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1. INTRODUCTION 

1.1 Background to and purpose of the report 
This report presents the findings of the research carried out by the 
DIGI.COM/YOUTH consortium during the research phase of the Project. The main 
goal has been to provide a summary report of the state of the art on ICT teaching / 
learning methodology in non-formal educational institutions with special focus on 
their correlation to the DIGCOMP Framework.  

The report has been based on the desktop research: analysis of the current policies, 
trends, other research of methodologies used to assess young people in need of 
overcoming digital challenges without a formal education). It takes into special 
account trends in the partner countries (ES, DE, PL and the UK) and Europe as a 
whole. 

The findings of this report will be included in a chapter in the Guidebook which will be 
developed alongside the platform and challenges of the DIGI.COM/YOUTH project. 
Additionally, an important part of this report will be to include summaries of research 
carried out on the technologies that best fit  the assessement of the competences 
within the  specifications of the DIGCOMP framework. The outcomes of this report, 
will be therefore taken into particular consideration during the development of the 
learning platform. 

This information will be assimilated into the outputs of the project. 

1.2 An introduction to the methodological approach 
This study can be seen as a scoping review which aimed to map the literature and 
evidence base available on ICT teaching / learning methodology in non-formal 
educational institutions within Europe.  
 
The process consisted of defining a research question; identifying and selecting 
relevant studies; summarizing and integrating the material; and consulting with 
partners in order to get information based on their experience. These stages were 
iterative during the process and some of them continued to be in operation 
throughout. 
 
Research was initiated in the early stages of the project in the form of a desk 
research and subsequently supplemented with information provided by the partners 
of the consortium in regards to their own experience in their organizations and 
countries. 
 
The methodology employed for the literature review involved searching academic 
databases and websites of relevant organisations for publications considering ICT 
teaching / learning methodology in non-formal educational institutions within Europe, 
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either as main focus or in connection with one or more of the themes agreed with the 
sponsor for the purposes of this study. Further references were also added by the 
team based on the consortium contacts and expertise. After collection of such  
materials, an outline was drafted to guide the completion of the report before 
discussion and review by all partenrs.  
 
Further references were drawn from the literature to address issues and questions 
that emerged as the report was being drafted. The list of references used directly for 
this report is listed in the bibliography section (section 4, pp.37). 
 
Relevant studies  and tools were identified by a process of searching academic 
databases and websites of relevant organisations with the aim of covering both 
academic and grey literature. Some academic journals were also searched manually 
based on their relevance. 
 
Special focus was given the DIGCOMP framework and the technologies that best fits 
the specifications of the framework to measure each competence.  
 
In addition, as the the DIGI.COM/YOUTH platform will be based on Moodle, the 
selected technologies specified should be implemented and integrated in the 
platform. However, where this may not be possible, we have studied the possibility of 
emulate part of their interesting functionalities. 
 
It’s expected that the results of this research will be included in a chapter in the 
Guidebook which will be developed alongside the platform and challenges. 

1.3 Overview 
This report includes a first section of State-of-The-Art (SoTA) where the need for the 
development of the digital competence levels or profiles for European citizens and 
the different on-going initiatives to tackle this need are pointed out.  
 
In this SoTA section, the document also explores the concept of digital literacy and 
its importance in this age of technological advancements and how to bridge this gap 
teaching digital competences outside the formal education system. 
 
The report also analyzes current policies and European trends in ICT and digital 
skills with special emphasis on participating countries in the consortium and it focus 
on what will be the framework that the project will use to assess the digital skills by 
youth: DIGCOMP. 
 
 
Key findings and their inclusion into the DIGI.COM/YOUTH platform (TBC after 
piloting) 
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And last but no least, this report also includes a section that points out which are the 
best technologies for measuring digital competences and the technological platform 
that best supports it. It also reflects the possible structure of the future platform ant 
the type of for measurins knowledge, skills and/or attitude. 
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2. STATE OF THE ART 

2.1 Introduction 
Obviously there is an ongoing need for the development of digital competence levels 
of citizens in Europe, with the aim of increasing employability and employment 
prospects. There is also the need to formally recognize those competences acquired 
in non-formal and informal education, moreover when it is expected that  
aproximately 90% of jobs in the near future will require ICT skills of some level1. 

In this “tech-society” scenario, our social and professional relationships are made 
increasingly through new technologies and, because of that, the digital inclusion 
(social and professional) today depends largely more on digital competences than in 
infrastructure or easy access to technologies. Despite of this, there still is population 
in the EU that has either  low or "no" digital skills and therefore is not considered to 
be functional in a digital society2. Moreover, from an economic perspective, the lack 
of digital skills of a large part of the population in  the EU has dramatic consequences 
on their employability perspective, specially when talking about youth employability. 

Despite the many policies developed at European level in this area since 2002 and 
ongoing initiatives (as seen in this report below, section 2.4.1), reducing the gap in 
digital skills and preparing people to deal with challenges of an increasing adoption of 
technology in everyday life are still two urgent challenges that require the support of 
the EU and the development of more effective policies. 

The strategy to adopt in terms of digital competences in formal education is very 
recent and still seems insufficient. Considering aspects of employment, the 
importance of learning digital skills by EU citizens in non-formal and informal 
education is critical. However, formal validation and recognition of skills and 
competences acquired in such environments remains a problem for job seekers 
(either unemployed or already active in the labor market) in order to demonstrate to 
potential new employers their full competences, therefore, clearly it seems necessary 
to adopt a transversal model that exploits the full potential of digital skills and it 
seems that now is the right time to launch initiatives in the labor market with greater 
emphasis on digital components such as "New skills for new jobs"3. 

With these new skills for new jobs on the horizon, it is necessary to develop a 
common European framework for understanding the implications and meanings of 
digital skills and digital competence profiles and levels (as does the Common 

1 https://ec.europa.eu/digital-agenda/en/grand-coalition-digital-jobs-0  

2http://www.telecentre-europe.org/wp-content/uploads/2015/02/TE_DIGCOMP-policy-
paper_FINAL_PDF.pdf  

3 http://ec.europa.eu/social/main.jsp?catId=568   
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Reference Framework for Languages ). An initiative of this type would facilitate 
compatibility at European level and would ease unifying the training offer. 

A proof of the interest and impact of the topic to date is that three frames have 
recently been developed in terms of e-skills at the request of the European 
Commission- the eCompetence Framework for ICT professionals; the eCompetence 
framework for end users and, finally, the DIGCOMP framework4. 

The eCF for ICT professionals is an already-working-professionals related 
framewoirk and shall then be used in the context of ICT-related jobs. 

When talking about non-ICT professional, as with our target users, it is preferable to 
use the DIGCOMP framework as it takes into account the transverse components of 
ICT in the digital competences that are necessary for a variety of professional 
profiles. The eCF for end users users covers some aspects of digital competence in a 
more granular way and allows for measurements and certifications which are already 
developed and adopted so, as we have to design and develop from the scracth the 
young at risk of social exclusion profile, it we can be used to complement the 
DIGCOMP frame. 

Is because of this that, as reflected in the proposal and argued in this report, the 
DIGICOM/YOUTH project will focus on DIGCOMP framework to create a common 
language of understanding between the worlds of education and employment and to 
well encourage the use of digital skills (design and evaluation) among non-IT 
professionals. 

2.2 Digital literacy 
Digital literacy is tha capacity of a human-being to access  and understand digital 
media and ICT, as well as to understand and critically evaluate different aspects of 
digital media and its contents. It also refers to effectively communicate in a variety of 
digital contexts. This concept has been widely used as a synonym of digital 
competence in recent years, but it’s too narrow as it only extends to the scope of 
media and literacy. 

On the other hand, digital competence, as the EC Recommendation on Key 
Competences (EC, 2006) stated, is related to the confident and critical use of ICT for 
employment, learning, self-development and active participation in the society. This 
broader definition of digital competence provides the necessary context (i.e. the 
knowledge, skills and attitudes which are critical for assessment) for working, living 
and learning in the knowledge society.5 Moreover the European Commission 

4 https://ec.europa.eu/jrc/digcomp  

5 ALA-MUTKA Kirsti, PUNIE Yves and REDECKER Christine, Digital Competence for Lifelong 
Learning from (2008) http://ftp.jrc.es/EURdoc/JRC48708.TN.pdf 
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established the digital competence as a relevant priority in more recent policies, 
actions, and communications (European Commission, 2010a, 2010b) . 

It is thus foreseen that lifelong learning strategies and educational policies need to 
answer to the growing need for advanced digital competence for all jobs and 
learners, These strategies must consider that educational policies should guarantee 
digital literacy in its widest sense (first literacy, secondly competence) is included in 
educational curricula along primary and secondary education; learning to use, 
generate content and be creative with digital tools and media in different fields; the 
strategis should alsos consider that it is a dynamic competence and the need of 
being up-to-date and the increasing importance of learning eSkills embedded in other 
social or business subjects. 

