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OUR DIGI SPACE

3rd transnational meeting of the projcet OUR
DIGI SPACE
The 3rd transnational meeting of the project OUR DIGI SPACE was hosted by Kerigma, Portugal
from the 4th to the 5th of February 2020. The venue of the meeting was at the Bagoeira Hotel in
Barcelos. Agenda was divided into two parts, Day 1 and Day 2. The agenda items were adjusted
when the natural development of the discussion among partners required it.

The main goals of the meeting were:
- Review of the Scenarios Based Guideline:
weaknesses,
strengths,
opportunities
and
potential for implementation;
- Update of the Dissemination Plan and
Exploitation;
- O2 - Online Learning Platform: current status;
timeline for the content update; presentation of
its gamification features – how will they be
implemented and developed?; plan to assure
100 users during the project practice and 5,000
users after the project;
- O2 – “My Digi Space” e-learning platform:
work plan for the output and deadlines;
division of tasks amongst partners; feedback
from partners;
- Panel Discussion;
- General state of play of the project;
- Update of the project timetable and partners
feedback (transnational meetings, newsletters,
panel discussion,…);

- 3rd newsletter – proposition of themes and
brainstorming with partners;
- Workshop: each partner describes their
experience
with
the
project;
their
expectations
and
suggestions
for
improvement.
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Do our digital abilities prove readiness for
change?
As technology continues to advance, there is
a growing gap between adults using
technology.
Some of them are becoming
developers of the Internet of Things, Big data
and Cloud, Robotics and Artificial Intelligence
whilst others who live in social exclusion
learn to create an e-mail, take a picture of
their cherished flowerbeds, and send a photo
to
their
grandchildren
studying
abroad. However, the purpose of this article
is not to talk about the skills gap in the
digital world, but about people's desire to
know it and the joy of adult educators in
seeing the shining eyes of learners.
In a nutshell, the aim of the ODS project is
to explore through practical activities the
level of digital competence of adults who are
socially excluded and how technology can
help them deal with their everyday problems.
By the way, how do you understand the term
'social exclusion'?
According to the authors of the collective
monograph "Social exclusion and good life in
Lithuania", "social exclusion can be defined
as a process and condition in which
individuals have no access to a minimum
standard of quality of life or good life, and
which increases their feelings of insecurity
and, at the same time, shame, psychological
discomfort lack of self-esteem, respect and
dignity."
While working in the transnational project,
we have noticed that the concept of 'social
exclusion' is multifaceted and is perceived
differently in each country. Our target group
was people over the age of 50 who live in
remote rural areas who lack digital skills and
are
therefore
experiencing
psychological
discomfort in the modern XXI century.

In order to achieve the goal of the project
and to find out the level of digital skills
and motivation through practical activities,
we started the training by discussion.
After the discussion, we started with very
simple practical steps (in adult educators’
opinion): how to turn on/off your tablet,
how to create an account using Android
system, how to take a photo, how to
download a Collage Maker app to your
tablet, how to create a photo collage and
send it via email or Messenger as well as
how to stay safe on social networks.
The discussion revealed that adults living in
remote rural areas have mobile devices, but
their digital skills are very low. As a rule,
computers are used only for reading news.
But we were surprised by the high
motivation to learn and the willingness to
handle everyday problems using mobile
devices.
The
adult
educators,
who
conducted the practical activities, noted the
need for carefully prepared methodological
material as the level of learners varies
greatly. Training participants need to be
encouraged to write down information, as
they sometimes worry about using their
mobile devices. It happens that they are
afraid to press the wrong key, forget the
address or password of the email they have
created. In this way, they feel very
embarrassed. When they use prepared
material and take notes, they can work at
their own pace, succeeding in creating a
great
psychological
confidence-based
microclimate.
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Review of the Scenarios Based Guideline:
weaknesses, strengths, opportunities and
potential for implementation
This item started by partners sharing their
experiences with the workshops they held with
HRA and adult educators. A few surprising
observations the participating organizations
noticed were the following:
- Some groups of HRA had high expectations
regarding OUR DIGI SPACE;
- Most of the HRA showed a good level of
engagement and interest/motivation;
- Contrary to common belief, HRA had some
digital knowledge.
The abilities of this group of adults were
mainly related to the experience of using email or Facebook. Emre Çelik from NARA
(Turkey) continued the discussion with a
presentation linked to the findings of the
creative workshop discussion to the key
elements of the scenarios that would be the
focus of the platform. The content of the
presentation focused on four main topics “Communication via e-mail”, “Basics of social
media”, “Searching the Internet and reading
news”, “Shopping online”, according to which
learning scenarios will be developed. Following
the presentation of these topics and the
reflections of the partners, it was decided to
reject the topic "Online Shopping" and include
the topics "Cyber Security" and "E-Citizenship".

These amendments resulted from two
factors: - Although HRA have little or no
knowledge about online shopping if we
consider the likelihood of them actually
using this information, we realize it is very
unlikely since they showed a lot of
suspiciousness and distrust in this process.
Consequently, we as a consortium, decided
this topic
wouldn’t be useful for our
target group given their latent hesitance
towards online shopping. Therefore, the
decision to drop this item was unanimous.
- “Cybersecurity” and “e-citizenship”, on
the other hand, were suggested as valuable
subjects. Nonetheless, a few aspects should
be considered when dealing with these two
topics.
Firstly,
the
sub-topics
of
cybersecurity have to be pragmatic and
easy to understand since the public ODS
intends to reach doesn’t have much
conceptual knowledge regarding this topic.
Secondly, the theme of “e-citizenship”
differs from country to country so the
consortium has to be careful in the
production of the related scenarios.
Otherwise, we may face some issues with
uniformity. However, being aware of this
(possible)
difficulty
will
help
the
consortium go around it and work towards
the best outcome.
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In conclusion, the gamification scenarios will
focus on 5 broad themes:
-

E-Mail Communication Basics;
Social Media Basics;
Searching on the Web and Reading News;
Cybersecurity;
E-citizenship;

Each partner organization will be in charge of developing content for its respective topic.
PRSC is responsible for the development of the Social Media theme, Kerigma is
responsible for developing the subject “searching on the Web and Reading News”, UOM
is responsible for e-mail communication, APEC is in charge of cybersecurity and each
partner must contribute to the last topic since it differs for every country involved.
Concerning the Turkish reality, DGLL is in charge of the e-citizenship content as it was
agreed between Turkish partners.

All events
1ND TRANSNATIONAL MEETING
@TURKEY HOST: APEC
2ND TRANSNATIONAL MEETING
@LITHUANIA HOST: PRSC
3RD TRANSNATIONAL MEETING
@PORTUGAL HOST: KERIGMA
4TH TRANSNATIONAL MEETING
@ÇANAKKALE, TURKEY HOST: NARA
5TH TRANSNATIONAL MEETING
@GREECE HOST: UOM
6TH TRANSNATIONAL MEETING
@ANKARA, TURKEU HOST: DGLL
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