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 Introduction 

 
The use of Information and Communication Technologies (ICT) in the field of education and 

training have experienced rapid development; their use relies on varied and various 

principles. These technologies are of interest for youth training’s centers, as they allow to 

extend the range of the training working methods without substituting them.  

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

process. Those technologies are means and not an end in themselves. 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. 

Sensitizing and train the trainers to the pedagogical integration of ICT in their offers boils 

down basically to increase awareness about the integration of ICT into training design 

process, the use of existing ICT tools and/or creation of new ones adapted to their training 

practices and needs. The new generation, rightly qualified Digital Native, is at the point when 

the technical use of ICT is mainly for purposes of entertainment and communication, the 

goal being to make of these technologies efficient teaching and training tools. 

The use of ICT should help achieve, in a more motivating and satisfying way, the training 

goals set by trainers; ICT should improve learning while minimizing the risk of an 

inappropriate use of the tools (addiction, harassment, loss of time etc.)  

The current document, called Tool Case (Mallette pédagogique in French), is the 4th 

intellectual output within the project TICs - Information and Communication Technologies in 

supporting professionals to fight early school leaving. The TICs project aims to equip 

professionals with training and educational tools on using ICT to fight early school leaving of 

youth, this target group being more and more on social networks, the same networks that 

could be used as training and support tools. 

As stated by the OECD, ensuring that each learner/student reaches a level of basic skills in 

reading and mathematics will further contribute to equality of opportunities in our digital 

world.  

The following document is divided in three complementary parts: 

• The first part presents the Tool Case, its content, its modus operandi and the 

partners of the consortium involved in its creation. 

• The second part presents prerequisites we think that every trainer must have in mind 

before launching animations and training sessions based on these tools.  

• The third part presents, in the form of practical sheets, the teaching and training 

tools.  
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PART #1 - WHAT IS THE TOOL BOX (MALLETTE PÉDAGOGIQUE)? 
 
The current Tool Box is a panel of tools, multimedia tools and internet resources. It aims to 
allow its users to get a turnkey product in hand to implement animations and training about 
any themes or topics using ICT. The main objectives of the Tool Case are: 

• Awareness - raising tools for trainers and social workers 

• Showing that ICT are relevant tools for professionals in the socio-educational sector 
(social workers, educators, socio-professional integration agent, guidance 
counselors) 

• Change the thinking of professionals about ICT and their impacts on young people’s 
learning behavior 

• Training, sensitising and information tools about the benefits of ICT, but also about 
their negative consequences (e.g. addiction) 

The toolbox: 

• Includes training tools in several formats about the use of ICT. 

• Is designed to carry out activities for individual use and groups as well in self-learning 
processes. 

• It urges beneficiaries to become aware of the negatives consequences of ICT 
addiction, but also the opportunities that such technologies could provide in the 
training process. 

This Tool Case is intended primarily for professionals active in training, coaching, education 
and inclusion of young people. However, the Tool Case may also serve to carry out 
animations outside the usual frameworks of formal and informal training, such as youth 
centers, secondary schools as well as non-profit organizations active in school guidance 
and/or in fighting early school leaving.  

  

HOW TO USE THE TOOL CASE? 

Before using the tools, the trainer should carry out a diagnosis of the needs, the constraints 

and the available resources for young people in training. Asking questions is the first step to 

set up this diagnosis work, mainly questions such as: 

• Which skills are targeted? 

•  Which inappropriate behavior in connection with the use of ICT we want to fight? 

•  Which available resources do we need and do we already have? 
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Ideally, these questions should allow the trainer to identify and set up specific training 

objectives.  

Animations could be preceded by a brief introduction to the competence to work on (for 

example using the technique of the Flipped learning/classrooms) and/or to the behavior to 

fight as well as the chosen ICT pedagogical tool to be used for the training.  

The sheets are designed so that they serve as support and inspiration for trainers. The 

specificities of the audiences, as well as the specificities of national contexts, must be taken 

into account when planning a sequence of training/animation based on the proposed tools. 

For each proposed tool, a synthesis sheet presents the tool, its advantages, its 

disadvantages/limitations as well as the modus operandi.  
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THE PARTNERS? 

 

The Tool Case is coordinated by the Belgian partner CIEP asbl in the framework of Erasmus+ 

project TICs led by the French partner IFRTS in collaboration with 5 other partners from 5 

different European countries, namely Quarter Mediation (Netherlands), ISQ (Portugal), 

CIVIFORM (Italy), Agentura RRI (Slovakia) and ITG (France).  
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PART #2 – SOME PREREQUISITES BEFORE STARTING... 

 

This part, in the form of sheets, presents and explains a variety of concepts and situations 

which are useful to understand before starting training youngsters using ICT. This part is 

intended mainly to raise awareness of trainers to situations (digital divide), methods 

(games/serious games) and behavior (digital addiction) that could facilitate or complicate 

the training processes and draw attention to the fact that the good preparation is a  

guarantee of success. These prerequisites could be transferable to any type of animation, 

training or awareness raising activity. 