It is in widely recognized that dealing with digital media and tools is no longer a 
question of "have" or "have not", but a matter of having the competence to. 
Nowadays, digital inclusion depends more on knowledge, skills and attitudes (what 
DIGCOMP framework assets) than on access, infrastructure and/or use (Erstad, 
2010). That’s is the main reason to focus DIGI.COM/YOUTH project in highlighting 
the set of competences that are needed today by young people in danger of social 
exclusion for full digital inclusion. 6 

The importance of digital literacy is analysed by Futurelab in a handbook7 (Digital 
literacy across the curriculum) which is focused on helping children and young 
people with the skills, knowledge and understanding to take a full and active part in 
social, cultural, economic, civic and intellectual life now and in the future. Some of the 
reasons that adults, teachers and also, the project itself must to take into account, 
are the following ones: 

• Young people need to be prepared for a successful adulthood in a world 
increasingly saturated with digital technologies. 

• Young people are already engaging with digital technologies and digital media 
and using them to find information and communicate meaning in different 
modes and formats and this provides significant opportunities and challenges 
that it is important to address. 

 

6 FERRARI Anusca, PUNIE Yves and N. BREČKO Barbara, DIGCOMP: A Framework for Developing 
and Understanding Digital Competence in Europe from (August, 2013) 
http://ipts.jrc.ec.europa.eu/publications/pub.cfm?id=6359 

7 Digital literacy across the curriculum (Futurelab handbook 2010) from 
http://www.futurelab.org.uk/sites/default/files/Digital_Literacy_handbook_0.pdf 
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• Not all young people are equally equipped with the skills knowledge and 
understanding that will allow them to critically engage with technology and to 
use it well. 

• Developing digital literacy can help students to access subject knowledge at a 
time when digital technologies are changing the way knowledge is created and 
communicated. It can also help schools to engage with children’s lived 
experiences and existing knowledge as well as extending and diversifying this 
experience and knowledge to make learning more relevant and purposeful. 

• There is an increasing policy emphasis on developing student’s digital literacy 
across the curriculum. 

2.3 Teaching and learning Digital competence outside of 
formal education 
The majority of jobs have or will have in the near future a digital competence 
component, albeit at different proficiency levels and in different formats and it is clear 
that digital competence covers a series of aspects that differ according to different 
work occupation. It’s important to remark that not every job profile will require the 
same set of competences for operating technologies. An engineer and a secretary 
will both need to be fluent in digital environments; however their abilities will differ in 
content and scope.  

Moreover, in a context of Educating for digital competence is part of a relatively 
recent digital competence education ans practice in formal schooling and constant 
technological progress and changing digital practices, the importance of learning 
about digital competence in non-formal and informal settings becomes a central 
aspect of education of the EU population with an employability perspective.  

Data collected by Eurostat (2011)8 indeed shows that Europeans obtain IT skills 
primarily through informal learning (77%), and in similar proportions through formal 
education (28%) and training courses and adult education (27%). 

It is, thus, necessary the formal validation and recognition of competences acquired 
in non-formal and informal ways, in order for job-seekers (whether unemployed or 
already active in the job market) to be able to demonstrate to prospective and new 
employers their competence portfolio. 

To prove the teaching and learning on digital competence, we have to take into 
account the needs for all teachers and educators. European Comission stated in the 

8 Eurostat (2011), Way of obtaining e-skills (isoc_sk_how_i). 
http://appsso.eurostat.ec.europa.eu/nui/show.do?dataset=isoc_sk_how_i&lang=en 
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European Education, Training and Youth Forum 2014 Report9 that there is needed 
some challenges and priorities for a new agenda to change the actual situation both 
teachers and learners, and some of the highlighted reason are: 

• “Inadequate training of educators” 

• “Lack of synergy between the labour market and education and training, and 
the consideration of their socio-economic conditions” 

• “Unequal access to education and training and difficulties in reducing early 
school leaving” 

• “Negative attitudes of many young people and poor communication” 

Also included in this report, there are some key messages or proposals arose from  a 
workshop made with educators in which, they stand out: 

• “Promote networking and collaborative learning opportunities for educators 
(e.g. peer learning in similar educational organisations) and other educational 
stakeholders, for example through online platforms or international 
cooperation programmes” 

• “Nurture a European and cosmopolitan space for training and practice outside 
the learning environment for educators” 

• “Make a ‘New generation of educators (non-formal sector)’ as policy priority in 
Erasmus + (KA3)” 

• “Develop pedagogical expertise in using ICT in education” 

The importance of learning outside the formal education system has been recognised 
by the European Council, who has adopted common principles for the identification 
and validation of non-formal and informal learning in 2004, and renewed them in 
2012. CEDEFOP10 describes the recognition of competences acquired in non-formal 
and informal learning as a five-step process, consisting of: 1) information and 
guidance; 2) identification of learning outcomes, 3) assessment of learning 
outcomes; 4) validation of learning outcomes; 5) certification of learning outcomes. 

Specifically, our DIGI.COM/YOUTH will focus on the developing of the digital 
competence and is foreseen a growing need for understanding and developing these 
competences for every citizen. For that purposes there is a necessity for a common 
European framework that allows a shared understanding of the meaning and 

9 EUROPEAN EDUCATION, TRAINING AND YOUTH FORUM 2014 Report, Brussels, 9 - 10 October 
2014 from https://eacea.ec.europa.eu/sites/eacea-site/files/documents/ety-forum-report.pdf 

10 CEDEFOP http://www.cedefop.europa.eu/ 
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implications of digital competence and that presents its components and levels of 
proficiency, as developed for the Common Reference Framework for languages. This 
might ease comparability across Europe and the alignment and harmonisation of 
training offers. As it’s commented before, the common European digital competence 
framework for citizens (DIGCOMP) will facilitate our aims. 

2.4 Current Policies and Trends 

2.4.1 Policies at European Level 

As an introduction to the current policies, the recognition of digital competence as 
central topic to European policies dates back to 2002, when the development of 
digital literacy was requested at the Barcelona´s European Council. In the 
Recommendations of the European parliament and the Council (2006), digital 
competence is recognized as one of the eight key competences. 

In 2008, under the Educating and Training 2010 Work Programme, the ICT cluster 
released the following message: “Lifelong learning strategies need to answer to the 
growing need for advanced digital competence for all jobs and for all learners.” (EC 
ICT cluster, 2008). The initiative wants to promote employment and reintegration into 
the labour maket of workers made redundant through activation, retraining and skills 
upgrading measures, thus reinforcing the “lifelong learning” message of the 2006 
recommendations, and suggesting that economic recovery should take the path of 
up-skilling and re-skilling. 

In 2010, the Agenda for New Skills and Jobs was launched as part of Europe 2020, 
the flagship initiative aims to reach an employment rate of 75% of the working age 
population (20-64 years of age). The Agenda recommends European education and 
training systems to deliver the right mix of skills to all EU citizens, recognises the 
transversal role of digital competences across the economy and can help to provide 
the right digital competences for workers and job-seekers. 

One of Agenda´s Pillar stated that “a lack of competences to use digital technologies 
has become a barrier to social integration and personal development, as people with 
no or low digital competence miss out on social and economic opportunities and on 
easy access to online public services”. 11 

These policies at European level fits well with the objectives of the 
DIGI.COM/YOUTH project and seems to echo some of the important elements to be 
included in the project platform. 

11 Digital competence and employability (December 2014) from http://www.telecentre-europe.org/wp-
content/uploads/2015/02/TE_DIGCOMP-policy-paper_FINAL_PDF.pdf 
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2.5 DIGCOMP framework 
At European level it’s necessary the recognition of digital competence as an ability 
that goes beyond operational skills and that support several aspects of everyday life, 
whose learning can activate other key competences (like learning to learn or a sense 
of initiative) and whose full command implies a safe, responsible, critical and creative 
use of technologies. 

Knowledge, Skills and Attitudes are the abilities and characteristics that enable a 
job holder to accomplish the activities described in a task statement that describes 
what the job holder does (Quinones, Ehrenstein, 1997). A cluster of these abilities it 
is what is called “Competence”. 

In order to assess different frameworks of digital competence projects, platforms and 
initiatives, it should be first analyzed the abilities mentioned before to categorize the 
projects with their corresponding dimensions. The dimensions of digital competence 
framework cover a matrix of five concepts (competence areas; competences; 
proficiency levels; examples of knowledge, skills and attitudes; purposes). 

 

Figure 1- Components of the competence 

 

Another aspect related with the dimensions of an initiative is the Competence Areas, 
also included in the case studies that it had been taking into account for this report. 

DIGCOMP is a competence framework developed for all citizens comprising 21  
competences divided in five areas and including for each competence a description 
of three proficiency levels.  
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The DIGCOMP framework aim is to provide an exhaustive view of digital 
competence, so that various initiatives could be mapped onto its matrix.  

