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Introduction

In today's world, digital technologies have become an integral part of our lives. The internet,
smartphones, and social media have revolutionised the way we interact, learn, and
communicate with each other. The emergence of digital learning and volunteering has
provided a platform for social inclusion, where individuals from different backgrounds can

access education and training to improve their lives.

Digital learning can reach a wider audience, particularly individuals who traditional learning
opportunities have excluded. The internet has allowed people to learn new skills and
knowledge from the comfort of their homes, at their own pace, and without the financial
burden of attending a physical institution. It means that people who live in remote areas or
cannot afford to attend school can access educational resources online and learn new skills

that will enhance their employment opportunities.

Digital learning also promotes social inclusion by providing an opportunity for people to
connect with others who share similar interests or goals. Online forums, social media groups,
and virtual classrooms allow learners to interact with others and exchange ideas and
experiences. It enhances the learning experience and creates a sense of community among

learners, essential for social inclusion.

Volunteering is another way to promote social inclusion through digital technologies. Online
platforms such as VolunteerMatch and Idealist.org connect volunteers with organisations that
require their services. People can volunteer their time and skills regardless of location or
physical abilities. It is essential for individuals with disabilities or those who live in remote

areas, as they can now contribute to their communities without leaving their homes.

Volunteering also allows individuals to develop new skills, gain work experience, and build
their social networks. Volunteering is crucial for people who face barriers to employment or
those who lack social connections, and it helps them develop confidence, improve

communication skills, and enhance employability.
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However, despite the benefits of digital learning and volunteering, some challenges still exist.
Only some have access to digital technologies; some may need more skills to use them
effectively. It means that some people may still be excluded from the benefits of digital
learning and volunteering. It is, therefore, essential to ensure that everyone has access to

digital technologies and the skills to use them effectively.

In conclusion, digital learning and volunteering have the potential to promote social inclusion
by providing a platform for individuals from different backgrounds to access education,
training, and volunteer opportunities. However, to fully realise the benefits of digital
technologies, we must ensure that everyone has access to them and the skills to use them
effectively. By doing so, we can create a more inclusive and equitable society where everyone

can learn, grow, and contribute to their communities.
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Digitalization and Vulnerable Groups (elderly, migrants) (DALYA)

1. Digitalization

Digitization is the process of converting physical objects or attributes into digital
representations. For example, we might scan a paper document and save it as a digital file
(e.g., PDF). In other words, digitization is the process of converting a non-digital object into
a digital representation or artifact. Computerized systems can then use it for a variety of
purposes. In manufacturing, an example would be when a measurement is converted from
a manual or mechanical reading to an electronic reading. Digitization is essential. This is the

link between the physical and digital worlds.

Digitalization is the process of enabling or improving processes using digital technologies and
digitized data. As a result, digitalization presupposes digitization. Simple examples include PLC
logic or PID control in a microprocessor-based system, sequenced logic for a batch process,
automated shutdown logic, and so on. It could also be something more complicated, such as
a transmitter error generating a work order in the ERP maintenance system for a maintenance
tech. Digitization boosts productivity and efficiency while decreasing costs. Digitalization
enhances but does not change or transform existing business processes. That is, it transforms

a human-driven event or series of events into a software-driven event.

Digital Transformation is simply business transformation made possible by digitalization.
The term "digital transformation" is a bit misleading because the essence of digital
transformation is the modification of business processes enabled or forced by digitalization

technologies.
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Digital Transformation Pyramid

Source: https://www.arcweb.com/blog/what-digitization-digitalization-digital-

transformation

Digitalization allows information of all kinds in all formats to be carried with the same
efficiency and intermingled, digitization is critical to data processing, storage, and
transmission. Though analog data is typically more stable, digital data has the potential to be
more easily shared and accessed, and, in theory, can be propagated indefinitely without
generation loss if migrated to new, stable formats as needed. This potential has resulted in
institutional digitization projects aimed at improving access, as well as the rapid expansion of
the digital preservation field. Digitization is the process of converting existing data and
documents from analog to digital format. Consider scanning a photograph or converting
a paper report to PDF format. The data is not altered; it is simply encoded in a digital format.
Digitization can provide efficiency benefits when used to automate processes and improve

accessibility — but digitization does not seek to optimize the processes or data.

If digitization is the conversion of data and processes, digitalization is the transformation of

data and processes. Digitalization encompasses the ability of digital technology to collect data,
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establish trends, and make better business decisions, rather than simply digitizing existing

data.

Digital transformation is primarily a mindset shift that shifts the focus of organizational
activities toward meeting customer expectations, identifying pain points, and resolving
customer issues. A real-time lean manufacturing ecosystem will provide massive business
benefits such as cost efficiency, increased innovation potential, and the all-important
customer relationship. The unexpected arrival of the COVID-19 pandemic made health and
safety a top priority, and the entire world scrambled to adjust to the new normal of remote
working. As a result, to survive, most businesses converted to digitally operating businesses.
Human interaction, customer behavior, and people's attitudes toward exploring digital
possibilities underwent unprecedented change. There was a significant paradigm shift, and it

is here to stay.

COVID-19 has evolved into a kind of "catalyst" for the adoption and increasing use of
digitalization in work organizations and the office, while also presenting foreseen and
unforeseen opportunities, challenges, and costs—resulting in negative and positive feedback
loops. Adoption of emerging technologies may be hampered by vested external interests,
nostalgia, and employer opportunism, as well as negative effects on employee well-being that
undermine productivity, work-life balance, and the future of work. While digitalization creates

new opportunities, it also introduces risks that are difficult to mitigate or plan for.
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Source: https://neewee.ai/understanding-the-difference-between-digitization-digitalization-

and-digital-transformation/

When the COVID-19 pandemic broke out, much of the world went online, hastening
a decades-long digital transformation. Children with at-home Internet access began attending
class remotely; many employees began working from home; and many businesses adopted
digital business models to keep operations running and some revenue flowing. Meanwhile,
mobile apps were created to help "track and trace" the pandemic's progression, and
researchers used artificial intelligence (Al) to learn more about the virus and speed up the
search for a vaccine. Internet traffic increased by up to 60% in some countries shortly after

the outbreak (OECD, 2020a), highlighting the pandemic's digital acceleration.

While these activities demonstrate the enormous potential of digital transformation, the
pandemic has also highlighted the remaining gaps. Although some digital divides have closed
rapidly in recent years, others have not, leaving some behind in the COVID-induced digital
acceleration. Furthermore, the increased reliance on digital solutions has heightened
concerns about privacy and digital security. This poses a significant challenge to countries.
The crisis has vividly demonstrated the potential of digital technologies, and some changes

may now be too profound to reverse. Faced with a future in which jobs, education, health,
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government services, and even social interactions may rely on digital technologies more than
ever before, failing to ensure widespread and trustworthy digital access and effective use risks

deepening inequalities and impeding countries' efforts to recover from the pandemic.

The OECD Digital Economy Outlook 2020 (OECD, 2020b) emphasizes the growing importance
of digital technologies and communications infrastructures in our daily lives, as well as the fact
that governments are increasingly putting digital strategies at the center of their policy
agendas. As countries respond to and recover from the COVID-19 crisis, the time has come to
ensure an inclusive digital transformation through coordinated and comprehensive strategies

that build resilience and bridge digital divides for a post-COVID era.

Whatever happens in the aftermath of the crisis, there is no doubt that digital technologies
will continue to transform the way we live and work. The emergence of 5G and the Internet
of Things will increase data production, adding urgency to ongoing policy discussions about
data governance, privacy, and security. These issues may become even more acute as
businesses weigh the costs and benefits of increasing automation - particularly in
manufacturing facilities - to increase resilience against future health crises, thereby increasing
the importance of data flows between businesses. As governments reconsider their existing
digital policies considering the COVID-19 crisis, they face complex, interconnected issues that

necessitate concerted international coordination, cooperation, and dialogue.
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Source: https://www.adb.org/news/leveraging-digital-technologies-key-asia-covid-19-

recovery-adb

The OECD's Going Digital Integrated Policy Framework shows how to proceed. The framework,
which is organized around seven building blocks — access, use, innovation, trust, jobs, society,
and market openness — brings together the policies that governments must consider in order
to shape a common digital future that improves lives while also boosting economic growth
and well-being. In light of the COVID-19 crisis, these pillars, as well as the indicators and policy
guidance that support them, have become even more critical to policy decisions. More

detailed information is given below.

Source: https://www.oecd-ilibrary.org/sites/c5b3ea5den/index.html?itemld=/content/component /c5b3ea5d-

en
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Access: With lockdowns and social distancing measures forcing many businesses and schools
online, the COVID-19 crisis highlighted the importance of communications infrastructures and

services, as well as access to and robust data governance.

Use: As more people and businesses "go digital" in the aftermath of the COVID-19 crisis,
governments must work to ensure that all workers are equipped with the skills needed to
succeed in the digital economy, and they must do more to increase use among small and
medium-sized businesses. Individuals with a well-rounded skill set in terms of literacy,
numeracy, and problem solving in a technologically rich environment can be expected to use
digital tools more efficiently, perform more sophisticated online activities, and adapt better

to digital transformations.

Innovation: As a fundamental driver of digital transformation, innovation gives rise to new
goods and services, opens new business models and markets, and can drive efficiencies in the

public sector and beyond.

Trust: Given the increased reliance on digital tools because of COVID-19, more attention is
needed to ensure trust in the digital environment, particularly in terms of digital security, but
also of privacy, data, and consumer protection. As the pandemic spread, so did the number of
coronavirus-related scams and phishing campaigns, as malicious actors took advantage of the
massive shift to online activity. Although most OECD countries have adopted whole-of-
government digital security strategies, these strategies frequently lack an autonomous
budget, evaluation tools, and metrics, and are not integrated with overall national digital

plans.

Jobs: The digital transformation has already begun to change organizations and markets,
raising serious concerns about the future of work. The outlook has become even more
uncertain because of the pandemic, which has increased teleworking across many firms and

raised concerns about the future of some jobs.
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Society: Because people are spending more time online during the pandemic, whether for
work, school, or social interaction, extra care is required to support their well-being.
Governments should seize this opportunity to address the wide range of social issues raised
by digital transformation, such as data-driven healthcare, disinformation, and screen

addiction.

Market openness: The COVID-19 crisis has raised concerns about market consolidation, as
start-ups and SMEs struggle to stay afloat, and large technology companies wield increasing
power over digital lives. As fewer companies mediate access to the online world, governments

must consider the implications for business dynamics and inclusion.

2. Digitalization and Effects on People

The COVID-19 pandemic triggered a massive, abrupt, and dramatic digital transformation in
society. The pandemic compelled us to make extraordinary digital leaps in our daily lives and
practices, including our children's education. Education was transformed from a traditional

classroom practice to a remote, digitalized one in an instant.

Unfortunately, the digital divides were visible in the current COVID-19 new normal. Certainly,
not everyone was in an equal position to participate in their digitalized basic education. There
were issues with technology access and use among both adults and children involved: access
to the internet, devices, and applications may be a problem. Furthermore, there may be issues
with skills and competencies to use the tools, both among parents, children, and teachers, as
well as issues with effectively integrating digital tools into learning and teaching practices and

reaping benefits from them.

Some young people appear to benefit greatly from the digital transformation: they are said to
enjoy, be capable of, and benefit from independent, self-directed, and personalized learning,

while others fall short in all these areas and suffer greatly because of the current state of
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affairs. Some people dropped out of school entirely. Some parents are reported to be active
and capable of supporting their children, whereas other parents are reported to be less well-
equipped to do so. Children relied heavily on their parents to participate in their education.
Parents' support would have been critical for some children during these critical times, but

parents may not have been present or unable to offer support due to other reasons.

