigrants-need-to-catch-up/ 

 

In 2012 he wrote the essay "From Digital Natives to Digital Wisdom: Hopeful Essays on Education" in 

which explained that the definition of "digital natives" often lead to a misunderstanding since it 

doesn't mean that youngsters have innate competences about digital tools and contents - they 

need to be educated to them. So, the key concept nowadays is "digital wisdom", that refers to 

critically accessing and processing the world of information/opportunities that can be found on the 

Internet (digital education AND education to digital). 

Finally, once we are dealing with “digital natives”, it’s inevitable not to speak about the concept 

“Generation Z” - youngsters born between 1996 and 2010. Also this theory was a milestone for 

project partners while developing the TICS activities and tools, since it’s important to access how 

they are, how they think and move, what motivates them. In the end, why they are like they are. 

Ryan Scott, on Forbes1, calls to these digital natives “mysterious”. While the early generations grew 

up amidst the relative peace and prosperity of the 90s only to have their expectations shattered by 

the 9/11 attacks and financial crashes of 2000 and 2008; generation Z never had the luxury of a 

threat-free perspective so they’ve been forced to view life through a more guarded lens from the 

start.  

Concerning their relation with technology, Generation Z has never known a world without 

smartphones and social media, so it’s even more ingrained for them than millennials. They gobble 

up information quickly and are ready to move on to the next thing in an eyeblink. When it comes to 

gen Z, seconds count. As Dan Schwabel, managing partner of Millennial Branding told Williams in The 

New York Times piece, “we tell our advertising partners that if they don’t communicate in five words 

and a big picture, they will not reach this generation.” 

                                                           
1
 Get Ready For Generation Z at https://www.forbes.com/sites/causeintegration/2016/11/28/get-ready-for-

generation-z/#288f06582204 
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With skyrocketing growth in biracial and minority populations, generation Z embraces 

multiculturalism as a touchstone of who they are, and this also informs their attitudes on social 

issues. They’ve come of age when same-sex marriage and a black president are a given and they 

expect continued social progress to reflect the ethnic diversity that is tightly woven throughout their 

lives. In the end, they are also a reflex of that, since they come from or move in diverse cultural 

backgrounds.  

 
image from http://www.theinkgroup.co.uk/can-employers-attract-engage-generation-z/ 

 

In term of private vs public sphere, a great part of the gen Z is less interested in sharing their lives for 

the public record. Anonymous social media platforms like Secret and Snapchat are more appealing 

to gen Z than Facebook and similar platforms that leave permanent records which can come back to 

haunt users later on. If we think about the risks related, if be exposed to the anonymous public can 

be dangerous, other risks can come from these “private” platforms. The behaviour is just visible to 

their peers, to their secret community. To tackle any dangerous conduct, is more difficult from 

outside and, when visible, can be too late. A great example is the recent “Blue whale” game, an 

online game that consists of a series of tasks assigned to players by administrators during a 50-day 

period, with the final challenge requiring the player to commit suicide. The game is based on the 

relationship between the challengers (also called players or participants) and the administrators, 

through private platforms of communication.  
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4. Skills to be developed  
The described theoretical basis helped TICS partners in implementing all the foreseen 

activities, in particular the implementing/testing phase. It is in fact when directly dealing 

with the defined target groups that the knowledge of them becomes more important. What 

partners learned from these sources guided their action while choosing the activity to 

propose and how to implement them to their specific target groups.  

 

 
image from http://tafebytes.com.au/how-tafe-is-addressing-australias-skills-shortage/ 

 

 

At the end of the implementing/testing phase, partners took the opportunity to share the 

obtained results, in order to compare them and to find out emerging training needs to be 

analysed in the context of the last project output. This activity of sharing and comparing has 

led partners to draft a list of specific skills that their target groups (both teachers/trainers 

and students) need to improve in order to: 

- take advantage of the innate ability in using digital devices by using them for 

educational/training/work purposes and - more in general - in a positive and effective way, 

avoiding risks 

- be able to motivate students and promote their educational/training attainment taking 

into consideration personal differences and needs 
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4.1 Students' skills 

Analysing the TICS project's results partners focused their attention on the set of skills that 

both youngsters and teachers/trainers should improve in order to effectively use digital tools 

for building new knowledge useful for their personal and school/job life (youngsters) and to 

deal with digital natives (teachers/trainers).  

