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DIRECTION STATEMENT 
 

The European Framework for Action on Cultural Heritage reflects the common set-up for heritage-related 

activities at European level, primarily in EU policies and programmes. It aims to capture and scale-up the 

success of the European Year of Cultural Heritage 2018, which aimed at encouraging more people to discover 

and engage with Europe's cultural heritage, and to reinforce a sense of belonging to a common European 

space. The framework proposes around 60 actions to be implemented by the European Commission in 2019 

and 2020, which focus on five main thematic areas:  

(1) Cultural heritage for an inclusive Europe: participation and access for all  

(2) Cultural heritage for a sustainable Europe: smart solutions for a cohesive and sustainable future.  

(3) Cultural heritage for a resilient Europe: safeguarding endangered heritage  

(4) Cultural heritage for an innovative Europe: mobilising knowledge and research  

(5) Cultural heritage for stronger global partnerships: reinforcing international cooperation.1 

DIGICULT Erasmus+ project offers an innovative e-learning pathway, based on digital tools and focused on 

cultural heritage, with the aim of developing disciplinary, key and life skills, improving learners’ key 

competences as summarized in the recommendations of the European Commission and the European Council: 

communication in the mother tongue, communication in foreign languages, digital expertise, social, civic and 

environmental competences, initiative, entrepreneurship and cultural awareness. This e-learning pathway can 

motivate learners with reference also to young people at risk of leaving school since it transforms their 

knowledge and passion for digital tools (such as video games or social media) and their increasing 

environmental sensitivity into skills useful for their professional future. Trainers/teachers can experience a 

new mixed teaching approach that integrates digital, foreign languages and learning-through-practice. The 

 
1 European Commission, Directorate-General for Education, Youth, Sport and Culture, European framework for action 
on cultural heritage, Publications Office, 2019, https://data.europa.eu/doi/10.2766/949707 
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DIGICULT project, in pursuing this educational pathway and being centred on a new cultural paradigm, is 

coherent with some SDGS - Sustainable Development Goals - set by the United Nations 2030 Agenda:  

Goal 4 - Ensure inclusive and equitable quality education and to promote lifelong learning opportunities for 

all;  

Goal 5 - Achieve gender equality and empower all women and girls;  

Goal 8 - Promote sustained, inclusive and sustainable economic growth, full and productive employment and 

decent work for all;  

Goal 12 - Ensure sustainable consumption and production patterns  

Goal 17 - Strengthen the means of implementation and revitalize the global partnership for sustainable 

development. DIGICULT will promote these goals through promoting: - a formative / cultural narration that 

takes into account the environmental context of cultural heritage; - an e-learning pathway aimed at deepening 

some SDGS – Sustainable Development Goals, the concepts of ecological and digital transition, the new 

dimension of cultural heritage; - a game aimed at providing both quality education / services and digitization 

/ innovation in cultural institutions, - a conscious and environmentally friendly cultural consumption pattern 

(e.g. cultural events with low environmental impact).  

Furthermore, the DIGICULT project takes place in a context characterized by the "New European Bauhaus" 

strongly promoted by the European Commission to strengthen the links between the world of culture and 

creativity and the world of production, science and technology, to guide the ecological transition pursued by 

the Green New Deal and the New Generation of the EU. 
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SUMMARY OF THE PROJECT 
 
Partnership  

The DIGICULT Partnership is composed by 9 organisations from 6 EU countries including VET providers, 

associations, a university, foundations and a research institute, dealing with the themes of digital education 

and culture. 

CIOFS-FP PIEMONTE CIOFS Italy 

ASSOCIAZIONE LE TERRE DEI SAVOIA  TDS Italy  

FAI - FONDO AMBIENTE ITALIANO FAI Italy 

BALLYMUN JOB CENTRE CO-OPERATIVE SOCIETY LIMITED BJC Ireland 

INSTITUT ZA TURIZAM IZTZG Croatia 

VSI "EMUNDUS" eMundus Lithuania 

DIGIPRO EDUCATION LTD DIGIPRO Cyprus 

UNIVERSITY OF NICOSIA UNIC Cyprus 

THE NORDIC CENTRE OF HERITAGE LEARNING AND CREATIVITY NCK Sweden 

 
Duration: 
From M1/January 1st, 2022 to M30/June 30th, 2024 
 
Aims: 

• To strengthen digital and technological skills of "digital natives" learners with a specific focus on the 
cultural heritage, making them more aware about the impact of the digital technology in this area. 

• To increase learners’ resilience by promoting and implementing competences for the digital 
transformation in the cultural heritage area and related processes.  

• To maximize digital possibilities that allow for learning and engaging with cultural heritage in ways that 
is not possible physically.  

• To provide beneficiaries with new life, technical, pedagogical and creative skills. 
• To encourage a broad and conscious use of the European cultural heritage in VET. 

 
Needs to be addressed: 
COVID 19 Pandemic has forced closure of cultural heritage sites and institutions, depriving people the 
opportunity to enjoy experience and learn about their heritage. 
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In the post lockdown period, these places are slowly opening up in the ‘new normal’ way and they intensify 
intensive efforts to provide alternative or additional services through digital platforms and tools. 
At the same time, cultural heritage can be a source of resilience in such difficult circumstances, as people 
continue to draw inspiration, joy and solidarity. 
Besides, building up responsible citizens nowadays advocated as an essential aim for education and training is 
preparing people to become more creative and innovative in society in search of new values, equality, social 
inclusion, and justice towards a more sustainable world in which cultural heritage education may play a key 
role (as reported in the STUDY Requested by the CULT committee). 
The challenge is to train responsible citizens (students and trainers) offering them digital connections and tools 
in different geographical areas to come together and interact via this ‘virtual’ European heritage. 
DIGICULT wants to cope with the changing ways of using culture and at the same time to safeguard access to 
content by all. In fact, in the context of the use of culture, this situation requires the conception and 
implementation of innovative practices, new forms of promotion, communication, access and transmission of 
heritage. This implies the use of alternative learning channels, equally inclusive, but capable of being flexible 
and adaptable to the new context. Since the cultural place is an educational place, this must be experienced 
(and therefore narrated) in an engaging and memorable way. 
DIGICULT wants to offer a digital training path with the aim of developing both disciplinary and transversal 
skills (life skills), improving learners’ key competences as summarized in the recommendations of the European 
Commission and the European Council: communication in the mother tongue, communication in foreign 
languages, digital expertise, social and civic competences, initiative and entrepreneurship, cultural awareness.  
This educational path, based on digital tools and focused of cultural heritage, can motivate students – with 
reference also to students at the risk of leaving school - since it transforms their knowledge and passion for 
digital tools (such as video games or social media) into skills useful for their professional future. Teachers can 
experience a new mixed teaching approach that integrates digital, foreign languages and learning through 
practice. Furthermore, the collaboration with partner countries will allow recipients to acquire additional skills, 
to exchange views, enriching the final product.  
 
