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	DEADLINE FOR SUBMISSION
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	TITLE
	CR.E.ATE. 4.0 - Digital Skills and Augmented Education Models and Tools applied to European Atelier of Crafts.

	APPLICANT
	ECIPA UMBRIA (Italy) - VET Centre

	RESEARCHED PARTNERS
	Number of partners: 4 to 8

Partners type:
School/Centres for vocational training
Universities and Research Centres (Sectors/Themes - non-exhaustive list -pedagogy, education sciences, communication sciences, development of open educational resources and digital tools for communication, etc.)

SME operating in ICT and development of educational multi-media materials and digital tools for Augmented Education
Associated partners:

Category and SMEs associations at national and regional levels
Chambers of commerce

Public authorities (local, regional, national)

	HORIZONTAL PRIORITIES
	Innovative practices in the digital age: 

· learning digital technologies and implementing innovative education activities in the field of vocational educational training (i.e. development and use of open educational resources and open source educational software); 
· promotion of innovative teaching, training, learning and assessment methods and tools aiming to the improvement of lifelong learning.


	SPECIFIC PRIORITIES 
	To support the adoption of innovative approaches and digital technologies for teaching and learning and the use of digital technologies in educational, technical and organizational issues.
To adopt systematic approaches and opportunities for the initial and lifelong learning addressed to VET teachers, trainers and mentors through the development of digital, open, innovative and effective methods, as well as practical tools in education.

To increase the attractiveness of VET for teachers, trainers, mentors, managers and students. 

	CONTEXT DESCRIPTION AND MOTIVATION
	This proposal aims to improve the quality of the "European Atelier of Crafts" as the result of the CR.E.ATE project, submitted and financed in 2016 by the ERASMUS + KA2 Program, Strategic Partnerships in Vocational Educational Training (VET). Thanks to the implementation of this project, based on the exchange of good practices among partners, a common, shared, assessed and recognized European Model of Atelier of Crafts was developed. 

Notwithstanding the overall positive results of this project, a weakness of it was the difficulties in communicating, due to several reasons: differences in culture, language, contents to be studied, ways and means of communications, etc. In particular, teachers and observers stressed the necessity of finding shared ways of communicating different than language, since students did not share the same level of English knowledge. 

For these reasons, the digital era is suggesting new ways of communicating and transmitting knowledge. The students’ need to communicate and to learn through an emotional impact offered by the audiovisual, virtual, open and shared environments, where augmented reality combines with direct experience, is to be taken into consideration as the basis of the CR.E.ATE. project natural evolution. 
In support of this statement, in 2010, Puentedura developed the SAMR model to help teachers effectively introduce technology into classrooms. Today, the majority of pedagogists, psychologists and learning theorists agree on the importance of continuously changing their teaching styles by matching new methods and technologies and taking into account the different learning styles of students. 
The new model involves significant changes to the traditional teaching method: teachers are encouraged to identify and adopt new ways of presenting, synthesizing and offer their own knowledge to the students. On the other hand, students filter reality through increasingly advanced and interactive audiovisual, technological and web communication tools and applications, in which new forms of participation are replacing passive approaches to information. Moreover the “digital natives” not only share contents and resources, but actively participate in creating, producing and sharing audio-visual “stories” concerning themselves and their own world. 

Therefore, the scientific community is required to match traditional educational models, tools and languages with the new ways of producing and sharing knowledge by the students. 
The main questions arousing from a high number of researches on this topic are the following ones.
How to transform the traditional classroom into an open, multi-factor, virtual and shared learning environment?

How to allow students to be the main actors of this change? In other words, how can students become self-entrepreneurs of their own learning process?
To which extent teachers and tutors are ready to teach in this kind of new learning environments?

Which are the most suitable tools and resources allowing this “revolution” in education?


	IDEA OF THE PROJECT
	This project intends to complete, improve and make more attractive the original CR.E.ATE. model, as it was set up during the project life. More precisely, CR.E.ATE. 4.0 aims to introduce a strong educational change in all sectors covered by the “Atelier of Crafts” (beauty, graphic design, dental hygiene, sport entertaining, furniture design, photography, etc.). 

