
 
 This project has been funded with support from the European Commission under the Erasmus+ 

Programme. This publication reflects the views only of the author, and the Commission cannot 
be held responsible for any use which may be made of the information contained therein. 
[Project Number: 2021-1-CY01-KA220-VET-000033254] 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Manual for the Digitalization of the 

VET Sector  



 
 This project has been funded with support from the European Commission under the Erasmus+ 

Programme. This publication reflects the views only of the author, and the Commission cannot 
be held responsible for any use which may be made of the information contained therein. 
[Project Number: 2021-1-CY01-KA220-VET-000033254] 

This work is published under the responsibility of the GROOVE Project consortium. The opinions and 
arguments employed herein do not necessarily reflect the official views of the European Commission 

 

 

 

The Manual for the Digitalization of the VET sector by GROOVE project is licensed under CC BY-NC-SA 
4.0. To view a copy of this license, visit: Creative Commons τ Attribution-Noncommercial-ShareAlike 
4.0 International τ CC BY-NC-SA 4.0  

 

This license requires that re-users give credit to the creator. It allows re-users to distribute, remix, 
adapt, and build upon the material in any medium or format, for non-commercial purposes only. If 
others modify or adapt the material, they must license the modified material under identical terms.  

¶ BY: Credit must be given to you, the creator.  

¶ NC: Only non-commercial use of your work is permitted. Non-commercial means not primarily 
intended for or directed towards commercial advantage or monetary compensation.  

¶ SA: Adaptations must be shared under the same terms. 

 

This project has been funded with support from the European Commission. This publication reflects 
the views only of the author, and the commission cannot be held responsible for any use which may 
be made of the information contained therein. Project Number: [Project Number:  2021-1-CY01-
KA220-VET-000033254] 

  

 

 

 

 

 

 

 

 

 

 

https://creativecommons.org/licenses/by-nc-sa/4.0/
https://creativecommons.org/licenses/by-nc-sa/4.0/


 
 
 
 

3 
 

www.grooveproject.eu 

Table of Contents 

Introduction 5 

Section A: Digitalization in the VET sector 6 

Overview 7 

Basic pillars of digitalization 9 

Section B: The Digital Competence Framework for Citizens 11 

Overview 12 

Description and Utility of the DigComp 2.1 Framework 15 

Section C: The Digital Competence Framework for Educators 18 

Overview 19 

Applying the DigCompEdu framework 23 

Section D: The European Framework for Digitally Competent 
Educational Organizations 26 

Overview 26 

5ƛƎ/ƻƳǇhǊƎΩǎ ƪŜȅ ŜƭŜƳŜƴǘǎ 31 

Key Digital Competencies of VET Trainers 33 

Digital skills and competences 34 

Applying the DigCompOrg framework 35 

Section E: Strategy development 36 

Introduction to strategies in the VET sector 37 

Developing the Strategy 39 

Key Directives & Policies 44 

Developing a Digital Action Plan 47 

Best practices 50 

Tools and frameworks 50 

Section F: Teaching Pedagogies and Instructional Strategies 55 

file:///G:/Shared%20drives/GROOVE_Master/GROOVE_Internal/PR%201%20Toolkit%20for%20developing%20a%20digital%20strategy%20in%20VET/R1.A3%20Design%20and%20development%20of%20the%20GROOVE%20Toolkit/GROOVE_Toolkit_Final%20Version%20(Prior%20to%20pilotting)/Groove%20Toolkit_Final.docx%23_Toc118195948


 
 
 
 

4 
 

www.grooveproject.eu 

Principles of Adult Learning 56 

Teaching digital skills 60 

¢ƘŜ LƳǇƻǊǘŀƴŎŜ ƻŦ ǘƘŜ [ŜŀǊƴŜǊǎΩ /ƻƳǇŜǘŜƴŎŜǎ 60 

Application of Learning Methods 61 

Promoting digital skills 64 

 