Beneficiaries: 
The project will involve representatives of the following 2 target groups:  

I. VET learners - young people (14-30) attending training courses  
II. VET trainers involved in training courses  
 

 
Structure: 
The project methodology consists of 3 project results, supervised through a continuous evaluation activity. 
Every result will be divided in sub-activities, aiming to address specific tasks. 
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Project Results Id 1 M1-M8 
 
DIGITAL CULTURAL HERITAGE: AN INNOVATIVE CURRICULUM 
 
Leader: UNIC.  
Partners involved CIOFS, TDS, FAI, eMundus, RSM, IZTZG and BJC.  
 
Activity 1.1: definition of the training methodology for the following pilot course, identifying best practices 
and innovative curriculum so as to manage the challenges of a digitally-empowered education system.  
Task leader: UNIC.  
Activity 1.2: developing the strategy on how to welcome learners with cultural needs in a digital context. 
Task Leader: TDS.  
 
Result: Final Strategy Paper. 
 
Project Results Id 2 M8-M21 
 
DIGICULT E-LEARNING PATHWAY AND VALIDATION) 
 
Leader: CIOFS. 
All partners involved.  
 
Activity 2.1: creation of the content of the training modules and labs on the most innovative key areas, 
identified by partners, as relevant for developing new digital, methodological/relational competences as well 
as specific knowledge and skills.  
Task leader: BJC.  
Activity 2.2: development of digital educational resources for modules and labs in different formats (e.g: 
webinars, video-recordings, case studies, slides, e-books, articles, work projects and role-play) suitable for 
testing the DIGICULT pilot course.  
Task leader: UNIC. 
Activity 2.3: Piloting e-learning pathway and finalization of the modules + mobility activities. Task leader: 
CIOFS. 
Activity 2.4: Validation: carried out by means of qualitative observation and feedback during the course, as 
well as specific evaluation. A report will be issued documenting the areas of improvement and the strengths 
of the course contents and the eLearning platform.  
Task leader: eMundus 
  
Results: 1 e-learning pathway + validation report  
 
The Course will involve 30 learners per Country / 40 in Italy and last 180 hours, into 4 parts:  
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A. E-learning Pilot Course COMMON MODULES (for the 2 target groups)-40 hours.  
B. Elearning Pilot Course SPECIF MODULES FOR VET LEARNERS-YOUNG PEOPLE-20 hours.  
C. E-learning Pilot Course SPECIF MODULES FOR VET LEARNERS-TRAINERS-20 hours.  
D. LTTA – Mobility:  
 
C1 Blended mobility of VET Learners–young people lasting 5 days/40 hrs;  
C2 Blended mobility of VET Learners - Trainers lasting 5 days/40 hrs. 
 
Project Results Id 3 M21-M30 
 
DIGICULT EDUCATIONAL GAME 
 
Leader: DIGIPRO, supported by FAI, TDS, NCK and eMundus and with CIOFS, BJC, IZTZG involved.  
 
Activity 3.1: Design of Digicult educational game. Gaming techniques will be applied to cultural heritage: not 
only it will create something fun but it will also inspire creativity, engagement and even social change. A 
selected group of VET learners will be called to contribute to design the DIGICULT educational game, which 
will be centred on the development of contents and competences acquired during the DIGICULT pathway.  
Task leader: DIGIPRO (supported by FAI, TDS, NCK and eMundus) 
 
Activity 3.2 - Realization of the DIGICULT game. Starting from the initial idea, Digipro will develop the contents 
and the design of the gaming activities. It will be declined in the form of an educational game, e.g.: a quiz 
format, which includes questions to be answered in order to test the users. It will also include a scoreboard to 
motivate them. Questions will be displayed in text, images, videos, and several add-ons. The game will be 
released in a nonlinear form so users can jump from stage to stage.  
Task leader: DIGIPRO (supported by FAI, TDS, NCK and eMundus). 
 
Result: 1 DIGICULT Educational Game. 
 
 
Multiplier event 
 
1st Multiplier Event DIGICULT – Cultural Heritage: a source of resilience and learning through digital 
education 
 
 
VsI "eMundus" (E10165777 - Lithuania) 
 
M23 
 
 



 

9 
 

2nd Multiplier Event (Final event) DIGICULT – Cultural Heritage: a source of resilience and learning through 
digital education 
 
 
CENTRO ITALIANO OPERE FEMMINILI SALESIANE – FORMAZIONE PROFESSIONALE PIEMONTE CIOFS – FP 
PIEMONTE (E10160418 - Italy) 
 
M29 
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PRIMARY RESEARCH REPORT  
 

ONLINE QUESTIONNAIRE 
INTRODUCTION TO THE METHODOLOGY 

The methodology studied by UNIC was designed to clarify the statistical parameters that each partner would 

have to meet in order to make the research statistically valid. 

These parameters were: 

1. Target Digital natives: 

 University students College students;  

  Secondary education students; 

  VET  students and  

 Drop outs. 

2. Representative sample:  

UNIC provided the link and parameters to an online calculator that could give partners the exact 

number of questionnaires to be filled in in order to collect a statistically valid and relevant result 

https://www.checkmarket.com/sample-size-calculator 

Since, after sharing the methodology choices with the partners, the need emerged to provide an 

alternative choice to questionnaires, UNIC decided the following working formula: 

●  The online questionnaire sample will reflect the local young population of the partner’s region 

(range of access) with every 100,000 learners between the ages of 14-30 to have 100 valid 

questionnaires answered, with a minimum of 250 valid questionnaires regardless. Each partner 

had the option to translate the questionnaire into their own national language if required  

● and/or (if the sample size is not met, min 250 or 3 focus groups, then a combination of 

questionnaires and focus groups must be implemented) 

https://www.checkmarket.com/sample-size-calculator
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3 Focus Groups (discussion guide i.e questions, must be the same as the questionnaire) 

10-12 persons per group of YOUNG LEARNERS  

10-12 persons per group of DROPOUTS 

10-12 persons from young learners in VET education 

 

UNIC then provided the questionnaire, first shared with the partners, in a Google form with the 
provision that 2 questions could be adapted by each country according to its own system. 

An amicable approach to the methodology was therefore applied, which allowed all partners to 
find in the changes made a viable way to carry out data collection with the assurance of being 
able to complete statistically valid work. 