This project intends to enhance the C.R.E.ATE. model by making it more suitable to the students’ digital skills by making students direct producers of their own contents in a multi-medial perspective (digital storytelling). 

Therefore, this project aims to apply the principles and the practices belonging to the augmented education to the CR.E.ATE. model in order to realize real and virtual learning environments where formal, non-formal and informal education tools are used at the same time. These environments are planned to be open, multi-function and multi-sector, in order to enhance learning, communication and production of contents. Moreover, within these environments both teachers and students take part in their lifelong learning by helping each other and cooperating in applying new technologies to the teaching-learning process. Since students are entrepreneurs of their own learning, a peer-to-peer approach is considered as the most suitable to reach this goal. 

Finally, this project aims to give students more opportunities of finding a work both in traditional sectors and the most up-to-dated ones being able to match sound contents with innovative methods. 
In order to achieve these objectives, this project is divided into three phases.
The first one is addressed to trainers, who will be able to acquire the appropriate digital skills aimed at the application and use of the models and tools belonging to the augmented education. Thanks to the support of researchers and expert technicians, they will have to re-design the CR.E.ATE methodology in a 4.0 perspective and re-define the common innovative models and tools to be used in new learning experiences.

The second experimental phase is aimed directly at VET students included in an Atelier of Crafts 4.0. Thanks to the support of their educators and suitably trained experts, they will learn to use languages, products, models and tools belonging to the augmented education, surely more interesting and suitable for satisfying their needs and training choices.
During the third phase, at the end of the experience, the students will autonomously create a digital storytelling product related to their Atelier of Crafts 4.0 experience. These products will participate in a European Contest and the selected ones will be shared, transferred and disseminated all over Europe.


	INTELLECTUAL OUTPUTS
	I.O.01: TEACHING in CR.E.ATE 4.0 
Guidelines for teachers and tutors working in VET based on the C.R.E.ATE model. 
I.O.02: LEARNING in CR.E.ATE 4.0 
Open Education Resourced (OER) uploaded onto a multi-media platform based on augmented education.
I.O.03: TELLING the CR.E.ATE 4.0 EXPERIENCE 
Digital Story-telling Tool and products.


	ACTIVITIES PLAN
	WP1. Contacting, preparing and selecting participants (VET teachers and students)

WP2. Project coordination and management - no. 3 Transnational Project Meetings (TPMs)

WP3. Project implementation:

(3.1) 1st phase
Joint staff activity (7-8 days) coordinated by a state university
Development of I.O.01: Teaching in CR.E.ATE (Guidelines for teachers and tutors working in VET based on the C.R.E.ATE model)
Development of I.O.02: Learning in CR.E.ATE (Open Education Resources (OER) uploaded onto a multi-media platform based on augmented education)
(3.2) 2nd phase
Entry test for students (profiling, motivation, skill assessment)

Publication of the contest regulations and launch of the competition named “CR.E.ATE 4 FUTURE”

Student training (presentation of the augmented education tools, realization of the educational multi-medial products, role-playing and project work)

Final test (profiling, motivation, skill assessment)

(3.3) 3rd phase
In each partner country selection of the story-telling product to be submitted to the call (1 product per country)
International mobility (7-8 days) for those students who take part in the final phase of the contest

Evaluation of the products with prize for the best one
Development of the I.O.03: TELLING the CR.E.ATE 4.0 EXPERIENCE (Digital Story-telling Tool and products)
WP4. Dissemination 

Communication and dissemination plan

Multiplier events (1 event per partner country)

Publications of articles in scientific reviews

Involvement of the associated partners in the dissemination



	DURATION OF THE PROJECT
	24 months

Expected start: November 2020

	TOTAL BUDGET
	About € 300.000 (Work in Progress...)

	CONTACTS 
	Mrs. Adriana Chiacchella - Mrs Cristina Gasparri  ECIPA Umbria -  a.chiacchella@ecipaumbria.it c.gasparri@ecipaumbria.it
Mrs. Irene Falocco - irene@mindsrl.it