1. PREPARING AN ANIMATION/TRAINING IS A JOB... WE SHOULD TAKE IT SERIOUSLY!  

The role of the facilitator is to "create a link" between the group of participants and "things 

to discover”. The stated goal is mainly educational. The animation/training should meet the 

demand of the participants. Create and conduct an animation is part of a comprehensive 

approach. Before starting, the trainer should know precisely what he wants, what it will be 

used for, what purpose it will illustrate and which resources are available...or not! 

It is recommended that the facilitator creates his own set of specifications (training 

objectives) before every training sequence. The goal is to be able to identify the following 

elements: 

1. the context of intervention 

2. the perimeter of your action 

3. The list of the material one needs for the training 

 The grid below could be used to perform these tasks: 
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Main objectives of 

the training

Educational 

objectives

Topic

Targeted audiences

Place or

Where?

Duration of the 

training

Used ICT tools

TICs sheets to be 

used

Assessement

SPECIFICATIONS SET 

 

  

Tip: to be used each time that the trainer set up a training/animation  

  

 

 

 

  



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

 
 

          
 

 

2. DIGITAL DIVIDE  

It is important to distinguish between the two forms of digital divide and to be aware of this, 

namely: 

• The first order of digital divide, unequal or no access to technology. This divide is 

greatly reduced. It concerns the material dimension. 

• The second order of digital divide: once the access barrier has been overcome, there 

are disparities related to the ways of using these technologies.  

A large part of young people aged between 16 and 25, called "internet generation" or 

"digital natives", are assiduous users of internet and information & communication 

technologies. They have appropriated massively the digital technologies in all areas of their 

lives. One third of them have become 'super communicators' who use the full range of 

digital tools and services.  

Digital inequalities in access and use of ICT among young people, depend on a range of 

variables, intimately tied to certain demographic characteristics (sex, age, ethnicity, 

geographic location, disability) and socio-economic specificities (level of income, level of 

education) and dropout situation. Digital inequalities overlap with and reinforce other 

existing social inequalities. 

It is important to know that the basic skills (reading and mathematics) are essential to 

facilitate the use of ICT. The problems of understanding of simple terms, bad strategies of 

reading and searching for information, the difficulty of correctly writing and “verbalizing” 

issues, or even the problems of understanding of the language, including English which is the 

language of computing, are a barrier to the use of ICT.  

There are also some young people who are inserted socially but they are sanctioned 

professionally because of their limited use of ICT, which do not meet the specific 

requirements of the modern job market. 

Many teachers and trainers are trying new digital experiences as part of their courses and 

trainings. Everyone seems unanimous and recognizes the benefits of digital technologies for 

learning however there is a gap that remains between the increasingly “connected” society 

and the educational system (including social and vocational training).  

What explains the difficulties of the education system to evolve and meet the needs? 

• Teachers and trainers being requested to integrate in their trainings technologies, 

they cannot command in addition to the fundamentals that they often do not have 

the time to address in depth. 
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• The problem of equipment of institutions (e.g. digital equipment, secure and stable 

internet connection) 

• The discrepancy between the immobility of the teaching and the speed of the 

evolution of technology. 

The role and missions of the trainer must be reconsidered. A trainer must not be only the 

one who transmits knowledge to learners. Learners can actually access the knowledge 

through internet, and alone. The role of trainer must then be to assist learners in their 

discovery of knowledge and to teach them to research correctly information, to 

recognize relevant information etc. with the ultimate goal to have a critical mind and 

thinking. 

    Prerequisites (P1) 

CRASMUS + TICS 
The digital divide 

Definition 
The digital divide is more often referred to 
inequality of access to digital technologies 
(computer, internet, Mobile, tablets...) and 
sometimes the divide between the info-
transmitters and the info-receivers. 
  

  Issues 
It is important to distinguish three levels of 
inequality in front of the new technologies: 

• Inequality in access to a computer 
having an Internet connection 

• Inequality in the use of technologies 
which are not necessarily simple. 

• Inequality in the use of information 
acquired from these technologies 

  

Possible solutions to fight the digital divide in a training situation 
Develop the level of the household computers equipment rates 

• The donation of PCs (used by businesses to their employees for example). 
• Recycled PC at democratic prices: a green way to decrease acquisition costs. 
• The rented PC, a new PC at reduced cost. 

Training to use 
• Help the disadvantaged students and trainers. 
• Systematise initiatives such as “digital public spaces” or “internet passport”  
• Make legally possible the exchange of reduced working time per year for training in ICT. 

Facilitate access to Internet 
• Develop infrastructure to allow access to the Internet in areas economically unprofitable. 
• Facilitate the access to internet by disabled people. 

Develop a model of digital society 
• Multiply the ICT initiatives for disadvantaged groups. 
• Multiply the access to Internet terminals in public places. 
• Recognize that, in addition to reading and writing skills, people must know how to use a 

computer and the Internet (recognize digital literacy). 
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3. DIGITAL ADDICTION  

Technology has made our lives much more interesting and comfortable but the same 

technology had disconnected us in some ways. Digital addiction is a need felt by 

individuals regarding some digital tools and services: “It becomes really pathological 

when the person becomes the slave of a software, a digital activity, a site, a video 

game...» People are cyber addict when “they can no longer stop to use a Smartphone, 

Console, Tablet, Computer, or even several of these objects. And that they become their 

unique hobby. The entire personal and social life is organized around this activity, to 

summarize, digital addiction is measured by the loss of freedom " (Didier Acier, University 

of Nantes). 

