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Introduction
Dear Digital Literacy Teacher!

Today's literacies, as the results of rapid development of technology and different disciplines,
are covered by the term digital literacy. Individuals with digital literacy skills have the ability to
use, access and produce the right information, and to use technology in the
learning-teaching process as well as in all other aspects of everyday life.
Digital literacy/competence is also one among the eight competences for lifelong learning
defined by the Council of the European Union2, which include knowledge, skills, and
attitudes needed by all for personal fulfilment and development, employability, social
inclusion and active citizenship.
As a tool to improve citizens’ digital competence, the European Digital Competence
Framework, also known as DigComp3, has identified five key components of digital
competence: Information and data literacy, Communication and collaboration, Digital content
creation, Safety, and Problem solving.
To meet the needs of university students for digital literacy, which improves their ability to
survive in the digital age, the Project E-DigiLit: Enhancing Digital Literacy of University
Students started in the year 2019. This project has received funding from the European
Commission within Erasmus+ KA203 KA2 - Cooperation for innovation and the exchange of
good practices; KA203 - Strategic Partnerships for higher education (Project Number:
2019-1-TR01-KA203-076155).

The project aims are to:
-

develop a learning environment for digital literacy skills

-

improve the digital literacy skills of university students

-

contribute to building capacity of universities on digital literacy

-

facilitate access to sources related to digital literacy.

2

The Council of the European Union. (2018). Council Recommendation of 22 May 2018 on key competences for
lifelong learning (Text with EEA relevance.). ST/9009/2018/INIT, OJ C 189, 4.6.2018, p. 1–13.
https://eur-lex.europa.eu/legal-content/EN/TXT/?uri=uriserv:OJ.C_.2018.189.01.0001.01.ENG&toc=OJ:C:2018:1
89:TOC
3
Vuorikari, R., Punie, Y., Carretero Gomez S., Van den Brande, G. (2016). DigComp 2.0: The Digital
Competence Framework for Citizens. Update Phase 1: The Conceptual Reference Model. Luxembourg
Publication Office of the European Union. EUR 27948 EN. doi:10.2791/11517
https://publications.jrc.ec.europa.eu/repository/bitstream/JRC101254/jrc101254_digcomp%202.0%20the%20digit
al%20competence%20framework%20for%20citizens.%20update%20phase%201.pdf
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The Project coordinator Dokuz Eylül University (TURKEY) together with partners: Fundacion
Unıversitaria San Antonio (SPAIN), Coventry University (UNITED KINGDOM) and University
of Zagreb’s Faculty of Organization and Informatics have developed a new elective course
on digital literacy and all supporting teaching/learning materials (lesson texts, presentations
and videos), implemented in the project learning management system.
One of the project’s results is this Guidebook for Instructors aiming to help teaching staff in
preparing and presenting the content of the lessons developed in this project to university
students.

The main units of the Lesson Plan (and the Guidebook) are as follows:
1. Handling Information, Data & Work Processes – with lessons on using search
engines, online repositories and curated collections, spotting unreliable (online)
information, collecting data through digital and online tools, and using information
sources ethically (citing, referencing and avoiding plagiarism);
2. Sharing, Communicating, & Collaborating – with lessons on how to use social media
to connect with people in industry and/or field and develop a professional network, on
managing conventions and communication styles (netiquette), and how to choose
appropriate communication and online tools for group work, collaborative tasks and
project management;
3. Creating Digital Media & Content – with lessons showing how to build a simple
website, create an online portfolio, create animations and audio-visual content, learn
by wiki-editing, reuse and create open content, and make (digital) content accessible;
4. Keeping Safe & Well-Being – with lessons helping to create and produce strong
passwords using digital tools, understand how online trackers (e.g. cookies) work to
avoid being tracked when interacting with online platforms, use a virtual private
network (VPN) to share information online securely, understand how posting content
online about oneself or others can have unintended negative consequences, select
effective and safe approaches in case of suffering or witnessing some sort of online
harassment or intimidation, and understand how staying up to date with digital
technologies ensures the necessary protection;
5. Problem Solving – with lessons on how to apply the phase of problem solving when
facing problems in an online learning environment, find ways of fixing simple
technical problems with digital devices and software, get support from the right
source when facing a more complex technical challenge [via IT Helpdesk],
collaborate with other people or friends in an online environment to solve some
real-life problems, develop a personal problem solving strategy.
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For each lesson in the Guidebook there are:
-

unit and lesson titles,

-

learning outcomes,

-

lesson durations,

-

new teaching and learning approaches and teaching strategies and methods to be
used,

-

technical requirements to be fulfilled before teaching,

-

preparation and implementation, as well as the follow-up activities,

-

tools for assessing and evaluating the learning outcomes, and additional resources
for both teacher(s) and student(s) in English and/or national language.

We do hope that you will find the Guidebook for Instructors useful for teaching digital literacy
content effectively and easily and that your students will achieve the intended learning
outcomes. We do appreciate your comments and suggestions on the Guidebook and the
digital literacy course in general. You can send them to the email address:
edigilit@gmail.com.

Thank you for being a part of the E-DigiLit project!

The E-DigiLit Project Team
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Unit

1. Handling Information, Data & Work Processes

Lesson

1.1. Using search engines, online repositories and curated
collections

Learning Outcomes

After completing this lesson, students should be able to

Lesson Duration

●

Understand working principles of search engines

●

Use advanced functionalities and build advanced queries in
most popular web search engines, online repositories and
curated collections to find quality information and resources.

●

Choose from amongst specialized search engines and
digital repositories

4 Hours
Suggested break down of activities:

● Lecture materials (Lesson reading, PowerPoint, video): 90
minutes

● Student’s self-study: 60 minutes
● Student activities (1, 2, 3): 60 minutes
● Gamification: 30 minutes
New Teaching and
Learning Approaches

🗹 Flipped Classroom
🗹 Gamification

Teaching Strategies
and Methods (Teacher
can choose one or
more of these)

🗹 Lecturing
🗹 Learning by Doing
🗹 Blended learning

Technical requirements

Teaching staff and students will use and try search engines. So,
they need one of the Internet browsers (Explorer, Chrome, Firefox,
etc.).

Preparation

Before starting, the following open-ended questions can be asked
in order to discover students' prior knowledge and draw attention.
1. What steps do you follow to search for information on the
Internet?
2. Which search engine do you use the most? Why?
3. Which websites/tools do you search when given an
assignment?
In this section, students will learn information search strategy and
search engines. They will have points to be considered while
searching by using these strategies. They will use and try different
search engines, specialised search engines and digital
repositories.
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Implementation

Before the lesson content begins, the Unit 1 introduction video
should be watched.
Unit 1 introduction video

E-DigiLit Unit 1 Introduction

In the first part of the course, theoretical information about
Information search strategy and search engines will be given.
Therefore, the PowerPoint presentation or lesson plan can be
followed. The lesson video can be watched to summarize and
understand its content. In the second part, students are expected
to search for some key words in common search engines.
1.1. Lesson video

E-DigiLit Lesson 1.1. Using search engines, online
repositories and curated collections
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Activity 1.
Information search strategy and search engines
In order for students to use search engines and advanced features,
the teacher can follow the steps below.
●

Giving students specific keywords. For example, “digital
literacy”.

●

Asking them to search for these keywords in different
search engines (Google, Yahoo, Bing, DuckDuckGo etc.).

●

Asking following questions for them to compare the results:
-

Which search engine offered relevant content?

-

In which search engine did/didn't the ad appear?

●

Trying keywords functions for deeper use

●

Searching keywords through operators such as not, or, " ",
@, #, *.

Activity 2.
Specialised search engines
The teacher can follow the steps below for the tools that students
can use, especially when searching for academic subjects.
●

Creating a Google Scholar profile and building a library with
at least 2 labels with 2 papers/articles each.

●

Using BASE browsing features finding books that relate to
specific fields.

●

Making an image search on a topic related to internet usage
percentage.

●

Making a video search about digital literacy.

●

Making a search in news with time filter (Last 24 hours)

Activity 3.
Other search engine functions
By giving a topic, the Teacher can ask students to search in digital
repositories, digital libraries, online library catalogues, online
databases and other resources.
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Students may be asked to search for images among 2d and 3d
models related to their field.
Follow-up

Students are asked to use different search engines for their specific
searches.

Tools for assessing and
evaluating the learning
outcomes

Gamification: Teacher gives information about gamification:
“After completing lesson video, presentation and lesson plan,
students will have earned a badge on Moodle”. If necessary, the
teacher can make assessments using gamification tools such as
Kahoot, Quizizz.
The teacher can use these questions (can add to/modify them) for
assessment or gamification based quiz.
1. Which search engine was developed in 1990 and works with the
FTP scanning principle?
A. Archie
B. DuckDuckGo
C. Ecosia
D. Vlib
2. What operator of the search engine should be used when
wanting to search for both "books" and "magazines"?
A. Books + magazines
B. Books – magazines
C. Books @ magazines
D. *books magazines
3. Which one should be written before the keywords in the search
engine to search the page content?
A. allinanchor:
B. allintext:
C. allintitle:
D. allinurl:
4. When a person types in the search engine “allintitle: computer”,
where is this keyword searched for?
A. Page content
B. in page titles
C. In page cache
D. In the page link
5. What is the scope of databases such as BASE, Database,
ScienceDirect and WOS?
A. News
B. Books
C. Social media
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D. Academic
Resources
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●

Ortega, J. L. (2014). Academic search engines: A quantitative
outlook. Elsevier.

●

Parsania, V. S., Kalyani, F., & Kamani, K. (2016). A
comparative analysis: DuckDuckGo vs. Google search engine.
GRD Journals-Global Research and Development Journal for
Engineering, 2(1), 12-17.

Unit

1. Handling Information, Data & Work Processes

Lesson

1.2. Spotting unreliable information in the digital media
landscape

Learning Outcomes

After completing this lesson, students should be able to
●
●
●

Lesson Duration

Understand the risks of unreliable information
(mis-information, dis-information and mal-information)
Use fact-checkers
Evaluate the quality of information and its sources

2 hours
Suggested break down of activities:
●

●

New teaching and
learning approaches

Lecture materials : 30 minutes
● lesson reading :15 minutes
● PowerPoint: 10 minutes
● Video :5 minutes
Student activities
● Student’ self-study, evaluation, reporting and
communicating :30 minutes
● Gamification: 30 minutes

🗹 Problem-Based Learning
🗹 Flipped Classroom
🗹 Gamification

Teaching strategies
and methods

🗹 Lecturing
🗹 Learning by Doing
🗹 Blended learning

Technical
requirements

Teaching staff and students will try and use free online tools for
checking and plagiarism detection and reference management
systems.
Teaching staff and students will use search engines to find and
check reliability information. Additionally, fact-checkers will be used.
A computer/laptop or mobile device with an internet browser and
internet connection will be needed for this lesson.
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Preparation

Each activity in the lesson starts with some motivational
aspects/tasks. Teaching staff should provide and prepare all
materials needed for their implementation and completion. For
example, prepare good/bad examples and questions to be
discussed with students to motivate/involve them.
Teaching staff should provide and be familiar with at least one
fact-checker to be introduced to the students.
Teaching staff should check if the links to the proposed resources
are still active/valid and if not, then replace them with new ones.
Teaching staff should check students' pre-knowledge and make
adjustments to the lesson content accordingly.

Implementation

The lesson introduces aspects of information quality, and guides
the learners to recognize and select credible information sources.
This introductory part of the lesson starts with the motivational
activities in which students' practices and behaviours, attitudes, pre
knowledge, as well as importance of the lesson subject will be
discussed.
Teaching staff can ask students about their own experiences with
unreliable / fake information.
At the beginning, an overview of the lesson will be given.
Therefore, the PowerPoint presentation and/or lesson plan can be
followed. The lesson video can be watched to summarize and
understand its content.

E-DigiLit Lesson 1.2. Spotting unreliable information in the
digital media landscape
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Activity 1.2.1.
The problem of unreliable information
To get familiar with the topic, students are requested to read
resources recommended in the lesson plan part 1.2.1.(see lesson
plan). The problem of unreliable information.
Teachers can ask students to find and recommend additional
sources on the topics related to spotting unreliable information or to
find, elaborate and present (via the forum) examples of
unreliable/fake information and its related risks and harms.
Activity 1.2.2.
Dis-information, mis-information, and mal-information
Students are requested to read the lesson plan part 1.2.2 (see
lesson plan). Dis-information, mis-information, and mal-information
and to find, elaborate and present (via forum) examples of
dis-information, mis-information, and mal-information and their
related risks and harms.
Activity 1.2.3.
Assessing the quality of information
At the beginning, students can be asked to:
●

elaborate, present and discuss criteria they use to assess
the quality of information,

●

discuss problems in assessing the quality of information.

After that students are requested to read the lesson plan part 1.2.3
(see lesson plan) Assessing the quality of information and
complete the given tasks.
Activity 1.2.4.
Fact-checking and fact-checkers
Teachers and students (via forum) discuss possible ways to spot
(and to cope with) unreliable information.
Students are supposed to complete the tasks given in the lesson
plan part 1.2.4.(see lesson plan). Fact-checking and fact-checkers
and share (via forum) their experiences.
Follow-up

Encourage and motivate students to use and share their own
reference management database of sources and citations, and
share experiences, good examples and issues related to spotting
unreliable information.

Tools for assessing
and evaluating the
learning outcomes

Gamification: Teachers give information about gamification:
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“After completing the lesson video, presentation and lesson plan,
students will receive a badge on Moodle”.

If necessary, the teacher can make assessments using gamification
tools such as Kahoot, Quizizz.
The teachers can use an online (automated grading) test for the
assessment and (manually) grade the students' response on the
simulated or real example of unreliable/fake information.
Resources
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●

European Commission, (2018). EU JRC technical report: The
digital transformation of news media and the rise of disinformation
and fake news.https://ec.europa.eu/jrc/sites/default/
files/jrc111529.pdf

Unit

1. Handling Information, Data & Work Processes

Lesson

1.3. Collect Data Through Digital and Online Tools

Learning Outcomes

After completing this lesson, students should be able to
●

Lesson Duration

plan and implement data collection using relevant online tools,
such as online surveys, polling tools, and other transmedia
tools.

2.5 hours
Suggested break down of activities:
●
●
●
●
●
●
●

Lecture materials (live or videos or PowerPoint): 20 minutes
Video and reading time: 20 minutes
Student activity 1 - creation of 10 questions for survey: 20
minutes
Student activity 2 - creation of google form: 20 minutes
Student activity 3 - delivery of google form and extract
analysis: 20 minutes
Student activity 4 - Kahoot polls: 20 minutes
Student assessment (final quiz): 30 minutes

New teaching and
learning
approaches

🗹 Problem-Based Learning

Teaching strategies
and methods

🗹 Lecturing

🗹 Experiential Learning

🗹 Self-Directed Learning
🗹 Blended Learning
Technical
requirements

Ensure students have access to google forms or other survey
platforms for them to use as part of their activities.
Lecture slides are in PowerPoint format.

Preparation

Prepare good/bad examples and questions to be discussed with
students to motivate/involve them, such as examples of survey
questions to represent different types of data collection, and how
data statistics can look like from the survey data.
Check if the links to the proposed resources are still active/valid
and if not replace them with new ones
Check students’ pre-knowledge needed to complete the lesson to
get to know your study group and adjust the lesson content
accordingly.
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Implementation

The introduction video for Unit 1 and lesson 1.3 can be shown to
the students as the general introduction to the unit and specific
lesson
Lesson video

E-DigiLit Lesson 1.3. Collect Data Through Digital and Online
Tools

This lesson consists of two parts. The first of these explains the
concepts of data and data collection. The second explores the use
of online tools for surveys, polling and also video conferencing
interviews. To begin, the theoretical background of both subjects is
explained to the students, or in line with the technical resources
students have, students are asked to read this at home. This
choice depends on the teacher and students’ technical abilities and
motivations.
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Activity 1.
Understanding Data and Data Collection
The first part must be completed within 1 hour.
This section contains primarily theoretical information, so the
student will gain the basic knowledge on data collection and the
types of data that can be collected. To achieve this, interesting
articles and videos have been added to each section.