It recognises that initiatives, programmes, and certifications do not need to cover all 
21 competences. This framework is probably the most adaptable tool to the needs of 
a diversified population looking for employment opportunities.  

The DIGCOMP five competence areas, in which the case studies are going to be 
categorized, are the following:12 

1. Information: identify, locate, retrieve, store, organise and analyse digital 
information, judging its relevance and purpose. 

2. Communication: communicate in digital environments, share resources 
through online tools, link with others and collaborate through digital tools, 
interact with and participate in communities and networks, cross-cultural 
awareness. 

3. Content-creation: Create and edit new content (from word processing to 
images and video); integrate and re-elaborate previous knowledge and 
content; produce creative expressions, media outputs and programming; deal 
with and apply intellectual property rights and licences. 

4. Safety: personal protection, data protection, digital identity protection, security 
measures, safe and sustainable use. 

5. Problem-solving: identify digital needs and resources, make informed 
decisions as to which are the most appropriate digital tools according to the 
purpose or need, solve conceptual problems through digital means, creatively 
use technologies, solve technical problems, update one's own and others' 
competences. 

 

12 FERRARI Anusca, PUNIE Yves and N. BREČKO Barbara, DIGCOMP: A Framework for Developing 
and Understanding Digital Competence in Europe from (August, 2013) 
http://ipts.jrc.ec.europa.eu/publications/pub.cfm?id=6359 
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Figure 2 DIGCOMP Competence Areas 

 

For each competence area, there are described a list of competences that belong to 
that area. For every competence, it has also detailed a description of the 
competence: 

1. Information 

1.1. Browsing, searching and filtering information: To access and search for online 
information, to articulate information needs, to find relevant information, to 
select resources effectively, to navigate between online sources, to create 
personal information strategies  

1.2. Evaluating Information: To gather, process, understand and critically evaluate 
information  

1.3. Storing and retrieving information: To manipulate and store information and 
content for easier retrieval, to organise information and data 

2. Communication 

2.1. Interacting through technologies: To interact through a variety of digital 
devices and applications, to understand how digital communication is 
distributed, displayed and managed, to understand appropriate ways of 
communicating through digital means, to refer to different communication 
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formats, to adapt communication modes and strategies to the specific 
audience 

2.2. Sharing information and content: To share with others the location and 
content of information found, to be willing and able to share knowledge, 
content and resources, to act as an intermediary, to be proactive in the 
spreading of news, content and resources, to know about citation practices 
and to integrate new information into an existing body of knowledge  

2.3. Engaging in online citizenship: To participate in society through online 
engagement, to seek opportunities for self-development and empowerment in 
using technologies and digital environments, to be aware of the potential of 
technologies for citizen participation  

2.4. Collaborating through digital channels: To use technologies and media for 
team work, collaborative processes and co-construction and co-creation of 
resources, knowledge and content  

2.5. Netiquette: To have the knowledge and know-how of behavioural norms in 
online/virtual interactions, to be aware of cultural diversity aspects, to be able 
to protect self and others from possible online dangers (e.g. cyber bullying), to 
develop active strategies to discover inappropriate behaviour  

2.6. Managing digital identity: To create, adapt and manage one or multiple digital 
identities, to be able to protect one's e-reputation, to deal with the data that 
one produces through several accounts and applications 

3. Content creation 

3.1. Developing content: To create content in different formats including 
multimedia, to edit and improve content that s/he has created or that others 
have created, to express creatively through digital media and technologies 

3.2. Integrating and re-elaborating: To modify, refine and mash-up existing 
resources to create new, original and relevant content and knowledge 

3.3. Copyright and Licences: To understand how copyright and licences apply to 
information and content  

3.4. Programming: To apply settings, programme modification, programme 
applications, software, devices, to understand the principles of programming, 
to understand what is behind a programme 

4. Safety 

4.1. Protecting devices: To protect own devices and to understand online risks 
and threats, to know about safety and security measures  
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4.2. Protecting personal data: To understand common terms of service, active 
protection of personal data, understanding other people privacy, to protect 
self from online fraud and threats and cyber bullying 

4.3. Protecting health: To avoid health-risks related with the use of technology in 
terms of threats to physical and psychological well-being  

4.4. Protecting the environment: To be aware of the impact of ICT on the 
environment 

5. Problem solving 

5.1. Solving technical problems: To identify possible problems and solve them 
(from trouble-shooting to solving more complex problems) with the help of 
digital means  

5.2. Identifying needs and technological responses: To assess own needs in 
terms of resources, tools and competence development, to match needs with 
possible solutions, adapting tools to personal needs, to critically evaluate 
possible solutions and digital tools  

5.3. Innovating and creatively using technology: To innovate with technology, to 
actively participate in collaborative digital and multimedia production, to 
express oneself creatively through digital media and technologies, to create 
knowledge and solve conceptual problems with the support of digital tools  

5.4. Identifying digital competence gaps: To understand where own competence 
needs to be improved or updated, to support others in the development of 
their digital competence, to keep up-to-date with new developments. 

 

DIGI.COM/YOUTH will develop the digital challenges according to the results 
obtained from the questionnaires to young people and youth workers that has been 
filled in the Research phase of the project (Output 1 of the project). This input has  
helped the consortium to prioritize the needs and, thus, design the ICT competence 
profile for youngs in risk of exclusion according to DIGCOMP’s five competence 
areas. Then, we have translated it into a game: the participants (young persons and 
youth workers) has been  immersed in the “5 Digital Islands”, each of them set to the 
Competence Areas of the DIGCOMP framework. Each of these Digital Islands has its 
own digital competence with its corresponding level (foundation, intermediate, and 
advanced) for this specific profile (youngs at risk of social exclusion). 
 
There will be then developed 21 challenges divided in five Areas comprising 21 
digital competences (each of the with its corresponding proficiency level) in the 
Digital Challenge Design phase (Output 2 of the project). 
 
The digital challenges will be tailored designed according to the needs of both young 
persons and youth workers needs, and represent the problems they usually face in 
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their daily life  and they will have to solve using digital services, web technologies, 
social networks, office tools, etc. in the Platform for Digital Challenges (Output 3 of 
the project) that hosts the five Digital Islands Game. 
 
After the platform development, with the feedback from DIGCOMP’s author (to know 
about the feasibility of the challenges, and if they fit well the Areas and Competences 
of the framework) and users feedback in the piloting phase (Output 4 of the project) 
we have adapted the original challenges fixing the deviations and implementing the 
identified improvements. 
 

2.6 Non-formal and informal education in Europe 
The Council Recommendation on the validation of non-formal and informal learning 
invites Member States to have in place, by 2018, arrangements for such validation 
and to allow citizens to obtain qualifications on the basis of validated learning 
outcomes. 

This European Inventory on validation of nonformal and informal learning13 roadmaps 
validation practices in Europe support the assessment and certification of 
competences acquired through digital learning, including through open educational 
resources, such as massive open online courses.14 

This statement shows the importance of the methods of a non-formal education, and  
stablishes that some countries are already performing strongly and advancing with a 
steady pace. 

Related to the assessment of young persons who must overcome digital challenges 
without a formal education there have been done several studies within Europe 
commisioned by the European Comission. The report “Exploring the Role of ICT-
enabled Social Innovation for the Active Inclusion of Young People15” states through 
a mapping of examples of ICT-enabled social innovation for active inclusion of 
disadvantaged youth that in the field of active inclusion for young people at risk the 
most used typology (16% of the mapped initiatives) of ICT-enabled services are 
“Learning and employability” interventions that provide new forms of education and 
training, as is proposed in DIGI.COM/YOUTH project. 

13http://www.cedefop.europa.eu/en/events-and-projects/projects/validation-non-formal-and-informal-
learning  

14Education and Training Monitor 2014  
http://ec.europa.eu/education/library/publications/monitor14_en.pdf 

15 http://publications.jrc.ec.europa.eu/repository/bitstream/JRC95506/jrc95506.pdf  
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And, according to “SKILLS BEYOND EDUCATION An analysis of cognitive skill 
evolution and its implications for employment chances”16 study there’s no doubt that 
digital competences, related to cognitive skills are crucial for the improvement of 
employability chances and tt states that there’s correlation between low level of skills 
in problem  solving  in technology-rich  environments  (PSTRE), defined as “using  
digital technology, communication tools and networks to acquire and evaluate 
information, communicate with others  and  perform  practical  tasks” and low levels 
of unemployment, thus “the higher the level of skills the higher the employment rate”. 

In order to identify ICT skills, access and usage by youth at risk in order to cover their 
needs, a study made by the Prospective Technological Studies of the Joint Research 
Centre (JRC) and the Directorate General for Communicactions, Network, Content 
and Technology (CNECT)17 shows that lack of skills and cost are the main barriers to 
not access or use ICTs, therefore “increasing the digital literacy of these more 
disadvantaged groups of immigrants should be a priority to promote their 
employability and integration”. In this point is where training and assessment in digital 
competences makes more sense as DIGI.COM/YOUTH proposes, trough a platform 
for acquiring digital competences based on their specific needs and a methodology 
for assessment of those skills. 