  



 
 
 
 

5 
 

www.grooveproject.eu 

Introduction 

Digital transformation is a key priority across all major EU directives and policies. The 
European Commission has prioritized digital skills development and recognized education 
and training stakeholders as key players in making innovations mainstream to meet the 
ŜŘǳŎŀǘƛƻƴ ǎŜŎǘƻǊΩǎ ƴŜŜŘǎ ό9/Σ нлмуύΦ ±9¢ ƛǎ ŀƴ ƛƴǘŜƎǊŀƭ ǇŀǊǘ ƻŦ ŜŘǳŎŀǘƛƻƴ ǇǊƻǾƛŘƛƴƎ ƭƛŦŜƭƻƴƎ 
learning systems equipping individuals with skills responding to the needs of the economy 
but also with skills important for personal development and active citizenship. Thus, the 
European Commission emphasizes the need of VET to become more fit to the digital age 
ŀƴŘ ŀƭƛƎƴ ǿƛǘƘ ǘƘŜ ǘŜŎƘƴƻƭƻƎƛŎŀƭ ǇǊƻƎǊŜǎǎ ŀƴŘ ƳŀǊƪŜǘΩs demands as it has a crucial role in 
helping people to find jobs, especially after the pandemic. 

The present manual is a practical guide that can be used by VET providers/trainers as a 
supplementary material to advance their professional practices towards digitalization. In 
particular, it provides knowledge and understanding of the digitalization in the Vocational 
Education Sector (VET), the importance of vital digital skills for the educators and learners, 
and how to develop of a digitalization strategy.  

The aim of this toolkit is to build the capacity of VET professionals to design and develop a 
digital action plan. Also, is contains strategies that aim to enhance ŜŘǳŎŀǘƻǊǎΩ digital skills, 
and ƭŜŀǊƴŜǊǎΩ ŘƛƎƛǘŀƭ ƭƛǘŜǊŀŎȅΦ Another aim of this toolkit is to allow VET providers and 
learnŜǊǎΩ to reflect on their digital readiness and improve their digital skills in order to align 
ǿƛǘƘ ǘƘŜ ǘŜŎƘƴƻƭƻƎƛŎŀƭ ǇǊƻƎǊŜǎǎ ŀƴŘ ƳŀǊƪŜǘΩǎ ƴŜŜŘǎ. 

  

The GROOVE Toolkit is organized in main sections: 

Section A: Digitalization in the VET sector 

Section B: The Digital Competence Framework for Citizens (DigComp 2.1) 

Section C: The Digital Competence Framework for Educators (DigCompEdu) 

Section D: The European Framework for Digitally Competent Educational Organizations 
(DigCompOrg) 

Section E: Strategy development 

Section F: Teaching Pedagogies and Instructional Strategies   
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Section A: Digitalization 
in the VET sector 
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Overview 
What is digitalization 

Digitalization refers to the integration of cutting-edge digital technologies as a way to help 
organizations, society, and the market to improve the efficiency of their operations, make 
automation possible, and provide new revenue and value-producing opportunities. Yet, due 
to economic reasons (i.e., lack of funds), inaccessibility (i.e., for people that are located in 
rural areas, or people with low socioeconomic status), and other social reasons (i.e., people 
that belong to vulnerable social groups) not all individuals are able to easily improve their 
skills in accord with the technological progress. To provide a solution for this problem, and 
as an initial part of the digitalization in the VET sector, both learners and educators are 
expected to develop new skills and knowledge in order to stay up to date with the 
ǘŜŎƘƴƻƭƻƎƛŎŀƭ ǇǊƻƎǊŜǎǎ ŀƴŘ ǘƘŜ ƳŀǊƪŜǘ ƴŜŜŘǎΦ ¢Ƙƛǎ ǿƛƭƭ ƛƴŎǊŜŀǎŜ ōƻǘƘ ŜŘǳŎŀǘƻǊǎΩ ŀƴŘ 
ƭŜŀǊƴŜǊǎΩ ŎƻƳǇŜǘŜƴŎƛŜǎΣ ǇǊƻŘǳŎǘƛǾƛǘȅΣ ŀƴŘ ŜŦŦƛŎƛŜƴŎȅ ƛƴ ǘƘŜƛǊ ŎǳǊǊŜƴǘ ŀƴŘ ŦǳǘǳǊŜ ǊƻƭŜǎΦ  