Students will have to practice preparing a questionnaire (10
questions) and submit it to the lecturer for feedback. The activity
brief is also part of the lecture slides.
To conclude this part of the unit, a fun quiz can be used to test the
students as part of the revision using the Kahoot application
(https://kahoot.com). If the application is to be used by students for
the first time, a demo introducing the application can be given to
them before the actual test/revision.
Activity 2.
Digital and online tools for data collection
The second part must be completed within 1 hour.
Teaching staff will go through the sub-units, exploring the examples
of the digital and online tools, where students will have access to
reading materials and also videos. For unit 1.3.2.2, lecturers can
again use Kahoot to deliver content and also act as examples for
online polling.
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Hands-on activities will include students creating an online survey
using the questions (10 questions) submitted in Activity 1, and also
creating and testing an online (real-time) poll with their peers (5
questions).
Students will deliver the surveys to peers and present data
analysis. Students will also play-test their online poll with peers.
Lecturers will provide feedback.
Follow-up

Encourage students to explore data collection further, which may
be useful for their other modules, coursework, and project work.

Tools for assessing
and evaluating the
learning outcomes

Two activities have been created for this lesson, with three
assessed hands-on outputs (10 questions, Online survey and
online poll), and the final quiz for assessing knowledge within this
unit.

Resources

●

●

●
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Phineo (2017). An Overview of data collection methods
Retrieved from
http://www.social-impact-navigator.org/impact-analysis/data/met
hods-overview/
European University Institute (2019). Good data protection
practice in research, Third Edition.EUI.EU Retrieved from
https://www.eui.eu/documents/servicesadmin/deanofstudies/res
earchethics/guide-data-protection-research.pdf
Also - video and reading materials as recommended under
each sub-units within the Lesson Plan.

Unit

1. Handling Information, Data & Work Processes

Lesson

1.4. Citing, referencing and avoiding plagiarism

Learning Outcomes

After completing this lesson, students should be able to

Lesson Duration

●

Understand copyright

●

Explain different types of plagiarism

●

Apply different styles to cite and reference information
sources used

4 Hours
Suggested break down of activities:
●

●

New teaching and
learning approaches

Lecture materials : 60 minutes
●

Lesson reading:45 minutes

●

PowerPoint: 10 minutes

●

Videos :5 minutes

Student (DO!) activities: 120 minutes
●

Student’ self-study, evaluation, reporting and
communicating: 30 minutes

●

Gamification: 30 minutes

🗹 Problem-Based Learning
🗹 Flipped Classroom
🗹 Gamification

Teaching strategies
and methods

🗹 Lecturing
🗹 Learning by Doing
🗹 Blended learning

Technical
requirements

Teachers and students will try and use free online tools for
checking and plagiarism detection and reference management
systems.

Preparation

Each activity in the lesson starts with some motivational
aspects/tasks. Teachers should provide, prepare all materials
needed for their implementation and completion. For example,
prepare good/bad examples and questions to be discussed with
students to motivate/involve them.
Teachers should be familiar with the (online) tool for checking and
plagiarism detection and reference system used by the particular
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university/faculty/department. If there are not such tools/systems
officially used, select, prepare and suggest to the students some
free tools/systems.
Teachers should check if the links to the proposed resources are
still active/valid and if not replace them with new ones.
Teachers should check students' pre-knowledge and adjust the
lesson content accordingly.
Implementation

The lesson introduces students to authorship, provides them with
guidelines on how to organise, cite and reference proper
information sources with help of a reference management system
and how to avoid plagiarism.
At the beginning, an overview of the lesson will be given.
Therefore, the PowerPoint presentation and/or lesson plan can be
followed. The lesson video can be watched to summarize and
understand its content.
In the other parts, theoretical information about authorship and
copyright, different types of plagiarism and different styles to cite
and reference information sources will be given, while students are
expected to do planned activities as follows.
Activity 1.4. Introduction
The introduction to the lesson starts with the motivational activities
in which students' practices and behaviours, attitudes,
pre-knowledge, as well as importance of the lesson subject will be
discussed.
Teachers are supposed to offer and/or ask students to give the
examples of plagiarism cases mentioned in mass media.
Teachers and students discuss all aspects of the chosen
examples/cases of plagiarism (who, where, what, how, plagiarised,
and what are consequences).
Teacher leads students to a conclusion on the importance of
understanding and considering copyright, adequate citation and
referencing, and consequently, the plagiarism avoidance.
1.4. Lesson video can be used to present the content of the lesson.
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E-DigiLit Lesson 1.4. Citing, referencing and avoiding
plagiarism

Activity 1.4.1.
Authorship and copyright
The activity starts with the motivational part in which students' will
be asked by teachers to share their attitudes and feelings related to
the fictional theft of their own work by someone else.
Pre-knowledge of the students relating authorship to the copyright
may be examined/evaluated by short online quiz/test.
To get familiar with the topic, students are requested to read the
lesson plan part 1.4.1.(see lesson plan). Authorship and copyright
and complete 2 activities.
Activity 1.4.2.
Plagiarism
Teachers can ask students some motivational questions related to
the topic, such as:
●

●

●

Is it plagiarism if we use our own, already published work
(or part(s) of the work) without citing and referencing it in
the newly created work?
Is it plagiarism to translate somebody else's work (or its
part(s) without citing and referencing it in the newly created
work?
How would they (students) discover, recognize or suspect
that there is plagiarism?

Students will be asked to read the lesson plan part 1.4.2. (See
lesson plan). Plagiarism and to complete the activity – Explore one
of the free plagiarism checkers, check one piece of their work and
analyse the results. Teachers can ask students to send the
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plagiarism check report to to the teachers and other students so
they can discuss it together (by means of the online forum).
Activity 1.4.3.
Citation, reference and bibliography
At the beginning, students can be asked to:
● discuss the difference among citation, reference and
bibliography,
● discuss rules of citing and referencing that apply to the
written assignments at their universities, faculties or
departments,
● present a challenge/problem they have faced while using
the information sources.
Or, teachers can ask students how they will cite:
● work that they cannot access directly but which is cited in
work to which they do have access i.e. how they will “cite
citation” (indirect citation issue),
● web pages that have no author and/or publication date,
● international standard or other similar document (law,
directive, recommendation,) published by an organisation.
After that, students can be requested to read the lesson part 1.4.3.
Citation, reference and bibliography, and carefully study the
examples from Table 1 in the lesson plan 1.4.
Teachers can ask the students to pose some questions or highlight
problems related to citing and referencing and invite all to discuss it
and find a solution on the dedicated forum.
Activity 1.4.4.
Reference management systems
At the beginning, students can be asked to:
●
●

share their own experiences, habits/(best)practice and
problems regarding collecting, storing, managing and citing
references/sources,
recommend and describe a reference management system
which other students might use.

After that, students can be requested to read the lesson plan part
1.4.4. Reference management systems, and explore information
given in Table 2 in the lesson plan 1.4.
Teachers invite students to
● complete the activity - Make comparison of free/available
reference management systems/software/tools, explore
how to use them and build your own database of sources
and citations,
● share their opinion and argue, explain and document the
decision process of selecting reference management
systems/software/tools via forum
● build and share their own database of sources (and
citations) on the topic Citing, referencing and avoiding
plagiarism with the teachers and other students.
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Follow-up

Make suggestions and encourage students to use and share their
own reference management database of sources and citations,
and share experiences, good examples and issues with citing and
referencing, and to deepen and extend their knowledge.
Make suggestions and motivate students to get familiar and to get
used to use tools for checking and plagiarism detection.

Tools for assessing
and evaluating the
learning outcomes

Gamification: Teachers give information about gamification:
“After completing the lesson video, presentation and lesson plan,
students will be given a badge on Moodle”.
If necessary, the teacher can make assessments using
gamification tools such as Kahoot, Quizizz.
The teachers can use an online (automated grading) test for the
assessment and (manually) grade the quality of the shared
students' own databases (description) of sources (and citations).

Resources

VIDEOS:
●

●
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University College London. Referencing and avoiding
plagiarism tutorial. (35-45 minutes)
https://www.ucl.ac.uk/library/forms/articulate/referencing-pla
giarism/story_html5.html
Introduction to Citation Management Tools (2:32)
https://youtu.be/bZLunWsr3VQ

Unit

2. Sharing, Communicating, & Collaborating

Lesson

2.1. Use social media to connect with people in the industry
and/or field and develop a professional network [Twitter,
LinkedIn, Research Gate]

Learning Outcomes

Know how to follow current developments in the industry and/or
field and learn how to develop a professional resume on social
media.
After completing this lesson, students should be able to;

Lesson Duration

●

Compare web 1.0, web 2.0 and social media

●

Understand the importance of social media tools in
professional life.

●

Know what to do while creating a professional network.

3 hours
Suggested break down of activities:
●

Lecturing: 60 minutes

●

Self-study (videos and readings): 60 minutes

●

Assignments: 40 minutes

●

Final assessment: 20 minutes

New teaching and
learning approaches

🗹 Flipped Classroom

Teaching strategies
and methods

🗹 Lecturing
🗹 Learning by Doing
🗹 Blended Learning

Technical
requirements

Teachers and students should have a mobile device or
computer/laptop with an Internet connection.

Preparation

It may be important to examine students' professional use of social
media at the beginning of the course. Therefore, you can ask the
following questions;

Implementation
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●

Which social media platforms are you a member of?

●

Which platform do you use often and which do you think is
important?

●

Do you have a profile that you like and follow? What
features make it stand out?

This lesson is about how to digitally follow current developments in
the industry field and learn how to develop a professional resume

on social media. The lesson has 2 parts: activity 1 and activity 2.
The first activity is related to the examination of available and
prospective professional networking sites. The second activity is
the implementation of the theoretical part of activity 1. That is, your
students should develop their professional social network in activity
2.
Activity 1
Understanding Social Media
The first part should be completed within two hours.
This section contains theoretical information about the comparison
of web 1.0, web 2.0 and social media, the types of social media
and understanding the power of social media to develop a
professional network. Students should understand the terminology
used in this area correctly and learn how to follow current trends in
social media.
Therefore, you can use the following activities during the lecture
●
●
●

present theoretical background to students owing to the
PowerPoint presentation
make a group work to examine social media statistics
(presented in the references part) websites with students.
After presenting web 1.0, web 2.0 and social media,
students can create a word cloud about them and details.
(see https://www.wordclouds.com/ or
https://www.mentimeter.com/)

Activity 2
Creating and managing Social Media for professional
purposes
The second part of the lesson should be completed within 1 hour.
After completing Activity 1, students will apply their knowledge to
practice. This section should contain practical knowledge and give
a chance to develop their skills in managing their professional
social network. So you can use the following strategies in the
lesson;
●
●
●
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students can watch the educational video in online system
students should create a social media account for
professional purposes.
students can share their professional accounts with each
other and you can arrange peer evaluation about them

Unit 2 introduction video

E-DigiLit Unit 2 Introduction

Video

Lesson 2.1. Use social media to connect with people in the
industry field and develop a professional network
PowerPoint presentation
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Lesson 2.1 Use social media to connect with people in the industry
field and develop a professional network
Follow-up

If time is limited for activity 2, you can give this activity as take
home. Then you can review, examine and grade them.

Tools for assessing
and evaluating the
learning outcomes

Create a professional digital CV that includes social media
accounts about you and present yourself to your teachers.

Resources

You can use all sources stated in the lesson plan.
For further reading, please examine:
●
●
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Keijzer, C. & Keijzer, R. (2020). LinkedIn for Business:
Mastering the Art of Social Branding. Some Books
Dodaro, M. & Garcia, M. A. (2019). LinkedIn for Students,
Graduates, and Educators: How to Use LinkedIn to Land Your.
Dream Job in 90 Days: A Career Development Handbook.
Independently published.

Unit

2. Sharing, Communicating & Collaborating

Lesson

2.2. Conventions and communication styles (netiquette)

Learning Outcomes

Use appropriate conventions and communication styles
(netiquette) when communicating via email or other channels.
After completing this lesson, students should be able to

● Create

effective messages during
respectful online communication

appropriate

and

● Use digital technology for communication at social network
● Understand diversity in communication linked to personal
differences, cultural differences and disability
Lesson Duration

4 hours
Suggested break down of activities:
●

Understanding netiquette guidelines and communication
style: 60 minutes

●

Creating messages according to netiquette guidelines: 120
minutes

● Recognizing and respecting diversity: 60 minutes
New teaching and
learning
approaches

🗹 Problem-Based Learning
🗹 Cooperative Learning
🗹 Flipped Classroom
🗹 Gamification

Teaching strategies
and methods

🗹 Lecturing
🗹 Learning by Doing
🗹 Blended learning

Technical
requirements

Teachers and students should have an Internet access, social
media account for Facebook or LinkedIn as well as a mobile device
or computer and internet connection.

Preparation

Before beginning the course, the teacher should ask students to:
1. Describe their previous experiences of online
communication
2. What are challenges and advantages of online
communication
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Implementation

During the introduction part of the lecture, students will be asked to
share their previous experiences in online communication. They
will report about advantages and disadvantages according to their
own experiences.
2.2.1. Understanding netiquette guidelines and
communication style (1 hour)
This section will provide basic knowledge for writing effective
messages in emails, news groups, social network posts, forum,
(slides for classroom use)
2.2.1.1. Introducing basic rules of netiquette to avoid
damaging interpersonal relations during communication
Activity: After presentation of some internet etiquette rules
https://potomac.edu/netiquette-rules-online-students , students will
analyse and report examples of positive and negative experiences
during online communication (flipped classroom) / 15 min
2.2.1.2. How to respect privacy of yourself and others
Presentation (slides for classroom use) privacy and GDPR rules.
Activity – discussion/report about communicating anxiety and
privacy (flipped classroom) / 15 min
2.2.1.3. How to share messages without excluding other
people?
Activity: Practical examples of possible miscommunication caused
by sender, encoder, channel, decoder, receiver and feedback will
be presented. Students will prepare case study and suggestions
for solving those problems. They will explore some individual
differences according to the Model of personality. At the end of this
sections lecture will provide solutions for encouraging
communicating with different people and situations (flipped
classroom) / 20 min
2.2.2. Creating messages according to netiquette guidelines (2
hours)
Main tips and rules for online communication will be presented.
Students will have the opportunity for creating effective messages
according to specific tasks or audience (slides for classroom use)
2.2.2.1. Structure of formal letters
Activity: Writing a formal motivation letter - application for
international student exchange program (Learning worksheets) / 20
min
2.2.2.2. Social media, blogs and forum posts for future
references
Students will learn about the importance of using references.
Activity:
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- Creating LinkedIn post for professional purpose (Learning
Worksheet) / 30 min
- Differences and similarities between FB and LinkedIn posts will
be analysed (Learning Worksheets) / 20 min
2.2.2.3 Spelling and grammar checking / proofreading
Students will learn how to use tools for grammar checking and
proofreading.
Activity:
1. Video with proofreading instructions - English Editing and
Proofreading – Editage
https://www.youtube.com/watch?v=GXsRQ4Qb7UQ
(demos)
2. Proofreading the text (learning worksheets) / 20 min
2.2.3. Recognizing and respecting diversity (1 hour)
This section contains practical examples which will help students in
better understanding individual and cultural differences (slides for
classroom use)
2.2.3.1 Cultural diversity
Activity: Hofstede model insights – students will analyse 6 cultural
dimensions for 3 - 4 countries according to their own choice
(demos) / 30 min
2.2.3.2 People with disabilities
Activity: Students will use “Typeface for Dyslexia” and “Add Text to
Speech Option” (demos)
It is important that activities in this section are completed by all
students. / 15 min
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Lesson 2.2 Sharing, Communicating and Collaborating

Lesson 2.2 Sharing, Communicating
PowerPoint presentation

and

Collaborating

Follow-up

Suggestion for continuing networking and online communication
(regular posts on LinkedIn for professional purposes)

Tools for assessing
and evaluating the
learning outcomes

The plan for this lesson is that the teacher will present theory and
students will do short tasks after each presentation / theory.