 

There are many lists of skills described as fundamental in nowadays life; at the European 

level, the main one is the list of the European key competences for lifelong learning 

(Recommendation of the European parliament and of the council of 18 December 2006 n. 

2006/962/EC). The European Reference Framework sets out eight key competences: 

 

1) Communication in the mother tongue; 

2) Communication in foreign languages; 

3) Mathematical competence and basic competences in science and technology; 

4) Digital competence; 

5) Learning to learn; 

6) Social and civic competences; 

7) Sense of initiative and entrepreneurship 

8) Cultural awareness and expression. 
 

In this context, Partners recognized the importance of ICT tools for supporting the development of 

the European Key Competences; to be more effective, partners - starting from this list - pinpointed 

specific skills related to their national school systems and to their own experience through the 

project and in line with it. All these skills may be improved by the use of ICT tools and - at the same 

time - improve the way youngster use digital resources. This may led to a virtuous circle in which the 

teacher/trainer act as a facilitator. 

 

KEY SKILLS RELATED TO SCHOOL PATHS 

SKILL DESCRIPTION 

Learning to learn Organizing one's own learning by identifying, choosing, and using 

various sources and various forms of information and training 

(formal, non-formal and informal), also on the basis of the availability 

of time, one's own strategies and study methods. 

Designing Developing and implementing projects using the learned knowledge 

to establish meaningful and realistic goals and relevant priorities, 

assessing the existing constraints and possibilities, defining strategies 

of action and verifying the achieved results. 

Communicating Understanding different kinds of messages and of different 

complexity, transmitted using different languages (verbal, 
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mathematical, scientific, symbolic, etc.) and through various media 

(paper, computer and multimedia) and representing events, 

phenomena, principles, concepts, norms, procedures, attitudes, 

moods, emotions, etc. using different languages, through different 

media (paper, computer and multimedia). 

Collaborating and 

participating (group/team 

work) 

Interacting in a group, understanding the different points of view, 

enhancing your own and others' abilities, managing conflicts, 

contributing to common learning and collective activities, recognizing 

the fundamental rights of the others. 

Acting responsibly and with 

respect 

Being able to assert your rights and needs, recognizing those of 

others, common opportunities, limits, rules, and responsibilities. 

Solving problems Addressing problematic situations by building and verifying 

hypotheses, Identifying appropriate resources, collecting and 

evaluating data, proposing solutions  

Identifying links and 

relationships 

Identifying and representing links and relationships among different 

phenomena, events and concepts also belonging to different 

disciplinary fields and/or far away in space and time, identifying 

analogies and differences, coherences and inconsistencies, causes 

and effects. 

Acquiring and interpreting 

the information 

Acquiring and interpreting critically the information received in 

various fields and through various communication tools, assessing its 

reliability and utility, distinguishing facts and opinions. 

OTHER SKILLS WHICH NEED EMERGED DURING PROJECT ACTIVITIES 

SKILL DESCRIPTION 

Developing and /or 

improving awareness of risks 

related to digital addictions 

Addictions and of their consequences, with specific focus on gaming, 

texting, addiction to social media; being conscious of one's own 

situation in this context (am I addicted?). 

Developing and /or 

improving awareness of risks 

related to online 

relationships/communication 

Being conscious of the risk of communicating online (chatting, writing 

comments/posts, sending pictures, etc) with known and/or unknown 

people, with specific focus on cyberbullying and sexting. 

Using media tools for 

educational purposes 

Being able to use digital devices in order to look for specific 

information and useful materials or to prepare school work (i.e. 

presentations). 

Replying to stimuli in a 

proactive way 

Being proactive and able to actively and consciously involve yourself 

in a proposed activity. 

Using specific resources 

(software, apps, online tools) 

Being able to look for, try and use new digital tools useful to fulfil 

school tasks, on the basis of the resources at disposal and the specific 
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for educational purposes objectives to reach. 

Being focused on an 

assignment  

Being concentrated while participating to a lesson, to an 

individual/group task, focusing on the proposed topics without 

distractions. 

Developing (Social) Media 

Literacy  

The ability to access, analyse, evaluate and create media in a variety 

of forms, especially the ones related to social media. 