This study also shows that there is a digital exclusion of those with lower socio-
economic status; it states that “groups of  immigrants    are  isolated  from  the  digital  
world and are not  taking  advantage  of  ICTs  for  their  socio-economic  
integration”. It is happening because “older and less educated (youth) immigrants do 
not have access to or use ICTs” and in this sense, in terms of policy 
recommendations “In this sense, governments could play a more important role to 
support integration as well as digital inclusion”. 

According to the Commission’s Directorate-General for Education and Culture 
Ensuring in the Horizon Report Europe - 2014 Schools Edition18 they state that the 
involvement of all the stakeholders, including the students, as co-designers of 
learning (in formal and non-formal education) is one of the “toughest challenges 
Europe must tackle”. From DIGI.COM/YOUTH project we have involved all the value 
chain of informal learning in order to ensure this active engagement from all 
stakeholders 

Apart from this more reports and policy related previous analysis, in this section we 
reflect the work done (in trends, projects and policies) in each participating country of 
DIGI.COM/YOUTH project from the partners perspective. 

16 http://publications.jrc.ec.europa.eu/repository/bitstream/JRC95221/kjna27194enn.pdf  

17 http://publications.jrc.ec.europa.eu/repository/bitstream/JRC93966/jrc93966.pdf  

18https://ec.europa.eu/jrc/en/publication/eur-scientific-and-technical-research-reports/horizon-report-
europe-2014-schools-edition  
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2.6.1 Input from partners on new ways of teaching in the project 
countries19 

Germany 

German employers report a lack of skilled labour in science, technology, engineering 
and mathematics (the ‘STEM’ subjects).  

For that problem, the government presented a new Digital Agenda in August 2014. 
The agenda presents policies for greater use of digital media in general, including in 
vocational education and training. It also states that the central government will 
develop a strategy for digital learning, in conjunction with the German Länder.  

The adoption of the German qualification framework (DQR) in May 2013 is expected 
to facilitate the validation of qualifications, including those acquired in an informal or 
non-formal way. 

From a more practical perspective and detailed view on ICT teaching in non-
formal education overall, Germany lacks a general and comprehensive e-skills 
strategy covering both for IT Users and ICT practitioner skills. Some actos have 
started implementing the European e-Skills Agenda at the national and regional 
level.  Government activities are focused on digital literacy and also the improvement 
of vocational training, especially for the ICT industry. Unlike other EU countries non-
academic vocational training is a  key component while educating ICT professionals  
for the labour market. 

In this sense some policies/actions (which have been or are in place) came about 
and serve as capaigns to awake the digital interest in Germans Several:: 

• Germany Digital 2015 – ICT Strategy beginning November 2010 ending in 
2015 by the Federal Government. The aim is to strengthen Germany as a 
business location and respond to the needs of citizens ”a general 
improvement of media competency in the population at large”.  The theme 
was “Education, Media Competence and Integrations” . This was a push for 
vocational training, continuing education and further education with a continual 
development of educational services based on smart educational 
infrastracuture networks. This includes both in formal and non-formal 
education.  
Digital integration stands for the acquiring the know-how of ICT skills for both 
professional and private reasoning. This was done through using internet 

19 Data based on Education and Training Monitor Reports from http://ec.europa.eu/education/tools/et-
monitor_en.htm#country-reports 
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technologies for government purposes, such as health management, traffic 
information, workplace design, television etc. 

• Skilled Workers Offensive – This policy aimed to close the gap between the 
labour market needs and the skills of workers, especially in teh STEM sector. 
Beyond finding skilled workers from abroad, the programme aimes to provide 
appropriate trainings for staff, especially to enhance the competencies of older 
workers. This included the exchange of best practices and assistance for 
SMEs. 

• Qualification Initiative for Germany – This initiative began in 2008 and was 
aimed at young persons to awake their interest in STEM positions. This 
include different tactics for different age groups, for example for young 
children there were demonstrations in schools, older students increase in 
STEM courses in formal schools, for other young persons this included the 
support from mentors in the STEM sector, as well as an initiative specifically 
for women “Go MINT! The National Pact for Women in STEM Careers”.  

• New Innovation Concept – Desire for Technology – was started in May 
2012 which aimed to develop ICT-related qualification modules for vocational 
education and training.  

• IT Summit (hosted by the BMWi) – held by the German Ministry of Economy 
aims to bring together persons from the ICT industry as well as policy makers. 
In November 2012 the summit focused the on the education and furthering 
education of workers in order to provide them with the skills they need for the 
future. 

• Finish IT project, which supports university dropouts, career changers, 
immigrants with gaps in their education and those which an interest in IT who 
want to gain qualifications in vocational education in the fastest possible way, 
is an initiative that combines IT skill qualificatio modules with a paid internship 
in a company. This is sponsored by the Federal Ministry of Education and 
Research, but is organised by Cyberforum e.V.  located near Karlsruhe. 

In Germany, based on german partner’s experience, there’s not a specific 
methodology in regards to teaching young persons learn how to use computer 
software programmes such as Word, Excel, Powerpoint etc. during training 
programmes in order to bring them back to the labour market, they receive standard 
computer training. Some of these persons will go on to receive a “Microsoft” 
certification. These persons are selected by the trainers based on their skillfullness 
when it comes to using the computer. These type of courses are part of the training 
programmes from young persons who are at-rick of social disclusion, are 
umemployed or who want to go back to school. The assessment is on an informal 
basis and is decided upon by the responsible trainer for the training programmes, 
some of these persons are specifically trained for the area of ICT. These types of 
programmes are then finaced by the Federal Employment Agency. 
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As a remark, is also interesting to mention that Germany is above the average when 
it comes to internet usage and solid digital skills. In regards to the labour market, the 
Germans strive to become better and more innovative which includes more digitally 
competent workers. In a recent study, German falls in at the 10th place of a EU 
digital test20. Although Germany is not the lowest when it comes to scoring, it is 
evident that there is a need to provide young person a way to attain more digital skills 
since based on this overall reports information. The current training offer focuses 
primarily on Microsoft office programmes which leaves out a lot of information in 
regards to the internet safety, problem-solving and communication, which are three 
of five areas of the DIGCOMP framework.  

2.1 million working academics with degrees in computer science, natural science and 
maths will be retiring in the next decade, this means that there is an enorm need for 
digitally competent persons in the futurue, especially due to the fact that the number 
of persons graduating frorm college does not compensate the number of  persosn 
who will be retiring. This underline the need to develop a learning platform to extend 
from the current training materials, Microsoft Office, in order to provide persons with a 
good overall knowledge of digital skills in order to make them more attractive on the 
labour market. With schooling digitally competent young persons this will go on to 
close the gap between the free positions on the labour market and those searching 
for employment. 

 

Poland 

The level of ICT skills in Poland’s population is low in comparison with the EU 
average. 

The issue of ICT skills was addressed by the ‘Digital School’ programme, which 
focuses on providing computers to Polish schools and raising ICT competences. 
Poland also continued to implement the ‘Distance Learning Project’ (covering 2009-
14) with financial support from the EU Structural Funds. The project’s beneficiaries 
are employees, teaching staff and educational institutions. 

Poland presented its national referencing report to the European Qualifications 
Framework Advisory Group in May 2013. It is expected that the general PQF will 
come into force from 2016. The system still needs to be completed concerning 
qualifications acquired through informal and non-formal education paths. 

From a more practical perspective, according to the Polish poroject partner, there is a 
significant lack of data about ICT teaching/learning in non-formal education (which is 
situated mostly in private sector). There is also very little data about usage of these 
technologies in formal education, but generally it can be said that teachers benefit 

20 http://www.dw.de/in-eu-digital-test-germany-places-10th/a-18277066  
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from ICT in the field of communication with students  and – rarely – creation of 
content. The most common barriers are the lack of equipment and the lack of time.  

The lack of skills is also a significant barrier. Teachers' postulates are: increasing of 
financial support for equipment and changes in obligatory teaching programmes, but 
also free of costs courses for teachers about ICT, so the ‘Distance Learning Project´ 
is not enough as there’s a need not only of infrastructure or equipment but of free 
time for teachers. The future is teaching on-line and introduction of e-learning 
platforms. The very important part of development of ICT teaching in Poland 
nowadays is the creation of content such as multimedia presentation and internet 
sites creation. Research21 shows that teachers have a wide knowledge about ICT 
but they do not use it in the teaching process. There is a postulate of creation the 
certification system in ICT for teachers. 