Furthermore, there were differences in digital skills and competencies among teachers. Some
teachers may have relied on technology-savvy family members to digitalize their classroom
instruction. Teaching and preparation may have been extremely taxing on teachers. Again, the
teachers demonstrated great resilience, creativity, and perseverance in responding to COVID-
19's challenging situation. Some people identified valuable digital practices that they intend
to use in the future. Schools and educational administrations may have helped. However,
teachers expressed concerns about their students, citing a lack of access to some of them and

apprehension about the consequences of the lock-down for their future education.
Digital technologies are how future paths can be identified.
COVID-19 provided an opportunity to increase efforts to bridge the digital divide.

- Digital tools enable us to continue providing essential services while also providing
a revenue source.

- As part of the crisis response, digitalization supports human rights as part of public
health.

- Digitalization provides resources and capacity solutions that directly benefit citizens'
well-being.

- Digital tools are critical for coordinating government mandated actions such as
hospital facilities, PPE, worker health, medication, vaccines, and so on.

- Even when used remotely, digital technology promotes culture, social interaction, and

community engagement.
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3. Advantages and Disadvantages of Digitalization

There are certain advantages of digitalization for governments and the general population.
Almost every aspect of modern life has been altered by digital technology. Travel, work,
shopping, entertainment, and communication are just a few of the areas that have changed
in the last few decades. It is now uncommon to come across an electronic device or piece of
machinery that does not incorporate digital technology in some way. Massive amounts of
information can be stored locally or remotely and moved around almost instantly. Even the
term "information" has evolved to include media such as photos, audio, and video, rather than

just words and numbers. The advantages can be listed as follows:

Source: https://blog.universalbusinessschool.com/advantages-of-digital-technology/

Social connectivity: Even if you're on the other side of the world, digital technology makes it
simple to stay in touch with friends and family and work remotely. Communication is

enhanced using words, pictures, sound, and other forms of media. Software, apps, and

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION

Cooperation partnerships in adult education AR Co-funded by the

Project Nr: 2022-1-PL01-KA220-ADU-000088404 [16] W Erasmus+ Programme
* %

of the European Union


https://blog.universalbusinessschool.com/advantages-of-digital-technology/

.

%‘7 Di&!‘ NI Professional use of Social inclusion through digital learning and volunteering
i "N DigIN report Il

websites have all been created to encourage social interaction among users, who are

frequently renewed by local news and events.

Communication speeds: Since the earliest dial-up days, the speed of the internet has
increased exponentially. Ever faster broadband makes it possible to send and receive large
data files almost instantly across the web, allowing users to access data from almost anywhere

in the world and stream video and audio in real-time.

Versatile working: Digital technology has changed the nature of work. As remote working
becomes more prevalent, more people now have far more opportunities thanks to improved
connectivity options. Today, many tasks can easily be completed from hundreds or even
thousands of miles away. Numerous other flexible working arrangements are now feasible

without requiring that all employees be present in the same building.

Learning opportunities: Anyone with internet access has immediate access to a significant
portion of the world's knowledge online. Courses and lessons can now be delivered online
virtually. Due to advancements in communication, it is now simple to interact with most of
the world's population and learn directly from sources, such as when trying to record foreign
events or learning a new language. People with disabilities may find it simpler to use digital

technology and frequently have regular access to it.

Automation: Most of the knowledge in the world is immediately available to anyone with
internet access. Lessons and courses can now be delivered virtually online. Most of the world's
population can now be easily interacted with, making it simple to learn directly from sources
when recording foreign events or learning a new language. Digital technology may be easier

to use and more accessible to people with disabilities.

Information storage: Machine intelligence is being increased by digital technology. In some
cases, the machines can function without human input, freeing up workers from repetitive,

often boring tasks to engage in more interesting activities. Other times, smarter technology
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translates to higher safety standards or a better user experience. As technology advances and
becomes more widely used, prices for goods and services decrease. Nowadays, customers can
perform many tasks without the need for an intermediary, such as booking a vacation, directly

on their own.

Editing: The information may be simpler to edit or manipulate with digital technology than
with traditional media, which is one of its major advantages. Text editing has undergone
a revolution because of word processing. Today, video editing can be done on a laptop in
a bedroom instead of in expensive studios and equipment. There are many different

photographic impressions available today, along with the option to artistically modify photos.

On the other hand, there are some disadvantages of digital technologies as well. Some of them

can be listed as follows:

Data security: In today's digital world, data security is a major concern. A tremendous amount
of information (text, images, and videos) is gathered and stored thanks to digital technology.
The stored data may pertain to people or organizations that are at risk of theft. Since all
electronic devices are connected to the internet globally, this information may fall into the

hands of terrorists, enemies from other countries, and other criminals.

Social isolation: With the advancement of digital technology, face-to-face interactions are
becoming increasingly rare. Through digital technology, including the internet, people can
interact and communicate. This interactional style occasionally breeds doubt and ambiguity
among them. According to studies, many people experience depression and other types of

mental iliness because they don't interact with others in real life.

Work overload: Although working with digital technology speeds up and improves
performance, there are also drawbacks to using it. It can be stressful for workers from all over
the world to manage and process a large volume of emails. Daily data collection and analysis

must be done with a lot of attention and dedication, which leads to stress and isolation. It can
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be extremely difficult to organize the vast amount of data, including meeting minutes, training

videos, pictures, and reports.

Lessening of job opportunities: Nowadays, you can work or complete tasks remotely using
the internet, so you don't need to be physically present in the office to do your job. Through
the Internet, workers in developing nations can complete the same task for the minimum
wage. Your chance of finding a new job may be reduced as a result. There are some tasks that
were previously carried out by humans but are now completed by automated machines. The
likelihood of finding employment is declining as more and more digital equipment is used in

the workplace.

Addiction: Computer games, messaging, social media platforms, chat rooms, dating websites,
and other online content can all develop an addictive nature both online and offline. A user of
the internet ends up wasting too much money for little to no gain. The ability and time you
must complete a task that is even more crucial to your daily life may be destroyed by computer
games because they are so addictive. Computer users who spend a lot of time playing games

and surfing develop an addiction to them.

Manipulation of digital media: There are numerous ways to edit, change, and manipulate
digital media. Digital media manipulation is more prevalent than it once was, which raises the
risk of false reports and leads to more confusion than reality. Tools like Photoshop and After
Effect can change the original data into something new, clouding the original ideas and
thoughts of the author or creator. Editing is simple for audio, video, and photographs. The
true voice of the singer, as well as the image's size and quality, are changed to create

something new that lacks authenticity.
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4, Vulnerable Groups

Vulnerable populations, such as the elderly and migrants, are at risk of alienation because of
digitalization. Many of these people are reliant on the government due to allowance and
benefits. If they lack the skills to read and comprehend texts and/or use the internet, it is
difficult for them to access the services. Everyone ought to be able to participate in society
and carry out their civic responsibilities. Every citizen should be able to contact the

government.

Source: https://uil.unesco.org/literacy/mobile-technologies/reaching-vulnerable-populations-digital-solutions

Despite improvements in the global literacy agenda, 750 million adults, with two thirds of
them being women, still struggle with basic reading and writing skills. Under the premise of
"learning anywhere, anytime," the application of information and communication technology
(ICT) to the achievement of youth and adult literacy plays a crucial role in enhancing the
wellbeing of wvulnerable populations, enhancing employability, and facilitating active

participation in society.

Those who are at risk for a variety of physical, cognitive, emotional, or social reasons are

vulnerable. Many parts of the population are still regarded as vulnerable today. Due to
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a variety of factors, such as culture, class, ethnicity, race, ideology, religion, gender, etc.,
citizens deal with a wide range of problems daily, including social injustice, social
marginalization, and lack of impartiality. A person may not necessarily be vulnerable just

because they belong to a vulnerable group.
The main sources of vulnerability can be listed as follows:

Gender: In the end, the gender digital divide or the gender gap is what makes a large portion
of the population vulnerable. Since digital exclusion is particularly severe among female
citizens and other subgroups, such as rural older women, for example, it disproportionately

affects women.

Geographical location and race: Living in rural areas, in developing nations or communities,
or in poor communities, as well as not having universal access to the internet, not using it, or

having difficulty accessing websites, are all factors that contribute to digital exclusion.

Education and poverty: Low level of education is also a result of low income or limited
financial resources from a young age. Because of this, both sources are frequently linked to
a variety of vulnerabilities. People who are "disadvantaged in areas of economic, social, and
personal wellbeing" are least likely to engage with ICTs, according to socioeconomic factors

and cultural practices.

Individual limitations: Physical and mental impairments make people more vulnerable.

A vulnerable group also includes those who are disabled or suffer from long-term illnesses.

Age: Children and young adults are viewed as less vulnerable groups. Other vulnerable groups

include older adults, older residents of rural areas, and older people with disabilities.

Many people's daily lives now include smartphones and home computers, but not everyone
who belongs to the Silent Generation, or those who were born between 1927 and 1946, has

kept up with the most recent technological advancements. Half of people aged 65 and older
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did not have access to the internet at home, and one-third had never used it. Most systems
are digitized, which makes it difficult for elderly people to complete basic tasks like purchasing
tickets or renewing bus cards or claiming old-age benefits. Another issue is the social exclusion
that older people experience because of their inability to connect with peers through digital
networks due to a lack of digital literacy. Although elderly people in developing nations receive
immediate assistance from family members due to the family system of shared living,

developing nations also experience this situation.

Source: https://www.insideedition.com/how-technology-is-isolating-our-elderly-and-how-to-fix-it-66490

Most people who have trouble using digital health services are older adults. It has been
demonstrated that older people's chances of utilizing digital health services are hampered by
a lack of technical knowledge, lack of experience using technology, lack of motivation, financial
constraints, and poor technical skills. In addition, aging, cognitive decline, inadequate support
and guidance, inappropriate technology or internet access, and poor health may prevent older

people from using digital health services.

Migrants are another vulnerable group in terms of digital divide. The use of digital services in
their new home country can be difficult for migrants, who can have a variety of reasons for

moving there, including family, employment, or refugee status. Indeed, in various societal
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contexts, disparities have been found in digital health and in migrants' access to digital health
services. For instance, prior research has revealed that ethnic minorities and migrants use the
internet for health information less frequently than the general populace. Low understanding

of online health information has also been linked to migrant backgrounds.

Source: https://time.com/4029608/these-5-facts-explain-europes-confused-reaction-to-the-migrants/

Digital services, such as those for health and social welfare, have grown significantly in recent
years. Many processes can be streamlined and accelerated using technology, which also raises
the caliber and accessibility of services. Recent research reveals that several vulnerable
groups, including immigrants and the unemployed, struggle to use digitalized services because
they are designed with the assumption of a knowledgeable, independent user in mind.
Particularly, the requirements of applying for welfare services online through self-service
solutions run the risk of further excluding those groups of citizens who are already on the

periphery of the welfare system.

Social inclusion is the process of enhancing opportunities, access to resources, voice, and

respect for rights for people who are disadvantaged due to their age, sex, disability, race,
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ethnicity, religion, economic status, or other status. Social inclusion is the process of
interaction and mutual adaptation of migrants, asylum seekers, and beneficiaries of
international protection as well as of the host society, as it relates to immigrants, refugees,
and asylum seekers. The integration of immigrants, refugees, and people seeking asylum is
a particular area and a crucial component of both a state's immigration policy and its general

social policy for its entire population.
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Digital volunteering as a learning form and social inclusion

[S.A.F.E.Projects]

1. Digital volunteering conception

Worldwide access to the Internet, and universal use of digital services has stimulated the
development of online solutions targeting several life domains, with the potential to improve

people’s health, as well as their cognitive, social, and emotional well-being.