Respect the others 

 

Being able to recognize, accept and respect cultural diversity, by 

developing cultural awareness and respect for others. 

 

4.2 Teachers' skills 
With reference to teachers' and trainers' skills, it has to be underlined that partners' objective in the 

context of the TICS project wasn't to define all the skills a teacher should have, but to underline 

missing features - starting from the agreement on the following soft skills, that should be necessarily 

owned by each teacher/trainer, as listed below: 

 Communication 

 Self-motivation 

 Leadership 

 Responsibility 

 Team work 

 Problem solving 

 Decisiveness 

 Ability to work under pressure 

 Good time management 

 Flexibility 

 Negotiation 

 Conflict resolution 
 
 
 

 
image from http://careers.bmj.com/careers/advice/Effective_teaching_skills%E2%80%94how_to_become_a_better_medical_educator 
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Another reference model taken into consideration while analysing emerging needs of 

teachers/trainers was the European Digital Competence Framework, that identifies the key 

components of digital competence in 5 areas: 

 

1 Information and data 

literacy 

- Browsing, searching and filtering data, information and 
digital content 
- Evaluating data, information and digital content 
- Managing data, information and digital content 
 

2 Communication and 

collaboration 

- Interacting through digital technologies 
- Sharing through digital technologies 
- Engaging in citizenship through digital technologies 
- Collaborating through digital technologies 
- Netiquette 
- Managing digital identity 
 

3 Digital content creation - Developing digital content 
- Integrating and re-elaborating digital content 
- Copyright and licences 
- Programming 
 

4 Safety - Protecting devices 
- Protecting personal data and privacy 
- Protecting health and well-being 
- Protecting the environment 
 

5 Problem solving - Solving technical problems 
- Identifying needs and technological responses 
- Creatively using digital technologies 
- Identifying digital competence gaps 
 

 

Starting from these reference models, TICS partners during the project lifetime had the opportunity 

to pinpoint the specific skills (see table below) that are nowadays necessary to deal with youngsters 

that are digital natives and that in their own experience still need to be improved; this may be done 

through the activities/tools proposed in the context of Intellectual Output n.02/04. (NB Some of 

them are basic soft skills but specifically related to the use of digital tools). 
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BASIC DIGITAL SKILLS  

SKILL DESCRIPTION 

Managing information Being able to access, interpret and combine digital information and to 

organise, manipulate, store, share and protect digital information. 

Communicating effectively Being able to use digital tools to clearly communicate with others, to 

cooperate with others and to network. 

Increasing productivity (by 

using ICT tools) 

Being able to use digital tools to develop and present information, 

work on school lesson, give tasks to students, etc, improving 

productivity. 

Finding, accessing and 

using useful web-based 

contents 

Being able to move among all the information resources available on 

the Internet and use them for preparing tasks, interesting materials, etc 

for students. 

Using social media for 

professional purpose 

Being able to use social media (such as Facebook, Instagram, etc) in 

order to promote a good class climate, a positive and effective 

communication among students, motivation and involvement into 

school activities. 

Sharing contents/materials 

through digital tools 

Being able to share relevant documents/other materials on different 

platforms in order to simplify the way students access information. 

Supervising students while 

using digital tools for 

educational purpose 

Being a reference point for students even when not experienced in the 

use of digital devices being aware that the process is more important 

than the result. 

Problem solving Being able to work through details of a problem to reach its solution, 

passing through different phases: defining the problem, generating 

alternatives, evaluating and selecting alternatives, implementing 

solutions. 

Creativity Being able to use the imagination to create a large range of ideas, 

looking beyond the obvious. 