In terms of the most common used methodologies for ICT field teaching there are no 
specific directions. Basically, teachers are using Internet in searching for information, 
programmes for creating texts or multimedia presentations. They use mostly 
techniques based on presentations, but also forms of communications with students 
(e-mails) and digital text-books, interactive boards and computer games. The 
equipment most commonly used is:  PC, multimedia projector and TV. In general 
terms  teachers use popular programmes such as Office pack (for creation of 
content), e-mails, very rarely - social media such as facebook or communicators and  
you tube. E-learning platforms are based on Moodle mostly or some other open 
access  propositions (for example Google tools). Teachers are blogging, but they use 
free templates.  The teachers' postulates in this sense are:  more courses for 
teachers in this topic, training in the work-place, e-learning courses about content 
creation, e-learning platforms, on-line education and teaching with e-books. 

  

United Kingdom 

Cedefop estimates a 14.3% decrease in jobs requiring low qualifications in the UK 
between 2013 and 2020, which is higher than the EU average (13.2%). School 
education in the UK is not perceived as delivering the necessary skills and 
competences required to become an entrepreneur. 

A new ‘computing’ curriculum will replace the former information and 
communication technology curriculum making a new emphasis on computer 
science, information technology and digital literacy. Digital education has been 
enhanced through ‘FutureLearn’, a platform providing open educational resources 
offered by around 24 UK universities. 

The UK is within the EU average of the innovation score board. A number of 
initiatives are being employed that supports the development of digital competencies 

21 http://www.ptnei.pl/files/VU2012/prezentacje/2B/2B.2.pdf  
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at a grass root level. Such as the programmes within the Digital Youth Academy, UK 
youth, Digital Makers Fund, Learn Direct and etc. 

There are five different qualifications frameworks currently operating in the UK, 
however, there there seems to be no UK-wide approach to the validation of non-
formal and informal learning. 

Moreover, 1-in-5 adults lack the Basic Digital Skills (Managing Information, 
Communicating, Transacting, Problem-Solving and Creating) in the UK22 and a 
number of policies and strategies have been employed in the UK over the past 
decades to tackle this problem and it is widely accepted that lack of such skills can 
increase marginalisation in society.  

A report published in September 2014 (Make or Break: The UK’s Digital Future23 – 
a report from the House of Lords Committee on Digital Skills24) places emphasis 
on the aspiration “for the vast majority of the population to achieve the level of digital 
literacy needed to fully participate in society”. 

The reports talks about the need for “a digital literacy agenda and calls for a 
dedicated figurehead in Government with responsibility for this area and endorses 
innovative ideas such as defining the internet as a utility service”. 

However, there are a number of criticism of such report. These include the lack of 
emphasis on  ‘the relevance of information competences for achieving the sort of 
digital inclusion that the report, and public policy, aspires to.’ 

There is general agreement that digital literacy is viewed as a core subject in schools 
embedded in the curriculum as one of the most effective way to develop digital 
literacy. Therefore, it is important that digital media and education should be 
integrated so to support young people in developing skills to effectively interact with 
digital media.  

Development of such skills can be further improved if these were to be integrated in 
Further Education and Apprenticeships. 

With regards to the labour market, other strategies and initiatives have been 
employed to address the skills gap by equipping the public with skills to use digital 
technologies.  

There are a number of examples where public libraries are already contributing to the 
information and digital literacies of citizens to great effect such as the Go Digital 
Newcastle project which has a network of digital ambassadors.   

22 http://www.go-on.co.uk/basic-digital-skills/  

23 http://www.researchinfonet.org/infolit/ridls/transferable-skills/uks-digital-future/  

24 http://www.publications.parliament.uk/pa/ld201415/ldselect/lddigital/111/111.pdf  
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The InformAll initiative, in collaboration with the University of Manchester, is also 
currently working with employers… ‘to design practical ways of showing the benefit of 
IL/DL to their context’. 

In particular, the purpose of the project aims to develop a methodology that will 
allow for the identification of quantitative and qualitative data that demonstrate 
the benefits of developing information literacy in workplace settings and assess 
the return on investment (ROI) of such initiatives. 

A total of 17 National Skills Academies have to date been set up to deliver 
specialised skills to employees and learners to help them respond to business needs. 
One specific academy is dedicated to IT.  

National Skills Academies work with sector skills councils and other industry bodies 
to drive change and achieve the priorities identified by employers for their sector. 
They act as a first point of contact for employers to quality-assure training provision. 
Digital Makers Fund provides funding to 7 projects which  aim to significantly 
increase the number of young people who participate in digital making.  

iDEA  is a new Digital Enterprise Award scheme that supports young people to gain 
the critical digital and entrepreneurial skills they need to set up and run their own 
business venture. 

Digital Youth Academy aims to connect the inspiring 'born digital' generation to the 
business world and provide severat programemns and initiatives to achieve such 
aim. 

UK Youth25 was established to be able to provide young people with the opportunity 
to learn the skills and competencies they need for life.   Their work aims to value and 
accredit all the positive achievements of young people outside the classroom. 

In relation of the methodologies used to teach ICT, generally it cab ne said that it is 
embedded within the curriculum in compulsory education and in the further 
education. However, in non –formal setting a number of programmes are offered to 
young people through a number of training provides and or groups such as youth 
organisation, libraries, etc. 

LearnDirect26 is a large provider that supports literacy, mathematics and ICT. 
Due to government funding withdrawal, only basic skills in ICT are free of charge and 
programmes such as Word, Excel, Powerpoint etc. at more advance level can be 
accessed at a fee. 

25 http://www.ukyouth.org/ 

26 http://www.learndirect.com 
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The majority of these programmes are offered as e-learning and through 
individual pathways at dedicated centres where learners can progress at their 
own pace and access specialist support as and when they need it. 

Jobcentres offers advice and support to young people in accessing information 
and programmes that will allow them to improve ICT skills and improve their changes 
of employment. 

In order to asses digital competences a number of qualification and certification are 
available depending on the route young people access, these include ITQ, Functional 
Skills in ICT or Microsoft Certification. 

However, more is needed to ensure that young people especially those at risk 
are reached and supported in developing competencies which will allow them to 
enter the job market with the necessary skills needed to success. 

 

Spain 

In terms of formal education, the promotion of digital competences in Spain has been 
developed by means of Territorial Cooperation Programmes to integrate ICT in 
publicly-funded schools, but in 2011, only 21% of individuals claim to have attained 
IT skills through formalised education institutions, against 28% in Europe.27 

In non-formal education there is no official data about the use of  ICT in 
teaching/learning process. If the formation for employed or unemployed people is 
considered as  non-formal education, it is mainly offered in VET centers (at least in 
Basque VET System), and it is considered that teachers are using similar 
methodologies to those used in formal education. Moreover, there’s no an integrated 
youth policy for young at risk or early school leavers, as they are “subsumed  within  
other  policy  fields,  particularly  those  covering social inclusion and ICTs. Youth 
policy is implemented through a fragmented set of initiatives, including  Youth  
Councils; the Spanish  Youth  Information  network; implementation  of  the European 
Youth Pact and a network of 195 Youth Emancipation Services”28. 

LOMCE establishes that ICT is one of the areas playing a major role in the 
transformation of the education system but there’s no a specific procedure policy to 
implement this establishment. The development of digital literacy and ICT skills is 
one of the priorities for the ESIF allocation for the programming period 2014-2020 
and in order to tackle this challenge LOMCE also designed a new basic VET  
programme, which consists of a two-year course that  will allow people who do not 
have a basic compulsory education diploma to access vocational training. In Spanish 

27 http://ec.europa.eu/education/tools/docs/2014/monitor2014-es_en.pdf  

28 http://publications.jrc.ec.europa.eu/repository/bitstream/JRC95506/jrc95506.pdf  
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VET centers, are using the ICT mainly for the development of the specific skills of the 
topic of the course. Methodologies based on the use of content generators as Office 
Suites (MS, Libre), and LMS platforms, but they don't receive specific ICT formation. 
As Google Apps for Education suite os spreading across our centers, the students 
are also using them in very different ways. 

The new Spanish national qualifications framework (MECU29) is delayed and 
expected to be approved this 2015, and will include VET Diplomas, that are based on 
learning outcomes and support lifelong learning by including the possibility of 
acquiring the Diplomas through validation procedures of nonformal and informal 
learning30. It’s a comprehensive national strategy but it’s not implemented yet. 

The Basque Country also have a net called KZGunea31 (with nearly one office in 
each city/town) where non-formal courses are offered. Most of them with the aim of 
making people digital literate, offering digital skills related courses to improve in the 
use of ICT in their lives. Last years KZGunea offices are offering “job searching” 
based ICT courses. Those students that are doing courses in KZGunea, receive 
specific formation related to ICT, with courses like ICT for employment, Use of 
Google Apps, Use of Social Media, eSafety, etc. 

Summarizing it can be said that Spanish non-formal education  don’t have ICT 
teaching/learning related specific policies, and using ICT totally depends on the 
teacher, so asthese center’s aim is the student, they can't continue sustaining a 
system that “excludes” the use of ICT in learning/teaching process because of the 
behaviour of a teacher, so specific programmes and policies are need for 
guaranteeing the assessment of ICT in non-formal education environments. 