Also, the leveraging of digital technologies and digitized data will improve the organizational 
processes followed, and thus will transform the quality of the services provided through the 
use of advanced technology such as big data, the internet of things, artificial intelligence, 
robotics, computer-aided tools, and automation. Additionally, digitalization will shift the 
local control of physical processes to remote monitoring and control of those same 
processes. Therefore, in an age of rapid changes and increasing requirements, the 
digitalization in the VET sector, as well as continuous training and learning, will be decisive 
for excelling and progressing.  

 

Why is Digitalization in the VET sector 
important? 

The use of digital skills in education 
significantly influenced the quality of 
education as well as its forms and methods 
as they have altered the way people 
communicate ideas, learn and work. Yet, 
digitalization in the educational sector is a 
phenomenon that still requires new 

knowledge and skills to remain aligned with the rapid technological progress, the needs of 
the market, and the competencies required for individual learners and workers to excel. 

The Vocational Education and Training (VET) sector, similarly to most of the industries today, 
is being challenged to remain aligned with the rapid technological changes and the digital 
world. With extensive lockdowns due to COVID-19, this digital transformation accelerated 
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the past years. Nowadays, due to the aforementioned reasons, the professional activity of 
laborers incorporates an additional intellectual component associated with working with 
advanced electronic devices, artificial intelligence systems, computers etc. At the same, not 
ƻƴƭȅ ǘƘŜ ƭŜŀǊƴŜǊǎΩ ōǳǘ ŀƭǎƻ ǘƘŜ ŜŘǳŎŀǘƻǊǎΩ ŘƛƎƛǘŀƭ ŎƻƳǇŜǘŜƴŎƛŜǎ ƴŜŜŘ ƛƳǇǊƻǾƛƴƎΦ !ǎ ŀ ǊŜǎǳƭǘΣ 
the issues of digital transformation for educational institutions became highly important. 

In addition, the development and support of digital transformation in the VET sector are 
ƛƳǇƻǊǘŀƴǘ ōŜŎŀǳǎŜ ŘƛƎƛǘŀƭ ŜŘǳŎŀǘƛƻƴ ǊŀƛǎŜǎ ƭŜŀǊƴŜǊǎΩ ǇŀǊǘƛŎƛǇŀǘƛƻƴ ŀƴŘ ŎƻƻǇŜǊŀǘƛƻƴ ŀǎ ǿŜƭƭ 
as independence in the learning process, which must be taken into consideration. Moreover, 
the cultivation of digital skills and competencies is a way to decrease the discrepancy 
between ǘŜŀŎƘŜǊǎΩ ŀƴŘ ǎǘǳŘŜƴǘǎΩ ŘƛƎƛǘŀƭ ōŀŎƪƎǊƻǳƴŘs, which is expected to benefit both the 
educators as well as the learners to excel in their careers and be prepared for the continuous 
technological progress that is still on the way. 

VET is a wide sector in education, thus, people from numerous fields and with various 
experiences and skillsets can acquire digital knowledge. The knowledge and impact of using 
digital tools in the hands of different participants can have different performance results for 
individual learners based on their background. This consists another reason for seeking 
efficient ways for supporting digitalization in the VET sector. 

 
 

What it entails 

Some of the most crucial parts of digital transformation in the VET sector are: 

¶ Integration of digital technology & Infrastructure: It consists of the provision of 
modern digital equipment, and digital transformation processes, as well as 
opening up to new opportunities and requirements (i.e., the capacity to store, 
extract and process data while satisfying the requirement of trust, security and 
fundamental rights). 