This addiction causes to young people a lack of sleep, a social withdrawal, a difficulty to 

focus/concentrate etc. with consequences on their school results. To adults, the 

addiction generates a strong tiredness, anxiety, periods of depression, social isolation 

and often leads to professional absenteeism. Understanding these issues will allow to 

better build and target training. 

    Prerequisites (P2) 

ERASMUS + TICS 
Digital addiction 

Definition 
The phenomenon began 
with the generation Y and 
the digital natives, actually it 
wins slowly all categories of 
society, from the baby who 
"freeze" already on the 
Mom’s smartphone till the 
octogenarian trying to cope 
with the touch keyboard of 
his iPad to complete his 
game of backgammon. 

  The symptoms  

• Needs to check, as first activity in the morning, the cell phone 
to see the latest notifications 

• Feels “spasms” when realises that there is no 3G when arriving 
in a new place 

• Plays, texts or prepares a Facebook draft response when 
Internet connection falls out in the subway 

• Replaces the newspaper in the toilet with the smartphone  

• Becomes anxious and needs to borrow, from every person 
met, a mobile phone charger if the own charger is missing and 
the battery is slowly emptying, 

• Becomes annoyed if not in possession of the own mobile 
phone  

• Exhibits the won privacy in public 

• Racing to the 'LIKES '. 

Possible solutions: 
1. Decide in advance how many hours you intend to spend playing games (or surfing the Web or 
whatever), and be hardcore about sticking to it. 
2. Establish a day of the week (e.g. Sunday) on which no computer or electronic device are used - 
unplug once a week, all day. 
3. Ask people around you (e.g. family, friends), from time to time, if they feel you ignore them in 
favor of the computer. 
4. Separate your work and play spaces, if possible. (If you play on your work computer, then you'll be 
tempted to play while working.) 

https://ssl.translatoruser.net/bv.aspx?from=fr&to=en&a=http%3A%2F%2Fwww.20minutes.fr%2Ffrance%2F273718-20081119-cyberdependance-le-veritable-danger-isolement
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5. Monitor yourself: Are you playing more than before? Are you still enjoying playing or is it merely a 
compulsion? Are you thinking about playing games when you're doing other things? Are you 
neglecting other areas of your life in favor of playing games? 

 

4. INTEREST OF THE USE OF ICT IN EDUCATION AND TRAINING  

 

(Inspired by the PISA report of OECD - 2015) 

The report PISA 2015 of OECD concluded that the OECD countries must adopt a different 

approach to exploit the possibilities offered by new technologies in school. 

The report stated that the countries that have invested significantly in information and 

communication technologies (ICT) in education showed no significant improvement in 

their performance evaluations PISA regarding reading, mathematics and sciences. 

According to the OECD, ensuring that each student reaches a satisfactory level of basic 

reading and mathematics skills will further contribute to equal opportunities in our 

digital world. 

Students using moderately computers at school tend to have slightly better school 

results than those using them sporadically. But students using computers very often at 

school get lower results.  

« School systems need to find more effective ways to integrate technology into teaching 

and learning to provide educators with learning environments that support 21st century 

pedagogies and provide children with the 21st century skills they need to succeed in 

tomorrow’s world,” said Andreas Schleicher, OECD Director for Education and Skills. 

“Technology is the only way to dramatically expand access to knowledge. To deliver on 

the promises technology holds, countries need to invest more effectively and ensure that 

teachers are at the forefront of designing and implementing this change ». 
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    Prerequisites (P3) 

CRASMUS + TICS 
Use of ICT in education & training 

Definition 
Teaching and training using ICT tools is 
efficient. These tools are generally classified 
into three categories: the inputs (e.g. 
computers, tablets, programs), the outputs 
(e.g. interactive whiteboards, projectors) 
and other tools (e.g. Digital Cameras)  

  Issues 
Promote interactivity within the class 
Support trainees also after the end of the 
training 
Individualize the teaching and learning 
approaches and contents 

The benefits of the use of ICT: 

• Diversified teaching practices and approaches 

• Increased motivation  

• Spared preparation time 

• Better individualised work 

• Saved time during the face-to-face 

• Increased involvement of learners 

• Greater attention 

• Increased autonomy of learners 

• Increased collaboration with colleagues 

• Increased collaboration with other partners 

• Increased collaboration between learners 

• Increased personal work 

• More sustainable learning 

• Decreased the number of learners in check, and therefore the dropout term. 