2.6.2 Conclusions from partner’s inputs on new ways of teaching 

Even if there has been clear progress regarding to the introduction of national  
validation policies and frameworks in terms of digital competences in the last years, 
the progress at the level of implementation has been more modest. It is foreseen 
from partners’ contributions that validation as32 “a  process  of  confirmation  by  an  
authorised  body  that  an  individual  has acquired  learning  outcomes  measured  
against  a  relevant  standard”  is still needed as there are certain important gaps to 
bridge in partners countries: 

29http://www.mecd.gob.es/educacion-
mecd/mc/mecu/presentacion.html;jsessionid=1515B8D75ECEF8E2BA0EC8790E272E99  

30 http://www.mecd.gob.es/educacion-mecd/mc/mecu/aprendizaje/cualificaciones/obtenidas-fuera-del-
sistema-educativo.html  

31 http://www.kzgunea.net/  

32 https://cumulus.cedefop.europa.eu/files/vetelib/2014/87244.pdf  

Digitally Competent Youth, Project Number: 2014-2-DE04-KA205-001363                                27 of 27 

                                            

http://www.mecd.gob.es/educacion-mecd/mc/mecu/presentacion.html;jsessionid=1515B8D75ECEF8E2BA0EC8790E272E99
http://www.mecd.gob.es/educacion-mecd/mc/mecu/presentacion.html;jsessionid=1515B8D75ECEF8E2BA0EC8790E272E99
http://www.mecd.gob.es/educacion-mecd/mc/mecu/aprendizaje/cualificaciones/obtenidas-fuera-del-sistema-educativo.html
http://www.mecd.gob.es/educacion-mecd/mc/mecu/aprendizaje/cualificaciones/obtenidas-fuera-del-sistema-educativo.html
http://www.kzgunea.net/
https://cumulus.cedefop.europa.eu/files/vetelib/2014/87244.pdf


O1-A3 Methodology Report 

 

• Coexistence  of  different  policies  and  regulatory  frameworks  in  the  same 
country; 

• Lack of comprehensive e-skills/Digital Competence  validation systems in 
place (even less regarding to those acquired in non-formal education). Most 
systems are collections of initiatives, projects and procedures; 

• It seems that progress made in policy terms is good but slower in regards to 
the implementation of them. It is evidenced a lack of  measures  to  promote  
take-up  of  validation of e-skills in non-formal education or  low  visibility  of 
the process in some countries; 

• Lack  of  integrated  strategy  covering  different  sectors od education or 
competence profiles; 

• Regarding the professionalization of trainers, qualifications  and competences 
of   staff  (trainers, assessors) involved   in   validation, specific training is 
needed in order to guarantee the use of appropriate methodologies and 
tecniques in the process. There is a lack of tools to  

 

DIGI.COM/YOUTH will contribute to the Digital Competence validation system 
designing a specific profile and validation system aligned with the European 
Standard framework on digital competence (DIGCOMP) and providing the 
professionals involved in the process a comprehensive guide ti implement it.  

As it is shown before “groups of  immigrants    are  isolated  from  the  digital  world 
and are not  taking  advantage  of  ICTs  for  their  socio-economic  integration”, and 
DIGICOM/YOUTH will help trying to tackle this challenge in order to avoid digital 
social exclusion of the disadvantaged (youth) groups. 

Another crucial point is the “Lack of tools to develop and assess training”33 and that 
teachers have not an IT competency framework to gain IT skills. DIGI.COM/YOUTH 
will help to solve this challenge providing a complete framework to develop and 
asses training and a giodebook for trainers that will also help this target group to face 
the digital platform. 

2.6.3 Methodologies 

The following section provides a summary of examples of current used technology-
enabled methodologies of non-formal and informal education. 

33 https://ec.europa.eu/digital-agenda/sites/digital-agenda/files/KK-31-13-401-EN-N.pdf  
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2.6.3.1 MOOCs 

MOOCs, or massive open online courses, are platforms made for having access to 
educational information, usually free, credit-less and massive, which means that 
access is not limited. Many MOOCs use video lectures, employing the old form of 
teaching using a new technology. Because of that, MOOCs require instructional 
design that facilitates large-scale feedback and interaction.  

Courses are 'designed to be challenges,' it is a way to connect, collaborate, and 
enganging in the learning process and it fits perfectly the purpose of 
DIGI.COM/YOUTH project wit its “FIve Digital Islands” approach. Many of the 
available MOOCs provide a certification fee once you have completed the course, 
this can not be just in grading in a final exam, instead the evaluation can be based on 
the results achieved among the course and peer-review from the rest of the students.  

For European Comission34 this kind of platforms have the potential of reaching a far 
larger and more diversified audience than traditional forms of learning, and at a lower 
cost. 

2.6.3.2 Mobile Learning 

“Mobile learning involves the use of mobile technology, either alone or in combination 
with other information and communication technology (ICT), to enable learning 
anytime and anywhere. People can use mobile devices to access educational 
resources, connect with others, or create content, both inside and outside 
classrooms.”35 

The main differences between e-learning and m-learning are that e-learning is ‘the 
learning supported by digital electronic tools and media’ and m-learning es the ‘e-
learning using mobile devices and wireless transmission’. 

Basic elements of e-learning are learner, teacher, environment, content and 
assesstment, but there are some mobile learning particular characteristics:36 

• Ubiquitous/Spontaneous: Mobile learning is context aware, meaning that 
students can learn everywhere. 

• Portable size of mobile tools: Mobile learning tools are small and portable. 

34 Education and Training Monitor 2014 from 
http://ec.europa.eu/education/library/publications/monitor14_en.pdf 

35 ICT in Education, Mobile Learning from http://www.unesco.org/new/en/unesco/themes/icts/m4ed/ 

36 OZDAMLI Fezile, CAVUS Nadire, Basic elements and characteristics of mobile learning (2011) 
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• Blended: Students can use mobile tools for homework, projects or etc. 
Blended learning can maximize the benefits of both face-to-face and online 
methods. 

• Private: only one learner at a time usually has access to the mobile tool. 

• Interactive: Students are not passive, the functions of mobile tools and 
environments allow varying levels of interactivity. 

• Collaborative: Mobile technologies are support communication between 
students and teachers. 

• Instant information: Learning content must reflect this requirement by 
providing material that enables a learner to quickly zone into information.  

2.6.3.3 Open Badges 

In the twenty-first century, learning takes place almost everywhere, at all times, on all 
kinds of paths and at all kinds of paces. With the click of a mouse or the touch of a 
screen, young people and adults can access a wealth of information, analyze it, and 
produce new knowledge at any time. They can do this, moreover, on a “just-in-time” 
basis, getting the information they are most interested in, in virtually whatever format 
they choose.  

These learning opportunities break wide open the traditional confines of school walls 
and school days, and provide more options and opportunities for lifelong learning. 
Individuals have the ability to develop content knowledge as well as skills such as 
critical thinking, communication, and collaboration that are essential for productive 
employment and effective citizenship in the twenty-first century. Students also 
have the ability to develop specific workforce skills and build on their own interests.  

Attractive forms of exploring new open educational resources should be 
incorporated not only in initiatives in formal education but especially in non-formal 
and informal education or other forms of spending free time like Mozilla Open 
badges. Open digital badges have gained traction since 2011 because they meet 
needs not currently being met for lifelong learners transitioning from one career to 
another, or for employees staying current with their careers. Nowdays, many of our 
developed abilities are unevenly recognized or not recognized at all. There are 
skills, abilities and knowledge acquired outside formal learning environments that 
lack the necessary credentials to verify what someone know and can do.  

Open digital badges are credentials. They are tokens of trust used to vouch that 
people are who they say they are, and have the knowledhe or skills they claim to 
have. When claims about learning are represented by a credential, whether as a 
grade, degree or certificate, we trust that those claims are legitimate. Employers 
place trust in credentials when considering whether to hire prospective employees so 
these badges are critical for those unemployed youngsters willing to obtain their first 
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employ and trying to vouch hteir skills acquired in informal settings. The open badges 
are used as credentials to signal information about people’s qualities, abilities, skills, 
and achievements and are information rich, transparent, and “interoperable” or 
portable across many different systems and platforms on the web. 

2.6.4 Assessment Case Studies 

In this chapter, summarized are a variety of technological initiatives related with the 
evaluation of digital competences among all citizens.  

There are detailed different platforms’ highlights in grill for a better final decision. It 
serves as a better view of the state of the art and gives us an idea on the key points 
we should keep in mind during the development of digital challenges, platform and 
guidebook. 

The case studies table lists the following information: a small description of the 
project, his main objective or the main goal to achieve, total duration of the iniciative 
or if there is still going on, in which abilities and competence areas of the DIGCOMP 
framework people are assessed, and finally the target group of people which it is 
aimed. 
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Name Description Objective Duration Abilities Competence Area Target Group 

iSkills The iSkills assessment claims to 
be the only Information and 
Communication Technology (ICT) 
literacy test that assesses critical 
thinking and problem-solving 
skills in a digital environment. 