The concept of digital volunteering starts from a minimum of three components (volunteer,
computer/internet and a person receiving volunteering services). The last twenty years,
development of information and communications technology (ICT) was made a huge leap
forward to connect people around smaller or bigger circle. Digital volunteering causes could
be different, for example, volunteers and people getting volunteering services separate
physical big distance, or, volunteer/ people getting volunteering services do not have abilities
to meet physically or other constraints. Digital volunteering offers many benefits, including
increased flexibility, lower costs, and the ability to reach volunteers from different locations

and backgrounds.

Digital volunteers use their competences and devote time remotely for good goal and reasons.
Digital volunteering could have different forms but most common is online mentoring or
services could be done in a distance, review, translations or other.

Anthropological approach to volunteering provides valuable insights into the motivations and
impacts of volunteering. An anthropological approach to volunteering involves examining the
social, cultural, and historical contexts in which volunteering takes place, as well as the
relationships and power dynamics that exist between volunteers, organizations, and the
communities they serve. Anthropologists emphasize that in some cultures, volunteering may
be seen as a religious obligation, while in others, it may be viewed as a way to gain social status
or honor. Anthropologists would also be interested in understanding the power dynamics that

exist between volunteers, organizations, and the communities they serve. For example, they

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION Co-funded by the
* -
Cooperation partnerships in adult education W y
Project Nr: 2022-1-PL01-KA220-ADU-000088404 [25] o Erasmus+ Programme
Wk

of the European Union



>

.
ﬁ’ﬁ le IN 1 Professional use of Social inclusion through digital learning and volunteering
g C_’-I N DigIN report Il

may examine the ways in which volunteers from Western countries can unintentionally

reproduce colonial power structures when working in developing countries.

Impact of volunteering on the communities and individuals consider factors such as whether
volunteers are addressing the actual needs of the community, whether they are inadvertently
perpetuating stereotypes, and whether they are helping to build long-term, sustainable

solutions.

Some volunteers may be motivated by a desire to make a difference in the world, while others

may be motivated by the desire for personal growth or a sense of belonging to a community.

Overall, an anthropological approach to volunteering can help to illuminate the complex social
and cultural dynamics that underlie volunteering and can provide insights into how to make

volunteering more effective, ethical, and impactful.

The development of technical and operational skills aligned to the ability to understand
technical information could contribute to reducing the digital gap. Digital communication and
work/volunteering possibilities help to face life challenges, increasing learning demand and

take up through effective guidance and motivation.

2. Digital volunteering principles

Digital volunteering as one of the volunteering forms should follow several common principles
of distribution. Volunteering should always have official agreement to escape
misunderstanding. Clear volunteering topics - digital volunteers’ assignments should be
defined in agreement. The role of volunteering should be clearly defined and explained for
volunteers. Digital volunteering principles should be based on several main rules: first, should
be agreed volunteering topic, time, frequency, mutual respect, monitoring of results,

feedback. In the graphic below you can see visualized volunteering agreement elements. Each
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digital volunteer should know exactly what is expected from him to be able to keep on agreed
volunteering area. If it is needed mostly digital volunteers as usual volunteers should be
guided and supported in the volunteering process. Support and guidance of (digital)

volunteers doing different non-profit, non-governmental organizations.

Topic/Field

Rules Form

Volunteering
agreement

Feedback Frequency

Monitoring

1 graphic: Volunteering agreement (Z.Navikiené, 2023)

Virtual volunteering is simply an act of service that can be accomplished over the phone or
internet. Aside from the obvious awesomeness of being able to give back without leaving bed,
virtual volunteering experiences are also particularly convenient for those with difficult
mobility (disability, big distances, busy schedules and etc.), as much of the work is flexible,
both in terms of how much and how often you do it. Digital volunteering principle based on
usual volunteering principles (devote time, support, help and be useful). Digital volunteering

principles should be agreed between all parties involved.
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3. Digital volunteering as a learning form

Volunteering can be one of the non-formal learning forms. You are a volunteer and help others
but at the same time you are learning new things and trying new situations. Non-formal
learning and informal learning could inspire you to learn new things or develop skills. It could
be done through volunteering —serving and devoting time to good goals. Digital volunteering

conception covers many forms of learning

In the modern environment, technical possibilities such as mobile and smart phones, internet,
on-line or distance education etc. are only a few practical examples of how to be involved in
volunteering activity as a form of non-formal learning. There is a lack of instruments how to
connect and empower different generations for common non-formal learning activities. At
the same time, there is a strong link between learning and better health, particularly for older
people. Participating in adult learning courses is a form of civic participation, and in its turn
can lead to involvement in voluntary activities and larger social networks. That improves
health and mental well-being. Level of participation in non-formal adult learning activities will
ensure socio-economic benefits and gives direct benefit not only for elderly people but also
for the whole community.

Digital volunteering is a great way to learn new skills and gain experience while making
a positive impact on the world. As a form of online volunteering, it offers a flexible and

accessible way to contribute to causes you care about, regardless of your location or schedule.

There are many ways that digital volunteering can help you learn and develop new skills. For
example, if you're interested in marketing or social media, you could volunteer to manage
a non-profit organization's social media accounts or run a digital marketing campaign for
a charity. This will give you hands-on experience and allow you to develop practical skills that

can be used in a future career.

Additionally, digital volunteering can help you develop a range of soft skills, such as

communication, teamwork, and problem-solving. Many digital volunteering opportunities
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involve working with people from diverse backgrounds and cultures, which can help you

develop cultural awareness and sensitivity.

Moreover, digital volunteering allows you to learn more about the issues facing our society
and the ways in which different organizations are working to address them. By volunteering
with different organizations, you can gain a broad understanding of social and environmental

issues and the different strategies being employed to address them.

Overall, digital volunteering is a valuable learning form that offers a range of benefits,
including the opportunity to develop new skills, gain practical experience, and make a positive

impact on the world.

Volunteering develops social and transferable skills and fosters non-formal learning. Keeps
develop of elderly communication and motoric skills. During non-formal or informal learning
elderly constantly keeps busy and learning daily things. This is very important for elderly health
being because they are not any more in active work phase, but physical, mental condition
could be maintained through volunteering activity. Elderly digital volunteers could develop
personal, social, and learning to learn competence, be active citizens and bring a meaningful

stone to the community building.

Non-formal learning can certainly be a form of volunteering, as it involves sharing knowledge
and skills with others in a way that is outside of traditional formal education. Volunteering
through non-formal learning can take many forms, such as mentoring, tutoring, teaching

workshops or classes, leading community programs or events, and more.

Volunteering through non-formal learning can be a rewarding experience for both the
volunteer and the learners, as it provides an opportunity for individuals to develop new skills,
connect with others in the community, and contribute to the personal and professional

development of those around them. Additionally, non-formal learning can often be more

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION

Cooperation partnerships in adult education it Co-funded by the

Project Nr: 2022-1-PLO1-KA220-ADU-000088404 [29] PR Erasmus+ Programme
it of the European Union



.

%‘7 Di&!‘ NI Professional use of Social inclusion through digital learning and volunteering
i "N DigIN report Il

flexible and adaptable than formal education, which can make it more accessible to those who

may not have the time or resources to pursue traditional education.

If you are interested in volunteering through non-formal learning, there are many
organizations and programs that offer opportunities to get involved. Consider reaching out to
local schools, community centers, or non-profit organizations to inquire about volunteer

opportunities or check online for programs that match your interests and expertise.

Digital volunteering as a form to devote time for those who are still active in labour market is

one of option to do volunteering.

Digital volunteering can be done from your home:
- ifyou don’t have time physically do volunteering.
- if you are disabled and have difficulties to do volunteering physically;
- if the distance of volunteering is too big to be involved in volunteering physically you

can choose to do it virtually.

For digital volunteering you need:
1. Wish to devote your time.
2. Motivation to help other.

3. Digital volunteering place

4

Digital volunteering guidance.

The need for volunteers comes from inner motivation but mostly for elderly important social
contacts, to feel needed, importance to share experience and competences. Morawski, L.,
Okulicz-Kozaryn, A. & Strzelecka, M. (2022) emphasize that aging depends on social inclusion.
Volunteering enables older people to remain socially connected and it helps to build social
bonds and overcome adverse life events. Given the social importance of volunteering in the
elderly, this study examined the association between volunteering and quality of life in
European and Israeli volunteers aged 50 and over. The association between volunteering

participation and subjective aspects of well-being depends on the popularity of volunteering
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in a particular country. Their results were obtained by Pearson's linear correlation approach
for a geographically restricted set of countries. Intrinsically motivated volunteerism benefits
people more than extrinsically motivated ones. Volunteering positively associated with

desirable outcomes such as well-being.

Social engagement and connections prevent loneliness. Constant motivation to develop
competences prevents disease. Technology development assures us to take advantage of

being online and connecting with other people.

As a process, social inclusion seeks to ensure that everyone, regardless of their circumstances,
age, and background, has the possibility and means to participate more fully in society. Social
services should lead to a more inclusive society: a society characterized by open and accessible
structures and services, reduced inequality, respect for human rights and increased social

cohesion, and increased quality of life for senior citizens.

As Europeans expect to live increasingly long lives, their attention turns to how they can make
the most of their retirement. The number of older people engaged in different kinds of activity
or volunteering grows: some take-up new pastimes/sports or learn new skills, others decide
to volunteer or travel, while some may work on a part-time basis. Serrat-Graboleda E,
Gonzalez-Carrasco M, Casas Aznar F, Malo Cerrato S, Camara Liebana D, Roqueta-Vall-Llosera
M. (2021) described the concept of productive aging and importance of for well-being. Anne
Cattagni Kleiner, Yves Henchoz, Sarah Fustinoni, Laurence Seematter-Bagnoud (2022)

emphasize that retirement is a new commitment of social roles in community.

Seniors after retirement want to be helpful and share their life experience, actively
participating in social environment. There are important elements of knowledge and age
wisdom, traditional and cultural ways of doing things as well as national narrative of history
and epos carried by older generations that are getting lost since there is a physical and tangible

detachment from younger groups and different generations.

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION

Cooperation partnerships in adult education Y Co-funded by the

Project Nr: 2022-1-PL01-KA220-ADU-000088404 [ 31 ] ‘,‘ ,: Erasmus+ Programme
* of the European Union



'v»‘

.
& EV DI IN Professional use of Social inclusion through digital learning and volunteering
ﬂ\ E’ DigIN report Il

Adult Educators’ digital skills to Support Social Inclusion [INBIE]

It is widely acknowledged that modern society in the 21st century is changing rapidly. Seniors
have the very difficult task of keeping up with the hectic pace of technological evolution in
every aspect of their lives. Digital skills play a significant role in lifelong learning, as people
without digital skills are now considered illiterate. It is widely accepted that lifelong learning
is an inevitable part of modern people's lives to survive in an extremely competitive working

environment.