  

5. THE PEDAGOGY OF PLAY (LEARN TO PLAY AND PLAY TO LEARN)  

The practice of the game is widespread in training of adults, obviously much more than in 

the schools and Universities. The pedagogy of the game promotes the development of 

autonomy, the expression of creativity and adaptability among young people. It also allows 

trainers to easily conduct training in groups. The game can be performed in a conventional 

classroom based format (e.g. role-playing game, quiz, trivial pursuits) or online (e.g. Serious 

games, Apps, augmented reality, social media). In the context of training, games can meet 

various needs. The thematic content of a game can be used to inform, illuminate, illustrate, 

react, understand, share opinions, argue and look for solutions. The danger in the game is to 

confine the participants in a passive position. As the classic formula, trainees are tested on 

their knowledge or their ability to memorize information, but they are rarely put in a 

situation of critical thinking regarding the transmitted information. To avoid these situations, 

the trainer must focus on games that require search of information rather than those where 

it is simply given to the participant in a binary schema "you know/you do not know”. 

Another possibility is to co-construct the game with the participants. The simplicity of the 

rules or the fact that they are known by all, makes easier to develop them. 
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    Prerequisites (P4) 

ERASMUS + TICS 
The pedagogy of “Play” 

Definition 
The word “Play” is set in most of the current 
language dictionaries as a not imposed physical 
or mental activity, purely free of charge, usually 
based on the convention or fiction, which has 
no end in the consciousness of the involved 
participants other than itself and the pleasure 
and fun it provides. The characteristics of 
“playing” include those of free and fun, making 
this activity moving away from constraints and 
obligations of social life. 

  
  
  
  
  
  
  
  
  
  
  
  
  

Issues 
The objective is not to win something, but to 
participate in a structured interactive activity 
which has a specific purpose and which 
allows to achieve a goal. 'Play' helps building 
high quality trainings, while being «zero 
PowerPoint»; they allow the trainer to move 
out the usual 'top-down' scheme. 

What is a good game? 
▪ must be related to what is studied and have a content that is meaningful to the 

participants, 
▪ containing clear objectives (training objectives or other) and an understandable goal,  
▪ having a pleasant and friendly appearance, 
▪ having clear rules and concise instructions, 
▪ be playable within an hour and almost without cost, 
▪ involving all participants at the same time, 
▪ giving participants the opportunity to make interesting decisions, 
▪ containing elements of surprise, 
▪ resorting to physical activity, movement, 
▪ making easier to make a debriefing, 
▪ having easily understandable rules by any trainer, without special training. 

 

6. FLIPPED CLASSROOMS (FLIPPED LEARNING)   

The flipped classroom model is an instructional model in which students learn basic subject 

matter knowledge prior to in-class meetings, then come to the classroom for active learning 

experiences.  

The first phase of the flipped classroom learning is the pre-class learning phase. In this 

phase, trainees acquire basic subject knowledge by viewing instructor provided learning 

materials in various media formats, such as online videos, podcasts, or text-format materials, 

prior to class. 

The second phase of the flipped classroom learning is the in-class learning phase. In this 

phase, trainees have trainee-centered active learning activities in class, such as interactive 

lectures, problem solving, laboratory experiments, role play, and collaborative design and 

creation. 



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

 
 

          
 

    Prerequisites (P5) 

ERASMUS + TICS 
Flipped learning 

Definition 
The flipped classroom 
describes a reversal of 
traditional teaching where 
the trainee gains first 
exposure to new material 
outside of class, usually via 
reading or lecture videos, 
and then class time is used 
to do the harder work of 
assimilating that knowledge 
through strategies such as 
problem-solving, discussion 
or debates. The collective 
space/face to face is turned 
into a dynamic and 
interactive learning 
environment where the 
trainer guides and 
accompanies the learners.  

  
  
  
  
  
  
  
  
  
  
  
  
  

Issues 
It is necessary to distinguish between "flipped classroom" and 
"flipped learning". These terms are not necessarily 
interchangeable. A Flipped Classroom is “a form of blended 
learning in which students learn content online by watching video 
lectures, usually at home, and homework is done in class with 
teachers and students discussing and solving questions. Teacher 
interaction with students is more personalized – with guidance 
instead of lecturing. A flipped learning is a pedagogical approach 
in which direct instruction moves from the group learning space 
to the individual learning space, and the resulting group space is 
transformed into a dynamic, interactive learning environment 
where the educator guides students as they apply concepts and 
engage creatively in the subject matter. A flipped classroom may, 
but not necessarily, lead to a flipped learning. Many teachers and 
trainers can already "flipping" their classes by asking students to 
read text outside of the class, to watch additional videos or other 
problems, but to engage in a "flipped learning" pedagogy, the 
teachers and trainers must integrate the four pillars of the" 
flipped learning approach" in their practice.” (see below) 

The four pillars of flipped learning 
1. Flexible environment 

• Establish spaces and time frames that permit students to interact and reflect on 
their learning as needed. 

• Continually observe and monitor students to make adjustments as appropriate. 

• Provide students with different ways to learn content and demonstrate mastery. 
2. Learning culture 

• Give students opportunities to engage in meaningful activities without the teacher 
being central. 

• Scaffold these activities and make them accessible to all students through 
differentiation and feedback. 

3. Intentional content 

• Prioritize concepts used in direct instruction for learners to access on their own. 

• Create and/or curate relevant content (typically videos) for your students. 