Establish literacy 
criteria for an 
outcome based  test 

Ongoing • Knowledge 
• Skills 
 

1. Information 
2. Communication 
3. Content-Creation 

All citizens 

eViva The eVIVA system comprised a 
secure, online website within 
which pupils could post their 
work and comments and receive 
feedback from their teacher and 
other pupils. 

Offer students a 
platform, to have 
other ways in 
learning and  
assessment  

From 2002 
to 2004 

• Skills 
• Attitudes 

1. Information 
3. Content-Creation 
 

Young 

IT Txartela IT Txartela is a certification 
system of basic skills related with 
ICT topics, which certifies digital 
competences. 

Introduce to citizens 
an opportunity to be 
officially qualified in 
computing skills 

Ongoing • Knowledge 
• Skills 

 

1. Information 
2. Communication 
3. Content-Creation 

All citizens 

IC³ The Internet and Computing Core 
Certification provides both 
students and job seekers with the 
foundation of knowledge needed 
to succeed in environments that 
require the use of computers and 

Validate Internet and 
computing skills, 
through qualification 
in emerging fields 

Ongoing • Knowledge 
• Skills 
 

1. Information 
2. Communication 
3. Content-Creation 
4. Safety 
5. Problem Solving 

All citizens 
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the Internet. 

ECDL ECDL / ICDL - is the international 
standard in digital skills 
certification. It offers a flexible 
certification that allows citizens 
to develop their computer skills 
to their own requirements. 

Allow citizens to 
enjoy an enriched 
educational 
experience and be 
better prepared for 
life, work, and 
further learning 

Ongoing • Knowledge 
• Skills 
 

1. Information 
2. Communication 
3. Content-Creation 
4. Safety 
 

All citizens 

Learning Learning.com's 21st Century Skills 
Assessment provides of learning 
more about students' creativity, 
innovation, information fluency, 
critical thinking, decision making 
and digital citizenship.  

To provide content, 
tools and services to 
help districts offer 
online and blended-
learning programs. 

Ongoing • Knowledge 
• Skills 
• Attitudes 

1. Information 
2. Communication 
3. Content-Creation 
4. Safety 
5. Problem Solving 

 

Young 

 

Table 1 Assessment Case of Studies  
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2.7 Gamification and sorytelling as an innovative teaching 
methodology 
The DIGI.COM/YOUTH project has an important role in terms of the youth 
participation and aims to attract young people’s engagement through gamification 
and storytelling.  

The evolution in traditional game industry has opened up new market contexts where 
expanding the potential reach of gaming, especially of serious games for educational 
purposes for both formal and informal learning environments. However, finding 
suitable educational games is often difficult. On the one hand traditional gaming 
industry designs games for enjoyment, which may not satisfy the desired learning 
outcomes. On the other hand most of educators and teachers (also including 
children’s families) resist to change their pedagogic process mainly due to the lack of 
expertise on using games and the misunderstanfing on games seen as only for 
playing (insufficiently serious).Thus it is important that this opinion changes in order 
to demonstrate the effectiveness of such learning. 

In recent years there has been a changing in the perception of the nature of digital 
games, which are now more accepted to be applied in a larger spectrum of places 
(for example, as regular activity in retirement homes, museums, etc.). Even if there 
are several studies and researches that support educational games as effective 
learning tools, there is still no way to measure the effectiveness of any game, and so, 
there is no way to  assess the success rate of any particular game. This issue 
becomes the main barrier when trying to impulse the penetration of educational 
games. In DIGI.COM/YOUTH, which is not an educational game itself but an 
education platform with gamification and storytelling component, we aim to 
incorporate learning indicators to assess this issue. 

A move from didactic content-focused pedagogies to collaborative co-construction of 
knowledge is essential to support learners in gaining the critical thinking and 
information literacy skills that they will need for the future. There is a great evidence 
that digital games have the potential to support learning in a variety of contexts, from 
primary and secondary schools (e.g. Bottino & Ott, 2006; Suh et al, 2010; Watson, 
Mong & Harris, 2011), to universities and non-formal education (e.g. Connolly, 
Stansfield & Hainey, 2007; Ebner & Holzinger, 2007; Whitton & Hollins, 2008). 
However a quick analysis of the available educational games implies that even 
specifically designed games do not provide clear pedagogical/learning objectives: 
where knowledge and competences are addressed or what the expected learning 
outcomes are. Besides, the failure or success the successful achievement of a set of 
pedagogical/learning objectives does not depend solely on how those objectives and 
the related contents are designed, but also on the level of engagement of the final 
end-user (the  emotional aspect). Taking into account the emotional rhythm of the 
end-user will increase the motivation to achieve those pedagogical/learning 
objectives. 
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Engagement is an essential element of the user experience, and the gaming industry 
has proved the remarkable capability of digital games to drive end-user engagement 
and make people want to keep playing (Schoenau-Fog, 2011). Several studies relate 
user engagement to several concepts such as Storytelling (Schoenau-Fog et al., 
2013), flow (Chen, 2007; Sweetser and Wyeth 2005), presence  (Tamborini and 
Skalski, 2006), immersion (Jennett et al., 2008), enjoyment (IJsselsteijn et al., 2008) 
or motivation (Rigby and Ryan, 2011). However, in the past three years, there has 
been a trend in video game design that focuses on storytelling over gameplay as 
engagement factor to try to establish an emotional connection between the game and 
the player through interactive storytelling, and this is the approach that 
DIGI.COM/YOUTH project will use for its educational platform. 

In educational contexts, storytelling can also be used to provide learning content that 
is easy to understand and memorize because humans tend to organize their 
knowledge in the form of stories (Bruner, 2002). Thus that is why we think the 
implementation of five digital islands concept in the platform is suitable for 
acquisition of the five areas of the digital competences described in DIGCOMP 
framework. 

Different types of learners require different types of game-based learning and it is 
proven that the traditional game sector can not tackle this challenge alone as it 
applies bottom-line market driven processes, which are not usually developed in 
open innovation environments (with educators, teachers, or youth development 
specialists), and can provoque a skewed vision from the educational perspective37. It 
is therefore required am open environment enforcing closer collaboration between all 
stakeholders (gaming industry and academic sector) in order to cover all the relevant 
aspects of the topic: technological, psychological and educational. This kind of 
approach to educational game design would allow for even greater number of 
potential games that could be better used in learning as they would take into account 
all different needs from different stakeholders. This challenge is tackeled in 
DIGI.COM/YOUTH project as the consortium is composed by multidisciplinary 
partnership that will give the project an holistic approach in the design of the 
platform. 

An important aspect of educational gaming is to provide safe and playful 
environments where failure is an accepted part of the game dynamic, and learning 
through mistake-making is the pedagogic basis. From psychological perspective, 
individual engagement is intrinsically motivated by curiosity, effort, enjoyment and the 
need of achieving the own intellectual or personal goals. So engagement is an 
active feature that technology can support through digital games and 
storytelling, which enable the players to control over their own actions while 
providing freedom to explore and take decisions. 

37 Arnab S., Berta R., Earp J., de Freitas S., Popescu M., Romero M., Stanescu I. and Usart M. 
“Framing the Adoption of Serious Games in Formal Education” Electronic Journal of e-Learning 
Volume 10 Issue 2, 2012, (pp159-171) 
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3. TECHNOLOGIES & DIGCOMP FOR MEASURING 
DIGITAL COMPETENCES 

From the research carried out a list of best technologies is going to be elaborated in 
order to have them into account for implementing a successful learning environment.  

Following the evaluation method chosen and how it is structured, there are some 
proper types of questions: 

• Simple choice: it is a question used a text, an image or both, and there is only 
one correct answer per question. 

• Multiple choice: similar to single choice option, but there may be more than 
one correct answer per question. 

• Performance-based questions: an interface that allows students to 
authentically perform tasks in simulated applications. 

• Digital Challenges: questions requiring the user to interact with other services 
looking for some evidence to prove their competence in certain areas. 

• Likert scale-based questions, used to test attitudes or reactions on users. 

• Interaction between different services: questions that will be allowed to 
interact with different services that feed the assessment tool with actions made 
on these services. 

Depending on the type of question, students abilities are categorized by the following 
table: 

 

Knowledge Skills Attitudes 

• Simple choice 
question 

• Multiple choice 
question 

• Performance-based 
questions 

• Digital Challenges 

• Questions of 
interaction between 
different services 

• Likert scale-based 
questions 

         Table 2 Abilities categorization table 

Platform Selected 

Moodle is a learning platform designed to provide educators, administrators and 
learners with a single robust, secure and integrated system to create personalised 
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learning environments. Moodle is built by the Moodle project which is led and 
coordinated by Moodle HQ, an Australian company of 30 developers which is 
financially supported by a network of over 60 Moodle Partner service companies 
worldwide.38 

This is the platform choosen by the Consortium to create the learning environment 
and which young adults and youth workers may access.  