DEMOGRAPHICS FOR EACH COUNTRY: 

VET learners - young people (14-30 y.o.) attending training courses 
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COMPARISON OF RESULTS 
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1. GENDER 
 

 
CYPRUS 

 

 
ITALY 

 

 
LITHUANIA 

 

   
 

FINDINGS: The sample that participated is almost equally distributed between the genders with a slight predominance of the female 
gender 

  

73,7

18,4

7,9

FEMALE

MALE

PREFER NOT TO SAY

0 20 40 60 80

50,3

48,1

2,4

FEMALE

MALE

PREFER NOT TO SAY

0 10 20 30 40 50 60

42,3

52

5,7

FEMALE

MALE

PREFER NOT TO SAY

0 10 20 30 40 50 60



 

14 
 

 
2. COUNTRY OF RESIDENCE 

 

 
CYPRUS 

 

 
ITALY 

 

 
LITHUANIA 

 

   
   

 

FINDINGS: Most of the people interviewed reside in their country of origin, insignificant percentages are attributed to other origins 
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3. AGE 

 
 

CYPRUS 
  

 
ITALY 

 

 
LITHUANIA 

 

   
 

FINDINGS: The largest percentage of respondents belong to the 14-16 age group, followed by the 17-19 age group. Lower percentages 
are to be found in the 20-25 and 26-30 age groups. 
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4. WHAT IS THE HIGHEST LEVEL OF EDUCATION YOU HAVE COMPLETED? 

 
 

CYPRUS 
 

 
ITALY 

 

 
LITHUANIA 

 

 

 
 

 

 

FINDINGS: Most of the people interviewed have an education level corresponding to primary and secondary schooling 

16
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5. Please identify out of the list of 13 competences, which one(s)you value as most important 
 

 
CYPRUS 

 

 
ITALY 

 

 
LITHUANIA 

 

  

 

FINDINGS: The most commonly reported competences are:  

- foreign language,  
- written and oral communication 
- creativity/imagination 
- critical thinking 
- problem solving  

- ability to work in a team. 
The least reported competences are:  

- civic literacy and citizenship 
- leadership 
- information literacy
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6. Please select which ones you perceive as fundamental personal skills and behaviours required for day-to-day personal and 

work life 
 

CYPRUS 
 

 
ITALY 

 

 
LITHUANIA 

 

 
 

 

FINDINGS:  

The most commonly reported personal skills and behaviours are:  

- Communicate effectively verbally 
- Maintain personal health, hygiene and fitness 

 
The least reported personal skills and behaviours are: 

- Demonstrate basic numeracy 
- Demonstrate basic literacy
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7. What digital devices do you use in your daily life? 

 
CYPRUS 

 

 
ITALY 

 

 
LITHUANIA 

 

  

 

 

FINDINGS:  

The most commonly used devices are: 

- Mobile phone 
- Pc/ laptop 
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8. Which applications (Apps) and social platforms do you use in your daily life? 

 
CYPRUS 

 

 
ITALY 

 

 
LITHUANIA 

 

  

 

 

FINDINGS:  

The most commonly used applications and social platforms are: 

- Social media 
- Gaming apps 
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9.How much time do you spend on digital devices and social platforms on a daily basis? 

 
CYPRUS 

 

 
ITALY 

 

 
LITHUANIA 

 

   
 

FINDINGS:  

Most of the respondents spend 2 to 4 hours a day on digital devices and social platforms 
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10. With which one of the following digital means, do you use for general learning and information purposes? 

 
CYPRUS 

 

 
ITALY 

 

 
LITHUANIA 

 

  

 
 

 

FINDINGS:  

The most digital means used for learning and information 
purpose are: 

- You tube videos 
- Websites 

- Videos 
 
 

The least used means are: 
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- Electronics magazines 
- E- books 

 
 

 

11. With which one of the following digital means, do you feel more comfortable using for learning and training purposes? 

 
CYPRUS 

 

 
ITALY 

 

 
LITHUANIA 

 

   
 

FINDINGS: The most digital means used for learning and 
training purpose are: 

- You tube videos 
- Websites 

- Videos 
The least used means are: 

- Electronics magazines 
- E- books 
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- Power Point presentations 
 

12. Identify the following examples in relation with cultural heritage - 1 least relevant - 5 most relevant 

CYPRUS 

 
ITALY 

 
LITHUANIA 
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FINDINGS: 

The most popular fields of cultural heritage are: 

- music 

- food 

- cultural events 
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13. Which one of the following cultural heritage applications are you most familiar with?1 least familiar 5 most familiar 

 

CYPRUS 

 

 
ITALY 

 

LITHUANIA 

 
 

Majority of respondents stated that they were not familiar with cultural apps. 
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FINDINGS: 

Cultural heritage applications seem to have no appeal to the sample of people surveyed 

 

 

 

14. Type one experience where you used digital application for a cultural activity (e.g. uploading selfies with friends in a festival) 

 

The results on this question reveals from both a) questionnaires and b) Focus groups that the most common experience within 

the young learners aged 14-30 is the use of photos using their social media. Even though the research aimed to revealed the 

use of digital applications for a cultural activity by adding this question to gather more information the response was not as rich 

as expected.  The replies validated   Q13 results with the utilization of various digital applications including QR codes, Virtual 

reality, Augmented reality, chat bots, interactive maps not been mentioned to a level that will revealed that European youth is 

a user of the existing digital cultural heritage applications.   
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15. Which one of the following digital tools enables you to learn the most? 

CYPRUS 

 

 

ITALY 

 
 
 
 
 

LITHUANIA 

 
 



 

29 
 

 

FINDINGS:  

Most respondents show interest in videos and websites. 

Other results vary considerably from one country to another. 
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INTERVIEWS 
 

PARTNER  INTERVIEWS    MAJOR RESULTS-SKILLS and COMPETENCES – CULTUIRAL HERITAGE  

BJCUNIC 6 

 

1.Technical School –VET 
• Creativity  
• Excellent knowledge of It, computer literacy  
• Knowledge in photography and creative arts  
• Writing kills – content creator 
• Cultural awareness  
• Communication skills 
• Empathy  
• Intercultural communication skills – diversity   

2. Centre of Visual Arts & Research- Executive Director 
• skills creativity  
• time management  
• knowledge - digital skills  
• design skills  
• research skills  
• content creation -platform  
• animation - catalogues  
• digital language 

3. Online Travel booking service-Reservations 
 

• be good in public relations  
• be presentable, likeable and catchy  
• simple presentations so all audience can follow 
• be passionate  
• good communication skills, enthusiastic and energetic  
• have digital and media literacy and up to date with good digital 

technologies. 
4. Cultural Heritage Centre-Curator 
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• Growth mindset 

• Extensive knowledge of the object of cultural heritage one deals 
with 

• Extensive knowledge of digital tools 

• Efficient communication skills 

• Ability to adapt to a constantly changing work environment 

5. Inspection Officer at the Deputy Ministry of Tourism in Cyprus- 
responsible for the Gastrotourism 

• Empathy  
• Adaptability 
• Creativity  
• Innovation 
• Digital Skills  
• Content creation   

 
6. Officer of Nicosia Tourism Board 

• critical thinking  
• Empathy  
• Adaptability 
• Creativity  
• Innovation 
• Digital Skills  

 
 

E-MUNDUS 2 1.Head of the Cultural Activities Department 

 Digital skills – analysis of data on mobile devices  

 

2. NGO 

Digital and media literacy skills, not mandatorily being an expert in the digital 

environment, but having at least a basic understanding and overview of why 
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and how to use digital technologies. To have string skills in technologies as in 

nowadays-digital heritage sector is expanding. 

