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1. Project introduction and context
The TEA 4 SENIORS project aims to foster digital literacy and understanding of the digital
world among low-skilled or low-qualified senior citizens and their educators through an
effective and innovative methodology based on gamification and analogies.
TEA 4 SENIORS project is in line with the European orientation on the promotion of digital
skills among all EU citizens, so as to be able to participate actively in the digital society. Many
actions have been implemented by the European Commission as: The Digital Skills and Jobs
Coalition where organisations pledge to take actions to tackle the digital skills gap. This
Coalition include The Digital Opportunity traineeships scheme which is a pilot project helping
students to get a training in digital fields and the European Digital Skills Awards which
highlights initiatives to improve the digital skills of EU citizens.
Indeed, nowadays, basic actions in daily life are becoming increasingly online (banking,
online purchases, newspapers, social media…) and need a minimum of digital command.
Based on EUROSTAT (2017), 44% of the EU population has insufficient digital skills and 19%
has none. Then, according to the “Digital economy & society in the EU” report (2018), senior
citizens are low qualified group in society and are very concerned about the need to develop
digital competences. Among every action (social networks, listening to music, watching
videos, e-shopping, providing personal information, using a software, etc.), mentioned in the
aforesaid report by EUROSTAT, the lowest share is for older users (from 65 to 74 years).
Thus, this target group (low skilled and low qualified seniors) need to improve their digital
competences in order to keep independence, autonomy and social involvement.
That’s why TEA 4 SENIORS objective is to improve the capacity of adult educators, who work
with low-skilled or low-qualified seniors, to teach digital competences through analogies in
participating countries and, in longer term (or indirectly), help low-qualified or low-skilled
seniors improve their capacity to communicate, share, interact, learn and access to up-todate information in today’s digital world by using ICT devices and internet.
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To reach its objective, the project develops the following outcomes:








A study about the situation of low-skilled or low-qualified seniors in represented
countries (FR, CY, PL, RO, IT and ES) concerning the command and use of ICT, as well
as competences frameworks targeting adult educators and low-skilled or lowqualified seniors
Methodology and Guidelines for Educators to improve the way they teach digital
skills to low-skilled or low-qualified seniors through analogies and gamification
A training event for adult educators
A TEA Open Badges System (digital assessment system)
TEA 4 SENIORS platform and E-Learning Materials
A handbook for adult educators

This first outcome corresponds to a preliminary phase which will work as a basis to develop
the methodology, the training materials, the platform, the badge system and the handbook.
Thus, the summative report wants to explore the situation of the target group involved
(adult educators working with low-skilled or low qualified seniors, as well as the low-skilled
or low qualified seniors themselves). The TEA 4 SENIORS project has conducted a research
process to identify the deep needs, channels, media and digital skills that target groups –
low-skilled and low qualified seniors – need to know appropriately. It is through this means
that desk and field research has been set up.
This research process has made it possible to highlight the state of the art of national and EU
theoretical and operational models for analogical and cross-cultural methodologies to
support the development of digital competences; the effective application in partners
countries of methodologies in senior training; the perceived training need in the
participating countries related to innovative learning methodologies for the development of
digital skills and competences of disadvantaged population groups.
Based on desk and field research, the summative report builds upon the same key notions:





Low-qualified or low-qualified seniors & ICT
Adult educations and adult educators working with low-skilled or low-qualified
seniors
Learning-by-analogies
Gamification
4



Promoting the digital inclusion of low-skilled or low-qualified seniors

This summative report will include identification and classification of digital competences in
terms of skills, knowledge, behaviour and attitudes, and their associated learning outcomes
for low-skilled and low-qualified seniors and their educators.
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2. Executive summary
According to the national desk and field research and in order to define a low-qualified and
a low-skilled senior, we have built our definition upon the results which emerged across
countries and on the EU level. This definition combined the two definitions of “a senior” with
“a low-qualified and low-skilled person”.