Why use Moodle? 

It is an open source software, its development is revolutionary rather than 
evolutionary. A huge community of programmers, developers, and users around the 
world are working to improve Moodle everyday. Moodle also offers full functionality, 
24/7 support in moodle.org forums to solve any technical issues you could have. 

Moodle has a wide range of essential tools to support learning and teaching, 
including tools to: 

• manage resources (documents, courses, glossary) 

• support communication (forums, chat, blog, wiki) 

• enable groupwork (wiki, database, forums, glossary) 

• support assessment (quizzes, assignments, gradebook, badges) 

• manage administration (groups, calendar, usage reports, gradebook, 
questionnaire) 

One of the needs for the project is to have a flexible and adaptable learning 
environment. Moodle is a modular web-based software in nature and can therefore 
be extended to include extra features relatively easily, helping the improvement of 
the platform and accomplish a wide variety of functionalities. 

Moodle is easy to use due to its graphical user interface, with icons specifically 
created to understand better the nuances of course creation under the Moodle 
environment. It is needed to remember that you have to invest some time in order to 
familiarize and get the hang of navigating in the Moodle environment. 

Another relevant aspect it is that Moodle is an easy way to communicate with 
students and staff where ever they are, taking into account different countries, 
language packages for each of them and the way of every single connection. 

38 https://docs.moodle.org/28/en/About_Moodle 

Digitally Competent Youth, Project Number: 2014-2-DE04-KA205-001363                                37 of 37 

                                            

https://docs.moodle.org/28/en/About_Moodle


O1-A3 Methodology Report 

 

4. BIBLIOGRAPHY AND REFERENCES  
 

• Council of the European Union (2014). Council recommendation on a Quality 
Framework for Traineeships. www.consilium.europa.eu/uedocs/.../141424.pdf 

• ALA-MUTKA Kirsti, PUNIE Yves and REDECKER Christine, Digital Competence for 
Lifelong Learning (2008) http://ftp.jrc.es/EURdoc/JRC48708.TN.pdf 

• FERRARI Anusca, PUNIE Yves and N. BREČKO Barbara, DIGCOMP: A Framework 
for Developing and Understanding Digital Competence in Europe (August, 2013) 
http://ipts.jrc.ec.europa.eu/publications/pub.cfm?id=6359 

• Digital literacy across the curriculum (Futurelab handbook 2010)  
http://www.futurelab.org.uk/sites/default/files/Digital_Literacy_handbook_0.pdf 

• REDECKER Christine, JRC Scientific And Policy Reports: The Use of ICT for the 
Assessment of Key Competences (2013) http://ftp.jrc.es/EURdoc/JRC76971.pdf 

• Position paper on a recognition of competences acquired through non-formal 
and informal learning (December 2014) http://www.telecentre-europe.org/wp-
content/uploads/2015/02/TE_DIGCOMP-policy-paper_FINAL_PDF.pdf 
 

• ICT Literacy, Years 6 and 10 Report 2011 
http://www.nap.edu.au/verve/_resources/nap_ictl_2011_public_report_final.pdf 

• MCGUIRE Lesley, ROBERTS Gill and MOSS Malcolm, Final Report to QCA on the 
eVIVa Project (August 2004)  
http://rubble.heppell.net/archive/eviva/media/Eviva_Final_Report_2004-feb2008.pdf 

• Eurostat (2011), Way of obtaining e-skills (isoc_sk_how_i). 
http://appsso.eurostat.ec.europa.eu/nui/show.do?dataset=isoc_sk_how_i&lang=en 

• EUROPEAN EDUCATION, TRAINING AND YOUTH FORUM 2014 Report, 
Brussels, 9 - 10 October 2014 from https://eacea.ec.europa.eu/sites/eacea-
site/files/documents/ety-forum-report.pdf 

• CARTELLI Antonio, GIOVANNELLA Carlo, from article “Digital Literacy and Digital 
Competence: Facts, Problems, Needs & Trends” 
http://www.researchgate.net/publication/271205438_Digital_Literacy_and_Digital_Co
mpetence_Facts_Problems_Needs__Trends 

• Education and Training Monitor 2014 from 
http://ec.europa.eu/education/library/publications/monitor14_en.pdf 

• ICT in Education, Mobile Learning from 
http://www.unesco.org/new/en/unesco/themes/icts/m4ed/ 

• OZDAMLI Fezile, CAVUS Nadire, Basic elements and characteristics of mobile 
learning (2011) 

38 of 38                               Digitally Competent Youth, Project Number: 2014-2-DE04-KA205-001363 

http://www.consilium.europa.eu/uedocs/.../141424.pdf
http://ftp.jrc.es/EURdoc/JRC48708.TN.pdf
http://ipts.jrc.ec.europa.eu/publications/pub.cfm?id=6359
http://www.futurelab.org.uk/sites/default/files/Digital_Literacy_handbook_0.pdf
http://ftp.jrc.es/EURdoc/JRC76971.pdf
http://www.telecentre-europe.org/wp-content/uploads/2015/02/TE_DIGCOMP-policy-paper_FINAL_PDF.pdf
http://www.telecentre-europe.org/wp-content/uploads/2015/02/TE_DIGCOMP-policy-paper_FINAL_PDF.pdf
http://www.nap.edu.au/verve/_resources/nap_ictl_2011_public_report_final.pdf
http://rubble.heppell.net/archive/eviva/media/Eviva_Final_Report_2004-feb2008.pdf
http://appsso.eurostat.ec.europa.eu/nui/show.do?dataset=isoc_sk_how_i&lang=en
https://eacea.ec.europa.eu/sites/eacea-site/files/documents/ety-forum-report.pdf
https://eacea.ec.europa.eu/sites/eacea-site/files/documents/ety-forum-report.pdf
http://www.researchgate.net/publication/271205438_Digital_Literacy_and_Digital_Competence_Facts_Problems_Needs__Trends
http://www.researchgate.net/publication/271205438_Digital_Literacy_and_Digital_Competence_Facts_Problems_Needs__Trends
http://ec.europa.eu/education/library/publications/monitor14_en.pdf
http://www.unesco.org/new/en/unesco/themes/icts/m4ed/


O1-A3 Methodology Report 

 

• Arnab S., Berta R., Earp J., de Freitas S., Popescu M., Romero M., Stanescu I. and 
Usart M. “Framing the Adoption of Serious Games in Formal Education” 
Electronic Journal of e-Learning Volume 10 Issue 2, 2012, (pp159-171) 

• Johnson, L., Adams Becker, S., Estrada, V., Freeman, A., Kampylis, P., Vuorikari, R., 
and Punie, Y. (2014). Horizon Report Europe: 2014 Schools Edition 

• Cullen,  J.,  Cullen,  C.,  Hamilton,  E.,  Holloway,  G.,  Paviotti,  G., Maes,  V., (2015) 
Exploring  the  role  of  ICT-enabled  social  innovation  for  youth  active  
inclusion, (Misuraca,  G.,  Colombo,  C.,  Radescu,  R.,  Editors), European  
Commission's  Joint Research  Centre, Institute for Prospective Technological 
Studies, JRC Technical Reports Series 

• Reichel, D., Siegel, M., Andreo, J.C.,  (2015) ICT for the Employability and 
Integration of Immigrants in the European Union, European  Commission's  Joint 
Research  Centre, Institute for Prospective Technological Studies 
 

• Wastiau, P., Blamire, R., Kearney, C., Quittre, V., Van de Gaer, E., Monseur, C., 
(2013) Survey of Schools: ICT in Education. Benchmarking Access, Use and 
Attitudes to Technology in Europe’s Schools, European Commission DG 
Communications Networks, Content & Technology 
 

Digitally Competent Youth, Project Number: 2014-2-DE04-KA205-001363                                39 of 39 


	1. INTRODUCTION
	1.1 Background to and purpose of the report
	1.2 An introduction to the methodological approach
	1.3 Overview

	2. STATE OF THE ART
	2.1 Introduction
	2.2 Digital literacy
	2.3 Teaching and learning Digital competence outside of formal education
	2.4 Current Policies and Trends
	2.4.1 Policies at European Level

	2.5 DIGCOMP framework
	2.6 Non-formal and informal education in Europe
	2.6.1 Input from partners on new ways of teaching in the project countries18F
	2.6.2 Conclusions from partner’s inputs on new ways of teaching
	2.6.3 Methodologies
	2.6.3.1 MOOCs
	2.6.3.2 Mobile Learning
	2.6.3.3 Open Badges

	2.6.4 Assessment Case Studies

	2.7 Gamification and sorytelling as an innovative teaching methodology

	3. TECHNOLOGIES & DIGCOMP for measuring digital competences
	4. BIBLIOGRAPHY AND REFERENCES