BJC 5 1. Museum Training Manager - Coordinator of tours for the Facility 

• need to promote cultural heritage career paths among young 
people.  

• promotion of cultural heritage as a professional career path would 
translate to young people the importance of the topic in VET. 

2. Adult Education Centre - Adult Literacy Organiser 
• learning about belonging to our society and community access, 

cultural identity to promote social engagement and active 
participation in society 

• particular attention should be paid to the platforms and technology 
required to access the project result; it is not useful to show people 
how to use a specific digital tool if they are not going to be able to 
adapt that knowledge in this ever-changing technology world. 

3. Arts Office at West Meath City Council - Assistant Arts Officer 
• lack of awareness of cultural heritage events  
• lack of access to the app which must be considered when 
attempting to improve digital engagement. 

4. Board of Education and Training - Manager of the International Desk  
• important to promote the upskilling of digital skills to promote 

resilience and foster a new cultural attitude towards the benefits of 
technology.  

• cultural heritage is present in everything including biodiversity and 
scientific practices as they primarily focus on the local natural 
environment which can be an expression of our cultural heritage.  

• intercultural and cultural awareness weeks to promote all 
nationalities that make up the school body. 

5. National Museum - Project Development Officer  

• promoting the ethical exchange of information and ideas on a 
community-based platform.  

• promote a positive attitude in young people, foster empathy, and 
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increase their confidence to tackle negative opinions.  

• give students an outlet to engage with cultural heritage  

• connect communities throughout the world 

 
  IZTZG 7 1. Museum Director 

• Cultural awareness, but also social responsibility are the most 
important 

 
2. Museum -Senior curator 
 

• Digital marketing should be used to improve the digital engagement 
in cultural heritage.  

 
3. Museum -Senior curator 
cultural awareness, social responsibility, foreign languages, creativity, 
information literacy, teamwork. 
 
4. Museum -Senior curator and prof. 
“We can increase learners’ resilience in the cultural sector, by holding various 
thematic workshops in the open space (eg. museums, archaeological parks, 
nature parks, national parks). Workshops will affect the acquisition of 
knowledge and skills, or their consolidation, and thus learners will be more 
resilient” 
 
5. Institute for Tourism-Cultural tourism specialist 
project management, public relations, audience engagement and 
development, data collection and analysis, and good knowledge digital skills. 
 
6. University-Professor 
Digital skills – Technology  
 
7. Higher education institution (College)Lecturer 
 



 

34 
 

Basic digital skills are a “must”. Foreign languages are desirable (cultural 
heritage is related to tourism, and tourist are foreigners as well), cultural 
awareness is also very important. Curious spirit and desire for innovation 
and different ideas could be appreciated too. 

NCK  4 1.The Swedish National Heritage Board-Business developer 

• Using heritage as a tool for solving real-life problems- digital 

leadership and digital skills and competences “on the floor”. The 

ability to see the heritage sector from the outside and ask what the 

citizens want to be able to do with heritage. The ability to make 

design processes with the user experience in focus. Programming 

skills. To understand openness of data and copyright issues. To be 

able to ensure interoperability of data between platforms. 

Cooperation skills, to be able to work in cross-sectoral teams.  

 

2. Senior Lecturer in Media Arts, Aesthetics and Narration, Head of the 

Master Program Digital Narration: Game and Cultural Heritage 

 

“Stimulate a creative mindset, give cooperation skills and the ability to work 

in multiskilled teams, stimulate an open mindset focused on sharing 

knowledge and experience”.  

 

3. Municipal educational platform with VET training on tertiary level, and 

distance and on place university programs -Head of department 

• Stimulate analytical competencies, finding and processing 

information, use complex issues as point of departure, give tools to 

handle anxiety about an uncertain future. 

4. Museum-Head of department for museum experiences and collections. 
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“A challenge is that the level of digital literacy is different in the population. 

Digital engagement takes focus and resources by museums”. 

TDS 5 1.Cultural Association-President 
 
• Communicative skills and the ability to mediate which are 

characteristics of social media and digital media in general, to 
educating audiences that were previously unfamiliar with cultural 
use 

 
2. REGIONAL DIRECTORATE MUSEUMS PIEDMONT-Director 

• Multidisciplinary training 
• Training with respect to humanistic cultural fields and not just IT. 

Digital is a tool and it is therefore important to build a solid basis of 
training in cultural heritage knowledge. 

•  Communication skills 
 

3. Banking Foundation-Program Officer 
 
“The centrality of digital teaching and learning, distance learning and 
working, and alliances between different players in the educational 
ecosystem, should help shape our new normal” 
 
4. University-Professor in Design at the Politecnico di Torino 

• cultural activator, 
• humanistic expert and 
• technical expert 
•  digital strategist 
• digital project manager 
• data specialist 
• content manager 
• web designer 
•  Service designer. 
•  

 
5. Banking foundation-Program Officer 
“It follows that the digital engagement in cultural heritage must start from 
this objective, adopting strategies adapted to the specific heritage through 
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digital technology to be understood as a tool to improve or adapt new needs 
to the enjoyment and valorisation of heritage”. 
 

FAI 1 University-Researcher in History of Contemporary Art 

• doing little and well, working in depth, helping the development of 

the critical spirit, properties of language, the ability to write and 

expression, these are priority. 

“Cultural heritage is not a "duty", that of the encounter with heritage, but a 

tool that in the right hands can give good results” 
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FOCUS GROUPS 
 

PARTNER   FOCUS GROUPS  MAJOR RESULTS-COMPETENCES  

BJCBJC     2 

 

FG1 -Creativity/Imagination, Teamwork/Collaboration, and a Sense of 

Initiative 

FG2- Problem-Solving, Creativity and Imagination. This was followed by 

Foreign Languages/oral and written communications 

E-E-Mundus  1 o Proficiency in a foreign language  

o Creativity  

o Critical thinking  

o Teamwork  

o Problem-solving  

o Information literacy  

o Adaptability  

o Leadership  

 

IZK IZTZG 3 FG1 - Language /Oral and written communication, Creativity/Imagination, 

Critical Thinking, Teamwork/ Collaboration, Problem Solving, Social 

responsibility and ethics. 

FG2- Information literacy, adaptability, teamwork, foreign language and 

creativity 

FG3 - problem solving is one of the most important, along with adaptability, 

Information literacy, teamwork, foreign language and creativity 

NCK 2 FG1- problem solving, co-operation and to be able to read and write in 

foreign languages 
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FG2- Civic literacy and citizenship, Foreign Language /Oral and written 

communication and Creativity/Imagination 

 

PARTNER   FOCUS GROUPS  MAJOR RESULTS- DIGITAL TOOLS  
Average usage of internet 2-4hrs – Smart Mobile  

BJCBJC     2 

 

FG1 – Mobile phone and YTube  

FG2-  YouTube and Instagram 

E-E-Mundus  1  Social media platforms  , TikTok 

IZK IZTZG 3 FG1 -  YTube – Videos  

FG2-  Mobile , PC/Laptop , Tablet , Smart devices, Social Media, Gaming 

Apps and ecommerce apps. 