Resources

● Abushakra. N. (2016). Netiquette: Modern Manners for a

–

Learning outcomes will be evaluated by
1. Final test – Quiz
2. Official documents (letter / post / blog) will be created
3. Essay

Modern World: The Ultimate Guide to Online Etiquette.
CreateSpace Independent Publishing Platform
● Camp, L.J. (2015). Computing Ethics Respecting People and
Respecting Privacy Minimizing Data Collection to Protect User
Privacy and Increase Security. Communications of The Acm,
58, 7, 27-28.
● Deardorff, D. K. (2006), The Identification and Assessment of
Intercultural Competence as a Student Outcome of
Internationalization at Institutions of Higher Education in the
United States, Journal of Studies in International Education
10:241-266
https://www.mccc.edu/~lyncha/documents/Deardorff-identificati
onandassessmentofinterculturalcompetenceasanoutcomeofInte
rnationalizat.pdf (Sep 2nd 2020)
● Hofstede, G. (1980) Culture’s Consequences: International
Differences in Work-Related Values. Sage Publication,
Newbury Park, CA, USA.
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● 5. Pânişoară, G., SanduIon, C., Pânişoară, I.O., Duţă, N.
(2015). Comparative Study Regarding Communication Styles
of The Students. Procedia - Social and Behavioral Sciences,
186. 202-208
https://reader.elsevier.com/reader/sd/pii/S1877042815023265?
token=250CB7DDEE9E4A69DCC2510AF91C0EDAB198388A
31CCA5FEBCF45433924E76DD0923EAF32FB5F87AC1B325
B803D9F8FF (Nov 27 2020)
● Strawbridge, M. (2006). Netiquette: Internet Etiquette in the
Age of the Blog. Software Reference Ltd., Cambridgeshire, UK
● Škrinjarić, B., Budak, J., Rajh, E. (2019). Perceived Quality of
Privacy Protection Regulations and Online Privacy Concern.
Economic Research, 32, 1, 982–1000
https://www.tandfonline.com/doi/full/10.1080/1331677X.2019.1
585272 (Sep 2nd 2020)
● University of the Potomac: Online Etiquette: 14 Netiquette
Rules Online Students Should
Know. https://potomac.edu/netiquette-rules-online-students/
(Nov 2nd 2020)
th

Additional sources:
● 1.McCrae R.R., Costa P.T. 1987). Validation of the Five-factor
Model of Personality Across Instruments and Observers.
Journal of Personality and Social Psychology, 52 1, 81–90
● Shannon Weaver’s Model of Communication (1948)
https://www.communicationtheory.org/wp-content/uploads/2011
/06/shannon_weaver_model.jpg (Nov 2nd 2020)
Activities and templates:
● Corporate Finance Institute CFI: Business Letter Format/
Create professional business letters
https://corporatefinanceinstitute.com/resources/templates/word
-templates-transactions/business-letter-format/ (Nov 15th
2020)
● Express Writers: How to Write Social Media Posts
https://expresswriters.com/how-to-write-social-media-posts/
(Nov 15th 2020)
● OpenDyslexic; A Typeface for Dyslexia
https://www.opendyslexic.org/ (Dec 15th 2020)
YouTube video examples:
● English Editing and Proofreading – Editage
https://www.youtube.com/watch?v=GXsRQ4Qb7UQ (Nov 27th
2020)
● Tutorials4view : How to Add Text To Speech Option to Word
(voice) – Tutorial
https://www.youtube.com/watch?v=YFznemOKQ44 (Nov 10th
2020)
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Unit

2. Sharing, Communicating & Collaborating

Lesson

2.3. Choose appropriate online tools for group work,
collaborative tasks and project management [O365
collaboration functionalities, Planner, Teams, Wikis]

Learning Outcomes

Understand the characteristics of collaborative work and know the
main functionalities of cloud collaborative tools.
After completing this lesson, students should be able to:
●

●
●
Lesson Duration

Manage the service Dropbox as a tool for collaboration. Learn
to add and create files. Edit files online with others through
Microsoft Office Online and Dropbox Paper.
Use the service Google Drive as a tool for collaboration. Learn
to add and create files. Edit files online with others.
Know what a Wiki is and what for.

4 Hours
Suggested break down of activities:
●

Lecturing: 60 minutes

●

Self-study (videos and readings): 120 minutes

●

Assignments: 60 minutes

New teaching and
learning approaches

🗹 Other (Presentation)

Teaching strategies
and methods

🗹 Lecturing
🗹 Learning by Doing
🗹 Blended learning

Technical
requirements

The teacher and students must have internet access to be able to
work with the Google Drive/Dropbox tool.

Preparation

Each activity in the lesson starts with some motivational aspects /
tasks. Teachers should provide and prepare all materials needed
for their implementation and completion. For example, prepare
good/bad examples and questions to be discussed with students to
motivate/involve them.
Teachers should be familiar with the (online) tools Google
Drive/Dropbox in order to be able to teach this lesson, as the
practice involves handling this document sharing tool.
Teachers should check whether the links to the proposed
resources are still active/valid and, if not, replace them with new
ones.
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Teachers should check learners' prior knowledge and adjust the
lesson content accordingly.
Implementation

This unit consists of two parts:
First theoretical part: The teacher will explain to the student the
most relevant aspects of Lesson 2.3 ‘Choose appropriate online
tools for group work, collaborative tasks and project management
[O365 collaboration functionalities, Planner, Teams, Wikis]’ ....
The teacher will start with an introduction to collaborative work
methods and then move on to an explanation of online tools for
collaborative work.
Second practical part: The students are presented with one
scenarios to solve:
Test resolution
Create a shared excel document in drive to which different people
have access where they formulate a question about the topic work
and 3 alternative answers.
2.3. Lesson video can be used to present the content of the lesson.

E-DigiLit Lesson 2.3.Choose appropriate online tools for
group work, collaborative tasks and project management

Activity 1.
Create a shared excel document on drive
The students, in groups of 5, will create an excel document with
their colleagues and share it with the group so that it can be edited
by all the members of the team.
The excel document must include 6 vertical columns. The first
column will include numbers in sequential order. The second
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column will include the name of the student/author of the question.
The third column will include the statement of the question. The
next 3 columns (4-5-6) should contain 3 alternative answers to the
question asked.
The correct answer should appear with the text cell painted in
green.
Follow-up

Motivate students to use suggested tools that enable online
collaborative work and to share their experiences, good examples
and challenges in relation to the use of the platforms examined in
this lesson. Suggest examples and motivate students to become
familiar with and accustomed to using this type of collaborative
work tools.

Tools for assessing
and evaluating the
learning outcomes

Self-assessment questionnaire to measure the theoretical content
and one practical activit based on collaborative work through online
documents.

Resources

VIDEOS:
●
●
●
●
●

Page 36 of 109

How to Use Google Docs - Beginner's Guide (16:16)
https://www.youtube.com/watch?v=z9i_h...
How to Use Google Sheets - Beginner's Guide (19:33)
https://www.youtube.com/watch?v=Rus4b...
How to Use Google Forms for Beginners-Google Forms
Tutorial (07:46) https://www.youtube.com/watch?v=wQ7jN...
How to Use Google Drive - Beginner's Guide (14:47)
https://youtu.be/EbVnObwFJic
Dropbox for Beginners (10:50)
https://www.youtube.com/watch?v=4Nan6Zt6bzw

Unit

3. Creating Digital Media & Content

Lesson

3.1. Building a simple website

Learning Outcomes

After completing this lesson, students should be able to;

Lesson Duration

●

Explain basic concepts about the web and website creation

●

Create a simple website

4 hours
Suggested break down of activities:

New teaching and
learning approaches

●

Lecturing: 20 minutes.

●

Self-study (videos and readings): 60 minutes.

●

Assignments: 60 minutes.

●

Final assessment: 40 minutes.

🗹 Project Based Learning (PBL)
🗹 Flipped Classroom
🗹 Gamification

Teaching strategies
and methods

🗹 Self-directed learning
🗹 Learning by doing
🗹 Webinar

Technical
requirements

Students and teachers must have a computer and internet
connection.

Preparation

As part of the preparation, you will need to check students'
pre-knowledge needed to complete the lesson to get to know your
study group and adjust the lesson content accordingly.
A way of motivating students can be to ask them to:
1) Imagine potential use cases where they would be putting
into practice the skills of creating a simple website
2) Identifying good examples of personal websites
Check if the links to the proposed resources are still active/valid
and if not replace them with new ones.

Implementation
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This lesson consists of two parts. The first of these is
understanding the web. The second is web page creation. First of

all, the theoretical background of these two parts is explained to the
students. Or, in line with the technical resources students have,
students can be asked to read this (theoretical part of Lesson Plan)
at home. This choice depends on the teacher and students’
technical abilities and motivations.
First of all, unit 3, Creating Digital Media & Content, introduction
video can be watched and then for the theoretical framework of the
subject, Lesson 3.1 video below can be followed.
Unit 3 Introduction Video
E-DigiLit Unit 3 Introduction Video
Lesson Video

E-DigiLit Lesson 3. 1. Building a Simple Website with WordPress

Lesson Presentation
E-DigiLit 3.1 Lesson Presentation
Activity 1.
Understanding the Web
The first part should be completed within 1 hour.
This section mostly contains theoretical information so students
understand how to create a webpage (Activity 2). Interesting videos
in this section let students get involved in the process effectively. In
addition to this, the tests in 3.1.1.1 and 3.1.1.2 sections in the
lesson plan can be applied to students with the Kahoot application
(https://kahoot.com) or Quizizz (https://quizizz.com). This
application can be used in the lesson to enhance gamification. If
the application is to be used by students for the first time, a demo
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introducing the application can be given to them before the actual
test.
Activity 2.
Web Page Creation
The second part should be completed within 2 hours.
Under the heading 3.1.2.1 in the lesson plan, the theoretical part
can be given in detail or superficial, depending on the students'
previous knowledge. To understand this, firstly, the level of
knowledge of the students can be determined by asking a few
questions.
After the theoretical part, students are asked to get detailed
information about WordPress. this should be ensured by reading
and watching the relevant videos and texts listed under 3.1.2.2 in
the lesson plan. During this activity, students are monitored and
any questions are answered.
It is important that this section is completed by all students,
because the problems that may be encountered in the
implementation phase in the continuing section should be
answered in this section.
In section 3.1.2.3 of the lesson plan, the tasks expected from the
students should be carried out under the supervision of the teacher.
This is the most important step of the lesson, so each step must be
carefully planned and the required time must be determined in
advance.
Follow-up

The personal web page created by the students can be checked
and feedback can be given. Students will then be able to see
where they have demonstrated their understanding of the learning
outcomes.

Tools for assessing
and evaluating the
learning outcomes

Two activities including a quiz and test were created for this lesson.
It was also planned to use teacher observation and tests for
evaluation in each activity.

Resources

Internet Resources
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●

The birth of the web | CERN. (n.d.). Retrieved 10 August
2018, from https://home.cern/topics/birth-web

●

Mozilla. (n.d.). What is the difference between webpage,
website, web server, and search engine? - Learn web
development | MDN. Retrieved 25 June 2021, from MDN
Web Docs website:
https://developer.mozilla.org/en-US/docs/Learn/Common_q
uestions/Pages_sites_servers_and_search_engines

●

Mozilla. (n.d.). MDN Web Docs Glossary: Definitions of
Web-related terms | MDN. Retrieved 25 June 2021, from

MDN Web Docs website:
https://developer.mozilla.org/en-US/docs/Glossary
●

Levine, Alan. ‘What’s In a Domain Name? | Domain Kits’.
EduHack Domain Kits. Accessed 25 June 2021.
https://domains.eduhack.eu/kit/whats-in-a-domain-name/.

●

WordPress. (n.d.). WordPress Support. Retrieved 25 June
2021, from WordPress.org Forums website:
https://wordpress.org/support/

You can also use all resources stated in the lesson plan.
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Unit

3. Creating Digital Media & Content

Lesson

3.2. Creating an Online Portfolio

Learning Outcomes

After completing this lesson, students should be able to;

Lesson Duration

●

Plan an online portfolio

●

Design an online portfolio

●

Create an online portfolio

4 hours
Suggested break down of activities:

New teaching and
learning approaches
Teaching strategies
and methods

●

Webinar: 30 minutes.

●

Studying content : 60 minutes.

●

Creating WordPress portfolio :90 minutes.

●

Creating online CV :60 minutes.

🗹 Project Based Learning (PBL)
🗹 Self-directed learning
🗹 Learning by Doing
🗹 Webinar

Technical
requirements

Identify the systems available to students to complete the activities
(e.g. Stateu.org, university provision, Europass) and help them
make an informed decision.

Preparation
(motivation activities,
teaching material
checking, questions,
examples, student
experiences, activities
timetable - start/finish
time)

Check if the links to the proposed resources are still active/valid and
if not replace them with new ones.

Implementation

Video : E-DigiLit Lesson 3.2. Creating An Online Portfolio

Before starting, the following open-ended questions can be asked in
order to engage students:
-

Who would be your target audience?

-

What skills would you want to showcase to your target
audience?

Lesson Video
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The lesson introduces learners to basic knowledge about online
portfolios and how to build their own. It is divided into two parts. In
the first part students will learn what portfolios are and why people
use them. In the second part they are required to create their own
portfolio and some tips and instructions on how to do this are
provided.
Activity 1
Online Portfolios: The What and Why
The first part should be completed within 30 minutes.
This is the theoretical part which introduces students to online
portfolios. It should explain what online portfolios are and why they
are a useful tool. It is a preparation for the second activity where
they will need to create their own portfolio
Activity 2
Creating your portfolio
The second part should be completed within 60 - 90 min.
In this part students need to create their own portfolio using
WordPress. This activity expects that the students have completed
the lesson 3.1.1. Building your website. In the first part of this
activity top tips are given on how to structure a portfolio and then a
short introduction is given on how to create one in WordPress.
Finally, it is expected that the students will create at least a few
pages of their portfolio such as ‘about me’, ‘work experience’,
‘education’, etc.
Activity 3
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Creating an online CV
The online CV can be created in 60 min.
In this activity students create an online CV with Europass
Follow-up

Recommend students to continue working on their portfolios and
keep them up to date

Tools for assessing
and evaluating the
learning outcomes

Two activities are used to assess this lesson
1. Quiz
a. When creating a public online portfolio, you should:
■

Add all for your coursework

■

Add just a selection of content that is
particularly good or relevant to that
audience you want to target

■

Content created by people you admire

b. An online portfolio is only useful to art and design
students:
■

True

■

False

c. An online portfolio typically contains a sample of the
work that you have created as a result of your
coursework and it can also include content that
relates to your own personal interests (e.g. hobbies,
volunteering, travel chronicles).
■

True

■

False

2. Building an e-Portfolio with WordPress
3. Creating an online CV with Europass
https://europa.eu/europass
4. Short reflection about creating the portfolio
Resources
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Internet Resources
●

Berkeley center for Teaching & Learning. (2020). E-Portfolio.
Retrieved November 6, 2020, from
https://teaching.berkeley.edu/resources/assessment-and-ev
aluation/design-assessment/e-portfolio

●

JISC. (2019). How to enhance student learning, progression
and employability with e-portfolios. Retrieved January 16,
2021, from https://www.jisc.ac.uk/guides/e-portfolios

●

JISC. (2019). Getting started with e-portfolios. Retrieved
January 16, 2021, from
https://www.jisc.ac.uk/guides/getting-started-with-e-portfolios

●

Schall, J. (2020). Online Portfolios. Retrieved November 6,
2020, from Penn State’s College of Earth and Mineral
Sciences’ OER Initiative website:
https://www.e-education.psu.edu/styleforstudents/c7_p5.htm
l

●

Tufts University. (2020). Online Portfolios: Who, What, How
& Why. Retrieved November 6, 2020, from
https://careers.tufts.edu/resources/what-is-an-online-portfoli
o/#Tips

Videos
●

European Union. (2020). Quick Europass tutorial: create
your CVs. Retrieved from https://europa.eu/!kq99Kd

Tools
●
●
●

WordPress themes:
https://wordpress.org/themes/tags/portfolio/
WordPress themes portfolio subject:
https://wordpress.com/themes/filter/subject:portfolio
Europass: https://europa.eu/europass/

Articles, books etc. references
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●

Banta, T. W. (2003). Introduction: Why Portfolios. In Portfolio
Assessment Uses, Cases, Scoring, and Impact. Published
by Jossey-Bass A Wiley Imprint, San Francisco.