OTHER SKILLS WHICH NEED EMERGED DURING PROJECT ACTIVITIES 

SKILL DESCRIPTION 

Being flexible Being able to calibrate lessons/materials/assignments on the basis of 

students' specific features and to use different digital tools also without 

having a specific experience 

Promoting one's own 

continuous professional 

development 

Constantly improving one's own competences in order to better reply 

to students' needs 

http://www.50plusworks.com/skills-and-continuous-professional-development/
http://www.50plusworks.com/skills-and-continuous-professional-development/
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Listening actively Being able to have an effective dialogue with students, paying 

attention to what they say in different ways and being sensitive to the 

personal and individual needs of students 

Cooperating with 

colleagues 

Being able of effectively cooperating with colleagues also by sharing 

knowledge and materials related to innovative methods / techniques to 

be applied during daily activities in classroom 

Giving constant feedbacks Being able to let students have always a feedback about their work, 

being it positive or negative, and suggestions about possible 

improvements 

Applying student-centered 

teaching methods  

Moving upside down the teaching perspective, acting as a facilitator 

and motivator and not as the one who should transfer the knowledge 

(i.e. managing the "flipped classroom" approach) 

 

 

4.3 Tools to promote identified skills for students (IO 02) 
All the tools realized in the context of Intellectual Output n. 02 refer to specific skills to be developed 

by youngsters/students; in particular: 

TICS TOOL  SKILL 

Role-play about 
cyberbullying (with video) 

 Collaborating and participating 

 Communicating 

 Acting responsibly and with respect 

 Identifying links and relationships 

 Developing and /or improving awareness of risks related to online 
relationships/ communication 

 Replying to stimuli in a proactive way 

Video about gaming  Acquiring and interpreting the information 

 Developing and /or improving awareness of risks related to digital 
addictions 

Questionnaire about 
texting 

 Acquiring and interpreting the information 

 Developing and /or improving awareness of risks related to digital 
addictions 

Table games (in Labyrint of 

networks) 

 Identifying and evaluating various aspects of the use or abuse of 
social networks 

 Developing of critical thinking 

 Developing and /or improving Awareness of the benefits and 
negative consequences of the active use of social networks 

 Promoting the defense capabilities against social network abuse 

 Developing of the responsibility of the proceedings 

Online Comics  Identifying links and relationships 

 Interacting through digital technologies 

 Sharing through digital technologies 

 Engaging in citizenship through digital technologies 
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 Collaborating through digital technologies 

 Creativity using digital technologies 

Digital storytelling  Expressing themselves 

 Identifying relevant questions 

 Being motivated by gathering and composing different material  

 Using ITC in an efficient way 

 Managing time and contents 

 Communicating with pairs  

Quizze  Stimulating students' reflection through appropriately chosen 
questions 

 Developing your own improvisation 

 Developing your own flexibility 

 Continuously engaging all participants in an active approach 

 Fair access to all groups of participants 

 Expanding the portfolio of teaching methods and techniques 
NB It is possible to find more information about the listed TICS tools into Intellectual Output n.02 

Tool Case "Tools to educate youth about the risks of digital addictions" 

 

4.4 Tools to promote identified skills for teachers (IO 04) 
 

All the tools developed in the context of Intellectual Output n. 04 refer to specific skills to be 

developed by teachers/trainers; in particular: 

TICS TOOL  SKILLS 

Video about video methods  Being flexible 

 Managing the "flipped classroom" approach 

 Supervising students while using digital tools for educational 
purpose 

(Digital) Treasure Hunt  Selecting a theme or an objective 

 Identifying relevant questions and persons  

 Managing time and space 

 Supervising the “hunt” 

 Using digital support for educational purpose 

Using Video in Learning 

Experiences 

 

 Applying diverse teaching techniques for learning  

 Simplifying and explain complex problems  

 Sharing learning materials to trainees, as often as required, 
reusing the same content (video) 

 Giving to trainees the ability to learn at their own pace, with 
instant playback, rewind and pause  

 Reducing frequently asked questions from trainees 

 Demonstrating decision-making processes and / or practical 
activities 

 Supervising trainees during the process of “video making” and 
edition 

 Motivating learners by presenting material from a different 



 
 
 
 

Project number: 2015-1-FR01-KA202-015032 

This project has been funded with support from the European Commission. This publication [communication] reflects the views only of the 

author, and the Commission cannot be held responsible for any use which may be made of the information contained therein 

21 

perspective and / or using a different approach to gain knowledge 

Moodle  Applying diverse teaching techniques for learning  

 Sharing learning materials to trainees, as often as required, 
reusing the same contents (available on moodle platform) 

 Supervising students while using digital tools for educational 
purpose 

 Using media tools for educational purposes 

Socrative Quizz for 

quantifying the social-

media addiction 

 Organising better the knowledge about the issue of social-media 
addiction 

 Identifying gaps in knowledge about the social-media addiction 

 Helping self-assessment of one’s addiction to social-media 

 Providing feedback about the risk of social-media addiction to 
people working with youth (teachers, trainers, social workers, 
counsellors etc.) 