 

FG3-  YouTube, Websites, Photos, Facebook pages, Social Media news, e-

books, Instagram, PowerPoint presentations, electronic magazines 

NCK 2 FG1-   mobile phones, PC/laptop and tablets- TikTok, Snapchat, Instagram 

and YouTube. 

FG2-  use smart phones and PC/laptops- YouTube-videos , second most 

important are websites, e-books and electronic magazines 

 

 

 

PARTNER   FOCUS GROUPS  MAJOR RESULTS- DIGITAL  CULTURAL HERITAGE APPS and  LEARNING  
Note: Cultural Heritage was difficult to be defined by all FGs especially Intangible 
Cultural Heritage! 
  

BJCBJC     2 

 

FG1 – Most participants found YouTube Videos the easiest platform to use 

for learning and Training purposes 
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FG2-   post pictures of themselves at the St. Patrick’s Day Parade and 

another mentioned how they used google maps while travelling. 

E-E-Mundus    USE of smartphones during different types of cultural events, such as during 

city visits, concerts, festivals, trips, and visits to museums. 

  
 

IZK IZTZG 3 FG1 -   Digital tools enables respondents to learn the most are: Stories, 

Videos, Websites, notes 

FG2-   Digital tools enables respondents to learn the most are: Stories, 

Videos, Websites, e-books, presentations, notes, websites- would be fun if 

they can learn trough gamification or augumented/virtual reality, but they 

don’t have much opportunity for such way of learning. 

FG3-   None of the respondents is familiar with any of the cultural heritage 

applications.  

 

This group of respondents also said it would be fun if they can learn trough 

gamification or augmented/virtual reality, but they don’t have much 

opportunity for such way of learning. The respondents agreed that apps 

can’t replace live teachers. 

NCK 2 FG1-    Google  is their “go to platform” – “there you can find anything”. 

When asked about how they value the sources they find through Google 

searches, they did not really seem to understand the question. 

FG2-   listens to podcasts all the time while doing daily chores such as 

cooking or cleaning “very efficient and fun way of learning”. 
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SECONDARY RESEARCH REPORT 

 

This part of the strategy report provides a summary of the secondary research conducted as part of the PR1.1 

requirements to define the training methodology for the creation of a pilot course on Digital Cultural education. 

In order to be in position to understand the needs and to explore the existing gaps a secondary research method 

applied investigating the status of each country partner (region) in relation with the following parameters: 

1. Local VET educational system in relation to EQF  

2. Statistics concerning dropouts with an age range of 14-30 yrs 

3. Information on cultural heritage topics included in the curriculum of primary, secondary, or tertiary education 

level 

4. Ascertain whether 14-30s are digital natives (studies, articles, stats) 

5. Identify the skills and competencies requirements related to digital technologies in VET 

6. Innovative curriculums on cultural heritage; means, modes, and techniques/practices 

 

All information presented in this report are from the secondary research reports that have been developed for the 

needs of the DIGICULT project.    

 

1. Local VET educational system in relation to EQF 

 

Ireland: Vocational Education and Training in the Irish context as identified by The Solas ‘Further Education and 

Training Strategy’ publication (2014-2019) is a sector of the educational system that provides education, training, 

and supports to assist individuals over the age of 16 who are; Job-seeking, ‘second-chance’ learners who are 

disengaged from the educational system, and those who wish to return to the workforce or up-skill. In the Irish 

Educational System, it is a legal requirement to enrol children into education from the age of 6-16 or ensure that 

they have completed 3 years of post-primary education (Citizens’ Information, 2022).  
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More info at https://www.cedefop.europa.eu/en/tools/vet-in-europe/systems/ireland-2019 

Lithuania: According to CEDEFOP (2018), in Lithuania, VET is offered from lower secondary to post-secondary 

education (ISCED levels 2-4, LTQF and EQF levels 2-5). Higher education colleges offer VET-oriented programmes 

leading to a professional bachelor’s degree at EQF 6. 

More info at : https://www.cedefop.europa.eu/en/tools/vet-in-europe/systems/lithuania-2019 

Italy: The Italian education and training system is organized on the basis of the principles of subsidiarity and the 

autonomy of educational institutions. The State has exclusive legislative competence for the "general rules on 

education" and for the determination of the essential levels of services that must be guaranteed throughout the 

national territory. Furthermore, the State defines the fundamental principles that the Regions must respect in 

exercising their specific competences. The Regions have concurrent legislative power in the field of education and 

exclusive in the field of education and vocational training. State educational institutions have didactic, 

organizational and research, experimentation and development autonomy.  

More info at: https://www.cedefop.europa.eu/en/tools/vet-in-europe/systems/italy-2019 

Croatia :  According to Cedefop publication (2019), in Croatia VET is provided at upper secondary, post-secondary 

and tertiary levels. Learners start VET on completion of compulsory education at age 14 or 15. At upper secondary 

level, about 70% of learners participate in IVET. Around two thirds of VET learners are in four-year school- based 

programmes, with one third in three-year programmes. The four-year, mostly school-based VET programmes, with 

a WBL share of around 10%, lead to qualifications at CROQF level 4.2/ EQF level 4 and allow progression to tertiary 

education, after completing external mature exams, administered by the National Centre for External Evaluation 

of Education (NCVVO). 

More info at : https://www.cedefop.europa.eu/en/tools/vet-in-europe/systems/croatia-2019 

Sweden : In Sweden, vocational education and training (VET) starts after nine years of compulsory education and 

includes programmes at upper secondary, post-secondary and tertiary levels. To enrol in upper secondary VET 

programmes, learners need enough passing grades in the compulsory lower secondary programme. There is also 

the possibility to follow individualised introductory programmes, giving access to upper secondary programmes or 

to the labour market. Upper secondary VET programmes are three-year programmes leading to an upper 

secondary vocational diploma at EQF level 4. The programmes can follow through two pathways: school-based 

https://www.cedefop.europa.eu/en/tools/vet-in-europe/systems/ireland-2019
https://www.cedefop.europa.eu/en/tools/vet-in-europe/systems/lithuania-2019
https://www.cedefop.europa.eu/en/tools/vet-in-europe/systems/italy-2019
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and apprenticeship. Both include mandatory training at the workplace; in school-based programmes the overall 

share of work-based learning is at least 15% and in apprenticeship the minimum is 50%.  