Today, around 90 per cent of jobs require some level of digital skills, and both the Council
Resolution on a renewed European Agenda for Adult Learning (2011) and the Pathways to
Better Skills initiative (2016) recommend strengthening adult learning provision to improve
the digital skills of the many millions of low-skilled or low-qualified adults who are most
vulnerable in the labour market. How seniors can adapt to the changing environment; how to
teach them, what tools to use and, on the other hand, what competences and skills educators
should have - to efficiently transfer knowledge to seniors. What soft and hard competences
should seniors' educators have to keep up with the changing trends in education and what
tools can be used to make seniors' learning more effective, accessible, and focused on

acquiring practical skills.

On the other hand, the skills/educators of senior teachers related to the use of new
technologies are still insufficient. In their own words, they are not trained in the appropriate
use of new technologies, which has a very negative impact on their confidence, as well as on
the quality of their classes. How to meet their own and their seniors' educational needs and
enhance their digital skills? So even teachers who want to use digital learning are confronted
with so many digital and cloud-based learning tools, platforms and learning environments that
it can be difficult for them to decide where to start. To make it easier, digital skills can be

identified and divided into several areas so that this knowledge can be shared with seniors.
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What kind of seniors can be encountered when conducting training or workshops? They can

be divided into 5 main groups; and these are:

- Digital pioneers: who blog; trained by grandchildren; or self-taught

- Creative producers build websites, publish videos, photos, and music to share with
friends, family and beyond; these seniors have put their knowledge to work; they are
open to new software.

- Seniors on the move - the internet and instant messaging make their lives easier by
sending text messages, contacting them on WhatsApp or uploading photos on
Facebook (Messenger); they pay their bills through m-banking.

- Information gatherers are Google and Wikipedia addicts, able to search for
information on anything from medical knowledge to building a house (but using apps
is already becoming a hassle);

- Technologically illiterate - seniors who do not use a computer daily are able to send
text messages; however, they are "afraid" to use the wealth of new technologies in

their daily lives.

Based on these types of users, we have developed a list of 14 digital skills that we believe
teachers need to have to confidently and creatively use technology that is appropriate for

their learners:

1. Possibility to set up a blog

Online collaboration has become second nature to young people playing multiplayer online
games, but it is also reaching Seniors. It is quite common for family members who are either
ill (as during the COVID pandemic they had to stay in isolation) or live far away from each other
to teleconference. Working on travel blogs provides an excellent opportunity for seniors to
collaborate both offline and online. How these skills can be developed among seniors, for

example, the following activity ideas can be used:
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- Introduction to blogging - e.g. in English
- Blogging tips for seniors

- Programmes to help with blogging

2. Ability to create engaging visualisations

Posting is changing storytelling and our seniors live in a world where visual elements are as
important as text. Most seniors have phones that are equipped with a tool to take good quality

photos.
How these skills can be developed with seniors:

- Create infographics and charts online with info.gram
- Check out the tutorials on creating visualisations in Canva

- compile a list of free graphic organisers.

3. Ability to use and create video content

Consider how video can inspire and engage seniors and transform the learning process.
Remember that with video we can reinvent education. Today, most phones on the market can
take photos and record good quality videos. Seniors can learn in a friendly way, adapting their
time, opportunities to their technological competence. Seniors can play teacher-prepared

material as well as record their own content. Which can help us to develop this skill:

- YouTube tutorials

- Look for examples of video content creation on blogs.
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4, Ability to create digital audio content

The ability to create digital audio content enables teachers to create multimodal texts, which

emphasises the quality of teaching. Seniors can play files and record their material at any time.
How to develop these skills:

- there are many online instructional videos on YouTube on how to create sound.

- Search for free audio tools available on the web

5. Ability to use social media for professional development

Teachers are expected to belong to and contribute to professional networks, and social media
provides a unique opportunity for teachers to connect with colleagues and contribute to their
professional learning. Many tools are available for free and online, including through

ERASMUS + projects for education.
How to develop these skills:

- Search the web for comprehensive guides to using social media in education
- Encourage Seniors to create a base page in English. Learning by creating a page based

on interests will certainly accelerate the educational process

6. Ability to use social networks

The Internet provides a huge amount of learning material. How do we select all this online
content for use in senior education? Here are some great social bookmarking sites that help
you discover, share, and organise resources to access them effectively. Look for any of the

following in developing this skill:

- Pinterest
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- Scoop.it

- Delicious

7. Ability to carry out efficient and effective web searches

As a teacher, try to look for relevant materials beforehand so that time is not wasted during
the class. Also prepare a lesson plan for the next few meetings - so that seniors can search for
the information they need in good time before class. Being able to find the necessary
resources in good time is a must for the teacher as well as for seniors who have little time and

may have limited access to the Internet.
How these skills can be developed:

- Google search guide
- some introductory exercises on how to effectively enter search terms into the goggle

search engine, how to use the translator and others.

8. Ability to adopt game-based learning

A new feature is game-based learning, which engages seniors and enables them to develop
skills in problem-solving, decision-making, collaboration, senior-centred learning, and

creativity.

Interactive simulation games allow you to immerse yourself in each situation, to experience

online, in a relaxed way, a visit to a restaurant or an airport.
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9. Augmented reality / Virtual reality / Mixed reality

Long gone are the days when students (including Seniors) are expected to sit quietly at their
desks. Educational technology is successfully making learning collaborative and interactive.
Augmented reality, virtual reality and mixed reality are examples of transformative
technologies that enhance teachers' teaching while creating immersive lessons that are also
fun and engaging for Seniors. Virtual reality makes it possible to bring the outside world into
the group and vice versa. Apps such as “Unimersiv” can transport seniors to ancient Greece.

Seniors can travel virtually and thus maintain their motivation to learn languages.

Virtual reality has the potential to increase visual literacy, technological literacy and audience

attention. The idea of combining AR/VR/MR is highly anticipated.

10. Class set of equipment

Educators and teachers bring their own devices like laptops or tablets, and seniors are
increasingly accessing multimedia tools like tablets, smartphones, and laptops; to access
a computer or laptop. Recent years have shown an increase in the number of computer kits
in seniors' homes, as this number continues to grow, so does the need for a greater focus on
programmes that teach digital citizenship skills. Today's ubiquitous online environment
presents exciting opportunities that require seniors to be properly trained in cyber security

and individual responsibility.

11. Redesigned learning spaces

The implementation of technology has supported teachers' efforts to make learning based on
collaboration and the use of practical knowledge. Classrooms in the 21st century are

SMARTboards instead of chalkboards. Seniors are going on virtual field trips instead of simply
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reading a text; they are creating media instead of just looking at it. Redesigned learning spaces
are filled with integrated technology, meaning that seniors not only use these things, but
understand how to use them to achieve a specific purpose. What's more, some of these
learning spaces aren't even in a classroom or a Hall - Colleges and universities are creating
more informal campus learning spaces because they understand the importance of creating

and collaborating 24/7, not just during class.

12. Artificial intelligence

The use of artificial intelligence in higher education has already proved successful. Australia's
Deaken University used IBM Watson to create a virtual counselling service for students that
was available 24 hours a day, seven days a week. Another application of artificial intelligence
is chatbots. Because chatbots are equipped with natural language progression, as in the case
of Siri, they have the human ability to answer questions about homework, helping students
with the paperwork process, such as financial aid or paying bills, and relieving the burden on
the humans who would normally handle the roles. Other applications of artificial intelligence
in education include personalising learning (as discussed in more detail below), assessing the
quality of curriculum and content, and facilitating personalised learning using Intelligent
Tutoring Systems. The technology is not intended to replace teachers, but only to complement

them. Such solutions are also fulfilling in English language learning.

13. Personalised learning

We are now able to personalise learning more than ever. From the choice of school - public,
private, charter, virtual - to the options available for how a student learns, education can be
tailored to each person's needs. Blended learning places more responsibility on the student

as it involves less direct instruction from the teacher and more discovery-based learning
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methods. Blended learning is an example of how students can control certain elements of
their learning by making decisions about where and at what pace they go through the
material. This type of learning system works well for Seniors; where they have the freedom to
choose the timing of learning content. Adaptive learning is like blended learning in that it
allows students to make decisions about issues such as timeframe and learning path. Adaptive
learning technology collects information about students' behaviour when answering
guestions, and then uses this information to provide immediate feedback to adapt learning
accordingly. Learning tools with adaptive SECENCE constantly analyse student data in real time
and make split-second decisions based on that data. It automatically changes what is next in
the sequence, be it altered content or a different order of skills, in response to how the learner
is performing. Another learning platform, Osmosis, was created by doctors for doctors and
has revolutionised the way medical students’ study: "Using evidence-based learning concepts
such as questions, flashcards and videos, images correlated with memory anchors, adaptive
spaced repetition, collaborative learning and gamification, Osmosis maximises learning and
memorisation." Such personalisation transforms education into a 'choose your own
adventure' method of learning, harnessing the interest and engagement of the students -

Seniors.

14. Gamification

Fun and learning collide when classrooms use games as an instructional tool. Game
technology makes learning difficult subjects more exciting and interactive. As technology
evolves, it is rapidly being used to enhance educational games in every discipline. Susan
Aldridge, Drexel University's vice-president of online learning, has authored these games with
mirroring real-world problems, requiring students to use a valuable skill set to solve them:
"These virtual game worlds provide a unique opportunity to apply new knowledge and make

critical decisions while identifying obstacles, considering multiple perspectives and trying out
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different responses." Because these games are designed to provide immediate feedback,

students are intrinsically motivated to play them and improve their skills all the time.

This kind of use of games supports the process of educating seniors; and it opens endless
possibilities for teachers to use the tools available to add variety to their teaching and

information techniques.

Therefore, teaching with new technologies has a clear objective: to increase the capacity and
motivation of educators working with low-skilled, low-qualified adults to use digital learning
strategies and tools to make learning more attractive, more useful and to accelerate their
professional and personal development. This should be pursued through the following specific

objectives:

- Create compendia of good practice in collaboration with educators from your
organisation; and then try to create a platform for international exchange. Publish
them digitally to encourage other educators to share knowledge and peer learning
between adult education organisations and stakeholders by identifying and sharing
leading innovative approaches to using digital adult learning, with a particular focus on
disadvantaged adults.

- Create digital toolkits. An interactive publication featuring 20 of the best digital
learning resources, tested and trialled by our team, with practical tips on how to use
them.

- Create online digital courses - both in English, and in other areas of adult education
like blogging. A course that adult education teachers can use to enhance their own
digital skills. Uniquely, each module of the course will be taught using a different

platform, thus integrating learning outcomes with the delivery mechanism.

All these elements are expected to improve the skills and attitudes of adult educators to
increase their use of digital tools, this will not only affect the effectiveness of the training of
individual participants and groups but will also be able to create a wave of change regarding

the use of digital technology in adult education in Europe.
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At a national level, the training of adult educators will have an impact on adult learning,
showing how it can and must adapt to harness the power of digital technology or risk failing
itself, its trainees, and its clients. At an international level, these activities will have a positive
impact on the ongoing work of EU bodies to develop a robust but practical framework for

competence development and to close the digital skills gap.

Teachers from all areas of adult education are beginning to see the benefits of using
technology when working with seniors. Typically, education is one of the last industries to
make sweeping changes, clinging to outdated methods and practices. However, thanks to the
digital transformation and advances in educational technology, teachers have begun to make
drastic changes to their instruction, assessments and even the physical appearance of their
classrooms, and at a much faster pace than expected. These current trends are hitting the

headlines in education because of the way they affect student learning:

New technologies and new learning models are exciting and offer students opportunities that
were previously unthinkable but require ongoing IT support. As educational institutions
continue to follow fashion and embrace digital transformation trends, we need to consider
the current paradigm of teaching technology and move towards a team-based approach.

As students' expectations increase, so must their ability to respond to these needs.