●

Clark, J. E., & Eynon, B. (2009). E-portfolios at
2.0-Surveying the Field. Peer Review, 11(1), 18.

●

Lorenzo, G., & Ittelson, J. (2005). An overview of
e-portfolios. Educause Learning Initiative, 1(1), 1–27.

●

Simatele, M. (2015). Enhancing the portability of
employability skills using e-portfolios. Journal of Further and
Higher Education, 39(6), 862–874.

Unit

3. Creating Digital Media & Content

Lesson

3.3. Create Animations

Learning Outcomes

After completing this lesson, students should be able to;
●
●

Lesson Duration

Demonstrate a basic understanding of animations.
Understand a variety of formats using online services and
software packages.

6.5 hours
Suggested break down into 6 stand-alone sessions which, with the
exception of the first three, may be taught in any order.
●

●

●

●

●

●

●
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3.3.1. Understanding Animations
●

Discussion: 10 minutes

●

Reading: 10 minutes

●

Quiz: 10 minutes

3.3.1.1. A History of Animations
●

Discussion: 10 minutes

●

Video and reading time: 20 minutes

●

Student Activity: 30 minutes

3.3.1.2. Different Forms of Animation
●

Discussion: 10 minutes

●

Video and reading time: 20 minutes

●

Quiz: 10 minutes

3.3.2. Creating Animated GIFs
●

Discussion: 10 minutes

●

Reading time: 5 minutes

●

Student Activity: 15 minutes

3.3.2.1. Creating Animations in Adobe Photoshop
●

Discussion: 10 minutes

●

Video and reading time: 10 minutes

●

Student Activity: 40 minutes

3.3.3. Creating Animations in VideoScribe
●

Discussion: 10 minutes

●

Video: 10 minutes

●

Student Activity: 40 minutes

3.3.4. Creating Animated Videos
●

Discussion: 10 minutes

●

Video and reading time: 20 minutes

●

Student Activity: 30 minutes

●

New teaching and
learning approaches

3.3.5. Creating Animations in Adobe After Effects
●

Discussion: 10 minutes

●

Video and reading time: 20 minutes

●

Student Activity: 30 minutes

🗹 Problem-Based Learning
🗹 Cooperative Learning
🗹 Other (Experimental Learning)

Teaching strategies
and methods

🗹 Lecturing
🗹 Learning by Doing
🗹 Teacher Observation
🗹 Blended Learning

Technical
requirements

Ensure students have access to the internet and a functional web
browser. Lecture slides covering the entire series of lessons are
available in PowerPoint format.
Students will also require the following software:
●

Adobe Photoshop or Gnu Image Manipulation Program
(free)

●

VideoScribe (free trial)

●

Adobe Premiere Pro or Blender (free)

●

Adobe After Effects or Natron (free)

Preparation
(motivation activities,
teaching material
checking, questions,
examples, student
experiences, activities
timetable - start/finish
time…)

Prepare content including discussion points, examples, and
questions to be discussed to motivate and involve students.

Implementation

This lesson consists of six parts. The first part provides an
overview of animation, its terminology, history, and different forms.
The subsequent parts then introduce students to practical aspects
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Check the links to the proposed resources are still active and if not,
replace them with new ones.
Ensure that any required software has been downloaded and
installed.
Check the student's pre-knowledge needed to complete the lesson
to get to know your study group and adjust the lesson content
accordingly.

of animation, asking them to perform tasks and make animations
for themselves.
Each part contains links to resources which will help students to
understand the topic under discussion and undertake any tasks.
Each of the included parts may be performed within the classroom
or at home depending upon the teacher's wishes and the student’s
technical capabilities. To see an overview of the lesson, use the
QR-code below.
Lesson Video

E-DigiLit Lesson 3.3 Create Animations Overview Video

Activity 1.
Understanding Animations
The first part of this lesson should be completed within 1.5 hours.
This section contains information and content that provides context
to the world of animation, covering its basic terminology, history,
and different forms. Interesting articles and videos have been
included within the section to inspire and inform students about the
subject.
Within sections 3.3.1 and 3.3.1.2., tests can be applied to gauge
the students' understanding of the subject using the Kahoot
application (https://kahoot.com). Where students have not
previously used this application, a tutorial should be provided
beforehand. In section 3.3.1.1., the first of several fun practical
activities is introduced by asking the students to build an early
animation device known as a phénakistoscope. This should be
assessed and commented on upon completion.
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Lesson Video

Lesson 3.3.1.1 A History of Animation Video

Activity 2.
Creating Animated GIFs
Part 2 of the lesson should be completed within 1 hour.
Within section 3.3.2., students can learn how to create simple
animated GIFs using videos and online tools such as GIPHY’s GIF
Maker, GIFs.com, Imgur’s Video to GIF, and Instagram’s
Boomerang application.
Articles and videos are included within the section to facilitate this
process. Students will be asked to undertake a new practical
challenge and utilise the highlighted online resources in order to
make their own animated GIF. The student output should then be
assessed and commented on upon completion.
Activity 2.1.
Creating Animated GIFs in Adobe Photoshop
Part 3 of the lesson should be completed within 1 hour.
The theme of creating animated GIFs is continued into section
3.3.2.1. where students are taught to create animated GIFs using
images within Adobe Photoshop. A series of articles and videos
are provided to facilitate this.
Students should be asked to complete the included tutorial, within
which all of the assets required to make an animated GIF are
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included, as a practical challenge. The outputs from this should be
assessed and commented on upon completion.
Activity 3.
Creating Animations in VideoScribe
Part 4 of the lesson should be completed within 1 hour.
This section briefly explores the history of the software,
VideoScribe, and the invention of whiteboard animation for
students to gain an insight of this trend which has spread across
the internet.
From the articles and videos included in this section, students will
need to read through and complete the practical task, which
requires them to create their own whiteboard animation using
VideoScribe. The output should then be assessed and commented
on upon completion.
Activity 4.
Creating Video Animations
Part 5 of the lesson should be completed within 1 hour.
Section 3.3.4. contains information about the importance of
storyboarding and why its methodology and practice are highly
valuable when students are to create their animated videos. This
section also expands on some examples of animation styles which
can be made in the suggested software and programmes, and how
they differ from each other.
Students will need to recreate one of the four animated video styles
within this practice by using the recommended software that’s been
aligned to each style. The output created by the student should be
assessed and commented on upon completion.
Activity 5.
Creating Animations in Adobe After Effects
Part 6 of the lesson should be completed within 1 hour.
The final section of this lesson gives a brief overview into the
history of Adobe After Effects and its capabilities and key
contributions towards developing modern animations. The activity
also provides students terminology which is commonly used within
the user-interface and practice, as well as an alternative solution to
those that are unable to acquire the license of this software.
The last task of this lesson asks students to create their own
animation in either After Effects or Natron, by using the brush tools
that are available in both programmes. The outputs should be
assessed and commented on upon completion.
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Follow-up

Motivate students to explore the world of animation further, suggest
that they continue to create animations for themselves for use in
modules, coursework, projects, or even social media.

Tools for assessing
and evaluating the
learning outcomes

Upon completing these lessons, students should be able to
understand animations, their history, and different forms. Students
will also learn how to storyboard, script, and create animations
using a range of different methods and tools. Assessment will be
performed utilising a variety of tools including practical activities,
presentation and discussion, written tests, and multiple choice
quizzes.

Resources

Section 3.3.1.
●

Read - Glossary of the Most Used Terms in 3D Animation

Section 3.3.1.1.
●

Read - History of Animation (Wikipedia)

●

Read- History of Computer Animation (Wikipedia)

●

Watch - A Brief History of Animation (YouTube)

●

Practice - Build a Phénakistoscope 1 (YouTube)

Section 3.3.1.2.
●

Read: Animation (Wikipedia)

●

Watch The 5 Types of Animation (YouTube)

Section 3.3.2.
●

Read: GIPHY’s GIF Maker Tutorial

Section 3.3.2.1.
●

Software - Adobe Photoshop

●

Read - Create an animated GIF from a series of photos
(Photoshop)

●

Watch - How to make Animated GIF in Photoshop

●

Software - Gnu Image Manipulation Program (GIMP)

●

Read - How to Create an Animated GIF Using Your Own
Pictures With GIMP

Section 3.3.3.
●

Software: VideoScribe

●

Watch: VideoScribe Basic Tutorial (YouTube)

Section 3.3.4.
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●

Software - Premiere Pro

●

Software - Blender

●

Website - VEED.io

●

Application - Stop Motion Studio: Android / Stop Motion
Studio: IOS

●

Watch - 4 Great Motion Graphics Techniques in Premiere
Pro

●

Read - Movie Making Manual/Storyboarding (WikiBooks)

●

Practice - Storyboard template designer

●

Read - Student-created media: stop motion animation

●

Watch - Blender Beginner Tutorial – Part 1

●

Watch - VEED STUDIO Playlist

●

Watch - Quick Start Guide to Stop Motion Studio

In section 3.3.5.
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●

Software - Adobe After Effects

●

Watch - Simple Animation Tutorial – After Effects

●

Read - Adobe After Effects (Wikipedia)

●

Watch - After Effects Tutorials

●

Software - Natron

●

Watch - Natron Basics

●

Read - How to get started with Natron, an open source
compositor

●

Read - Natron Documentation

Unit

3. Creating Digital Media & Content

Lesson

3.4. Audio-visual content development

Learning Outcomes

After completing this lesson, students should be able to

Lesson Duration

●

Define the place and importance of videos in education

●

Plan the necessary steps for a training video

●

Distinguish an educational video from other videos

●

Use an online video development tool

●

Create an educational video using the online video
development tool

3 Hours
Suggested break down of activities:

New teaching and
learning approaches

●

Reading lecture materials: 20 minutes

●

Video: 20 minutes

●

Student self-assessments: 20 minutes

●

Student’s activity – assignment: 80 minutes

●

Assessment Final Quiz: 10 minutes

🗹 Project Based Learning (PBL)
🗹 Gamification

Teaching strategies
and methods

🗹 Lecturing
🗹 Self-directed learning
🗹 Learning by doing

Technical
requirements

Before starting this lesson, each student must have an active
e-mail address with their university domain. Students are also
required to have tablets or computers for watching videos, reading
mandatory resources, etc.

Preparation

Before the lesson, it should be checked whether the links of the
recommended mandatory resources (videos, book chapter, internet
resources) are still active / valid and any dead links should be
updated based on the content.
A video of a well-known academician or TedX speaker about the
effects of video use in education on students' achievement and
motivation can be watched. For example, "Let's use video to
reinvent education" from Salman Khan can be watched together.
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Implementation

This lesson aims to provide some basic information about
educational video development by using visual and auditory
elements together in education. The lesson consists of three parts.
The first part contains some theoretical information in order to raise
awareness about why videos should be used in the education
process (Please watch the video listed below including basic
theoretical information and lesson presentation). The second
section briefly introduces 10 popular online applications that can be
used for developing educational videos. In the last part, several
certain steps are listed, which need to be followed by students to
develop an educational video.
Lesson Video

E-DigiLit Lesson 3.4. Audio-visual content development

Activity 1.
This part is expected to last 30 minutes with the suggested
motivational video. This section contains theoretical information on
the importance of video in education and how it can be used. After
the activity is completed, you can share the Quizizz assignment
provided link below with your students. Please try the application
before the lesson to be informed about possible problems.
Quizizz Assignment
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Activity 2.
This activity contains brief introductions of the online video editing
programs and is expected to take approximately 10 minutes.
Students may be asked to follow the suggested resources to get
more detailed information.
Activity 3.
In the third part, the educational video development process will be
explained by following certain steps with the Adobe Spark tool, and
students will be asked to develop videos by adhering to these
processes. And the recommended time is 80 minutes.
Follow-up

The videos created by the students can be checked and feedback
can be given. In addition, students can be asked to share the
videos they have created on YouTube so that they can be analysed
in the next lesson based on comments or views from the audience.

Tools for assessing
and evaluating the
learning outcomes

Quiz or Test can be used based on the gamification tools such as
Kahoot and Quizizz. In addition to this, it is also possible to use
online tests about video editing.

Resources

Internet Resources:
●

Simple Tips for Making Your Videos Look More
Professional:
https://wave.video/blog/12-simple-tips-for-making-your-vide
os-look-more-professional/

●

Beginner Tips for Making Professional-Looking Videos :
https://visme.co/blog/video-tips/

●

Use of Adobe Spark for video, web site, and graphic.
https://teachers.tech/how-to-use-adobe-spark/

●

https://myelearningworld.com/top-10-video-presentation-sof
tware-to-achieve-your-goals/

Videos:
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●

Video: Educationnal Videos (4:15). Link

●

Video: TechSmith Camtasia https://youtu.be/mH1mdGhjqls

●

Video: PowToon https://youtu.be/AFv8L0z-72c

●

Video: GoAnimate https://youtu.be/fqQ7bzNwYQk

●

Video: Adobe Presenter https://youtu.be/ebwgCi-r7wM

●

Video: iSpring Presenter https://youtu.be/WhOuLadUdUg

●

Video: Moovly https://youtu.be/d9iCnz7cEDc

●

Video: Explee https://youtu.be/WlUFpOZ-7-A

●

Video: Adobe Spark https://youtu.be/ZWEVOghjkaw

●

Video: Adobe Spark nasıl kullanılır
https://youtu.be/3zH5LNt8dH8

Articles, books etc. references:
●

Dale, E. (1969). Audiovisual methods in teaching: Dryden
Press.

●

Vaillancourt, R. (2009). I hear and I forget, I see and I
remember, I do and I understand. The Canadian journal of
hospital pharmacy, 62(4), 272.

●

Nicolaou, C., Matsiola, M., & Kalliris, G. (2019).
Technology-Enhanced Learning and Teaching
Methodologies through Audiovisual Media. Education
Sciences, 9(3), 196.

●

Digital Video and Audio in Education Creating and Using
Audio and Video Education, published by The VideoAktiv
Project.Source:
http://www.atit.be/dwnld/VideoAktiv_Handbook_fin.pdf

You can also use all resources stated in the lesson plan.
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Unit

3. Creating Digital Media & Content

Lesson

3.5. Learning by Wiki-Editing

Learning Outcomes

The aim of this lesson is to integrate and publish new digital
content into existing resources in order to improve them in
Wikipedia-like sites.
After completing this lesson, students should be able to

Lesson Duration

●

Create new digital content

●

Publish new digital content into existing resources

●

Integrate new digital content into existing resources

3 Hours
Suggested break down of activities:
●

Webinar: 30 minutes

●

Reading wiki lesson: 30 minutes

●

Working on wiki site tasks: 90 minutes

●

Assessment Quiz: 10 minutes

●

Assessment Writing a blog post: 50 minutes

New teaching and
learning approaches

🗹 Project Based Learning (PBL)

Teaching strategies
and methods

🗹 Self-directed learning
🗹 Learning by Doing
🗹 Webinar

Technical
requirements

A computer/mobile device and an internet connection

Preparation
(motivation activities,
teaching material
checking, questions,
examples, student
experiences, activities
timetable - start/finish
time.)