 Building awareness of youth to the need to reduce the time they 
allocate to social-media to the benefit of human interaction 

Socrative Quizz for 

quatifying the gaming 

addiction 

 Organising better the knowledge about the issue of gaming 
addiction 

 Identifying gaps in knowledge about the gaming addiction 

 Helping self-assessment of one’s addiction to computer gaming 

 Providing feedback about the risk of gaming addiction to people 
working with youth (teachers, trainers, social workers, counsellors 
etc.) 

 Motivating youth to reduce the time they allocate to computer 
games to the benefit of human interaction 

 Building awareness of youth to the dangers the gaming addiction 
can have to their safety and health, by engaging them in a virtual 
world and disconnecting from the real life problems 

Kahoot Quizz for 

quantifying the texting 

addiction 

 Organising better the knowledge about the issue of texting 
addiction 

 Identify gaps in knowledge about the texting addiction 

 Helping self-assessment of one’s addiction to texting 

 Providing feedback about the risk of texting addiction to people 
working with youth (teachers, trainers, social workers, counsellors 
etc.) 

 Building awareness of youth to the dangers the texting addiction 
can have to their safety and health 

 

Glogster  Allowing group work and human interaction by using a Web 2.0 
tool 

 Being able to be adapted to any level of education and any subject 

 Being possible to be used together with other teaching and 
learning methods, as well as with outdoor activities (e.g. treasure 
hunting) 

 Making easier the work of teacher by collecting a big amount of 
information and data in a poster in electronic format 

NB It is possible to find more information about the listed TICS tools into Intellectual Output n.04 
Tool Case "Using ICT to fight against dropping out of school" 
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5. Recommendations 
 

Partners recognized that the activities implemented through the TICS project lifetime were 

significant both for the target groups and the involved partners' staff in order to develop specific 

skills, among the ones listed in this document, and improve their awareness in relation to the risks 

that the use of digital and social tools may imply. At the end of this experience, they can underline 

specific aspects to keep into consideration while implementing the TICS approach or other similar 

ones: 

- it is very important to use the ICT for education because it can improve, in an easier way, the 

approach of students to the subjects. 

- the digital tool itself is not the key-point. The focus should be put on the process, on the contents 

and, above all, on the students. The use of digital tools loses sense if it is not combined with a 

meaningful context, where teachers/trainers/educators propose their use in order to reach specific 

objective and always keeping a direct contact with youngsters.  

- it is crucial to encourage teachers to develop their ICT skills in the process of education, but at the 

same time it is fundamental they learn to be more sensitive to the personal and individual needs of 

their students. When using ICT for learning purposes, teachers need to work with IT developers and 

offer to youngsters programs and applications that will be both attractive and user friendly. 

 

- in order to use wisely the ICT, the trainer must consider them as part of the design training 

process. Those technologies are means and not an end in itself. The use of ICT is relevant if they 

allow to achieve clearly identified objectives, to enrich the learning situations and contexts and to 

facilitate awareness, development and access to knowledge and its use. 

- teachers have to be more open-minded about taking the ICT into classroom as there are so many 

different ways to use the solutions ICT can offer; creativity is the key.  

- teachers have to get out of their comfort zone. Everyday technology and apps are changing. 

Teachers can't stop in the past they must be willing to learn and try new things. They must be 

humble and accept that perhaps the students know better how to use technology and love using 

technology, therefore they don’t have to be afraid learning from students. 

- using ICT for fighting early school leaving doesn’t mean to use only ICT in the daily teaching and 

learning process; it means teachers should focus on creating more attractive lessons for the XXIst 

century student, based on the eight multiple intelligences and on the learning styles of each 

individual. If the lessons are interesting and connected with real life situations, the students will 

gladly attend classes and will consequently have better school results.  

- teachers and trainers should understand that the traditional, sometimes conservative, teaching 

methods cannot be used as such, but only combined with non-formal methods of teaching and with 

the use of interdisciplinary teaching.  

- teachers’ motivation brings students motivation for learning. 