• Differentiate to make content accessible and relevant to all students 
4.  Professional educator/trainers 

• Make yourself available to all students for individual, small-group and class feedback 
in real time, as needed. 

• Conduct ongoing formative assessments during class time through observation and 
by recording data to inform future instruction. 

• Collaborate and reflect with other educators and take responsibility for transforming 
your practice 

See the “Flipped classrooms’ video” on the website of TICs project 
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PART #3 – THE TOOLS 

This third part presents, in the form of sheets, the existing and produced teaching tools. The 

tools are grouped under 3 homogenous and coherent categories, namely: 

A. Online/Internet services and tools -  B. Software and applications - C. Video, recording and 

projection tools 

The sheets present the technical tools, the educational opportunities they provide, 

resources and some exercises produced and tested by the consortium.  

A. INTERNET AND ONLINE SERVICES (INTERNET, FORUMS, BLOGS, ONLINE DICTIONARIES, SEARCH 

ENGINES, PLATFORMS...) 

1.  Web 2.0 (Glogster & Animated pics) 

    Tools (T1) 

ERASMUS + TICS 
WEB 2.0 – GLOGSTER 

What? 
Web 2.0 Web 2.0 is a term that describes the changing trends 
in the use of World Wide Web technology and Web design 
that aim to enhance creativity, secure information sharing, 
increase collaboration, and improve the functionality of the 
Web as we know it (Web 1.0). These have led to the 
development and evolution of Web-based communities and 
hosted services, such as social-networking sites (i.e. Facebook, 
MySpace), video sharing sites (i.e. YouTube), wikis, blogs, etc.  
Glogster is a Web 2.0 tool focused on the use of ICT in a 
creative way in the teaching and learning process. Glogster is 

a cloud-based platform for presentation and interactive learning. 

  Educational use 
Interdisciplinary lesson 
organized based on outdoor 
research and practical ICT indoor 
workshop. 

Benefits : 

• User friendly educational tool 

• The use of ICT for educational purposes 

• Interdisciplinary teaching through online projects and group work 

• Interactive learning 

• Encouraging collaborative education and digital literacy. 

• Saving paper work and protecting the environment  

• More efficient and motivating teaching, learning and evaluation processes 

• Appropriate for any level of education, from pre-primary to adult education 

• Student-centered method 
Limits: 
Internet connection needed 

How? 
The best and more efficient way to use it, is by combining an outdoor treasure hunting activity with a 
hands-on indoor Glogster workshop. 
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     Tools (T2) 

ERASMUS + TICS 
ACTIVE IMAGE – Plug 01.2 

What? 
An "active image" is an image enriched by 
your own comments. By using the image, 
you make appear these comments based 
on the details you have chosen to 
highlight. 

  Resources: 
http://images-actives.CRDP-Versailles.fr/ 
  
(in french)  

This application allows learners to: 

• Move independently to discover the details and components of a set 

• Discover the vocabulary associated to images or parts of images 

• Prepare a training sequence in class arousing the curiosity 

• Arouse the desire to discover using a playful ICT tool 

• Remember and refresh previous acquired learnings  

How? 
The different modes allow a suitable adaptation of the training to the pursued objectives: 

• Quiz mode or discovery mode: scenario in the form of questions and answers or exploration 
of the image?  

• Make talking a picture: audio comments or bubbles?  

• Follow and respect certain order when analyzing the image: renumber buttons, unfold tabs?  

   

2. Social media (Facebook) 

Social media refers to services and applications enabling to better communicate, share 

content or opinions generated by users: individuals or organizations create web content, 

organize content, index it, modify it or make comments, combine it with other content. 

These different tools and services can be grouped by categories: 

• General social networks (e.g. Facebook, MySpace, Bebo, Hi5, Orkut), or niche (e.g. 

LinkedIn, Boompa), or even the platforms of social networking (Ning) 

• Publishing tools, with platforms blog (e.g. Wordpress, Blogger, Skyblog), the 

platformes of wiki (e.g. Wikipedia, Wikia, Wetpaint) and citizen journalism portals 

(e.g. Digg, Spip, Joomla, Agoravox) 

• The videos sharing tools (e.g. YouTube, Dailymotion, Vimeo), photos (e.g. FlickR), 

links (e.g. del.icio.us, Ma.gnolia), music (e.g. Last.fm, Deezer), slideshows (e.g. 

Slideshare), products reviews (e.g. Crowdstorm, Stylehive), or suggestions of 

feedbacks (e.g. Feedback 2.0) 

• Discussion forums tools (e.g. PHPbb, vBulletin, Phorum), video forums (e.g. Seesmic), 

instant messaging systems (e.g. Yahoo! Messenger, Windows Live Messenger, 

Meebo.) and VoIP systems (e.g. Skype, Google Talk) 

https://ssl.translatoruser.net/bv.aspx?from=fr&to=en&a=http%3A%2F%2Fimages-actives.crdp-versailles.fr%2F
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• Micropublication tools (e.g. Twitter, identi.ca, Pownce, Jaiku, Plazes) and their 

derivatives (e.g. Twitxr, Tweetpeek), as well as lifestream services (e.g. FriendFeed, 

Socializr)   

    Tools (T3) 

ERASMUS + TICS 
SOCIAL MEDIA – Facebook 

What? 
Facebook is a free, easy-to-use 

social network created in 2004 

with 32.7 million mobile users 

per month in France and 1.55 

billion worldwide. This network 

is meant to be open to a world 

without borders, through easy 

communication and sharing. 