Check if the links to the proposed resources are still active/valid
and if not replace them with new ones.

Implementation

In this lesson students should learn how to create new wiki pages
and update existing pages. The lesson is divided into three parts.
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Potential Webinar activities
https://en.wikipedia.org/wiki/Wikipedia:Wiki_Game
https://en.wikipedia.org/wiki/Wikipedia:Six_degrees_of_Wikipedia

First part gives a short history overview of wikis and explains what
wikis are. The second part describes the importance of wikis in
education. The third part teaches the students about the editing of
wiki pages through graphical interface and using the markdown
language.
Activity 1.
The history of Wikis in a nutshell
The first part should be completed within 15 minutes.
This part is purely theoretical and describes the history of Wikis. It
describes how wikis came to be and what the intention of wikis is.

Activity 2.
Wikipedia belongs in education
The second part should be completed within 15 minutes.
The second part is also purely theoretical and describes the
importance of why wiki pages are useful in education.

Activity 3.
Editing Wikipedia

Lesson Video

E-DigiLit Lesson 3.4. Learning by Wiki-Editing
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The third part should be completed within 1 hour and 20 minutes.
In this part students will learn how to create wiki pages. At first the
graphical interface is described and then the wiki markup language
is introduced. In this lesson it is the idea to introduce the basic
concepts about editing wiki pages and not to give a comprehensive
overview of all possibilities. After the theoretical part students are
required to edit some wiki pages using both graphical and markup
language interface.
Follow-up

Suggest that students might learn about other (more advanced)
markup commands that can be used when building wiki sites.
Suggest sites: https://en.wikipedia.org/wiki/Help:Cheatsheet or
https://www.mediawiki.org/wiki/Cheatsheet
Suggest students should continue improving on wiki sites when
they have a chance and extend the information available on sites
like Wikipedia, Wikimedia etc.

Tools for assessing
and evaluating the
learning outcomes

Quiz:
1. A wiki is a type of website that:
a. can only be edited by authorised editors using a
desktop application.
b. can be edited and managed on a web browser by
people visiting it.
c. requires you to install an app to make changes.
d. is often used by online newspapers as a content
management system.
2. The first wiki web was created by
a. Jimmy Wales
b. Bill Gates
c. Ward Cunningham
d. Tim Berners-Lee
3. The first wiki web was created in
a. 1989
b. 1995
c. 2001
d. 2010
4. Wikipedia was launched by Jim Wales and Larry Singer in
a. 1985

Page 58 of 109

b. 1995
c. 2001
d. 2014
5. One of the most popular systems to run wikis is called:
a. Wikipedia
b. Drupal
c. MediaWiki
d. WordPress
6. "wiki" is
a. the Hawaiian word for "quick”
b. the Jamaican word for "quick”
c. the Hawaiian word for "user-generated content”
d. the Jamaican word for "user-generated content”

Reflection: Students will write a blogpost explaining what they did
as part of the Scavenger Hunt.
Resources
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Internet references
●

Cunningham, W. (2014a). Portland Pattern Repository.
Retrieved January 16, 2021, from
http://wiki.c2.com/?PortlandPatternRepository

●

Cunningham, W. (2014b). Wiki Design Principles. Retrieved
January 16, 2021, from
http://wiki.c2.com/?WikiDesignPrinciples

●

Cunningham, W., & Leuf, B. (2002). What Is Wiki. Retrieved
January 16, 2021, from
http://www.wiki.org/wiki.cgi?WhatIsWiki

●

Hutchins, A. (2019). Why universities are hiring
“Wikipedeans-in-Residence.” Retrieved January 16, 2021,
from Macleans website:
https://www.macleans.ca/education/why-universities-are-hiri
ng-wikipedeans-in-residence/

●

Koerner, C. (2020). MediaWiki testimonials. Retrieved
January 16, 2021, from
https://www.mediawiki.org/wiki/MediaWiki_testimonials

●

Rothman, L. (2016). Wikipedia at 15: How the Concept of a
Wiki Was Invented. Retrieved January 16, 2021, from Time
website: https://time.com/4177280/wiki-history-wikipedia

●

Wikipedia: Wikipedia is not a reliable source. (2020).
Retrieved January 16, 2021, from Wikipedia
https://en.wikipedia.org/w/index.php?title=Wikipedia:Wikipe
dia_is_not_a_reliable_source&oldid=967520265

●

Wikipedia: Help Cheatsheet. (2020). Retrieved January 16,
2021, from Wikipedia
https://en.wikipedia.org/wiki/Help:Cheatsheet

●

Wikimedia: Cheatsheet. (2020). Retrieved January 16,
2021, from Wikipedia
https://www.mediawiki.org/wiki/Cheatsheet

Tools
●

MediaWiki: https://www.mediawiki.org

●

ArchWiki: https://wiki.archlinux.org/

●

The Wikipedia Adventure Game:
https://en.wikipedia.org/wiki/Wikipedia:The_Wikipedia_Adve
nture

●

Student Training Modules
https://dashboard.wikiedu.org/training/students

Articles, books etc. references
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●

Ball, C. (2019). WikiLiteracy: Enhancing Students’ Digital
Literacy with Wikipedia. Journal of Information Literacy,
13(2), 253. https://doi.org/10.11645/13.2.2669

●

Bruszik, A. (2018). The Potentials of Wikimedia Projects in
Digital, Information and Data Literacy Development (UK
context). Retrieved from
https://wikimedia.org.uk/w/images/d/d9/Digital_Literacy_-_T
he_Wikimedia_Way_-_June_2018.pdf

●

McAndrew, E., & Thomas, S. (2020). Wikimedia in
Education. University of Edinburgh and Wikimedia UK
Retrieved from
https://commons.wikimedia.org/wiki/File:Wikimedia_in_Edu
cation_-_Wikimedia_UK_in_partnership_with_the_Universit
y_of_Edinburgh.pdf

●

Sheppard, N., & Poulter, M. (2020). Wikimedia and
universities: contributing to the global commons in the Age
of Disinformation. Insights the UKSG Journal, 33.
https://doi.org/10.1629/uksg.509

Unit

3. Creating Digital Media & Content

Lesson

3.6. Reusing and Creating Open Content

Learning Outcomes

After completing this lesson students should be able to

Lesson Duration

●

analyse the licencing needs

●

apply copyright legislation

●

choose specific license for your work

3,5 hours
Suggested break down of activities:
●
●
●

Lecture materials: 90 minutes
Lesson reading :30 minutes
PowerPoint : 30 minutes
● Videos:10 minutes
● Student activities: 30 minutes
● Student’ self-study, evaluation, reporting and
communicating: 20 minutes
New teaching and
learning approaches

🗹 Project Based Learning (PBL)

Teaching strategies
and methods

🗹 Lecturing
🗹 Learning by Doing
🗹 Blended learning

Technical
requirements

Students should have prepared their own video which can be
published using the Creative Commons Licence.
Students should have a video editing software and a computer with
Internet connection to create a new video using Creative Commons
licensed works of others.

Preparation

Motivation questions:
●

Is everything on the Internet free to use for every purpose?

●

Do you publish your works?

●

What is Copyright?

●

Did you ever have problems caused by Copyright?

Suggest to students what video editing software options are
available and where to find Creative Commons resources.
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Implementation

Introduction video:
E-DigiLit Lesson 3.6. Reusing and Creating Open Content

Lesson Video

The lesson explains the basics of Copyright, Creative Commons
and other relevant licenses.
It consists of three main parts (duration of 1 hour each):
a) the introduction to licenses
b) student activities oriented to choosing appropriate licenses for
their own author creations
c) student activities oriented to finding free CC resources for their
works.
3.6.1. Introduction to copyright and other licenses
3.6.2. Avoiding Copyright Infringements
3.6.3. Open and Public Copyright Licences
3.6.3.1. Creative Commons
3.6.3.2. Other licenses
3.6.4. Finding open content for you to reuse
The first section is an introduction to Copyright, Creative Commons
and other licenses in one lesson.
The second part consists of two students’ activities dealing with
their own works and the works of others that are CC licensed.
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Activity 1.
Choose the appropriate licence for your work
Make a new photo or choose one of your existing photos and
choose the appropriate Creative Commons license. Present your
photo and explain the chosen license in a presentation.
Activity 2.
Create a new video which includes the CC works of other
authors
Create a new video on your favourite subject. Choose a
background CC music and/or additional CC video or CC photo
material and add it to your video.
Credit the included CC works’ authors in a video.
Present and explain your choices in a presentation.
Follow-up

Continue to use Creative Commons licenced works of others when
creating and publishing your own work using Creative Commons
licences.

Tools for assessing
and evaluating the
learning outcomes

Evaluation of students’ presentations and the correct application of
CC licenses in their works.

Resources

Internet references
●
●
●
●
●
●
●
●
●
●
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A Quick Guide to GPLv3. GNU Operating System. Retrieved
11.11.2020. from
https://www.gnu.org/licenses/quick-guide-gplv3.html
Copyright Basics for Teachers. Retrieved 11.11.2020. from
https://www.youtube.com/watch?v=-9H6Ksp36q0
Creative Commons. Retrieved 8.11.2020. from
https://creativecommons.org/
Copyright. World Intellectual Property Organization. Retrieved
8.11.2020. from https://www.wipo.int/copyright/en/
Frequently Asked Questions: Copyright. World Intellectual
Property Organization. Retrieved 10.11.2020. from
https://www.wipo.int/copyright/en/faq_copyright.html
GNU General Public License. GNU Operating System.
Retrieved 8.11.2020. from
http://www.gnu.org/licenses/gpl-3.0.en.html
How copyright protects your work. GOV.UK. Retrieved
8.11.2020. from https://www.gov.uk/copyright
Mozilla Public License, version 2.0. Moz://a. Retrieved
8.11.2020. from https://www.mozilla.org/en-US/MPL/2.0/
Using Copyrighted Material. Baylor University. Retrieved on
10.11.2020. from
https://www.baylor.edu/copyright/index.php?id=56543#fairuse
Various Licenses and Comments about them. GNU Operating
System. Retrieved 10.11.2020. from
https://www.gnu.org/licenses/license-list.html#GPLCompatibleLi
censes

Photos and images
●
●

Flickr: https://www.flickr.com/creativecommons/
○ over 469 million photos
Unsplash: https://unsplash.com/images/stock/creative-common
○ The common license for all works on Unsplash is similar
to Creative
Commons CC0 1.0 Universal (CC0 1.0) Public Domain
Dedication, but it is not a Creative Commons license.

Music
● The list of music sources which contain music licensed under
Creative Commons licenses is available at
https://creativecommons.org/about/program-areas/arts-culture/
arts-culture-resources/legalmusicforvideos/
● Free Music Archive:
https://freemusicarchive.org/curator/Creative_Commons
Texts
● There are examples of Creative Commons licensed books, but
a very large collection of over 60000 public domain books is
available at https://www.gutenberg.org/
Miscellaneous
● A very large collection of millions of free books, movies,
software, music and more is available at non-profit libraries on
https://archive.org/.
● Wikipedia content is normally licensed under CC-BY-SA
● Here you can find links to several OER repositories:
https://www.cccoer.org/learn/find-oer/
● Watch:
● Using Creative Commons Content at
https://www.youtube.com/watch?v=1OULrgm4iW4
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Unit

3. Creating Digital Media & Content

Lesson

3.7. Making content accessible

Learning Outcomes

After completing this lesson, students should be able to
●
●
●

Lesson Duration

Understand different users’ needs for digital accessibility
Make digital content/media accessible to address different
users’ needs
Evaluate accessibility of digital content.

5,15 Hours
Suggested break down of activities:
●

●
●
●
New teaching and
learning approaches

Lecture materials:75 minutes
●

lesson reading: 55 minutes

●

PowerPoint:15 minutes

●

Videos: 5 minutes

Student activities:120 minutes
Student’ self-study, evaluation, reporting and
communicating: 15 minutes
Gamification: 30 minutes

🗹Problem-Based Learning
🗹 Flipped Classroom
🗹 Gamification

Teaching strategies
and methods

🗹 Lecturing
🗹 Learning by Doing
🗹 Blended learning

Technical
requirements

Teaching staff and students will try and use (free online) tools for
simulating, checking and overcoming digital accessibility issues.
They will need internet connected devices like computers or
smartphones.

Preparation

Each activity in the lesson starts with some motivational aspects /
tasks. Teaching staff should provide and prepare all materials
needed for their implementation and completion. For example,
prepare good/bad examples and questions to be discussed with
students to motivate/involve them.
Teaching staff should check if the links to the proposed resources
are still active/valid and if not replace them with new ones.
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Teaching staff should check students' pre-knowledge and adjust
the lesson content accordingly.
Before starting, the following open-ended questions can be asked
in order to remember students' prior knowledge and draw attention.
●
●
Implementation

What might users need when using digital tools?
Can you give an example of accessibility?

The lesson introduces students to Digital Accessibility (DA), users’
need for digital accessibility and provides them with guidelines on
how to make (digital) content (web pages, office documents, audio
and video as well as templates) accessible. There are two lesson
parts.

E-DigiLit Lesson 3.7. Making content accessible

In the first part of the lesson theoretical information about user
need for digital accessibility and universal design will be given.
Therefore, the PowerPoint presentation or lesson plan can be
followed. The lesson video can be watched to summarize and
understand its content. In the second part, students are expected
to use some accessible applications and try to make accessible
digital documents.
Activity 1.
Web accessibility
At the beginning students can be given an example of a web
site/page and asked to point out what problems might be faced by:
●
●
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blind people,
people with dyslexia, and

●

people with colour perception problems

when using the web site/page.
After that, students can be asked to discuss the solutions/ways to
overcome the problems.
The tools / applications that can be used to check web accessibility
will be introduced to students afterwards.
The teacher can ask the students to:
●
●
●
●
●

choose one web accessibility checking tool / application
choose one web site/page to be checked for accessibility
do the web accessibility checking
prepare the report which points out necessary changes to
improve web accessibility
discuss their results.

Activity 2.
Making documents accessible
In order for students to try word processor options for people with
special needs, the teacher can follow the steps below.
●
●

●
●
●
●
●
●

Adding a text to speech option to word
https://www.youtube.com/watch?v=YFznemOKQ44 )
Formatting some text with different colour combinations
considering important points:
https://www.getfeedback.com/resources/ux/how-to-design-f
or-color-blindness/
Using Sans Serif fonts, such as Arial and Comic Sans and
12–14-point font size
Adding image and alt text
Setting titles as H1, H2, H3 etc.
Checking the accessibility of the document using the
“Accessibility Checker” included in which word processor
students are using.
Finding the errors in the document and solving accessibility
problems.
Finding an accessible template for further works.

Follow-up

Make suggestions and motivate students to use and share their
own experiences, good examples and issues with digital
accessibility, and to deepen and extend their knowledge. For this
purpose the dedicated forum could be created.

Tools for assessing
and evaluating the
learning outcomes

Gamification: Teacher gives information about gamification: “After
completing the lesson video, presentation and lesson plan,
students will recieve a badge on Moodle”. If necessary, the teacher
can create assessments using gamification tools such as Kahoot,
Quizizz.
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The teacher can use these questions (or add/modify them) for
assessment or gamification based quiz.
1. Which adjustment can be made when developing content for
visually impaired individuals?
I. Different font size
II. Pdf (in text format)
III. Screen Reader
IV. Visualizing sounds
A.
B.
C.
D.
E.

I
II
I and II
I, II and III
I, II, III and IV

2. If a teacher has done text left aligning and font selection such as
Verdana in a file, for which special needs has he/she adjusted?
A.
B.
C.
D.
E.

Blind
Dyslexia
Motor disabled
Dysgraphia
Deaf

3. If a design is useful and marketable to people with diverse
abilities, which universal design principles does it have?
A.
B.
C.
D.
E.