¶ Human Capital: The formation and development of digital competence for all the 
participants (educators & learners) in the educational space. 

¶ Connectivity: According to the Broadband Coverage in Europe, each and every EU 
member has to maintain some specific broadband coverage objectives that are 
essential to support any digitalization-related goals. 

¶ Modes of Learning: The use of remote learning, online learning (synchronous & 
asynchronous) and self-directed learning. 

¶ Innovation & Absorption: It is interrelated to the aims of digitalization, and by 
increasing the level of innovation we promote sustainable development, 
ŜŎƻƴƻƳƛŎ ƎǊƻǿǘƘΣ ǇǊƻǎǇŜǊƛǘȅΣ ŀƴŘ ŎƛǘƛȊŜƴǎΩ ǿŜƭŦŀǊŜΦ LƴƴƻǾŀǘƛƻƴ ŀƭǎƻ ŘŜǇŜƴŘǎ ƻƴ 
the ability of the organizations to access, recognize and absorb knowledge from 
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various sources, which is the absorptive capacity of the company.  The concept of 
open innovation and the concept of "connect and develop" (C&D) sets the 
knowledge access and absorption activities at the core of the innovation 
development process. 

¶ Growth culture: A growth organizational culture consists of employees that build 
their mindset and capacity to see through blind spots and acknowledge problems 
and potential solutions. 

 

Basic pillars of digitalization  

Promote Digital Literacy and Tech Skills 

Digital literacy is an essential life skill which should be taught in all areas of education, but 
teaching tech skills can be complicated in traditional online training environments. Thus, the 
initial aim of digitalization is to spread awareness regarding the importance and impact that 
digital knowledge and skills have on the society and economy, and then to help the 
educators to become competent in using technical equipment as well as becoming 
technologically literate in order to educate the learners (i.e., VET learners). 

 

Adopt and integrate emergent 
technologies  

The technology we rely on today changes 
over time. To develop existing systems 
and improve the services provided, the 
incorporation of emerging technologies 
that align with positive customer 
experiences is vital.  

¶ To do so, the systems and processes 
used need to evolve to keep up with the 
ƛƴŘǳǎǘǊȅΩǎ ǎǘŀƴŘŀǊŘǎ 

¶ By investing in technology and design consulting, your skills can be used to build more 
effective and efficient processes and more advanced products. 

 

Promote digitalization by having a customer-centered approach 

¶ Meet the evolving needs of your customers and the market 

¶ Predict the market and your upcoming custoƳŜǊǎΩ ƴeeds  

¶ Awareness of what others offer to the customers/learners  
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tǊƻƳƻǘŜ ŘƛƎƛǘŀƭƛȊŀǘƛƻƴ ōȅ ǇŀȅƛƴƎ ŀǘǘŜƴǘƛƻƴ ǘƻ ŜƳǇƭƻȅŜŜǎΩ ŜȄǇŜǊƛŜƴŎŜΦ 

Transformation happens from the inside out. understanding your people helps you get to 
those goals. Companies that are transparent with, value, and invest in people experience 
ŜŀǎƛŜǊ ǘǊŀƴǎŦƻǊƳŀǘƛƻƴǎ ōŜŎŀǳǎŜ ƻŦ ǘƘŜ ƭƻȅŀƭǘȅ ŀƴŘ ǎǳǇǇƻǊǘ ǘƘŜȅΩǾŜ ōǳƛƭǘ ŀƳƻƴƎ ǘƘŜƛǊ ǘŜŀƳǎΦ 
Keep in mind: Every interaction that the employee has within your organization is critical 
and will have a measurable impact on your organization, your technology, and your brand. 
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Section B: The Digital 
Competence 
Framework for Citizens 
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Overview 

Today, being digitally competent means that people need to have competences in all areas 
of DigComp. The European Digital Competence Framework, also known as DigComp, offers 
a tool to improve citizens' digital competence, help policy makers formulate policies that 
support digital competence building, and plan education and training initiatives to improve 
the digital competence of specific target groups (Vuorikaki et al., 2016). DigComp provides 
a common understanding of what digital competence is. It also provides a basis for framing 
digital skills policy.  