More info at : https://www.cedefop.europa.eu/en/tools/vet-in-europe/systems/sweden-2019 

Cyprus : Vocational education and training in Cyprus is mainly public. Provision of secondary VET including evening 

technical schools, the apprenticeship system and post-upper secondary VET is free of charge, while various adult 

vocational training programmes offered for a limited fee. A major incentive for participation in adult vocational 

training is provided by the Human Resource Development Authority of Cyprus (HRDA), a semi-government 

organisation. Funding provided by the HRDA has encouraged enterprises and their employees to participate in 

training and development activities. Cyprus has a high level of educational attainment. There is a strong cultural 

trend among Cypriots in favour of general secondary education followed by higher education.  

More info at : https://www.cedefop.europa.eu/en/tools/vet-in-europe/systems/cyprus-2019 

EQF 

The EQF is an 8-level, learning outcomes-based framework for all types of qualifications that serves as a translation 

tool between different national qualifications frameworks. This framework helps improve transparency, 

comparability and portability of people’s qualifications and makes it possible to compare qualifications from 

different countries and institutions. All consortium partners identify VET system at Level 3-4-5 of their education 

system with Level 6 representing a University undergraduate degree than can be both academic and professional. 

For more info visit https://europa.eu/europass/en/national-qualifications-frameworks-nqfs  

1. Statistics concerning dropouts with an age range of 14-30 yrs. 

In 2021, the Member States that reported the lowest shares of early leavers from education and training 

were Croatia (2%) and Ireland (all 3%) and Lithuania (5%). 

In contrast, the highest shares recorded in Italy (13%), and Cyprus (10%). 

The EU Member States have set themselves a target to reduce the rates of early school leavers to below 9% 

at the EU level by 2030. Sixteen Member States have already met the EU-level target for 2030 for this 

indicator including Ireland, Croatia, Lithuania and Sweden. (see fig.1)  

 

https://www.cedefop.europa.eu/en/tools/vet-in-europe/systems/sweden-2019
https://www.cedefop.europa.eu/en/tools/vet-in-europe/systems/cyprus-2019
https://europa.eu/europass/en/national-qualifications-frameworks-nqfs
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Figure 1.  

 

 
 

 

 

3. Information on cultural heritage topics included in the curriculum of primary, secondary, or Tertiary 

education level. 

 

Within the consortium countries, we observe that cultural heritage in primary education is taught in 
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modules such as music, art, geography, and religion; At secondary education there is emphasis in languages, 

history, economy and civic education.  There is a significant gap on how education systems define cultural 

heritage. The words culture, cultural heritage and education have evolved through time and are not 

understood in the same way when going from one country and language to another. Cultural heritage, both 

tangible and intangible, concerns both the past and the present. Vocational education and cultural heritage 

should not be seen as solely a response to the market-based economy; it is recommended to consider them 

as tools towards sustainable development. Education is still too knowledge-oriented on a day-to-day basis, 

lacking flexibility. It is in crucial need of rethinking its main goals and methods including digital cultural 

heritage matters.  The use of digital cultural heritage education may enhance the development of soft skills 

and competencies necessary to create resilient European youth. Cultural heritage education enhances 

people’s capability to become not only fulfilled citizens able to live in society but also responsible citizens 

regarding the protection of cultural heritage. 

 

https://www.europarl.europa.eu/RegData/etudes/STUD/2018/617486/IPOL_STU(2018)617486_EN.pdf 

 

4. Ascertain whether or not 14-30s are digital natives (studies, articles, stats) 

‘Digital native’ is a term increasingly used in public discourse to describe the generations of young people 

who grow up surrounded by digital technologies. The term suggests that young people intuitively know how 

to use technology and hence have no need for digital education or training. All EU digital strategies in the 

past decade, Digital Agenda for Europe (2010), Digital Single Market for Europe (2015) and a Europe fit for 

the digital age (2020) aimed at having every European digital. Research on young people’s use of Internet 

and technology in the Council of Europe Member States is quite limited, but the Eurostat data provides us 

with some insights into the situation in the European Union.In 2021, 95 % of young Europeans aged 

16-29 years reported using the internet every day. However, the share of young people with basic or above 

basic digital skills ranges from 93 to 46 %   with the EU average standing at 71 %. Some 76 % of all young 

people reported that they had performed basic computer tasks such as copying or moving a file or a folder. 

Young Europeans and the internet 

 95 % use internet daily 

 86 % participate in social networks 

https://www.europarl.europa.eu/RegData/etudes/STUD/2018/617486/IPOL_STU(2018)617486_EN.pdf


 

45 
 

 71 % have basic digital skills 

 36 % engage in fact-checking 

 35 % follow online courses 

 25 % search for a job 

Data source: Eurostat, 2021 

 

5. Identify the skills and competencies requirements related to digital technologies in VET 

Not all digitalisation leads to innovation, and not all innovation relies on digitalisation. But, even before 

COVID-19, we were starting to experience innovation that was radical and disruptive, linked to the demand 

for new skills which is driven by technological change and the growing use of digital technologies in VET. 

Project-based learning, learning-by-doing, learning related to real-world issues and learner-centred 

teaching all help to develop the skills needed in the modern workplace and all are associated with digital 

learning. Based on Eurostat 2021 54% of all Europeans they have basic digital skills, which means that they 

know how to do at least one activity related to each of the following five areas: information and data literacy 

skills, communication and collaboration skills, digital content creation skills, safety skills, and problem 

solving skills. ( see fig 2.)  

Figure 2. 
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6. Innovative curriculums on cultural heritage; means, modes, and techniques/practices 

88% of European citizens agree that Europe's cultural heritage should be taught in schools, since it tells us 

about our history and culture. This is according to a 2017 Eurobarometer survey on the subject. To support 

this, the European Commission raises awareness of Europe’s cultural heritage through education and 

maximises the impact of the Erasmus+ programme within this field. Within the consortium countries, there 

is a mass volume of European funded projects that aim to explore possibilities on defining, measure and 

identify tangible and intangible cultural heritage and design new/ innovative methodologies to educate the 

European youth.  

Cultural Heritage learning in FET in Ireland, typically offers directed learning/group work, including 

discussions and interactions. It offers practical workshops, laboratories, and tutorials. This is accompanied 

by work experience, simulated work, one to one supported and self-directed learning. They employ 

https://data.europa.eu/euodp/en/data/dataset/S2150_88_1_466_ENG
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lectures, on the job training, and classes to accompany this wide range of learning methods. Cultural 

Heritage Learning is categorised typically within the Social Sciences and Journalism and Information Field 

(QQI,2022). Courses like Tourism are typically accompanied by business studies and can include Office 

Information Systems. Business-oriented courses using Tourism are placed within the field of Business, 

Administration and Law (QQI,2022). Courses can also be offered online like the Certificate in Local Heritage 

Tour Guiding.  