2.1

Senior definition

The “senior” definition, has different meanings and interpretations according to the
different countries of the partnership.
In Spain, “senior citizen” may be considered as a person who is beneficiary of a pension such
as retirement, disability or widow/widower’s pension, who can participate in activities
targeting old people (55+, 60+ or 65+)”.
In Italy, with comparison to the first decade of twentieth century, the average of the age has
been extended by 20 years”. There has been a common agreement in November 2018 to
raise the minimum age of “senior” from 65 to 75 years.
In France, a senior citizen is considered as a person who is retired. This retirement can starts
from 60 or 62, depending on birth year.
In Cyprus, seniors might be also called elderly citizens or third age people. In general, it is
commonly accepted that seniors in Cyprus can be defined as people who are above the age
of 65.
In Romania, “senior citizen” is a person who has reached the retirement age, benefits of a
pension and can be part of programs for elderly people (over 55, 60 or 65 years of age).
In Poland, the legal definition of “older people” was introduced in 2015 by the Act of 11
September 2015 on elderly people (Dz. U. item 1705). It defines the term of “older people”
as people over 60 years of age.
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Given the different definitions, it is possible to conclude that European policies targeting
senior citizens are not perfectly homogeneous in EU members. Depending on the country,
the natural age of a senior might change from 55 (Spain and Romania), to 60 (Poland and
France) or even 65 (Cyprus and Italy).
However, focusing on the natural age, it is possible to determine a common definition as
follows: a senior citizen is a person who generally is 60 years old.

2.2

Low skilled and low qualified person definition

Regarding the low-skilled or low-qualified person definition, we also notice different
meanings and interpretations depending on the country.
EU member states generally follow the International Classification of Education from
UNESCO, which is, the ISCED 2011 (UNESCO, 2012) that distinguishes the following eight
education levels:
-

ISCED level 0: Early childhood education
ISCED level 1: Primary education
ISCED level 2: Lower secondary education
ISCED level 3: Upper secondary education
ISCED level 4: Post-secondary non-tertiary education
ISCED level 5: Short-cycle tertiary education
ISCED level 6: Bachelor’s or equivalent level
ISCED level 7: Master’s or equivalent level
ISCED level 8: Doctoral or equivalent level

In Italy, the general profile of the low-skilled people refers to +55 years old people, with low
qualifications and non-regular/non-continuous jobs. Low-skilled ones can also be young
people who have given up any further qualification or job. The following graphic shows the
age ranges based to the level of qualification.
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Graphic 1: ISFOL Observatory (2016):

With basic or no diplomas

Diplomas

Higher diplomas

The condition of “low-skill-ness” refers to a double-folded concept:
-

Basic illiteracy – the core lack of competencies in terms of numeracy and reading
capabilities;

-

Competence illiteracy – the complex core of different abilities related to
participation to the social context, work and wider participation at stake in society

Low-skilled people face lower earnings and employment, have poorer health, are less likely
to trust others and more likely to perceive themselves as objects rather than actors in
political processes. They also face a growing risk of being left behind as technological change
and globalisation transform the economy.

In Spain, the Spanish National Statistics Institute defines a “low-skilled or low-qualified”
person as a person whose level of educational attainment is “level 0-2: preschool education,
primary education and lower secondary education”.
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In France, low-qualified or low-skilled person are defined as ‘those whose
education attainment level is less than upper secondary’ (less than ISCED 3: The
International Standard Classification of Education). In other words, person who have only
basic educational levels (ISCED 0-2).
In Cyprus, low-educated people are considered those with educational attainment ISCED 0-2
and low-skilled people with ISCED 3 who have experienced obsolescence of skills.

In Poland, a low-qualified person is a person with an education up to ISCED 3 inclusive (up to
basic vocational education or general secondary education) according to the Guidelines for
monitoring of the implementation of operational programs for 2014-20201.
A low-skilled person (low basic skills in literacy, numeracy and digital skills) is an adult with
low cognitive skill levels and low educational levels, namely those whose highest
qualification is at lower-secondary level (ISCED 0-2), which means they have not completed
high-school or equivalent. This is a person who can at most complete very simple reading
tasks, such as read brief texts on familiar topics, and mathematical tasks, such as one-step or
simple processes involving counting, sorting, basic arithmetic operations and understanding
simple percentages.
In Romania, as well as at a European level, a “low-skilled or low-qualified” person is
assimilated with a person with less than primary (preschool), primary and lower secondary
education (ISCED levels 0-2).
Given the different definitions, it is possible to conclude that European policies targeting
low-skilled or lo- qualified persons are not totally homogeneous in EU members. Depending
on the country, the educational attainment to define the target group is situated in the basic
educational levels and varies between ISCED 0 to 2 (Spain, France and Romania).
We also notice that in Poland and Cyprus, a difference is made between the term “low
skilled” and “low qualified” person. However, if Poland defines a low skilled person on an
ISDEC scale between 0 and 2, Cyprus considers a low skilled person when situated below 3.