The project originated in DG Education and Culture and was further developed on behalf of 
DG Employment, Social Affairs and Inclusion. It was first published in 2013 and has become 
a reference for the development and strategic planning of digital competence initiatives at 
both European and Member State levels. However, as the digitalization of our society, work 
and education are moving fast, there is a need to update the concepts and vocabulary of the 
DigComp framework. 

The DigComp framework is descriptive rather than prescriptive. Several aspects of digital 
competence may include legal and ethical issues, for example, issues related to the illegal 
sharing of proprietary digital content. The person who engages in this illegal activity may be 
competent and aware of the licenses and rules being broken (Vuorikari et al., 2016). 

The DigComp Framework identifies the key components of digital competence in 5 areas 
which constitute Dimension 1. There are 21 competences that are pertinent to these areas, 
their titles and descriptors are outlined in Dimension 2. Additional Dimensions outline 8 
Proficiency levels for each of the 21 competences (Dimension 3), Examples of knowledge, 
skills and attitudes (Dimension 4) and Examples of the use of the 8 proficiency levels applied 
to learning and employment scenarios in 21 competences (Dimension 5) (Carretero Gomez 
et al., 2017).  

 

Dimension 1 

1. Information and data literacy: To articulate information needs, to locate and retrieve 
digital data, information and content. To judge the relevance of the source and its 
content. To store, manage, and organize digital data, information and content. 

2. Communication and collaboration: To interact, communicate and collaborate 
through digital technologies while being aware of cultural and generational diversity. 
To participate in society through public and private digital services and participatory 
ŎƛǘƛȊŜƴǎƘƛǇΦ ¢ƻ ƳŀƴŀƎŜ ƻƴŜΩǎ ŘƛƎƛǘŀƭ ǇǊŜǎŜƴŎŜΣ ƛŘŜƴǘƛǘȅ ŀƴŘ ǊŜǇǳǘŀǘƛƻƴΦ 

3. Digital content creation: To create and edit digital content. To improve and integrate 
information and content into an existing body of knowledge while understanding how 
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copyright and licenses are to be applied. To know how to give understandable 
instructions for a computer system. 

4. Safety: To protect devices, content, personal data and privacy in digital 
environments. To protect physical and psychological health, and to be aware of digital 
technologies for social well-being and social inclusion. To be aware of the 
environmental impact of digital technologies and their use. 

5. Problem-solving: To identify needs and problems, and resolve conceptual problems 
and problem situations in digital environments. To use digital tools to innovate 
processes and products. To keep up-to-date with the digital evolution. 

 

 Dimension 2 

1. Information and data literacy  

1.1. Browsing, searching and filtering data, information and digital content 
1.2. Evaluating data, information and digital content 
1.3. Managing data, information and digital content  
 

2. Communication and Collaboration  
2.1. Interacting through digital technologies 
2.2. Sharing through digital technologies  
2.3. Engaging in citizenship through digital technologies  
2.4. Collaborating through digital technologies  
2.5. Netiquette  
2.6. Managing digital identity  
 

3. Digital content creation  
3.1. Developing digital content  
3.2. Integrating and re-elaborating digital content  
3.3. Copyright and licenses 
3.4. Programming  
 

4. Safety  
4.1. Protecting devices  
4.2. Protecting personal data and privacy  
4.3. Protecting health and wellbeing  
4.4. Protecting the environment  

 
5. Problem Solving  

5.1. Solving technical problems  
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5.2. Identifying needs and technological responses  
5.3. Creatively using digital technologies  
5.4. Identifying digital competence gaps  