The exchange of experience in improving digital skills among adult educators (staff, trainers,
teachers) supports the management of senior learning. To teach and motivate seniors to
learn, we should use available technologies. Using solutions available online, we can reach
public employees living and working in remote areas, as well as those doing shift work. Despite
facing obstacles such as educators working several jobs - they do not have much time to
explore new ways of teaching. In the online area, there is no shortage of tools or software to
enhance knowledge and digital competence. The biggest hassle is that, but it is still not
established exactly what skills and competences need to be strengthened so that teachers are
better prepared to use this new way of teaching and new approaches to teaching and learning.

Teachers, educators, and lecturers working with Seniors have different levels of knowledge -

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION Co-funded by the
* X % -

Cooperation partnerships in adult education S y

Project Nr: 2022-1-PL01-KA220-ADU-000088404 [ 41 ] & & Erasmus+ Programme
Wk

of the European Union



f

O

. %Dl IN Professional use of Social inclusion through digital learning and volunteering
G DigIN report Il

just like Seniors - they use digital tools daily to varying degrees. It would therefore be
interesting to learn about the experiences of others, share best practices and identify what

skills need to be strengthened among adult teachers, trainers and educators working with

Seniors.
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Game-based Learning for Adult Learners [UJI]

Game-based learning, also known as "gamification," refers to the integration of gaming
elements into the learning process to enhance engagement and motivation. While it has
traditionally been used in children and adolescent education, game-based learning can also

be effective for adult learners.

In today's world, educational games are available in a wide range of formats, from online
games to mobile apps and virtual reality experiences. These games offer adult learners the
opportunity to acquire new skills and knowledge in a fun and interactive way. They can help

to reinforce important concepts, develop problem-solving skills, and promote critical thinking.

One of the major advantages of game-based learning is its ability to address the unique
learning needs of adult learners. Adults may have different learning styles and preferences,
and game-based learning can provide a variety of challenges and feedback that cater to these
differences. Additionally, games can offer a low-risk environment for adults to experiment and

practice new skills, without the pressure of real-world consequences.

Another advantage of game-based learning is its ability to increase motivation and
engagement. Adult learners may struggle to stay engaged with traditional lecture-based
learning, but games offer a fun and immersive experience that can keep learners invested in
the learning process. Games can provide instant feedback and rewards, which can help to

reinforce positive learning behaviors and build confidence.

Game-based learning can also be an effective tool for adult learners in the workplace. Many
industries use gamification to train employees on complex topics or new procedures. For
example, a healthcare organization may use a virtual reality game to train nurses on patient
care, or a financial institution may use an online game to teach employees about risk

management.

Despite its many benefits, game-based learning is not without its challenges. One potential

issue is that not all learners may be equally adept at playing games, which could lead to
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frustration or feelings of exclusion. Additionally, creating high-quality educational games can
be time-consuming and expensive, which may limit the availability of these resources for adult

learners.

In conclusion, game-based learning is an innovative approach to education that can offer
many benefits for adult learners. By providing an engaging and interactive learning
experience, games can help to reinforce concepts, develop problem-solving skills, and
increase motivation and engagement. While there are challenges to implementing game-

based learning, it has the potential to revolutionize the way we think about adult education.

1. Addressing Unique Learning Needs

In today's world, adult learners have unique learning needs that require innovative solutions
to be successful. One solution that has gained traction in recent years is game-based learning,
which integrates gaming elements into the learning process to enhance engagement and
motivation. Game-based learning can be particularly effective for adult learners due to their

varied learning styles and preferences.

One of the key advantages of game-based learning is its ability to address different learning
styles. While traditional lecture-based learning can be effective for some adult learners, others
may require a more hands-on approach. Game-based learning offers a variety of challenges
and feedback that cater to different learning styles. For example, a visual learner may benefit
from a game that incorporates graphics and animation, while a kinesthetics learner may prefer

a game that involves physical movement.

In addition, game-based learning can also cater to different learning preferences. Adult
learners may have preferences for specific learning activities, such as problem-solving,
collaboration, or competition. Games can provide a range of activities that cater to these
preferences, allowing adult learners to engage with the learning material in a way that is most

meaningful to them.
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Another advantage of game-based learning for adult learners is its ability to increase
motivation and engagement. Adult learners may struggle to stay engaged with traditional
lecture-based learning, particularly if the material is dry or repetitive. Games offer a fun and
immersive experience that can keep learners invested in the learning process. Games can
provide instant feedback and rewards, which can help to reinforce positive learning behaviors

and build confidence.

Moreover, game-based learning offers a low-risk environment for adult learners to
experiment and practice new skills. Adult learners may be hesitant to try new approaches or
skills in real-world situations due to the fear of failure or negative consequences. Games can
provide a safe space for adult learners to practice and experiment without these fears, helping

them to build confidence and skill.

In conclusion, game-based learning is an effective approach to education that can address the
unique learning needs of adult learners. By offering a variety of challenges and feedback that
cater to different learning styles and preferences, games can enhance engagement and
motivation. Games can also offer a low-risk environment for adult learners to experiment and

practice new skills, building confidence and skill.

2. Increasing Motivation and Engagement

One of the key advantages of game-based learning for adult learners is its ability to increase
motivation and engagement. Adult learners can often find traditional lecture-based learning
to be dry and uninspiring, leading to disengagement and poor learning outcomes. Games offer
a unique and exciting learning experience that can keep adult learners invested in the learning

process.

One way that game-based learning can increase motivation and engagement is by offering
instant feedback and rewards. In traditional learning environments, learners may have to wait

days or even weeks to receive feedback on their work. This delay can be demotivating and
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may cause adult learners to lose interest in the learning process. Games, on the other hand,
can provide immediate feedback and rewards for completing tasks or achieving goals. This
instant feedback can reinforce positive learning behaviors and encourage learners to continue

engaging with the material.

Another way that game-based learning can increase motivation and engagement is by
providing a sense of accomplishment and progress. Games often incorporate a system of
levels or achievements that can give adult learners a sense of progress and accomplishment
as they work through the learning material. This sense of achievement can be particularly
motivating for adult learners who may be juggling other responsibilities, such as work or

family, outside of the learning environment.

Moreover, game-based learning can increase motivation and engagement by making the
learning process fun and immersive. Games can offer a unique and exciting learning
experience that can capture the attention of adult learners and keep them invested in the
learning process. By incorporating game elements such as storytelling, graphics, and sound
effects, games can create a rich and engaging learning environment that stimulates the senses

and makes learning more enjoyable.

Lastly, game-based learning is a powerful tool for increasing motivation and engagement
among adult learners. By offering immediate feedback and rewards, providing a sense of
accomplishment and progress, and creating a fun and immersive learning experience, games
can keep adult learners invested in the learning process and lead to better learning outcomes.
As the field of game-based learning continues to evolve, it holds immense potential to

revolutionize adult education and improve the lives of learners around the world.

3. Fostering Collaboration and Communication

Collaboration and communication are key skills that adult learners need to succeed in the

workplace and in life. Game-based learning can be a powerful tool for fostering collaboration

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION

Cooperation partnerships in adult education Y Co-funded by the

Project Nr: 2022-1-PL01-KA220-ADU-000088404 [ 46 ] ", *: Erasmus+ Programme
* of the European Union



.

%‘7 Di&!‘ NI Professional use of Social inclusion through digital learning and volunteering
i "N DigIN report Il

and communication among adult learners, as games often require players to work together to

achieve a common goal.

One way that game-based learning can foster collaboration is through team-based games that
require players to work together to solve problems or achieve goals. These games can help
adult learners develop important teamwork skills, such as communication, negotiation, and
conflict resolution. In addition, team-based games can help adult learners build relationships

with their peers and create a sense of community within the learning environment.

Another way that game-based learning can foster collaboration is through gamified
simulations that simulate real-world scenarios. These simulations can allow adult learners to
practice their collaboration and communication skills in a safe and controlled environment,
without the risk of negative consequences in the real world. For example, a business
simulation game could allow adult learners to practice communication and collaboration skills

in a simulated workplace environment.

Moreover, game-based learning can foster communication skills by requiring players to
interact with non-player characters (NPCs) or other players in the game. This interaction can
help adult learners develop important communication skills, such as active listening, empathy,
and persuasion. In addition, game-based learning can provide a platform for adult learners to

practice using new communication tools, such as chat or video conferencing.

To conclude, game-based learning is an effective tool for fostering collaboration and
communication among adult learners. By providing team-based games, gamified simulations,
and opportunities for interaction with NPCs and other players, games can help adult learners
develop important collaboration and communication skills that are essential for success in the
workplace and in life. As the field of game-based learning continues to evolve, it holds

immense potential to revolutionize adult education and improve the lives of learners around

the world.
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4, Providing Personalized Learning Experiences

One of the advantages of game-based learning for adult learners is its ability to provide
personalized learning experiences. Traditional lecture-based learning often assumes a one-
size-fits-all approach, which can be ineffective for adult learners who have diverse learning
styles, backgrounds, and experiences. Games, on the other hand, can adapt to the individual
needs and preferences of adult learners, providing a more tailored and effective learning

experience.

One way that game-based learning can provide personalized learning experiences is through
adaptive learning technologies. These technologies use algorithms to analyze data on the
learner's performance and adjust the difficulty level of the game accordingly. For example, if
a learner is struggling with a particular concept, the game might provide additional scaffolding

or offer more opportunities for practice to help the learner master the concept.

Another way that game-based learning can provide personalized learning experiences is
through branching narratives. Branching narratives are game structures that allow learners to
make choices that affect the storyline and outcomes of the game. This approach can provide
a more engaging and immersive learning experience, as learners have a sense of agency and

control over their learning journey.

Moreover, game-based learning can provide personalized learning experiences by
incorporating multiple learning modalities. Games can incorporate visual, auditory, and
kinaesthetic learning modalities, allowing learners to engage with the material in ways that
suit their individual learning styles. For example, a game might use graphics and animations
to appeal to visual learners, while incorporating sound effects and music to engage auditory

learners.

Finally, game-based learning is a powerful tool for providing personalized learning experiences
for adult learners. By using adaptive learning technologies, branching narratives, and multiple
learning modalities, games can adapt to the individual needs and preferences of adult

learners, providing a more effective and engaging learning experience. As the field of game-
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based learning continues to evolve, it holds immense potential to revolutionize adult

education and improve the lives of learners around the world.

5. Enhancing Motivation and Engagement

One of the main advantages of game-based learning for adult learners is its ability to enhance
motivation and engagement. Traditional lecture-based learning can often be boring and
demotivating for adult learners, who may have other competing demands on their time and
attention. Games, on the other hand, can provide a more engaging and rewarding learning

experience, which can help adult learners stay motivated and invested in their learning.

One way that game-based learning can enhance motivation and engagement is using
gamification. Gamification is the process of applying game mechanics and elements to non-
game contexts, such as learning. By adding elements such as points, badges, and leader boards
to the learning experience, games can increase the motivation and engagement of adult
learners. For example, a language learning game might award points to learners who
successfully answer vocabulary questions and display a leader board of the top performers to

encourage competition and engagement.

Another way that game-based learning can enhance motivation and engagement is using
intrinsic rewards. Intrinsic rewards are rewards that come from within the learner, such as
a sense of accomplishment or mastery. Games can provide intrinsic rewards by giving learners
a sense of progress and achievement as they work through the game. For example, a history
game might reward learners with a sense of mastery as they successfully answer questions

about historical events.