Flexibility in Use
Equitable Use
Simple and Intuitive Use
Tolerance for Error
Low Physical Effort

4. “…...provide an outline of the content for every user. Especially
for individuals using screen readers or other programs, they give
information about what the content is about and the order of the
content”. Which is suitable for the blank?
A)
B)
C)
D)
E)

Headings
List Items
Alternative texts
Tables
Subtitles

5. What adjustments can be made for hearing impaired individuals
to understand video and audio content?
A.
B.
C.
D.
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Fonts
Colours
Links
Text format

E. Sign Language

Resources
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●

Gilbert, R. M. (2019). Inclusive Design for a Digital World:
Designing with accessibility in mind. Apress.

Unit

4. Keeping Safe & Well-Being

Lesson

4.1. Create and Produce Strong Passwords by Using Digital
Tools

Learning Outcomes

After completing this lesson, students should be able to

Lesson Duration

●

Create strong passwords

●

Use digital tools such as LastPass, KeyPass, Firefox
Lockwise

2 hours
Suggested break down of activities:
●

Reading the lesson :30 minutes

●

Doing activities in Creating strong passwords: 1:20 minutes

●

Assessment Quiz :10 minutes

New teaching and
learning approaches

🗹 Project Based Learning (PBL)

Teaching strategies
and methods

🗹 Webinars
🗹 Learning by Doing

Technical
requirements

Installed password manager :15 minutes

Preparation

Check if the links to the proposed resources are still active/valid
and if not replace them with new ones
Replace recommended password manager with others if the one in
the lesson is outdated

Implementation

The lesson introduces learners to basic knowledge about security
using passwords. It teaches them how to create strong passwords
and how to manage them to be able to use different passwords
everywhere. The lesson is divided into four parts. The first three
parts are theoretical introducing security concepts and why
passwords are important. It also explains the role of password
managers. The last part should demonstrate and require students
to create their own strong passwords and teach them how to use a
password manager.
Activity 1.
Introduction
The first part should be completed within 10 minutes.
In the first part a brief introduction into security and the importance
of having passwords is provided.
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Activity 2.
Understanding passwords
The second part should be completed within 10 minutes.
In the second part it is explained why passwords are important and
what the difference is between strong and secure passwords. Then
it continues to introduce password managers and describes their
role in having strong and secure passwords.
Activity 3.
Going beyond passwords
The third part should be completed within 10 minutes.
The idea behind this part is to show students that security can be
taken a step further and explains how to use two-step
authentication to have an even more secure system. Then it goes
on to discuss how checking login logs can be useful in finding out if
there was a security issue with our password. This part finishes
with a description on how password cracking is performed and
demonstrates again why having simple passwords is a very bad
habit.
Activity 4.1.4.
Creating strong passwords
The fourth part should be completed within 1 hour and 20 minutes.
In this part students should put theory into practice. In this part
there are four activities that students should do. First is to create a
password and use an online service to check how strong it is.
Second is to try to hack some passwords using a simple tool called
Google. Third is to check what sites, if any, were hacked where the
student has some profile. Last is to learn how to use a password
manager and how to create a password with it.
Unit 4 introduction video

E-DigiLit Unit 4 Introduction
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E-DigiLit 4.1. Create and Produce Strong Passwords by Using
Digital Tools
Follow-up

Continue tracking suggestions about passwords and security in
general.

Tools for assessing
and evaluating the
learning outcomes

Quiz
1. Opening a dictionary on a random page and picking a word
from that page is a safe way of choosing your passwords
a. Yes
b. No
c. In some circumstances
2. In order for a password to be secure it should be:
a. Used only once (meaning for every site a
different password should be used)
b. Changed regularly
c. Kept safe (using password manager)
d. Shared just with IT specialists
e. Not be stored on computers that you do not
own, not be used on computers that you do not
trust (e.g. public computers)
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f.

All of the above

3. A two-step authentication is
a. a process where your passwords are made of two
words or string of numbers in order to make them
stronger than simple passwords
b. a process where you change your password every 2
months.
c. a process where you need your password for
authentication but also you need an additional
code (sms code, authenticator app generated
code) in order to log in.
d. a process where you ask somebody else to keep a
copy of your password
4. Which of the following are considered best practice when it
comes to managing your passwords safely:
a. Using a password manager
b. Keeping your passwords with you all the time written
on a piece of paper
c. Enabling 2-factor authentication
Resources

Internet references
●

Lafayette College. (2020). Guidelines for Strong Passwords.
Retrieved January 16, 2021, from Lafayette website:
https://its.lafayette.edu/policies/strongpasswords/

●

Poston, H. (2020). 10 Most Popular Password Cracking Tools.
Retrieved January 16, 2021, from Infosec website:
https://resources.infosecinstitute.com/topic/10-popular-passwor
d-cracking-tools/

●

Walker, D. (2020). The top 12 password-cracking techniques
used by hackers. Retrieved January 16, 2020, from ITPro.
website:
https://www.itpro.co.uk/security/34616/the-top-password-cracki
ng-techniques-used-by-hackers

●

Gilbertson, S. (2020). The Best Password Managers to Secure
Your Digital Life. Retrieved January 16, 2021, from Wired
website: https://www.wired.com/story/best-password-managers/

Videos
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●

Cranor, L. F. (2014). What’s wrong with your pas$w0rd.
Retrieved from
https://www.ted.com/talks/lorrie_faith_cranor_what_s_wrong_wi
th_your_pa_w0rd#t-6565

●

Pound, M. (2017). 2FA: Two Factor Authentication. Retrieved
from https://www.youtube.com/watch?v=ZXFYT-BG2So

●

Pound, M. (2016). How to Choose a Password. Retrieved from
https://www.youtube.com/watch?v=3NjQ9b3pgIg

●

Pound, M. (2016). Password cracking. Retrieved from
https://www.youtube.com/watch?v=7U-RbOKanYs

●

Surveillance Self-Defense. (2019). Animated Overview: Using
Password Managers to Stay Safe Online. Retrieved from
https://ssd.eff.org/en/module/animated-overview-using-passwor
d-managers-stay-safe-online

Tools
●

Have i been pwned: https://haveibeenpwned.com

●

Firefox Monitor: https://monitor.firefox.com/

●

Hashcat: https://hashcat.net/hashcat/

●

JohnTheRipper: https://www.openwall.com/john/

●

Password strength test:
https://www.my1login.com/resources/password-strength-test/

●

Pawned Passwords: https://haveibeenpwned.com/Passwords

●

KeePass: https://keepass.info/

Articles, books etc. references

Page 74 of 109

●

Missoni, T. (2014). Force multiplier-Guided password cracking.
BalCCon2k14-Balkan Computer Congress. Novi Sad,
Vojvodina, Serbia.

●

Kišasondi, T. (2014). UNHash-Methods for better password
cracking. 31st Chaos Communication Congress. Hamburg,
Germany.

●

McDonald, J. (2018). The Password Book: Internet Security &
Passwords Made Easy. CreateSpace Independent Publishing
Platform.

●

Raza, M., Iqbal, M., Sharif, M., & Haider, W. (2012). A survey of
password attacks and comparative analysis on methods for
secure authentication. World Applied Sciences Journal, 19(4),
439–444.

●

Švogor, I., & Kišasondi, T. (2012). Two Factor Authentication
using EEG Augmented Passwords. Proceedings of the ITI 2012
34th International Conference on Information Technology
Interfaces, 373–378. IEEE Region 8.

●

Tasevski, P. (2011). Password attacks and generation
strategies. Tartu University: Faculty of Mathematics and
Computer
Sciences.
https://courses.cs.ut.ee/2011/security-seminar-spring/uploads/
Main/pedrag-slides.pdf

Unit

4. Keeping Safe & Well-Being

Lesson

4.2. Understand how online trackers (e.g. cookies) work to
avoid being tracked (digital footprint) when interacting with
online platforms [web browser privacy settings, Privacy
Badger, Firefox Containers]

Learning Outcomes

After completing this lesson you should be able to :

Lesson Duration

●

Know what digital identity is.

●

Know what elements make up digital identity

●

Identify the risks related to digital identity.

2,5 Hours
Suggested breakdown of activities:
●
●
●

Lecture materials: 60 minutes
lesson reading: 10 minutes
PowerPoint : 10 minutes
● Videos: 10 minutes
● Student (DO!) activities: 60 minutes
New teaching and
learning approaches

🗹 Project Based Learning (PBL)

Teaching strategies
and methods

🗹 Lecturing
🗹 Learning by Doing
🗹 Blended learning

Technical
requirements

Following the study of this lesson, a series of tools will be used to
enable the acquisition and reinforcement of the content. Through
the creation of a conceptual map, the student will identify the
potential risks and characteristics of Digital Identity.

Preparation

After completing this lesson, the learner should be able to identify
the risks related to digital identity.
Teachers should be familiar with the (online) tool Genial.ly in order
to be able to teach this lesson, as the practice involves handling
this document sharing tool.
Teaching staff should check whether the links to the proposed
resources are still active/valid and, if not, replace them with new
ones.
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Teaching staff should check learners' prior knowledge and adjust
the lesson content accordingly.
Implementation

This lesson defines the concept of digital identity and its features.
The risks related with digital identity are presented and practical
activities are provided to students to encourage their engagement
and learning.
4.2.1. What is digital identity?
4.2.2. Features of digital identity
4.2.3. Risks for digital identity
4.2.4. Recommendations
4.2.5. Digital services: cookies, privacy policy and trackers.

4.2. Lesson video can be used to present the content of the lesson.

E-DigiLit Lesson 4.2.Understand how online trackers work to
avoid being tracked when interacting with online platforms

Activity 1.
Creation of a concept map using the online tool Genial.ly in
which students identify the risks related to digital identity.
Follow-up
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Make suggestions and motivate students to explore the internet,
taking into account digital safety criteria and to share experiences,

good examples and challenges related to the use of the platforms
visited in this lesson.
Suggest activities and motivate students to create safe digital
environments on the Internet.
Tools for assessing
and evaluating the
learning outcomes

Self-assessment questionnaire to measure theoretical content and
a practical activity to create a concept map with the Genial.ly tool.

Resources

VIDEOS:
●
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Competencia Digital 4 Seguridad: 4.2. Protección de datos
personales e identidad digital (02_08)
https://www.youtube.com/watch?v=oBjRroOXURc&feature=em
b_logo

Unit

4. Keeping Safe & Well-Being

Lesson

4.3. Use a Virtual Private Network (VPN) to share information
online securely
After completing this lesson, you should be able to:
● Describe properties of computer networks
● Define a risk of communication in public Internet
● Describe a VPN and how it works
● List benefits of VPN
● Define VPN options you prefer
4 hours

Learning Outcomes

Lesson Duration

Suggested break down of activities:
●
●
●
●
●

Reading lecture materials: 30 minutes
Reading materials: 30 minutes
Video: 30 minutes
Student self-assessments: 40 minutes
Student’s activity – assignment: 40 minutes
● Assessment Final Quiz: 20 minutes
New teaching and
learning approaches

🗹Problem-Based Learning
🗹 Flipped Classroom

Teaching strategies
and methods

🗹Lecturing
🗹Learning by Doing
🗹Blended learning

Technical
requirements

Browser, browser plugin

Preparation

Check if the links to the proposed resources are still active/valid
and if not replace them with new ones.
Before starting, the following open ended questions can be asked
in order to motivate students:

Implementation
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-

Who would be your target audience?

-

What skills would you want to showcase to your target
audience?

The lesson introduces learners to basic knowledge about computer
networks, risks of public Internet, Virtual Private Network and its
benefits when sharing information online. The lesson is divided into
two parts first talks about basics of computer networks and second
then goes over to virtual private networks (VPN).

4.3. Use a Virtual Private Network (VPN) to share information
online securely

Activity 1.
Basics of Computer Networking
The first part should be completed within 30 minutes.
This part is the theoretical part to introduce students to the
concepts of computer networks. It goes through how computers
communicate and explains what an IP address is. After that it
provides students with a short overview of risks when
communicating over the public Internet and finishes with how to
avoid public Wi-Fi security risks and how to stay safe on the
network.
Activity 2.
Why do you need a VPN service

Follow-up
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The second part should be completed within 30 minutes.
This part is partially theoretical and partially practical. Once the
students understand what computer networks are and what the
risks are it introduces the concept of virtual private networks (VPN).
It explains what a VPN is and how it protects your IP address and
privacy. Next it goes into more detail about what a VPN actually
hides and finishes with how to choose a VPN provider. In the
practical part the students need to try out some free VPN to see
how their IP addresses look like when they are changed. The
important thing to note is the risks when using such free VPN and
why it is not recommended to trust them.
Recommend students to continue reading about VPNs and use
them in future work.

Tools for assessing
and evaluating the
learning outcomes

Students have to install and use VPN connections using browsers
with browser plugin.
Quiz:
1. What is VPN? Answer: Virtual Private Network
2. What is one of the most common causes for losing personal
data? Answer: open authentication
3. List and describe some cyber security threats? Open ended
question
4. Describe what is VPN. Open ended question
5. Is it allowed to Allow your Wi-Fi to auto-connect to
networks? Answer: No

Resources

Internet references:
● Jason Fitzpatrick (2017) Understanding Routers, Switches, and
Network Hardware
https://www.howtogeek.com/99001/htg-explains-routers-and-sw
itches/ (20.11.2020)
● Chris Pollette & Stephanie Crawford (2020) What Is an IP
Address?
https://computer.howstuffworks.com/internet/basics/what-is-an-i
p-address.htm (20.11.2020)
● NortonLifeLock (2018) The risks of public Wi-Fi
https://us.norton.com/internetsecurity-privacy-risks-of-public-wifi.html (20.11.2020)
● Kaspersky Lab (*) How to Avoid Public Wi-Fi Security Risks
https://www.kaspersky.com/resource-center/preemptive-safety/
public-wifi-risks (20.11.2020)
● Steve Symanovich (2020) What is a VPN?
https://us.norton.com/internetsecurity-privacy-what-is-a-vpn.htm
l (20.11.2020)
● Dan Rafter (2020) VPN tunnel: What is it and how does it work?
https://us.norton.com/internetsecurity-privacy-what-is-a-vpn-tun
nel.html (20.11.2020)
● NetworkLessons.com (*) Introduction to VPNs
https://networklessons.com/cisco/ccna-routing-switching-icnd2200-105/introduction-to-vpns (20.11.2020)
● Max Eddy (2020) The Best VPN Services for 2020
https://www.pcmag.com/picks/the-best-vpn-services
(20.11.2020)
● Ariel Hochstadt (2020) 10 Best VPNs in 2020 for PC, Mac, &
Phone – 100% SECURE
https://www.vpnmentor.com/ (20.11.2020)
Videos:
● Learn With Purpose (2016) Learn basic networking in 4 minutes
https://www.youtube.com/watch?v=ObNYlm7HJs8 (20.11.2020)
● Network Direction (2018) Introduction to Networking | Network
Fundamentals Part 1
https://www.youtube.com/watch?v=cNwEVYkx2Kk (20.11.2020)
● Code.org (2015) The Internet: IP Addresses & DNS
https://www.youtube.com/watch?v=5o8CwafCxnU (20.11.2020)
● Kaspersky (2017) Security Dangers of Public Wi-Fi
https://www.youtube.com/watch?v=XcghUy-8VRA (20.11.2020)
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●

CBS Boston (2018) Hacker Demonstrates Security Risks Of
Free Public Wi-Fi
https://www.youtube.com/watch?v=1OVTmrXGHyU
(20.11.2020)
● Android Authority (2016) What is a VPN?
https://www.youtube.com/watch?v=xGjGQ24cXAY (20.11.2020)
● Braun, T., Günter, M., Kasumi, M., & Khalil, I. (1999). Virtual
private network architecture. Charging and Accounting
Technology for the Internet (Aug. 1, 1999)(VPNA).
● Carugi, M., & De Clercq, J. (2004). Virtual private network
services: Scenarios, requirements and architectural constructs
from a standardization perspective. IEEE Communications
Magazine, 42(6), 116-122.
● Zhang, Z., Zhang, Y. Q., Chu, X., & Li, B. (2004). An overview
of virtual private network (VPN): IP VPN and optical
VPN. Photonic network communications, 7(3), 213-225.
Articles, books etc. references
● Jan Just Keijser. OpenVPN Cookbook – 2nd Edition, Packt
Publishing, 2017
● Graham Bartlett, Amjad Inamdar. IKEv2 IPsec Virtual Private
Networks: Understanding and Deploying IKEv2, IPsec VPNs,
and FlexVPN in Cisco IOS (Networking Technology: Security),
Cisco Press, 2016.
● Ira Finch. Build a Smart Raspberry Pi VPN Server: Auto
Configuring, Plug-n-Play, Use from Anywhere (3rd Edition),
2015.
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●

Eric F Crist. Troubleshooting OpenVPN, Packt Publishing,
2017.