  Educational use 
The first reason is that Facebook is used by 80% of students 

aged between 12 and 18, making it an essential tool. Then, 

creating a Facebook page will allow young people to 

gradually educate themselves in the media world under the 

protective and attentive eye of an adult. 

They will be able to create projects, folders, videos or images 

that can then be shared. This will also allow debates, 

developing listening, argumentation, respect. 

Advantages 
The positive sides are multiple: Facebook facilitates interaction, gives immediate access to 

information and can develop and convey certain social values, such as solidarity, tolerance and 

open-mindedness. Facebook allows chating with people from around the world, individually or in 

groups, organize cultural or friendly events. Finally, nobody doubts that having numerous friends 

coming from multiple horizons is an indisputable wealth, but the adolescent must be vigilant and 

not accept anyone. Facebook has become in a few years a place of predilection for sexual 

predators. 

Disadvantages 

The “virtuality” imposed by the web can be a negative aspect, even dangerous insofar as it offers 

total freedom and it can be complex to manage this during the adolescence period. 

Young people have difficulty controlling their privacy settings and may find themselves disclosing 

personal or intimate information to a broad audience. Studies have revealed that the number of 

burglaries has increased sharply after some information has been published via Facebook. 

Cyber harassment, which is repeatedly being subjected to negative, displaced or offensive remarks, 

would affect 1 of 3 young people in Europe. 21.2% of young people admit to being cyber stalkers 

without realizing the consequences. 

How?  

See the Facebook video on TICs website. 
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3. Platforms and local networks (Intranet, LearningApps, Moodle) 

  

    Tools (T4) 

ERASMUS + TICS 
Learning (and communication) platforms – Intranet 

What? 
Intranet is a private analogy of the 
Internet and it is designated also as 
the Internet restricted to the use in an 
organization/company/school. 
Intranet was firstly created by 
universities already in 1992. It is a part 
of computer network which uses the 
identical technologies as the Internet. 
Now there are around 8 million of 
intranet pages. 
 
The same infrastructure is used as for 
the Internet. TCP/IP as the 
communication protocol, the Internet 
services (web servers) and web 
browsers as the universal access tool. 

  Educational use 
Although the intranet is used mainly by companies, it 
has found its place at schools too.  The access to the 
internal network is restricted to teachers and students 
of school who sign in via the assigned password. The 
intranet pages are usually available only from the 
internal networks.   
The school provides through the intranet the 
information regarding the school life (e.g. school 
rules, timetables, exam dates, exam results),  students 
register,  electronic pupil’s result book,  publishes 
various documents (e.g. forms), learning aids etc. 
With still increasing frequency, the intranet is used for 
providing the tools and applications facilitating work 
in groups.    
Through the intranet, teachers can cooperate in 
development of new teaching aids or even organize 
training courses. 
Intranet also supports the corporate culture since 
each user has a possibility to see identical 
information. It is important not to make intranet to be 
just another school tool for data collection, but the 
opposite, to make it to be the main information 
system that supports and covers all other school 
applications.  

Benefits 
The main advantage of intranet is the simplification of communication. Information is easily 
accessible to all authorized users. Mostly e-mails, chat or blogs are used as the means of 
communication. Intranet can help users to find information faster. Through the web browser the 
users can access the data that are in the school database. The information can be updated 
immediately.      
Intranet is independent of the Internet. The only condition of operation of intranet is to connect 
computers into the network through a switch and to install the servers into one of the computers. 
The so-called web server is the basis. Then it is possible through the browser to operate internal 
intranet pages that are saved in this computer and work as a source of information for the whole 
school.   
The disadvantage of older intranets was the static pages. Practically, it was a shared disc which 
displayed centrally saved documents, articles or other internal communication and supported only 
one-way communication 
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      Toots (T5) 

ERASMUS + TICS 
LearningApps 

What?  
The LearningApps.org service is a free Web 2.0 
application which offers 20 small interactive 
modules of very good quality to support a 
learning process. Most models allow the addition 
of your own multimedia files (audio, video 
YouTube, images). It’s a Web 2.0 application, to 
support learning and teaching processes with 
small interactive modules. Those modules can be 
used directly in learning materials, but also for 
self-studying. The aim is to collect reusable 
building blocks and make them available to 
everyone. Blocks (called Apps) include no specific 
framework or a specific learning scenario. The 
blocks are therefore not suitable as complete 
lessons or tasks, instead they must be embedded 
in an appropriate teaching scenario. 