Moreover, game-based learning can enhance motivation and engagement by providing
immediate feedback and opportunities for practice. Games can provide instant feedback to

learners, allowing them to see the consequences of their decisions and adjust their strategies
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accordingly. In addition, games can provide opportunities for learners to practice their skills

and apply what they have learned in a safe and controlled environment.

After all, game-based learning is an effective tool for enhancing motivation and engagement
among adult learners. By using gamification, intrinsic rewards, and immediate feedback,
games can provide a more engaging and rewarding learning experience, which can help adult
learners stay motivated and invested in their learning. As the field of game-based learning
continues to evolve, it holds immense potential to revolutionize adult education and improve

the lives of learners around the world.

Foster ReWard o

Ability
Increase 4 Need
way o
world
WOH< o
MOFE Field
. i Imple
Effects. ”“ A
sProces ‘ o
OlaLIo] NOr : P' dCl,lCF’
; Ma afe
. - a
el E GRS
ot Simulate
EMPOWE-R ADULT EDL{CATORS TO SUPPQRT DIGITAL SOCIAL INCLUSION e Co-funded by the
ooperation partnerships in adult education S
Project Nr: 2022-1-PL01-KA220-ADU-000088404 [50] W Erasmus+ Programme

* oy *

of the European Union



>

7 ? o
%g DIG’ [\ ] Professional use of Social inclusion through digital learning and Yolunteerlng
2\- L, DiglIN report Il

References

Ali, A. S., Arumugam, A., & Kumaran, S. D. (2021). Effectiveness of an intensive, functional, gamified
Rehabilitation program in improving upper limb motor function in people with stroke: A protocol of
the EnteRtain randomized clinical trial. Contemporary Clinical Trials, 105.

doi:10.1016/j.cct.2021.106381

Anne Cattagni Kleiner, Yves Henchoz, Sarah Fustinoni, Laurence Seematter-Bagnoud, Volunteering
transitions and change in quality of life among older adults: A mixed methods research, Archives of
Gerontology and Geriatrics, Volume 98, 2022, 104556, ISSN 0167-4943,
https://doi.org/10.1016/j.archger.2021.104556.

(https://www.sciencedirect.com/science/article/pii/S0167494321002193)

Adult educators digital skills - how to create learning communities online

https://epale.ec.europa.eu/en/private/adult-educators-digital-skills-how-create-learning-

communities-online

Arboleya-Garcia, E., & Miralles, L. (2022). 'The Game of the Sea': An Interdisciplinary Educational Board
Game on the Marine Environment and Ocean Awareness for Primary and Secondary Students.

Education Sciences, 12(1). doi:10.3390/educsci12010057

Asbell-Clarke, J., Rowe, E., Almeda, V., Edwards, T., Bardar, E., Gasca, S., . . . Scruggs, R. (2021). The
development of students' computational thinking practices in elementary- and middle-school classes

using the learning game, Zoombinis. @ Computers in  Human Behavior, 115.

doi:10.1016/j.chb.2020.106587

Atherton, G., & Cross, L. (2021). The Use of Analog and Digital Games for Autism Interventions.
Frontiers in Psychology, 12. doi:10.3389/fpsyg.2021.669734

Aziz, A. A., Adam, I. N. H., Jasmis, J., Elias, S. J., Mansor, S., & leee. (2021, 2021 Dec 01-03). N-Gain and
System Usability Scale Analysis on Game Based Learning for Adult Learners. Paper presented at the 6th
International Conference and Workshops on Recent Advances and Innovations in Engineering (ICRAIE),

Electr Network.

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION Co-funded by the
* -
Cooperation partnerships in adult education W y
Project Nr: 2022-1-PL01-KA220-ADU-000088404 [ 51 ] & & Erasmus+ Programme
Wk

of the European Union


https://doi.org/10.1016/j.archger.2021.104556
https://www.sciencedirect.com/science/article/pii/S0167494321002193
https://epale.ec.europa.eu/en/private/adult-educators-digital-skills-how-create-learning-communities-online
https://epale.ec.europa.eu/en/private/adult-educators-digital-skills-how-create-learning-communities-online

"’

.
%V DIC‘J' N Professional use of Social inclusion through digital learning and volunteering
:’\ L, | DigIN report Il

Barach, P. (2021). Designing and integrating purposeful learning in gameplay: What will it take to
ensure sustainable learning and effectiveness outcomes? Etr&D-Educational Technology Research and

Development, 69(1), 161-166. doi:10.1007/s11423-020-09908-9

Bhowal, P., Sen, S., Yoon, J. H., Geem, Z. W., & Sarkar, R. (2021). Choquet Integral and Coalition Game-
Based Ensemble of Deep Learning Models for COVID-19 Screening From Chest X-Ray Images. leee
Journal of Biomedical and Health Informatics, 25(12), 4328-4339. d0i:10.1109/jbhi.2021.3111415

Bremmer i. (2015) These 5 Facts Explain Europe's Confused Reaction to the Migrants

https://time.com/4029608/these-5-facts-explain-europes-confused-reaction-to-the-migrants/

Campo-Prieto, P., Cancela-Carral, J. M., Alsina-Rey, B., & Rodriguez-Fuentes, G. (2022). Immersive
Virtual Reality as a Novel Physical Therapy Approach for Nonagenarians: Usability and Effects on
Balance Outcomes of a Game-Based Exercise Program. Journal of Clinical Medicine, 11(13).

doi:10.3390/jcm11133911

Charkova, D. A. (2022). GAMIFICATION IN LANGUAGE TEACHING AT THE UNIVERSITY LEVEL: LEARNER
PROFILES AND ATTITUDES. Chuzhdoezikovo Obuchenie-Foreign Language Teaching, 49(3), 272-284.
doi:10.53656/for22.307gami

Cheng, Y. H., Yeung, C. Y., Sharma, A., So, K. Y., Ko, H. F., Wong, K., . .. Lee, A. (2021). Non-resuscitative
first aid training and assessment for junior secondary school students A pre-post study. Medicine,

100(34). doi:10.1097/md.0000000000027051

Cooper, S. E., Hunt, C, Ross, J. P., Hartnell, M. P., & Lissek, S. (2022). Heightened generalized
conditioned fear and avoidance in women and underlying psychological processes. Behaviour Research

and Therapy, 151. doi:10.1016/j.brat.2022.104051

Corneliussen, H. G., & Proitz, L. (2016). Kids Code in a rural village in Norway: could code clubs be
a new arena for increasing girls' digital interest and competence? Information Communication

& Society, 19(1), 95-110. doi:10.1080/1369118x.2015.1093529

Damodaran, L., & Sandhu, J. (2016). The role of a social context for ICT learning and support in reducing
digital inequalities for older ICT users. International Journal of Learning Technology, 11(2), 156-175.

doi:10.1504/ijlt.2016.077520

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION

Cooperation partnerships in adult education Y Co-funded by the

Project Nr: 2022-1-PL01-KA220-ADU-000088404 [ 52 ] ‘,‘ ,: Erasmus+ Programme
* of the European Union


https://time.com/author/ian-bremmer/
https://time.com/4029608/these-5-facts-explain-europes-confused-reaction-to-the-migrants/

"’

.
%V DIC‘J' N Professional use of Social inclusion through digital learning and volunteering
:’\ L, | DigIN report Il

Dondio, P., Santos, F. H., Gusev, V., & Rocha, M. (2021, 2021 Sep 23-24). Do Games Reduce Maths
Anxiety? A Review of the Current Literature. Paper presented at the 15th European Conference on

Game Based Learning (ECGBL), Univ Brighton, ELECTR NETWORK.

Duguid, Fiona & Miindel, Karsten & Schugurensky, Daniel. (2013). Volunteer Work and Informal
Learning. 10.1007/978-94-6209-233-4_2.

Digital skills, a new challenge for adult educators (2022)

https://www.terrampacis.org/media/blog/digital-skills,-a-new-challenge-for-adult-educators-

920.html

Garmen, P., Areces, D., Garcia, T., Carlos San-Pedro, J., & Rodriguez, C. (2022). Can serious games
measure your cognitive profile in adults? An innovative proposal to evaluate and stimulate cognitive

skills. Universal Access in the Information Society. doi:10.1007/s10209-022-00924-5

Giancaspro ML, Manuti A. Learning to Be Employable Through Volunteering: A Qualitative Study on
the Development of Employability Capital of Young People. Front Psychol. 2021 Mar 1;12:574232. doi:
10.3389/fpsyg.2021.574232. PMID: 33732176; PMCID: PMC7956941.

Gomez-Urquiza, J. L., Requena-Palomares, |., Gorjon-Peramato, E., Gomez-Salgado, J., Canadas-De la
Fuente, G. A., & Albendin-Garcia, L. (2022). Emergency and critical care professionals' opinion on
escape room as a health sciences evaluation game A cross-sectional descriptive study. Medicine,

101(25). doi:10.1097/md.0000000000029432

Guan, X,, Sun, C., Hwang, G.-j., Xue, K., & Wang, Z. (2022). Applying game-based learning in primary
education: a systematic review of journal publications from 2010 to 2020. Interactive Learning

Environments. doi:10.1080/10494820.2022.2091611

Hehenberger, L., Kobler, R. J., Lopes-Dias, C., Srisrisawang, N., Tumfart, P., Uroko, J. B., . . . Mueller-
Putz, G. R. (2021). Long-Term Mutual Training for the CYBATHLON BCl Race With a Tetraplegic Pilot: A
Case Study on Inter-Session Transfer and Intra-Session Adaptation. Frontiers in Human Neuroscience,

15. doi:10.3389/fnhum.2021.635777

Henzen, A., Nohama, P., & leee. (2016, 2016 Dec 06-07). Adaptable Virtual Keyboard and Mouse for
People with Special Needs. Paper presented at the Future Technologies Conference (FTC), San

Francisco, CA.

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION

Cooperation partnerships in adult education Y Co-funded by the

Project Nr: 2022-1-PL01-KA220-ADU-000088404 [ 53 ] ‘,‘ ,: Erasmus+ Programme
* of the European Union


https://www.terrampacis.org/media/blog/digital-skills,-a-new-challenge-for-adult-educators-920.html
https://www.terrampacis.org/media/blog/digital-skills,-a-new-challenge-for-adult-educators-920.html

>

.
ﬁ’ﬁ le IN 1 Professional use of Social inclusion through digital learning and volunteering
g C_’-I N DigIN report Il

Hsu, H.-l, Liu, C.-C., Yang, S. F., & Chen, H.-C. (2022). A health promotion program for older adults
(KABAN!): effects on health literacy, quality of life, and emotions. Educational Gerontology.

doi:10.1080/03601277.2022.2147331
https://www.insideedition.com/how-technology-is-isolating-our-elderly-and-how-to-fix-it-66490

Hu, H., Xiao, Y., & Li, H. (2021). The Effectiveness of a Serious Game Versus Online Lectures for
Improving Medical Students' Coronavirus Disease 2019 Knowledge. Games for Health Journal, 10(2),

139-144. doi:10.1089/g4h.2020.0140

Hublin, T., Barbaros, P., & Rupcic, T. (2021). The Game-Based Method is More Efficient than the
Conventional Training Method in Teaching Tennis to Adult Beginners. Croatian Journal of Education-

Hrvatski Casopis Za Odgoj | Obrazovanje, 23(3), 709-729. doi:10.15516/cje.v23i3.4503

Hussain, B., & Cheong, J. P. G. (2022). Improving gross motor skills of children through traditional
games skills practiced along the contextual interference continuum. Frontiers in Psychology, 13.

doi:10.3389/fpsyg.2022.986403

Jeng, H.-L., & Chen, C.-N. (2022). Where Can We Find the Differences Between Experts and Novices
With Lag Sequential Analysis of Spatial Behavioral Patterns in Digital Pentomino Games. Journal of

Research in Education Sciences, 67(4), 105-142. doi:10.6209/jories.202212_67(4).0004

Jhan, Y.-C,, Luarn, P., & Lin, H.-W. (2023). A study on EMBA students' cognitive and decision-making
models in learning through play. International Journal of Management Education, 21(1).

doi:10.1016/j.ijme.2023.100765

Kabat, M., & Kovalcik, J. (2021, 2021 Sep 23-24). 'Dangerous Zone': Games Caught Between Education
and Indoctrination. Paper presented at the 15th European Conference on Game Based Learning

(ECGBL), Univ Brighton, ELECTR NETWORK.