●

Jen Harvey Hugg. The 7 Minute Server: Build Your Own VPN,
CreateSpace Independent Publishing Platform, 2017.

Unit

4. Keeping Safe & Well-Being

Lesson

4.4. Understand how posting content online about myself or
others can have unintended negative consequences

Learning Outcomes

After completing this lesson, students should be able to

Lesson Duration

●

Understand potential risks of posting

●

Evaluate dangers of oversharing

●

Know how to protect your information

2 Hours
Suggested break down of activities:
●
●
●
●

New teaching and
learning approaches

Lecture materials (Lesson reading, PowerPoint, video): 60
minutes
Student’ self-study:15 minutes
Student activities: Activities 1, 2: 30 minutes
Gamification:15 minutes

🗹 Problem-Based Learning
🗹 Cooperative Learning
🗹 Other (Experimental Learning)

Teaching strategies
and methods

🗹 Lecturing
🗹 Learning by Doing
🗹 Blended learning

Technical
requirements

Teachers and students should have a computer or mobile device
with Internet connection.

Preparation

Before starting, the following open-ended questions can be asked
in order to discover students' prior knowledge and draw attention to
the topic.
●
●

Implementation
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What can be the danger of sharing?
How do you protect your information online?

In the first part of the lesson theoretical information about potential
risk of posting, dangers of oversharing and protecting information
will be given. Therefore, the PowerPoint presentation or lesson
plan can be followed. The lesson video can be watched to

summarize and understand its content. In the second part, students
are expected to use different websites to compare contents.

4.4. Lesson video

E-DigiLit Lesson 4.4. Understand how posting content online
about myself or others can have unintended negative
consequences

Activity 1.
To start the session students are reminded to ask some important
questions about the accuracy of content encountered on the
Internet:
1.
2.
3.
4.

By whom the content was created?
What techniques used to attract attention in content?
How different people understand this message differently?
What lifestyles, values and perspectives are covered in the
message?
5. Why the content was shared?
Then share news (website link) to students from an unreliable
source (For example, fake news about Covid-19). Analyse this
news by considering the important situations above. Evaluate the
source of the news and perform a new search in reliable sources
on a similar subject.
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Activity 2.
In this activity, it is aimed to experience how information can be
protected.
●

●

●

Use privacy settings of social networks
- Publish settings
- Friend lists
- Add-follow confirmation etc.
Use strong passwords
- Important points
- Password generators etc.
Search about yourself

Follow-up

Students are asked to try other information security points.

Tools for assessing
and evaluating the
learning outcomes

Ask students to write a scenario about potential security problems
(For example posting risk, oversharing, personal information
security etc.) that they may encounter on social media or on the
Internet. Students should also mention precautions based on their
scenario.

Resources

●
●
●

●

●
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Guideline on Social Networks - Cyber Security Mauritius
http://cybersecurity.ncb.mu/English/Documents/Knowledge%20
Bank/Guidelines/Guideline%20on%20Social%20Networks.pdf
What is Social Engineering?
https://usa.kaspersky.com/resource-center/definitions/what-is-soci
al-engineering
Reputation and Its Risks by Robert G. Eccles, Scott C.
Newquist, and Roland Schatz – Harvard Business Review
February 2007
https://hbr.org/2007/02/reputation-and-its-risks
What is targeted advertising?
https://edu.gcfglobal.org/en/thenow/what-is-targeted-advertising
/1/
Understanding the effects of online threats in the physical world
https://www.ericsson.com/en/reports-and-papers/consumerlab/r
eports/online-threats-go-offline

Unit

4. Keeping Safe & Well-Being

Lesson

4.5. Select effective and safe approaches in case of suffering
or witnessing some sort of online harassment or intimidation

Learning Outcomes

After completing this lesson, students should be able to:

Lesson Duration

●

Differentiate between bullying and harassment

●

Describe forms of online harassment or intimidation

●

Describe possible impact of harassment related to mental
health

●

Recognize common manifestations of bullying and
cyberbullying

●

Describe actions to perform in a case of suffering or
witnessing some sort of online harassment or intimidation

3 hours
Suggested break down of activities:
●

Reading lecture materials: 20 minutes

●

Reading materials: 25 minutes

●

Video:30 minutes

●

Student self-assessments :20 minutes

●

Student’s activity – assignment: 20 minutes

● Assessment Final Quiz: 20 minutes
New teaching and
learning approaches

🗹 Gamification

Teaching strategies
and methods

🗹 Lecturing

Technical
requirements
Preparation

Implementation
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Each student should have an active user profile (account) on social
media (work in pairs with a profile on the same social platform).
Students must have a smartphone or computer connected to the
Internet.
Check if the links to the proposed resources are still active/valid
and if not, replace them with new ones
Prepare a list of articles about some well-known people that have
been harassed or intimidated online.
The lesson introduces learners to basic knowledge about online
harassment or intimidation. The lesson is divided into five parts.
The first four parts are theoretical, introducing online harassment or
intimidation and what to do if suffering or witnessing it (Please
consider using the following video to give brief information as a
summary of the theoretical part of the lesson). The last part should
require students to use at least one social media platform
(Facebook, Instagram, etc.) that they use regularly.

Lesson Video

E-DigiLit 4.5 Select effective and safe approaches in case of
suffering or witnessing some sort of online harassment or
intimidation

Activity 1.
The first part should be completed within 5 minutes.
The first part includes a brief introduction into harassment or
intimidation before massive usage of computers.
Activity 2.
The second part should be completed within 40 minutes.
This part explains characteristics of online harassment or
intimidation and follows with descriptions of forms of cyberbullying.
Activity 3.
The third part should be completed within 5 minutes.
The third part presents the most common manifestations of bullying
and signs that show how a person may be cyberbullied.
Activity 4.
The fourth part should be completed within 50 minutes.
The fourth part presents recommendations on what one should do
in a case of online harassment or bullying.
Activity 5.
The fifth part should be completed within 20 minutes.
The fifth part is a short assignment that students carry out in pairs.
Follow-up
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The short assignment that students carry out in groups are
discussed in the classroom environment and the findings are
analysed together.

Tools for assessing
and evaluating the
learning outcomes

Quiz

Resources

Internet references:
● Willard, N., & JD, D. (2005). Educator’s guide to cyberbullying
addressing the harm caused by online social cruelty.

http://clubtnt.org/safeOnline/printResources/EducatorsGuideTo
CyberbullyingAddressingTheHarm.pdf (20.11.2020)
● Bullyonline.org (2020a) The Difference Between Bullying and
Harassment
https://bullyonline.org/index.php/bullying/3-the-difference-betwe
en-bullying-and-harassment (20.11.2020)
● Bullyonline.org (2020b) Am I Being Bullied?
https://bullyonline.org/index.php/bullying/15-am-i-being-bullied
(20.11.2020)
● Cyberbullying on the College Campus (2021)
https://www.affordablecollegesonline.org/college-resource-cent
er/cyberbullying-awareness/ (15.02.2021)
● Internet Literacy Handbook (2020)
https://rm.coe.int/fact-sheet-21-online-harassment-bullying-stalk
ing-and-trolling-interne/1680770f65 (20.11.2020)
● The Cyber Helpline (2020) Dealing with online harassment &
bullying
https://www.thecyberhelpline.com/guides/online-harassment
(20.11.2020)
● Panda Security (2019) How to Handle and Prevent Online
Harassment
https://www.pandasecurity.com/en/mediacenter/panda-security/
how-to-handle-online-harassment/ (20.11.2020)
● Nolo (2021) Trolled Online: What You Can Do When You’re
Bullied on Social Media
https://www.criminaldefenselawyer.com/resources/trolled-online
-what-to-do-when-bullied-social-media.html (20.11.2020)
Videos:
● What is harassment and victimisation? (3:54)
https://www.youtube.com/watch?v=PZOf92bIGM4 (20.11.2020)
● What does bullying and harassment mean for you and your
workplace? (4:06)
https://www.youtube.com/watch?v=u7e2c6v1oDs (20.11.2020)
● Cyber-bullying Facts – Top 10 Forms of Cyber Bullying (3:30)
https://www.youtube.com/watch?v=0Xo8N9qlJtk (20.11.2020)
● How to Beat Cyberbullies (5:07)
https://www.youtube.com/watch?v=Jwu_7IqWh8Y (20.11.2020)
● Stop Cyberbullying Before the Damage is Done | Trisha Prabhu
| TEDxGateway (10:01)
https://www.youtube.com/watch?v=Jwu_7IqWh8Y (20.11.2020)
● How To Deal With Cyber Bullying & Harassment (2:40)
https://www.youtube.com/watch?v=CFekuzaWcLI (20.11.2020)
Articles, books etc. references
● Campbell, M. (2005). Cyber bullying: An old problem in a new
guise?. Journal of Psychologists and Counsellors in
Schools, 15(1), 68-76.
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●

●
●
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Mishna, F., Regehr, C., Lacombe-Duncan, A., Daciuk, J.,
Fearing, G., & Van Wert, M. (2018). Social media,
cyber-aggression and student mental health on a university
campus. Journal of mental health, 27(3), 222-229.
Faucher, C., Jackson, M., & Cassidy, W. (2014). Cyberbullying
among university students: Gendered experiences, impacts,
and perspectives. Education Research International.
Swenson-Lepper, T., & Kerby, A. (2019). Cyberbullies, Trolls,
and Stalkers: Students’ Perceptions of Ethical Issues in Social
Media. Journal of Media Ethics, 34(2), 102-113.

Unit

4. Keeping Safe & Well-Being

Lesson

4.6. Understand staying up to date with digital technologies to
ensure the necessary protection

Learning Outcomes

After completing this lesson, students should be able to:
●

Lesson Duration

Know the importance of digital updates to ensure any
necessary protection

2 Hours

New teaching and
learning approaches

🗹 Other (Presentation)

Teaching strategies
and methods

🗹 Lecturing
🗹 Learning by Doing
🗹 Blended learning

Technical
requirements

Following the study of this lesson the learner should know the
importance of digital updates to ensure any necessary protection.

Preparation

After completing this lesson, the learner should be able to
understand the importance of digital updates to ensure the
necessary protection of devices.
Teachers should be familiar with the (online) tool Genial.ly in order
to be able to teach this lesson, as the practice involves the use of
this document sharing tool.
Teachers should check whether the links to the proposed
resources are still active/valid and, if not, replace them with new
ones.
Teachers should check learners' prior knowledge and adjust the
content of the lesson accordingly.

Implementation

This lesson helps you understand that computer updates are
essential to keep our devices safe.
4.6.1. The importance of security updates
4.6.2. What should we do before a new update?
4.6.3. Precautions
4.6. Lesson video can be used to present the content of the lesson.
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E-DigiLit Lesson 4.6. Understand staying up to date

Activity 1.
Self-assessment questionnaire to measure theoretical content and
a practical activity to create a concept map with the Genial.ly tool.
Follow-up

Suggest to students that they explore the internet taking into
account digital security criteria based on the updates of the
systems they use.

Tools for assessing
and evaluating the
learning outcomes

Self-assessment questionnaire to measure theoretical content and
a practical activity to create a concept map with the Genial.ly tool.

Resources

VIDEOS:
●
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Still no update and see what can happen to you! (02:23)
https://www.youtube.com/watch?v=aGggJPdW6MQ&featur
e=emb_logo

Unit

5. Problem Solving

Lesson

5.1. Apply the phase of problem solving when face some
problems in online learning environment

Learning Outcomes

After completing this lesson, students should be able to:

Lesson Duration

●

Explain the phase of problem solving

●

Apply the phase of problem solving in online learning
environments

●

Explain the importance of problem solving in online
environment

3 Hours
Suggested break down of activities:

New teaching and
learning approaches

●

Lecture materials (live or videos or PowerPoint) :50
minutes

●

Video and reading time: 50 minutes

●

Student activity 1: Apply the phase of problem solving in
online learning environments: 50 minutes

●

Quizizz activity :10 minutes

●

Student assessment (final quiz) :20 minutes

🗹 Project Based Learning (PBL)
🗹 Flipped Classroom
🗹 Gamification

Teaching Strategies
and Methods

🗹 Lecturing
🗹 Learning by doing
🗹 Blended Learning

Technical
requirements

Page 91 of 109

Teachers and students should have a google drive account or
other drives account (username, password etc.) and smartphone
or computer and internet connection.

Preparation

In this section, students will learn what processes or phases they
should follow while solving the problems. And in this way, they will
save themselves time and gain scientific thinking skills, a sense of
responsibility, the ability to work collaboratively, communication
skills etc. by solving problems more systematically.
Before beginning the course, the teacher should
*Check if the links to the proposed resources are still active/valid
and if not replace them with new ones.
*Determine the student’s pre-knowledge needed to complete the
lesson.

Implementation

This course consists of two parts. In the first part, the information
about the importance of problem-solving and the phases of
problem-solving is given. This section mainly contains theoretical
information. For this reason, students can be asked to read this
section at home so that more discussion can be held on the
relevant topic at the course. In the second part, students are
asked to practice how to solve a problem using the knowledge
they learned in the first part. In this part, a sample
problem-solving scenario related to online environments is given
and students are helped to learn how to identify and solve the
problem in this scenario in practice.
First, the Problem-Solving unit 5 introduction video is watched.
Then, the lesson is taught using the lesson 5.1 lesson video and
PowerPoint presentation or other learning resources (videos,
articles, books etc.). After the theoretical phase of the lesson is
completed, students are asked to solve the problem in the
scenario given in the course by using the information they have
learned. At the end of the whole process, students start the DO
activity. Students are reminded that they can use many resources
in the Learning Management System (LMS) and others and they
are guided if they ask for help while solving problems. At the end
of the lesson, an assessment activity is carried out with different
types of questions in the lesson plan or other.
Unit 5 introduction video

E-DigiLit Unit 5 Introduction

Page 92 of 109

5.1. Lesson video

E-DigiLit Lesson 5.1. Apply the phase of problem solving
when face some problems in online learning

Activity 1.
Applying the problem-solving phases when facing problem in
online environment
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Follow-up

Students are asked to think and solve different real-life problems
by using problem solving phases.

Tools for assessing
and evaluating the
learning outcomes

The quiz questions at the end of the 1st part and open-ended
questions at the end of the 2nd part can be used as assessment
tools. And also, other assessment techniques can be used with
different questions or online tools.
Gamification: Teacher gives information about gamification:
“After completing lesson videos, presentations and lesson plans,
students will earn a badge on Moodle”.
If necessary, the Teacher can make assessments using
gamification tools such as Kahoot, Quizizz.
The correct answers of the quiz questions at the end of the 1st
part are 1D, 2A and 3A

Resources

Articles on new teaching strategies:
●

●
●

Akçayır, G., & Akçayır, M. (2018). The flipped classroom: A
review of its advantages and challenges. Computers &
Education, 126, 334-345
Kilroy, D. A. (2004). Problem based learning. Emergency
medicine journal, 21(4), 411-413.
Ünsal, Y., & Ergin, İ. (2011). Fen eğitiminde problem çözme
sürecinde kullanılan problem çözme stratejileri ve örnek bir
uygulama. Savunma Bilimleri Dergisi, 10(1), 72-91.