 

Dimension 3 

Eight proficiency levels for each competence have been defined through learning outcomes 
όǳǎƛƴƎ ŀŎǘƛƻƴ ǾŜǊōǎΣ ŦƻƭƭƻǿƛƴƎ .ƭƻƻƳΩǎ ǘŀȄƻƴƻƳȅύ ŀƴŘ ƛƴǎǇƛǊŜŘ ōȅ ǘƘŜ ǎǘǊǳŎǘǳǊŜ ŀƴŘ 
vocabulary of the European Qualification Framework (EQF). Moreover, each level 
description contains knowledge, skills and attitudes, described in one single descriptor for 
each level of each competence; this equals 168 descriptors.  

 

Dimension 4 

Dimension presents the knowledge, skills and attitudes applicable to each competence. 

 

Dimension 5 

Dimension 5 contains use cases in a specific context, in this case in employment and learning. 
The examples for all 8 levels are only available in the first competence whereas for the rest 
of the ŎƻƳǇŜǘŜƴŎŜǎΣ ƻƴƭȅ ƻƴŜ ŜȄŀƳǇƭŜ ǇŜǊ ƭŜǾŜƭ ŀƴŘ ŀǊŜŀ ƻŦ ǳǎŜ ƛǎ ǇǊƻǾƛŘŜŘΦ ! άŎŀǎŎŀŘŜέ 
strategy is followed for the examples of use. This means that competence 1.2 has an 
example of use for level 1, competence 1.3 for level 2, competence 2.1 for level 3, etc. This 
way, the same number of proficiency levels and the same number of examples across the 
levels is given (Vuorikari et al., 2022).  
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Description and Utility of the DigComp 2.1 Framework 

From 2013 up until now, DigComp has been used for multiple purposes, particularly in the 
context of employment, education and training, and lifelong learning in three main areas: 1) 
policy formulation and support; 2) instructional planning for education, training and 
employment; and 3) assessment and certification. DigComp has been put into practice at 
the EU level, for example, to construct a European-ǿƛŘŜ ƛƴŘƛŎŀǘƻǊ ŎŀƭƭŜŘ ά5ƛƎƛǘŀƭ ǎƪƛƭƭǎέ ǿƘƛŎƘ 
is used to monitor the Digital Economy and Society. Another example is incorporated into 
the Europass CV enabling jobseekers to evaluate their own digital competence and include 
the evaluation in their Curriculum Vitaes (Vuorikari et al., 2016,). 

It is quite essential to align national and transnational policies with widely accepted 
frameworks in order to form consistency, transparency and recognition. Therefore, 
DigComp is a beneficial way to create a common understanding of training and certification 
across a broad geographical and sectoral coverage. However, as there is little knowledge on 
the topic, not many people are aware firstly of its existence and secondly of its actions and 
further possibilities. The theoretical aspects of DigComp must be embedded into practical 
training and certification schemes in order to gain the most out of its use and benefits (CEPIS, 
2021).  

Following 5 steps, DigComp is adapted and specified to set the relevant digital competence 
and proficiency levels for a given target population or policy and strategic use. This step is 
often based on a preliminary identification and analysis of the needs and/or opportunities 
to develop digital competence of that target population and a certain context. It is used to 
assess the digital competence levels, strengths and weaknesses of an individual or target 
population. This helps understand where to focus efforts and then measure their success. 
Trainers who need to develop digital competences, as well as end-user training and learning 
experiences are the main target for DigComp use. Lastly, DigComp is used to assess, 
recognize and certify learning achievements and enhanced competence (Kluzer & Pujol, 
2018).  