Khasanzyanova, Albina. 2014. "Non-Formal Education: Developing Skills and Competencies through
Voluntary Activities and Its Recognition in France."20 (4): 39-45. doi:10.18848/2328-
6318/CGP/v20i04/48293.

Koivisto, J., & Malik, A. (2021). Gamification for Older Adults: A Systematic Literature Review.
Gerontologist, 61(7), E360-E372. doi:10.1093/geront/gnaa047

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION

Cooperation partnerships in adult education Y Co-funded by the

Project Nr: 2022-1-PL01-KA220-ADU-000088404 [ 54 ] ", *: Erasmus+ Programme
* of the European Union



>

.
ﬁ’ﬁ le IN 1 Professional use of Social inclusion through digital learning and volunteering
g C_’-I N DigIN report Il

Kolek, L., Sisler, V., Martinkova, P., & Brom, C. (2021). Can video games change attitudes towards
history? Results from a laboratory experiment measuring short- and long-term effects. Journal of

Computer Assisted Learning, 37(5), 1348-1369. doi:10.1111/jcal.12575

Kristoffersen, M. B., Franzke, A. W., Bongers, R. M., Wand, M., Murgia, A., & van der Sluis, C. K. (2021).
User training for machine learning controlled upper limb prostheses: a serious game approach. Journal

of Neuroengineering and Rehabilitation, 18(1). doi:10.1186/s12984-021-00831-5

Kurtz, G., & Kohen-Vacs, D. (2022). Humanoid robot as a tutor in a team-based training activity.

Interactive Learning Environments. doi:10.1080/10494820.2022.2086577

Lin, C.-W., Mao, T.-Y., & Huang, C.-F. (2021). A Novel Game-Based Intelligent Test for Detecting Elderly
Cognitive Function Impairment. Computational and Mathematical Methods in Medicine, 2021.

doi:10.1155/2021/1698406

Lopez Segui, F., de San Pedro, M., Aumatell Verges, E., Simo Algado, S., & Garcia Cuyas, F. (2019). An
Intergenerational Information and Communications Technology Learning Project to Improve Digital

Skills: User Satisfaction Evaluation. JMIR aging, 2(2), €13939-e13939. doi:10.2196/13939

Luis Gomez-Urquiza, J., Hueso-Montoro, C., Correa-Rodriguez, M., Suleiman-Martos, N., Begona
Martos-Cabrera, M., Gomez-Salgado, J., & Albendin-Garcia, L. (2022). Nursing students' experience
using an escape room for training clinical skills and competencies on emergency care: A qualitative

observational study. Medicine, 101(30). doi:10.1097/md.0000000000030004

Lyk, P. B., & Majgaard, G. (2021, 2021 Sep 23-24). Didactic Planning of VR Alcohol Resistance Training
tool for Adolescents. Paper presented at the 15th European Conference on Game Based Learning

(ECGBL), Univ Brighton, ELECTR NETWORK.

Manzano-Leon, A., Camacho-Lazarraga, P., Guerrero-Puerta, M. A., Guerrero-Puerta, L., Alias, A,,
Aguilar-Parra, J. M., & Trigueros, R. (2021). Development and Validation of a Questionnaire on
Motivation for Cooperative Playful Learning Strategies. International Journal of Environmental

Research and Public Health, 18(3). doi:10.3390/ijerph18030960

Masumoto, D., Nakagami-Yamaguchi, E., Nambu, M., Maeda, M., Uryu, H., Hayakawa, A., Hori, H.
(2022). A pilot study of game-based learning programs for childhood cancer survivors. Bmc Cancer,

22(1). doi:10.1186/512885-022-09359-w

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION

Cooperation partnerships in adult education Y Co-funded by the

Project Nr: 2022-1-PL01-KA220-ADU-000088404 [ 55 ] ", *: Erasmus+ Programme
* of the European Union



; 3N

1 &7 Professional use of Social inclusion through digital learning and volunteerin
2'DIGIN oh gl earming anc o e
& ' DiglIN report Il

Leveraging Digital Technologies Key to Asia’s COVID-19 Recovery — ADB News Release | 10 February

2021 https://www.adb.org/news/leveraging-digital-technologies-key-asia-covid-19-recovery-adb

Mark Sen Gupta (2020) What is Digitization, Digitalization, and Digital Transformation?

https://www.arcweb.com/blog/what-digitization-digitalization-digital-transformation

Neewee (2021) Understanding the Difference between Digitization, Digitalization, and Digital

Transformation. https://neewee.ai/understanding-the-difference-between-digitization-digitalization-

and-digital-transformation/

Netta livari, Sumita Sharma, Leena Venta-Olkkonen, Digital transformation of everyday life—How
COVID-19 pandemic transformed the basic education of the young generation and why information
management research should care?, International Journal of Information Management, Volume 55,

2020, 102183, ISSN 0268-4012, https://doi.org/10.1016/].ijinfomgt.2020.102183.

(https://www.sciencedirect.com/science/article/pii/S0268401220310264)

Digitization Vs. digitalization: Differences, definitions and example

https://www.trugcapp.com/digitization-vs-digitalization-differences-definitions-and-examples/

Miralles, L., Garcia-Vazquez, E., & Dopico, E. (2021). Game-based learning for engaging citizens in
biopollution control. Interdisciplinary Science Reviews, 46(4), 677-688.

doi:10.1080/03080188.2021.1891684

Morales, R. M. (2015, 2016 Jan 14-15). USR MEDIATED LIAISON FOR SENIORS. Paper presented at the

2nd International Conference on University Social Responsibility, Univ Santiago Chile, Santiago, CHILE.

Morawski, L., Okulicz-Kozaryn, A. & Strzelecka, M. Elderly Volunteering in Europe: The Relationship
Between Volunteering and Quality of Life Depends on Volunteering Rates. Voluntas 33, 256—268
(2022). https://doi.org/10.1007/s11266-020-00267-w

Mott, M., Mott, B., Rowe, J., Ozer, E., Giovanelli, A., Berna, M., . . . Lester, J. (2021, 2021 Dec 07-10).
"What's Important to You, Max?": The Influence of Goals on Engagement in an Interactive Narrative
for Adolescent Health Behavior Change. Paper presented at the 14th International Conference on

Interactive Digital Storytelling (ICIDS), Tallinn Univ, Tallinn, ESTONIA.

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION Co-funded by th

Cooperation partnerships in adult education AR 0-lundea by the

Project Nr: 2022-1-PL01-KA220-ADU-000088404 [ 56 ] & & Erasmus+ Programme
i of the European Union


https://www.adb.org/news/leveraging-digital-technologies-key-asia-covid-19-recovery-adb
https://www.arcweb.com/blog/what-digitization-digitalization-digital-transformation
https://neewee.ai/understanding-the-difference-between-digitization-digitalization-and-digital-transformation/
https://neewee.ai/understanding-the-difference-between-digitization-digitalization-and-digital-transformation/
https://doi.org/10.1016/j.ijinfomgt.2020.102183
https://www.sciencedirect.com/science/article/pii/S0268401220310264
https://www.truqcapp.com/digitization-vs-digitalization-differences-definitions-and-examples/

>

y :’ :.'
v i Professional use of Social inclusion through digital learning and volunteering
%A D|C':f\l DigIN report Il

Mukund, V., Sharma, M., Srivastva, A., Sharma, R., Farber, M., & Chatterjee Singh, N. (2022). Effects of
a Digital Game-Based Course in Building Adolescents' Knowledge and Social-Emotional Competencies.

Games for Health Journal, 11(1), 18-29. d0i:10.1089/g4h.2021.0138

Mubarak F, Suomi R. Elderly Forgotten? Digital Exclusion in the Information Age and the Rising Grey
Digital Divide. INQUIRY: The Journal of Health Care Organization, Provision, and Financing. 2022;59.
doi:10.1177/00469580221096272
https://journals.sagepub.com/doi/full/10.1177/00469580221096272

Narainen, S. (2022). Harmony between authenticity and fiction in a serious game. Alsic-Apprentissage

Des Langues Et Systems D Information Et De Communication, 25(1).

Netto, C. G. C. M. (2022). Board-Game-Based Online Methodology Improves Student Learning and
Sense of Well-Being during the COVID-19 Pandemic. Journal of Chemical Education, 99(6), 2310-2316.
doi:10.1021/acs.jchemed.2c00007

Newman D. (2017) Top 6 Digital Transformation Trends In Education.

https://www.forbes.com/sites/danielnewman/2017/07/18/top-6-digital-transformation-trends-in-

education/?sh=7e9ae5dc2a9a

Ng,I.Y.H., Lim,S.S., & Pang, N. (2022). Making universal digital access universal: lessons from COVID-
19 in Singapore. Universal Access in the Information Society. doi:10.1007/s10209-022-00877-9

Ngiam, N. H. W., Yee, W. Q,, Teo, N., Yow, K. S., Soundararajan, A., Lim, J. X,, . .. Low, L. L. (2022).
Building Digital Literacy in Older Adults of Low Socioeconomic Status in Singapore (Project Wire Up):
Nonrandomized Controlled Trial. Journal of Medical Internet Research, 24(12). doi:10.2196/40341

Joint Migration Policy Whitepaper TOWARDS ICT-ENABLED INTEGRATION OF MIGRANTS

https://ec.europa.eu/migrant-integration/sites/default/files/2021-

05/Jointmigrationpolicywhitepaper.pdf

O'Connell, C., & Lucic, L. (2021). An Informal Education Intervention in Response to the Covid-19
Pandemic: Homework Mentorships in a Berlin Refugee Shelter. Human Arenas, 4(4), 616-631.

doi:10.1007/s42087-020-00161-3

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION

Cooperation partnerships in adult education it Co-funded by the

Project Nr: 2022-1-PL01-KA220-ADU-000088404 [57] PN Erasmus+ Programme
it of the European Union


https://journals.sagepub.com/doi/full/10.1177/00469580221096272
https://www.forbes.com/sites/danielnewman/
https://www.forbes.com/sites/danielnewman/2017/07/18/top-6-digital-transformation-trends-in-education/?sh=7e9ae5dc2a9a
https://www.forbes.com/sites/danielnewman/2017/07/18/top-6-digital-transformation-trends-in-education/?sh=7e9ae5dc2a9a
https://ec.europa.eu/migrant-integration/sites/default/files/2021-05/Jointmigrationpolicywhitepaper.pdf
https://ec.europa.eu/migrant-integration/sites/default/files/2021-05/Jointmigrationpolicywhitepaper.pdf

-1 -
i

ey ; Professional use of Social inclusion through digital learning and volunteerin
EDIGIN B N repart:
& v DiglIN report Il

O'Connor, J., Alfrey, L., & Penney, D. (2022). Rethinking the classification of games and sports in
physical education: a response to changes in sport and participation. Physical Education and Sport

Pedagogy. doi:10.1080/17408989.2022.2061938

OECD (2020a), Keeping the Internet Up and Running in Times of Crisis, OECD, Paris,
www.oecd.org/coronavirus/policy-responses/ keeping-the-internet-up-and-running-in-times-of-

crisis-4017c4c9/.