Sweden pointed out in a study from 2020 on the digitization of cultural heritage that an increase in the use 

of digitized heritage in education contributes to a decrease of “fake news”, since it offers increased 

opportunities to search and take part of the original source material. A digitized heritage hence opens for 

an increase in source criticism (Adenfelt, Larsson & Edholm 2020). The Swedish cultural heritage 

(monuments, buildings, heritage sites and protected areas of national interest, archaeological and historical 

artefacts, photographs, art etcetera) are to some extent digitized or in the process of being so. There are 

several databases, search engines, map systems and smartphone apps from which background data on 

heritage can be retrieved or experienced. The pandemic has also led to an upgrade of the digital supply on 

the websites of heritage institutions such as museums and archives. However, since the materials from the 

museum/library/archive sectors are huge, there is still only a small percentage that is available in digital 

form.    

In Italy heritage education responds, through multiple methodologies, practices and languages, to the 

growing demands for cultural participation, directing them towards goals aligned with the values of 

democracy and sustainability. Through experiential and laboratory approaches that favor open 

comparisons, it recognizes centrality and spaces of representation to the thought, narratives, creative 

productions of each person, even in his being part of patrimonial communities. Strategic condition, the use 

of mediation practices that favor direct involvement and the dialectical construction of a contemporary 

reading of the cultural heritage. Fundamental for the actors involved, the ability to compose educational 

dimensions characterized by polycentric relationships, to promote listening and support the initiative, 

already in the planning phase, also through the enhancement of creative contributions. 

The Cyprus National Commission for UNESCO, under the Ministry of Education and Culture, launched an 

open call for proposals to communities and NGOs in 2015, in order to establish a National Inventory of 

Intangible Cultural Heritage of Cyprus. An expert Committee, in close collaboration with communities, 
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groups of bearers, individuals concerned, research institutes and other stakeholders concerned, processes 

the nomination files submitted by communities concerned for each element. The National Inventory of 

Intangible Cultural Heritage is updated every year, with the addition of new elements. The Cyprus 

Handicraft Service of the Ministry of Energy, Commerce and Industry, in collaboration with the Human 

Resource Development Authority of Cyprus (HRDA) developed a series of training programmes for the 

unemployed offering vocational training in three traditional handicrafts embroidery, ceramics and weaving. 

Knowledge of and contact with these crafts has never been part of a coherent framework in the education 

and training system for young people in Cyprus.  

 Education trainings in cultural management in Croatia refers to Heritage interpretation workshop and 

Creative management of cultural heritage. Education on cultural tourism refers to Christian cultural 

heritage. The course on Christian cultural heritage is designed as a source of additional knowledge on 

specific matter, mainly for licensed tourist guides and others from tourism sector. Since the idea is to 

present this matter in a very thorough way, the course lasts for 2 semesters and is held during weekends, 

which comes approximately to 180 hours of regular classes, fieldwork and fieldtrips.  

Lithuania in cooperation with the Ministry of Education, Science and Sport, launched a cultural education 

measure for school children called Cultural Pass in 2018 (Kultūros pasas). The aim of the measure is to 

improve access to cultural and educational projects and events, develop cultural awareness and experience 

of school children by providing appropriate cultural and artistic services. The measure provides each pupil 

with a "cultural passport" worth 15 EUR per school year that could be used for visiting performances, 

concerts or exhibitions offered by various cultural organizations and selected by expert groups according to 

the needs of different age groups and other criteria. The Lithuanian Progress 2030 Strategy has provisions 

to gear the general education system to creativity, citizenship and leadership skills and develop programs 

that focus on the cultural, educational, scientific and economic fields in order to enhance the creative 

industries of Lithuania. 
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Key Final Remarks of Secondary Research   

1.  All European countries adopted the EQF 8 levels with VET systems to be included and 

represented at all levels. All consortium partners identify VET system at Level 3-4-5 of their 

education system with Level 6 representing a University undergraduate degree than can be both 

academic and professional.   

2. The dropout rate is still high within the European countries and the target of 9% until 2030 it’s 

a big challenge as the reasons that young learners dropout are not yet clear defined. 

3. There is a significant gap on how education systems define cultural heritage. The lack of a 

definition of digital cultural heritage supports the necessity of creating this new knowledge that 

can be the milestone of the creation of an innovative curriculum and teaching methodology. 

4.  95 % of young Europeans aged 16 - 29 years reported using the internet every day but only 35% 

followed an online course. The challenge is to identify if the level of digital skills gained by 

accessing internet is adequate in order to transfer knowledge and develop soft skills and 

competencies such as creativity and problem solving through an innovative digital cultural 

heritage curriculum.  

5. Not all digitalisation leads to innovation, and not all innovation relies on digitalization. Project-

based learning, learning-by-doing, learning related to real-world issues and learner-centred 

teaching all help to develop the skills needed in the modern workplace and all are associated 

with digital learning. 

6. Within the DIGICULT consortium there is a vast of existing knowledge and expertise as well as 

some best practices that are already implemented revealing the importance of a European 

cultural heritage identity that will be supported with the uniqueness and richness of each 

country tangible and intangible cultural heritage. 
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FUTURE SUSTAINABILITY STRATEGIES  
 

The DIGICULT project is coherent with some of the SDGS - Sustainable Development Goals - set by the United 
Nations 2030 Agenda:  

Goal 4 - Ensure inclusive and equitable quality education and to promote lifelong learning opportunities for all;  

The new innovative Digital Culture Heritage learning environment ensure inclusiveness of young learners aged 14-
30 taking into consideration various educational background’s as well allowing motivate them to engage in Lifelong 
learning. The quality of this new e-learning space is validated by all stakeholders’ expertise in Vocational formal and 
no formal education as well as the utilisation of digital means and the creation of a new tool the gamification that 
will enhance the learning experience.  

Goal 5 - Achieve gender equality and empower all women and girls;  

DIGICULT project focus on providing means to all the youngsters so they can build up the soft skills and competencies 
they need to succeed in their personal and professional life. By providing access to young women and girls to a new 
learning space as well as to training opportunities to gain the necessary skills and competencies we contribute to 
Goal 5.   

Goal 8 - Promote sustained, inclusive and sustainable economic growth, full and productive employment and 
decent work for all;  

The DIGICULT project outputs focus on enhancing skills and competencies in a digital era by utilising cultural heritage. 
By directly experiencing or analysing cultural heritage, learners gain knowledge, intellectual skills and a wider range 
of competences on issues such as cultural heritage maintenance or societal well-being. This kind of knowledge leads 
to sustainable economic growth actions including opportunities for decent employment. 

Goal 12 - Ensure sustainable consumption and production patterns  

Sustainable Development Goal 12 is to establish ‘Responsible Consumption & Production’, and in order to achieve 
this goal current and insightful research on the topic is of vital importance. DIGICULT will  showcase some of the 
most pioneering research and expert blog posts dedicated to achieving this goal through case studies and stories 
as sustainable practises such as green and circular economy are vital parts of our common European culture.  

Goal 17 - Strengthen the means of implementation and revitalize the global partnership for sustainable 
development. 