  Resources: 
http://learningapps.org/  
  
 
 
 
(Multilingual) 

This application allows the following possibilities: 

Ranking on an axis, or as a pair; Closure test; Estimate; Grid of letters; Brands in a text; Grid and 
matrix;  Memory (images); Crossword; Placement on images or a geographical map; Puzzle 
leaderboard; What is found where?;  What is the distance?; Multiple choice questions; Quiz with 
entering text for the response; Grouping; Sequence / order; Find the right order;  Video with 
inserts.  

How? 
No knowledge of programming or HTML skills are necessary. Practically, after registration, you can 
directly create the online interactive learning sequences, you will be fully guided and assisted 
during the realization. A simple drag and drop allows adding documents to the exercise. A direct 
link to Wikipedia allows to recover images and sounds to integrate them into the activities. 

https://ssl.translatoruser.net/bv.aspx?from=fr&to=en&a=http%3A%2F%2Flearningapps.org%2F
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     Toots (T6) 

ERASMUS + TICS 
MOODLE 

What?  
Moodle is a free software learning management 
system (learning platform) designed to support 
the learning process.  
Moodle is the acronym for Modular Object-
Oriented Dynamic Learning Environment 
The first version of Moodle was released on 20 
August 2002 and is currently translated in over 
100 languages 
The latest developments made on Moodle, 
integrating a Responsive web design, allows 
Moodle to be used also on Mobile devices. 
  

  Resources: 
https://Moodle.org/ 
  
(Multilingual) 

Pedagogical use 

Moodle is often used for blended learning, distance education, flipped classroom and other e-
learning scenarios. 

It is structured in courses that contain activities and resources.  

There are about 20 different types of activities available (e.g. forums, glossaries, wikis, 
assignments, quizzes, SCORM players, databases) and each can be customized in alignment with 
each course specific expected learning outcomes. 

How? 

The activity-based model of Moodle allows the combination of the activities into sequences and 
groups, which can help trainers to guide participants through learning paths. Thus, each activity 
can build on the outcomes of previous ones. 

There are also available a number of other tools that allows to build communities of learners, 
including blogs, messaging, participant lists etc. as well as useful tools like grading, reports, 
integration with other systems and so on. 

  

  

  

  

   

  

 

https://ssl.translatoruser.net/bv.aspx?from=fr&to=en&a=https%3A%2F%2Fmoodle.org%2F
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    Tools (T7)  

ERASMUS + TICS 

Serious games (Serious games) 
What?  
Game designed for any purpose rather than 
entertainment. Serious games are considered 
useful to those who wish to use simulation for 
training and education. They also make use of 
games engines, a good platform for 
development and play. They have gained, and 
keep doing so, undeniable popularity since 
companies and institutions decided to 
implement them as part of their training 
programs some years ago. There are also a 
good number of individuals who want to 
develop their soft skills with the methodology 
of the future. 

  Resource: 
http://CURSUS.edu/institutions-
formations-
ressources/formation/16184/Jeux-Serieux-
gratuits/#.WBtP0oWcGAg   
  
(180 games, website in french but the 
games are multilingual) 

The site includes serious games related to the following themes: 

For toddlers; Administration - Finance - Marketing; Food - Agriculture; Architecture - Construction - 
building; Visual Arts; Biology - Nature; Chemistry; Law and justice; Mutual aid - volunteer - 
citizenship; Environment - Sustainable development; Geography; Geosciences; Engineering - 
engineering; History - archeology - anthropology; Computer - Internet; Languages; Literature; 
Mathematics; Music; Vocational guidance; Physics; Public affairs policy; Psyche; Health - Health - 
Prevention; Science, general. Sports and leisure; Transport – Navigation. 

How? 
Just go online and choose your tool or game to use. 

  

 

https://game-learn.com/soft-skills-you-have-to-work-on/
https://ssl.translatoruser.net/bv.aspx?from=fr&to=en&a=http%3A%2F%2Fcursus.edu%2Finstitutions-formations-ressources%2Fformation%2F16184%2Fjeux-serieux-gratuits%2F%23.WBtP0oWcGAg
https://ssl.translatoruser.net/bv.aspx?from=fr&to=en&a=http%3A%2F%2Fcursus.edu%2Finstitutions-formations-ressources%2Fformation%2F16184%2Fjeux-serieux-gratuits%2F%23.WBtP0oWcGAg
https://ssl.translatoruser.net/bv.aspx?from=fr&to=en&a=http%3A%2F%2Fcursus.edu%2Finstitutions-formations-ressources%2Fformation%2F16184%2Fjeux-serieux-gratuits%2F%23.WBtP0oWcGAg
https://ssl.translatoruser.net/bv.aspx?from=fr&to=en&a=http%3A%2F%2Fcursus.edu%2Finstitutions-formations-ressources%2Fformation%2F16184%2Fjeux-serieux-gratuits%2F%23.WBtP0oWcGAg
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B. SOFTWARE AND APPS (MAP, SPREADSHEET, TUTORIALS, WORD PROCESSING...) 

 4. Apps (Breakfree cell phone addiction) 

Thanks to the mobile phone, we today have access to the richness of the content on the 

Internet and millions of applications that open new possibilities for training and learning. 

Everyone can create his own application but also just be just a user of the panoply of existing 

applications. Applications are ubiquitous. 