Teacher can also use articles, books, videos and other resources
provided in the lesson 5.1 plan.
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Unit

5. Problem solving

Lesson

5.2. Find ways of fixing simple technical problems with my
digital the devices of software on my own

Learning Outcomes

After completing this lesson, students should be able to;

Lesson Duration

●

Find ways of fixing simple technical problems

●

Elaborate an action plan allowing them to solve technical
problems effectively

3 Hours
Suggested break down of activities
●

●
●
●
●

Lecture materials (live or videos or PowerPoint) :50
minutes
Video and reading time: 50 minutes
Student activity: 50 minutes
Quizizz activity :10 minutes
Student assessment (final quiz) :20 minutes

New teaching and
learning approaches

🗹 Other (Presentation)

Teaching strategies
and methods

🗹 Lecturing
🗹 Learning by Doing
🗹 Blended learning

Technical
requirements

Through the creation of a canvas, the student must try to solve a
problem related to technology, listing the steps and possible
solutions to be followed in the process.

Preparation

After completing this lesson, students should know ways to fix
simple technical problems with my digital devices autonomously.
Teachers should be familiar with the (online) tool Genial.ly in
order to be able to teach this lesson, as the practice involves
handling this document sharing tool.
Teachers should check whether the links to the proposed
resources are still active/valid and, if not, replace them with new
ones.
Teachers should check learners' prior knowledge and adjust the
lesson content accordingly.

Implementation
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This Unit consists of two parts:

-

First theoretical part.- Students will receive an explanation
on the most relevant aspects within section 5 of digital
competence. To do this, we will start from an introduction
of possible technical problems that may arise, to continue
throughout the unit with concepts related with the
methodology and process to be considered in technical
problem-solving regarding digital technology.

-

Second practice part.- Students will be presented with a
hypothetical case of a technical problem to show their
ability for planning and developing an outline or canvas of
the methodological process to be followed to solve the
problem in the most efficient way.
5.2. Lesson video

E-DigiLit Lesson 5.2.Find ways of fixing simple technical
problems with my digital the devices of software on my own

Activity 1.
Canvas for technical problem solving
We set off from the following question: what’s the problem? We
are asked to make a video clip with editing software since we
have some images saved on the smartphone, but, when trying to
export them to the timeline, the editing software the fragments of
images won’t load and the user is unable to understand what it is
going on.
Following this case, students shall design a canvas with the tool
Genial.ly through which they will represent in a graphic fashion
the methodological steps to be followed to find a solution to the
given problem, considering what was explained during the
theoretical section of this unit.
Follow-up
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Make suggestions and motivate students to solve digital problems
autonomously, using the necessary resources provided by the
lesson.

Tools for assessing
and evaluating the
learning outcomes

Self-assessment questionnaire to measure the theoretical
contents and a practice activity for the design of a canvas with the
tool Genial.ly.

Resources

Internet resources
● CRUE Universidades Españolas y Red de Bibliotecas
REBIUN. (2019). Materiales de formación para estudiantes.
España. Recuperado de
https://www.rebiun.org/aprendizaje-investigacion/competencia
-digital/material-formacion-estudiantes-grado
Articles, books, etc. resources
● Nili, A., Tate, M., & Johnstone, D. (2019). The process of
solving problems with self-service technologies: a study from
the user’s perspective. Electronic Commerce Research,
19(2), 373–407. https://doi.org/10.1007/s10660-018-9304-0
●
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Rizal, R. et al., (2019). Digital literacy of preservice science
teacher, J. Phys.: Conf. Ser. 1157 022058).
https://doi.org/10.1088/1742-6596/1157/2/022058

Unit

5. Problem Solving

Lesson

5.3. Get Support From the Right Source When Facing a More
Complex Technical Challenge [IT Helpdesk]

Learning Outcomes

After completing this lesson, students should be able to:

Lesson Duration

●

Classify technical problems into 2 main categories.

●

Perform some basic actions to solve a technical problem.

●

Describe types of IT helpdesk.

●

Describe a ticketing system.

●

Choose a preferred communication channel to contact an IT
helpdesk.

●

Apply safe reporting of technical problems.

2 hours
Suggested break down of activities:
●

Reading the lesson: 30 minutes.

● Analysis of IT helpdesk report forms: 20 minutes.
●

Doing activities in improvised reporting of technical
problems: 60 minutes.

● Assessment Quiz:10 minutes.
New teaching and
learning approaches

🗹 Problem-Based Learning

Teaching strategies
and methods

🗹 Lecturing
🗹 Blended learning

Technical
requirements

None

Preparation

Check if the links to the proposed resources are still active/valid
and if not replace them with new ones.
Prepare a list of technical problems you have had to give to
students as examples. Try to give them in different categories.

Implementation

Introduction video:
E-DigiLit lesson 5.3. Get Support From The Right Source
When Facing A More Complex Technical Challenge
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This lesson introduces learners to basic knowledge about IT
helpdesks. It teaches them how to apply safe reporting of a
technical problem. The lesson is divided into four parts. The first
three parts are a theoretical introduction of the IT helpdesk. The
final part will require students to report a technical problem in an
improvised conversation and to a real IT helpdesk.
Activity 1.
The first part should be completed within 15 minutes.
In the first part a brief introduction into the categories of technical
problems is explained and some advice is given.
Activity 2.
The second part should be completed within 15 minutes.
The second part recommends learners try some tips before calling
the IT helpdesk in order to quickly solve your problem if it is a
common issue and has a simple solution.
Activity 3.
The third part should be completed within 20 minutes.
This part presents types of IT helpdesk, their organization,
channels they use to communicate with users, and the chatbot as a
new trend in IT helpdesk that uses artificial intelligence.
Activity 4.
The fourth part starts by presenting a few ways in which IT
helpdesks could use their channel(s) to collect data from users.
The next topic is a ticket system for IT helpdesks to ease users into
finding the answer to his/her particular question/problem. Safe
reporting of a technical problem to an IT helpdesk should be very
important to each user so he/she must follow a few guidelines
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about sending/sharing their username and password to IT helpdesk
staff. The last part is dedicated to gaining some experience in
reporting a technical problem. The first step is to practice in pairs to
report one of the problems he/she had and collect data about the
problem his/her counterpart presented. The final step is oriented
towards a real IT helpdesk and asking for support for one of the
problems that is suited to his/her equipment/device.
Follow-up

Continue tracking trends in IT helpdesks

Tools for assessing
and evaluating the
learning outcomes

Quiz

Resources

Internet references
●
●
●

●

●

●
●
●

●

University of Zagreb Computer Center (2020) Helpdesk
https://www.srce.unizg.hr/en/helpdesk, (11.12.2020.)
Croatian Academic and Research Network (2020) User Support
https://www.carnet.hr/en/user-support/, (11.12.2020.)
Think Concepts (2019) 10 tips to try before calling the IT
Support Helpdesk
https://thinking.co.nz/blog/2019/10/21/10-tips-to-try-before-callin
g-the-it-support-helpdesk, (27.12.2020.)
Mutiny (2016) 10 things you need to check before calling the IT
Helpdesk
https://www.mutiny.com/news/blogs/2016/10-things-you-need-t
o-check-before-calling-the-IT-helpdesk/, (27.12.2020.)
University of Western Australia (2020) Helpdesk Request Form,
https://www.web.uwa.edu.au/__data/assets/pdf_file/0008/19249
10/SCB_Helpdesk_Request_Form.pdf (08.01.2021.)
Wilberforce University (2020) IT Help Desk Request Form,
https://wilberforce.edu/it-help-desk-request-form/ (08.01.2021.)
Montana State University (2020) Help Desk Ticket Tips
https://www.msun.edu/its/Tickets-Tips.aspx, (27.12.2020.)
Andrew Froehlich (2018) Pros and Cons of Chatbots in the IT
Helpdesk
https://www.informationweek.com/strategic-cio/it-strategy/prosand-cons-of-chatbots-in-the-it-helpdesk/a/d-id/1332942,
(08.01.2021.)
Laurence Goasduff (2019) Chatbots Will Appeal to Modern
Workers
https://www.gartner.com/smarterwithgartner/chatbots-will-appea
l-to-modern-workers/, (08.01.2021.)

Articles, books, etc. references
●
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F. Al-Hawari and H. Barham (2019) A machine learning based
help desk system for IT service management, Journal of King
Saud University – Computer and Information Sciences,
https://doi.org/10.1016/j.jksuci.2019.04.001, (08.01.2021.)

Unit

5. Problem Solving

Lesson

5.4. Collaborate with other people or friends in an online
environment to solve some real-life problems or others
(Forums, TeamViewer, buying new devices, etc.)

Learning Outcomes

After completing this lesson, students should be able to:

Lesson Duration

●

Understand problem solving with collaborative work

●

Collaborate with other people or friends in order to solve
problems they face in an online environment.

●

Use collaborative online tools (Forums, TeamViewer, etc.).

2 hours
Suggested break down of activities:

● Lecture materials (Lesson reading, PowerPoint, video):60
minutes

● Student’ self-study:15 minutes
● Student activities: Activities 1, 2 :30 minutes
● Gamification:15 minutes
New teaching and
learning approaches

🗹 Flipped Classroom
🗹 Gamification

Teaching strategies
and methods

🗹 Self-directed learning
🗹 Learning by Doing
🗹 Blended learning

Technical
requirements

Teachers and students will use and try online remote connection
software.

Preparation

Before starting, the following open ended questions can be asked
in order to discover students' prior knowledge and draw attention to
the topic.
1. If you have a technical problem with your computer, what
steps would you take to solve it?
2. How can you help a friend when they have a technical
problem?
In this section, students will learn how to collaborate with other
people or friends in an online environment to solve some
real-life problems. They will use and try forums and remote
connection tools.
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Implementation

In the first part of the course, theoretical information about
collaboration in an online environment will be given. Therefore, the
PowerPoint presentation or lesson plan can be followed. The
lesson video can be watched to summarize and understand its
content. In the second part, students are expected to use forums
and remote connection tools.
Lesson video

E-DigiLit Lesson 5.4 Collaborate with other people or friends
in an online environment to solve some real-life problems or
others (Forums, Teamviewer, buying new devices, etc.) Video

Activity 1.
Construction of a forum for reflection and debate to jointly
help solve a technical problem.
In this part, the teacher will create a forum for reflection and debate
based on an assumption of a technical problem to be solved.
We start from the basis of posing a technical problem on a mobile
device: the user has purchased a mobile device, has installed the
WhatsApp application, but cannot synchronize the contacts from
the phone book to the WhatsApp contact list. The user of this
application cannot view the names of the contacts. Where could
the user turn to solve this problem?
The student must provide solutions (consultation in forums, web
pages, blogs ...) in the reflection and debate forum of this unit.
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Activity 2.
Using remote connection tools to solve technical problem
The teacher can follow the steps below for the tool (TeamViewer
etc.) that students can use to connect their computers.
The teacher arranges the students in groups of two. In each group,
students install the TeamViewer application. Then, the students in
the group connect to each other's computers in turn. Thus, they
can experience remote connection process and see what they can
do.
Follow-up

Students are asked to use different remote connection tools.

Tools for assessing
and evaluating the
learning outcomes

Self-assessment questionnaire to measure the theoretical contents
and a practical activity to create a forum.

Resources

Internet resources
●

https://www.makeuseof.com/tag/3-forum-search-engines-to-s
earch-40-000-message-boards/

Videos
●
●
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https://www.youtube.com/watch?v=x2GuWZYbPAg
https://www.youtube.com/watch?v=dPZJUoh3PzA

Unit

5. Problem Solving

Lesson

5.5. Develop a personal problem solving strategy for the
continuous improvement of digital competencies (Personal
problem solving strategies)

Learning Outcomes

After completing this lesson, students should develop own personal
problem solving strategy for the continuous improvement of digital
competencies.
After completing this lesson, students should be able to:

Lesson Duration

●

Describe basic personal problem solving strategies

●

Determine a personal problem solving strategy

●

Apply the problem-solving strategies when facing problems in
online environment

2 Hours
Suggested break down of activities:

● Lecture materials (live or videos and PowerPoint):25
minutes
● Video and reading time: 50 minutes
● Student activity 1: applying the personal problem solving
strategies in order to solve problems: 20 minutes
● Quizizz activity:10 minutes
● Student assessment (final):15 minutes
New Teaching and
Learning
Approaches

🗹 Problem-Based Learning
🗹 Flipped Classroom
🗹 Gamification

Teaching Strategies
and Methods
(Teacher can
choose one or more
of these)

🗹 Lecturing
🗹 Self-directed learning
🗹 Learning by doing

Technical
requirements

Smartphone or computer and internet connection.

Preparation

At the end of this section, students will develop new strategies to
solve the problems present in online environments in different and
simpler ways. At the beginning of the lesson, the lecturer may ask
the students to think about a problem with their computer and
browsing the internet and explain how they solve it or asking
example questions such as:
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What kind of strategies do you use to solve problems in daily life
and online environments?
Before beginning the course, the teacher should
●
●
Implementation

check if the links to the proposed resources are still
active/valid and if not replace them with new ones.
determine the student’s pre-knowledge needed to complete
the lesson.

This lesson consists of two parts. The first of these is
understanding the importance of personal problem-solving
strategies and the theoretical background of problem-solving
strategies. The first part including the theoretical background is
explained to the students or in line with the technical resources
students have, students are asked to read this at home. This
choice depends on the teacher and students’ technical abilities and
motivations.
The second one is applying the problem-solving strategies when
facing problems in an online environment. In this part, the teacher
can give the students some scenarios with a problem situation or
ask the students to express the problems they have experienced in
the online environment. After the problem is identified, students can
be asked to explain which strategies they will use to solve this
problem and why.
The lesson is taught using the lesson 5.5 video and PowerPoint
presentation or other learning resources (videos, articles, books
etc.). After the theoretical phase of the lesson is completed,
students are asked to solve the problem in the scenario given in
the course by using the information they have learned.
At the end of the whole process, students start the activity in the
lesson plan. Students are reminded that they can use many
resources in the Learning Management System (LMS) and others,
and they are guided if they ask for help while solving problems. At
the end of the lesson, an assessment activity is carried out with
different types of questions in the lesson plan or other.
Lesson video

E-DigiLit Lesson 5.5 Develop a personal problem solving
strategy for the continuous improvement of digital
competencies (Personal problem solving strategies)
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Activity 1.
Applying the problem solving strategies when facing problem
in online environment.
Firstly, students are asked to suppose that they or a friend have
internet connection problems at home. Then they are asked to
explain which problem strategy or strategies they have learned in
the previous activity to use to solve this problem. At this stage, it is
emphasized that the strategies students prefer to solve the problem
differ from each other.
Lastly, a more complex problem situation is given about online
environments and students are asked to use both the
problem-solving stages and problem solving strategies to solve this
problem and send the result to the teacher. It is explained that as
the problems get more complex, the variety of problem solving
strategies increases and more than one strategy should be used.
Follow-up

Students should discuss with their friends what strategies they
used to solve the problems and why they chose them.

Tools for assessing
and evaluating the
learning outcomes

The open-ended questions in the lesson plan can be used as
assessment tools. And other assessment techniques can be used
with different questions or online tools.
Gamification: Teacher gives information about gamification:
“After completing lesson video, presentation and lesson plan,
student will earn a badge on Moodle”.
If necessary, the teacher can make assessments using gamification
tools such as Kahoot, Quizizz.

Resources
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●

Rice, J. W. (2012). The gamification of learning and instruction:
Game-based methods and strategies for training and
education. International Journal of Gaming and
Computer-Mediated Simulations, 4(4).

●

Çağlar, Ş., & Kocadere, S. A. (2015). Çevrimiçi Öğrenme
Ortamlarinda Oyunlaştirma. Journal of Educational Sciences &
Practices, 14(27).

Teacher can also use articles, books, videos, and other resources
provided in the lesson 5.5 plan.
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