OECD (2020b), OECD Digital Economy Outlook 2020, OECD Publishing, Paris,
https://doi.org/10.1787/bb167041-en

UNESCO Institute for Lifelong Learning (2019) Reaching vulnerable populations with digital solutions
https://uil.unesco.org/literacy/mobile-technologies/reaching-vulnerable-populations-digital-

solutions

Pérez-Escolar, M., Canet, F. Research on vulnerable people and digital inclusion: toward a consolidated

taxonomical framework. Univ Access Inf Soc (2022). https://doi.org/10.1007/s10209-022-00867-x

Poudel D.(2022) 14 Pros and Cons of Digital Technology. Last Updated on April 29, 2022 by Filip

Poutintsev https://honestproscons.com/pros-and-cons-of-digital-technology/

P6l6s Zsofia Read more at: https://trans.info/en/government-seeks-digital-technologies-to-manage-
hgvs-at-kent-320832Government to use digital tech to stop EU-bound HGVs queuing in Kent Read

more at:  https://trans.info/en/government-seeks-digital-technologies-to-manage-hgvs-at-kent-

320832 Journalist Trans.info10.01.2023

Piia Silvennoinen, Teemu Rantanen, Digital agency of vulnerable people as experienced by
rehabilitation professionals, Technology in Society, Volume 72, 2023, 102173, ISSN 0160-791X,
https://doi.org/10.1016/j.techsoc.2022.102173.

(https://www.sciencedirect.com/science/article/pii/S0160791X22003141)

Pinedo, R., Garcia-Martin, N., Rascon, D., Caballero-San Jose, C., & Canas, M. (2022). Reasoning and
learning with board game-based learning: A case study. Current Psychology, 41(3), 1603-1617.
doi:10.1007/s12144-021-01744-1

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION Co-funded by the
* X % -

Cooperation partnerships in adult education S y

Project Nr: 2022-1-PL01-KA220-ADU-000088404 [ 58 ] & & Erasmus+ Programme
Wk

of the European Union


https://doi.org/10.1787/bb167041-en
https://doi.org/10.1007/s10209-022-00867-x
https://honestproscons.com/author/dhruba/
https://honestproscons.com/pros-and-cons-of-digital-technology/
https://honestproscons.com/pros-and-cons-of-digital-technology/
https://honestproscons.com/pros-and-cons-of-digital-technology/
file:///C:/Users/Hp/AppData/Local/Temp/pid-16044/%0dPölös%20Zsófia
file:///C:/Users/Hp/AppData/Local/Temp/pid-16044/%0dPölös%20Zsófia
https://trans.info/en/government-seeks-digital-technologies-to-manage-hgvs-at-kent-320832
https://trans.info/en/government-seeks-digital-technologies-to-manage-hgvs-at-kent-320832
https://doi.org/10.1016/j.techsoc.2022.102173

>

.
ﬁ’ﬁ le IN 1 Professional use of Social inclusion through digital learning and volunteering
g C_’-I N DigIN report Il

Pinto de Menesesa, K. V., Garcia, P. A., Bueno Abreu, C. B., & Paulin, G. T. (2016). OT Clicking - digital
and social inclusion of the elderly. Cadernos De Terapia Ocupacional Da Ufscar, 24(3), 621-628.

doi:10.4322/0104-4931.ctoRE0639

Priyadarshini, R., Nishane, I., Pokle, N., Khwaja, U., & Dasgupta, C. (2021, 2021 Jul 12-15). Carbon
Warrior: A game-based environment to understand Carbon Footprint and its effect on Sustainable
living. Paper presented at the 21st IEEE International Conference on Advanced Learning Technologies

(ICALT), Electr Network.

Rewolinski, J. A., Kelemen, A., & Liang, Y. (2021). Type | Diabetes Self-management With Game-Based
Interventions for Pediatric and Adolescent Patients. Cin-Computers Informatics Nursing, 39(2), 78-88.

doi:10.1097/cin.0000000000000646

Ribeiro-Silva, E., Amorim, C., Aparicio-Herguedas, J. L., & Batista, P. (2022). Trends of Active Learning
in Higher Education and Students' Well-Being: A Literature Review. Frontiers in Psychology, 13.
doi:10.3389/fpsyg.2022.844236

Rodrigo, C., & Garcia-Serrano, A. (2015, 2015 Jun 10-12). Social Accessibility Action to Improve Quality
of OER User-generated Video-classes and Associated Resources. Paper presented at the 6th
International Conference on Software Development and Technologies for Enhancing Accessibility and

Fighting Info-Exclusion (DSAI), Fraunhofer FIT, Sankt Augustin, GERMANY.

Roepke, R., Drury, V., Peess, P., Johnen, T., Meyer, U., & Schroeder, U. (2022, 2022 Nov 30-Dec 02).
More Than Meets the Eye - An Anti-Phishing Learning Game with a Focus on Phishing Emails. Paper
presented at the 11th International Conference on Games and Learning Alliance (GalLA), Tampere,

FINLAND.

Safaei, A., Rahmanian, M., Oraki, M., & Zinchenko, A. (2022). Video Game Play Does Not Improve
Spatial Skills When Controlling for Speed-Accuracy Trade-Off: Evidence From Mental-Rotation and
Mental-Folding Tasks. Perceptual and Motor Skills, 129(3), 488-512. d0i:10.1177/00315125221078982

Salah, O. H., & Alzaghal, Q. K. (2021, 2023 Nov 06-07). A Conceptual Model for Implementing
Gamification in Education and Its Impact on Academic Performance. Paper presented at the

International Conference on Business and Technology (ICBT), Istanbul, TURKEY.

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION

Cooperation partnerships in adult education Y Co-funded by the

Project Nr: 2022-1-PL01-KA220-ADU-000088404 [ 59 ] ", *: Erasmus+ Programme
* of the European Union



'v»‘

.
& EV DI IN Professional use of Social inclusion through digital learning and volunteering
ﬂ\ E’ DigIN report Il

Serrat-Graboleda E, Gonzalez-Carrasco M, Casas Aznar F, Malo Cerrato S, Camara Liebana D, Roqueta-
Vall-Llosera M. Factors Favoring and Hindering Volunteering by Older Adults and Their Relationship
with Subjective Well-Being: A Mixed-Method Approach. Int J Environ Res Public Health. 2021 Jun
22;18(13):6704. doi: 10.3390/ijerph18136704. PMID: 34206359; PMCID: PM(C8297242.

Serrat-Graboleda E, Gonzalez-Carrasco M, Casas Aznar F, Malo Cerrato S, Cdmara Liebana D, Roqueta-
Vall-Llosera M. Factors Favoring and Hindering Volunteering by Older Adults and Their Relationship
with Subjective Well-Being: A Mixed-Method Approach. Int J Environ Res Public Health. 2021 Jun
22;18(13):6704. doi: 10.3390/ijerph18136704. PMID: 34206359; PMCID: PMC8297242.
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC8297242/

Sulfikar, A. A., Arumugam, A., Gururaj, S., & Senthil, K. D. (2021). Effects of game-based rehabilitation
on upper limb function in adults within the first six months following stroke: protocol for a systematic

review and meta-analysis. Jbi Evidence Synthesis, 19(8), 1954-1963. doi:10.11124/jbies-20-00349
Schiliro, D. (2021). Digital transformation, COVID-19, and the future of work.

Tanner, C., Schmocker, D., Katsarov, J., & Christen, M. (2022). Educating moral sensitivity in business:
An experimental study to evaluate the effectiveness of a serious moral game. Computers & Education,

178. d0i:10.1016/j.compedu.2021.104381

Tay, J., Goh, Y. M., Safiena, S., & Bound, H. (2022). Designing digital game-based learning for
professional upskilling: A systematic literature review. Computers & Education, 184.

doi:10.1016/j.compedu.2022.104518

Thompson, M., Uz-Bilgin, C., Tutwiler, M. S., Anteneh, M., Meija, J. C., Wang, A,, . . . Klopfer, E. (2021).
Immersion positively effects learning in virtual reality games compared to equally interactive 2d

games. Information and Learning Sciences, 122(7-8), 442-463. doi:10.1108/ils-12-2020-0252

Udjaja, Y., Suri, P. A., Gunawan, R. S., & Hartanto, F. (2022). Game-based Learning Increase Japanese
Language Learning through Video Game. International Journal of Advanced Computer Science and

Applications, 13(2), 577-582.

Vasiliades, M. A., Hadjichambis, A. C., Paraskeva-Hadjichambi, D., Adamou, A., & Georgiou, Y. (2021).
A Systematic Literature Review on the Participation Aspects of Environmental and Nature-Based

Citizen Science Initiatives. Sustainability, 13(13). doi:10.3390/su13137457.

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION

Cooperation partnerships in adult education Y Co-funded by the

Project Nr: 2022-1-PL01-KA220-ADU-000088404 [ 60 ] ‘,‘ *: Erasmus+ Programme
* of the European Union


https://www.ncbi.nlm.nih.gov/pmc/articles/PMC8297242/

',’

%V DIG’ ‘,\\ .‘ Professional use of Social inclusion through digital learning and Yolunteerlng
% L, DiglIN report Il

Wagle, S., Ghosh, A., Karthic, P., Ghosh, A., Pervaiz, T., Kapoor, R, ... Gupta, N. (2021). Development
and testing of a game-based digital intervention for working memory training in autism spectrum

disorder. Scientific Reports, 11(1). doi:10.1038/s41598-021-93258-w

Wang, Y.-H. (2023). Can Gamification Assist Learning? A Study to Design and Explore the Uses of
Educational Music Games for Adults and Young Learners. Journal of Educational Computing Research,

60(8), 2015-2035. d0i:10.1177/07356331221098148

Wang, Z., & Han, F. (2021). Developing English language learners' oral production with a digital game-
based mobile application. Plos One, 16(1). doi:10.1371/journal.pone.0232671

Wells, A., Mayer, R. E., Plass, J. L., & Homer, B. D. (2021). Playing a Video Game and Learning to Think:
What's the Connection? Journal of Cognitive Enhancement, 5(4), 459-467. doi:10.1007/s41465-021-
00214-7

Zammit, J. (2022). Is mobile game-based learning effective for international adults learning Maltese?
Asian-Pacific Journal of Second and Foreign Language Education, 7(1). doi:10.1186/s40862-022-00157-
2

Zeiner-Fink, S., Feldhoff, A., & Bullinger, A. C. (2021, 2022 Sep 22-24). An Evaluation of Serious Games
for Engineering Education. Paper presented at the 24th International Conference on Interactive
Collaborative Learning (ICL) / 50th IGIP International Conference on Engineering Pedagogy, Dresden,

GERMANY.

Advantages of Digital Technology In Today’s Time (2020)

https://blog.universalbusinessschool.com/advantages-of-digital-technology/

EMPOWER ADULT EDUCATORS TO SUPPORT DIGITAL SOCIAL INCLUSION

Cooperation partnerships in adult education it Co-funded by the

Project Nr: 2022-1-PL01-KA220-ADU-000088404 [61] PO Erasmus+ Programme
it of the European Union


https://blog.universalbusinessschool.com/advantages-of-digital-technology/