The development of the DIGICULT network will allow us to work further in implementing sustainable development. 
The creation of the e-learning space and the connection of learners and trainers from 6 EU countries set up a solid 
ground for future partnerships and collaborations. The Use of cultural heritage as a mean to communicate and 
enhance skills and competencies it’s an innovative mean towards the creation of a new digital level of 
communication that is so important in achieving sustainable development.   
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NEXT STEPS  
 

An innovative approach – methodology of teaching / training skills and competencies through Digital 
Cultural Heritage  

The PR1 activities PR1.1 and PR1.2 have revealed a new innovative approach and methodology of teaching 
as well-trained necessary skills and competencies such as critical thinking, creativity and innovation 
through the learning of Cultural heritage (tangible and Intangible). The figure below illustrates the 
Learning and training approach that the e-learning Digital culture heritage module would apply.  
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Compare attachment
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The strategy report is a tool that allows the consortium to proceed to the PR2 with the creation of the DIGICULT 

E-LEARNING PATHWAY AND VALIDATION.   

Activity 2.1: creation of the content of the modules and labs on the most innovative key areas as for 

developing new digital, methodological/relational competences as well as specific knowledge and skills. 

Task leader: BJC.   

  The research key findings that will be utilised for the 2.1 are as follow   

  1. Competencies emphasised in the content of the modules -   

 foreign language,   

 written and oral communication  

 creativity/imagination  

 critical thinking  

 problem solving   

 ability to work in a team;  

2. The diversity of the audience revealed the need of an innovative curriculum that will take into 

consideration the individual learning needs as well as create an environment of inclusivity.   

3. The content of the modules need to focus on the outputs and not to be content based so the need on 

designing interactive and creative labs to cover the developing of new digital but as well as developing the 

knowledge and skills that will connect European youth through a digital cultural environment learning space.  

4. The Content of the modules needs to reflect the EQF levels of competences with content that will reflect to 

Level 3. 4. 5. 6.   

5. The research revealed that an e-learning pathway is not necessarily a 100% digitally delivered as the young 

learners digital skills varied from country to country. The need of designing a blended mode of delivery has be 

emphasised through the focus groups and interviews as well as through the absence of existing knowledge on 

the cultural heritage applications.   
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Activity 2.2: development of digital educational resources for modules and labs in different formats (e.g. 

webinars, video-recordings, case studies, slides, e-books, articles, work projects and role-play) suitable for 

testing the DIGICULT pilot course. Task leader: UNIC.   

The research key findings that will be utilised for the 2.2 are as follow:  

1. There is a volume of existing digital educational material that can be utilised for the modules and labs such 

as Europeana that provides cultural heritage enthusiasts, professionals, teachers, and researchers with digital 

access to European cultural heritage material ( https://www.europeana.eu/en/about-us)  

2. The use of videos and Ytube/ Tiktok / and websiteshas been emphasised through the target audience as 

the best digital means for learning new information.    

3. Digital resources need to be accessible through mobile and laptops as the research revealed that young 

learners use the specific devices for accessing information.   

  

  

  

  

  

https://www.europeana.eu/en/about-us
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Intangible_Cultural_Heritage_of_Cyprus,EN-PROGRAMMES-04-02-03,EN (accessed on 27 April 2022) 

 
• MINISTRY OF EDUCATION AND CULTURE, CYPRUS PEDAGOGICAL INSTITUTE 

available at: http://www.moec.gov.cy/ysea/index.html (accessed on 29 April 2022) 
 

• OECD (2019c), PISA 2018 Results (Volume III): What School Life Means for Students’ Lives, PISA, OECD 
Publishing, Paris, https://doi.org/10.1787/acd78851- en 

 

• Overview of the Cultural Heritage of Cyprus available at: 
http://www.mfa.gov.cy/mfa/Embassies/embassy_berlin.nsf/All/8E0622E689DD1 260C2257FBF002F5F31 
(accessed on 28 April 2022) 

 
• Republic of Cyprus CY-44 Council of Europe/ERICarts, "Compendium of Cultural Policies  and Trends

 in Europe, 16th edition", 2015 
https://www.culturalpolicies.net/wp- content/uploads/pdf_full/cyprus/cyprus_122014.pdf 

• Theocharous, A (2020). Vocational education and training for the future of work: Cyprus. Cedefop 
ReferNet thematic perspectives series. 
http://libserver.cedefop.europa.eu/vetelib/2020/vocational_education_training 
future_wor k_Cyprus_Cedefop_ReferNet.pdf 

• Vrasidas, Charalambos (2015), The rhetoric of reform and teachers' use of ICT. In: British Journal for 
Educational Technology 46(2), 370–380. https://www.deepdyve.com/lp/wiley/the-rhetoric-of-reform-
and-teachers-use- of-ict-7QBB0ydJSU 

• Key organisations and portals 

o Ministry of Education and Culture – Cultural Services http://www.moec.gov.cy/en/ 

o Ministry of Education and Culture – Cyprus Pedagogical Institute http://www.pi.ac.cy 

o Union of Cyprus Municipalities http://www.ucm.org.cy/ 
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o Open University of Cyprus Faculty of Humanities and Social Sciences – MA Programme on 
Cultural Policy and Development 
http://www.ouc.ac.cy/web/guest/s1/programme/ppa/description 

o University of Cyprus – UNESCO Chair in Gender Equality and Women's Empowerment 
http://www.ucy.ac.cy/unesco 

o University of Nicosia – UNESCO Chair in Cultural Diversity and Intercultural Dialogue for a 
Culture of Peace http://www.unic.ac.cy/education/unesco-chair/ 

o Creative Europe Desk http://www.ced-cyprus.org 

o Cyprus Symphony Orchestra http://www.cyso.org.cy/ 

o Cyprus Theatre Organisation http://www.thoc.org.cy/ 

o Leventis Municipal Museum of Nicosia nfo@leventismuseum.org.cy 

o NiMAC - Nicosia Municipal Arts Centre http://nimac.org.cy/ 

o Costas & Rita Severis Foundation http://www.severis.org/en/ 
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PR1: 
DIGITAL CULTURAL 
HERITAGE: AN 
INNOVATIVE 
CURRICULUM 
 

UNIC CIOFS, TDS, FAI, 
eMundus, RSM, IZTZG 
and BJC 

1.1 UNIC 

1.2 TDS 

PR2: 
DIGICULT E-LEARNING 
PATHWAY AND 
VALIDATION) 
 

CIOFS All partners involved 2.1 BJC 
2.2 UNIC 
2.3 CIOFS 
2.4 E MUNDUS 

PR3: 
DIGICULT 
EDUCATIONAL GAME 
 

DIGIPRO Supported by FAI, 
TDS, NCK and 
eMundus and with 
CIOFS, BJC, IZTZG 
involved 

3.1 DIGIPRO 

3.2 DIGIPRO 
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EVALUATION OF STRATEGY EXECUTION  
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