     Tools (T8) 

ERASMUS + TICS 

Break Free App 

What? 
The application allows to measure the use of 
the mobile phone in terms of time and 
frequency. In this case, how many times you 
unlock your phone, per day, per week, per 
month; and how much time you spend on your 
phone. Teachers and trainees can upload it on 
their mobile phone, the purpose being to 
measure how often and how much you are 
using your telephone. 
Break free App measure:  

• How often, you unlock your phone, per 
day, per week, per months 

• How long you are using your telephone  

  Resource: 
The application is free to download on 
AppStore. 

The benefits of the use of the Apps in the training  
Social 
Experts agree that applications in education can make children more interactive and enable a 

better engagement between parents AND children. 
Entertainment 
Applications foster entertainment. Learning is no longer a passive activity, it is active with 
applications. 
24/7 availability 
Unlike school, mobile applications are available 24 hours a day. No need to be worried about the 
times. Most applications favor control suitable for children. Children should only get the camera 
when they want to learn. Kids can use it without much effort. 
Use in times of rest/entertainment without loss of time 
If a child has a lot of free time, it can be used to learn something new using a learning app instead 
of spending his time surfing aimlessly on the internet. 
Better Earth/environment 
While millions of trees are felled to make documents for the traditional method of learning, 
mobile applications in education requires only a download. This means a greener Earth for future 
generations. 
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Active systematic learning 
Smart learning is one thing, and systematic learning is another. Application-based learning allows 
both. 
Portability 
There is no constraint for mobile phones. They can be constant companions of parents and 
students. 

How? 

• Upload the App on your cell phone and define your target and mode of use you define as 
acceptable 

• Create a common rules guidance within the classroom or the training group 

• Make daily or weekly statement 

  

C. DEVICES OF PROJECTION AND RECORDING (VIDEO CONFERENCING, VIDEO, DIGITAL CAMERA...) 

5. Interactive video's (Video) 

    Tools (T9) 

ERASMUS + TICS 

VIDEO 

What? 
Videos are particularly attractive for learners 

and make very easy to actively involve them 

in activities video-related. Furthermore, the 

development of videos implies several 

aspects that may be linked to educational 

purposes: 

• students may develop videos 
deepening topics studied at school  

• students should be able to focus on 
the topic, define the aim of the 
video, plan the footages in order to 
develop the plot, use ICT tools like 
cameras, microphones, editing 
software etc. improving at the same 
time some transversal skills, such as 
working in group, respect their role, 
being in charge of a task, respect 
timing etc. 

  Educational use: 
Videos may be easily used with the following 

pedagogical purposes: 

• as educational material to be shown to 
students in order to arise awareness 
about specific topics, with prevention 
purpose or with the aim to stimulate a 
debate/brainstorming 

• as part of the educational process: 
video-making means working on several 
transversal skills and potentially on 
school topics  

 
Developed videos could be used and shared 
easily with other professionals or students. 
 
TIPS: see the video “TICs Video Method” on the 
website. 
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Benefits 

• Videos are really effective for youngsters (e.g. iconic skills, avoiding being bored) and 
respect their learning process (as digital natives) 

• Developing videos is an effective way to stimulate motivation and creativity, to improve 
cooperative learning and transversal skills (e.g. working in group, being in charge of a task, 
respect of timing etc.) 

• Videos may be used to work on both school-related topics and transversal skills 
Limits 

• Some adults/teachers think that videos are just for fun or entertainment and not for 
training/studying 

• In some cases, (e.g. if the user doesn't use, or use rarely, ICT tools and videos), there 
should be a small training before watching the video since it is very short; otherwise it 
wouldn't be effective: long videos often causes a loss of attention 

The use of ICT tools like videos is not really effective itself without a clearly defined pedagogical 
approach. 

How? 
For the training, face-to-face or autonomous training. 

See the video on the website  

  

6.. Digital story telling (Powtoon) 

    Tools (T10) 

ERASMUS + TICS 

Digital stories 

What? 
A complete program that allows the creation 
of video and cartoons. Powtoon is easier to 
use than PowerPoint, and allows people to 
easily create presentation videos for your 
training, outreach activities. 

  Educational use 
  
Why make a cartoon to form? 
  
Simply to distinguish yourself with easy 
content and watch and rather fun.  
So instead of having a "classic" or "boring" 
presentation, you will get a video that allows 
you to easily make the story telling with a 
professional record in minutes. 
But before the realization, remember what 
your educational objectives - before starting 
to produce your video, first list the needs of 
learners. 
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Benefits 
Think about the structure of your video in order to make your learning by hand. 
The classic structure of a training video starts with: 

• the highlight of the problem of the learner (via, for example, a common place, a figure 
etc.) 

• the presentation of the problem (e.g. causes, consequences) 

• the explanation of it (e.g. why this happens, why is not inevitable) 

• the explanation of the method to solve the problem 

• the solution to the problem 

• the call to action 
  
Limits 
The free version is limited, it will cost some hundred euros for the full version. 

How? 
A tutorial is provided by the developers of the program. 

  

 