Stakeholders find DigComp valuable as it is an inclusive, qualitative and flexible framework 
that has a European character and contributes to the creation of a common language and 
understanding of digital competences. 
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Applying the DigComp 2.1 Framework 

DigComp is used within an educational, training and employment context and has three 
different target aims that have to do with 

1. Policy formulation and support 
2. Instructional planning for education, training and employment 
3. Assessment and certification  

 

Policy formulation and support 

Many European and national policy documents use DigComp as a reference when 
formulating and implementing strategies.  For example, the Digital Skills Index (DESI) 
developed by the European Commission, which helps policy makers obtain a macro-level 
ǾƛŜǿ ƻŦ ŎƛǘƛȊŜƴǎΩ ŘƛƎƛǘŀƭ ŎƻƳǇŜǘŜƴŎŜǎΣ ƛǎ ōŀǎŜŘ ƻƴ 5ƛƎ/ƻƳǇ ŎƻƳǇŜǘŜƴŎŜ ŀǊŜŀǎΦ ¢ƘŜ L/5[ 
digital certification program (former ECDL) which is currently being implemented in many 
countries, is fully aligned to the latest versions of the DigComp framework. The Basque 
Government uses DigComp as a supporting document for strategic policy formulation to 
boost the acquisition of digital competences in the educational and training sector. 
Moreover, the Italian National Plan for Digital School, the Maltese Green Paper: Digital 
Literacy and the Spanish Navarra Department of Education use it as a reference and 
guidance document (Vuorikari et al, 2016).  

Apart from the European implementation of DigComp, several international organizations 
include this framework as a basis or a guideline. For example, UNESCO uses it in the 2018 
report for a global framework of reference on digital literacy, UNICEF incorporated it in the 
2019 report for digital literacy for children and the Worl Bank developed 2020 the digital 
skills frameworks and programs (Vuorikari et al., 2022).  

 

 

Instructional planning for education, 
training and employment 

The DigComp Community of Practice (CoP) 
hosted 575 members not only from 
European countries but mostly from 
educational organizations (university 
teachers, researchers and students), third 
sector organizations, governments, 
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businesses and international organizations (Vuorikari et al., 2022).  

Professional development programs for teachers in various EU countries have embraced the 
5ƛƎ/ƻƳǇ CǊŀƳŜǿƻǊƪ ŦƻǊ ǘŜŀŎƘŜǊǎΩ ŘƛƎƛǘŀƭ ŎƻƳǇŜǘŜƴŎŜ ōǳƛƭŘƛƴƎ ό±ǳƻǊƛƪŀǊƛ Ŝǘ ŀƭΣ нлмсύΦ Lƴ 
Croatian primary and secondary schools, open educational resources, including learning 
cases based on the DigComp framework, were developed both for students and teachers. In 
addition to that, in Poland, many trainings and certifications were created by education 
companies under the DigComp framework and received funding from EU Programs (CEPIS, 
2021).  

 

 

 

 

Assessment and certification 

¢ƘŜ 5ƛƎ/ƻƳǇ ǎŜŜƳǎ ǘƻ ƘŀǾŜ ƎǊŜŀǘŜǊ Ǿƛǎƛōƛƭƛǘȅ ŀŎǊƻǎǎ ǘƻƻƭǎ ŦƻǊ ŀǎǎŜǎǎƛƴƎ ǇŜƻǇƭŜΩǎ ŘƛƎƛǘŀƭ 
competences. For example, the Basque Government mentioned before offers a free-of-
ŎƘŀǊƎŜ ŘƛŀƎƴƻǎǘƛŎ ǘƻƻƭ ŦƻǊ ŀǎǎŜǎǎƛƴƎ ƻƴŜΩǎ ƻǿƴ ŘƛƎƛǘŀƭ ŎƻƳǇŜǘŜƴŎŜ ǿƛǘƘ ƻƴƭƛƴŜ ǘŜǎǘǎ 
(Vuorikari et al., 2016). In Greece, the National Digital Skills Academy allows improving 
citizens' and professionals' digital skills - the skills they need in their everyday digital life - 
with a free choice of courses provided on its online platform (National Digital Academy, 
2022).   
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