1

https://www.funduszeeuropejskie.gov.pl
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In comparison with the other countries, it’s only in Italy that a low- skilled or
low-qualified person mostly refers to +55 years old people, with low qualifications and nonregular/non-continuous jobs.
In conclusion, the definitions which can be given to a low-qualified or low-skilled person are
the following:
 Low-qualified: a person with an education up to ISCED 3
 Low-skilled: a person with educational attainment up to ISCED 2
To sum up, a low-qualified or low-skilled person is a person with a basic level of education
with more or less basic knowledge and skills (reading, writing, numeracy).

2.3

Low-skilled or low-qualified senior definition

Regarding a low-skilled or low-qualified senior definition, different meanings stand out
depending on the country.
Combining the definition of senior and low-skilled or low-qualified, in Spain a low-qualified
or low-skilled senior is a person who is beneficiary of a pension such as retirement, disability
or widow/widower’s pension, who can participate in activities targeting old people (55+, 60+
or 65+), and whose level of educational attainment is between 0-2 (preschool education,
primary education and lower secondary education).
In Italy, in terms of in-entry characteristics, a low-skilled senior is defined as:


A senior who could have had a very short educational pattern combined to
low specialisation.



A senior not able to read or understand or infer basic information together



A senior not competent to apply his/her knowledge in a more complex world
understanding.

In France, a low-skilled or low-qualified senior is a person aged from 60 and more and who
does not have more than a basic educational level (ISCED 2). Those people were less
employed because they have not undertaken vocational training courses or education.
10

In Cyprus, a “low-skilled or low-qualified senior” is a person above the age of
65 whose level of educational attainment is between 0-2 (preschool education, primary
education and lower secondary education).
In Poland, low-skilled or low-qualified senior - person over 60 years of age who is a
beneficiary of retirement or pension with an education up to ISCED 3 inclusive (upper
secondary education) and low basic skills in literacy, numeracy and digital skills as well as low
cognitive skills.
In Romania, a “low-skilled or low-qualified senior” is a person who has reached the
retirement age, benefits of a pension and can be part of programs for elderly people (over
55, 60 or 65 years of age) and has less than primary, primary and lower secondary education.

Combining the definition of senior with the adjectives low-skilled or low-qualified, we reach
the following interpretation:
 A “low-qualified senior” is a person who has reached 60 years whose level of
educational attainment is between 0-3 on ISDEC
 A “low-skilled senior” is a person with the same age ranges (60 years old) whose level
of educational attainment is between 0-2 on ISDEC.
In conclusion, a low-qualified or low-skilled senior is a person who is over 60 and who only
has a basic level of education with more or less basic knowledge and skills (reading, writing,
numeracy).
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2.4

Learning by analogies and gamification

2.4.1 Learning by analogy methodology
According to RAE (Real Academia Española) from Spain, “reasoning based on the analogy”
can be defined as the learning based on matching similar attributes of different beings or
things. This approach is usually used in educational contexts where educators want to
provide an easy and attainable explanation about a complex idea or concept, throughout
another familiar idea or concept. Therefore, learning by analogies is an educational approach
that connects “base concepts” (already known) to “new concepts”.

According to Gentner’s model, the steps to teach through the “learning by analogies”
methodology, are the following ones:
Evaluate of the
new concept to
teach: level of
difficulty.

Search for a
familiar concept
for learners =
base concept

Analyse the base
concept and its
values and
attributes. They
both need to be
linked to the new
concept.

Figure 1: Gentner’s model for learning by analogy process
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Explain the
analogy and all
its
characteristics,
connecting with
the base concept

In Italy, “learning by analogies” is defined as the natural learning process based
on the usage of figures and metaphors taken from everyday life.
The definition is not based on a real theoretical model, but rather on the modalities of usage
of metaphors:


Semantic usage: it is about the intuitive strategies and it refers to the elements that
can be encountered in the world. It starts from a “dot” – that means the concrete
quantitative element taken from the real world.
Such a chunk is referred to the possibility of recognising what it is around us and
being able to abstract it.



Lexical usage: it is about the actual names of the quantities – it is the first theoretical
definition of the objects. This is about how to put the first raw concept into
reading/communication and writing abilities.



Symbolical usage: the processing of abstract operations. For each concept, the
learner is able to manipulate the concepts and to group them according to rules.

In France, when people “receive” analogies, they use their past knowledge, experiences and
preferences to interpret the analogy so that it harmonises with their social and
personal/closest contexts. In modern terms, this is called the personal construction of
meaning. It’s a connection between a newly taught context and what they already know.
Learning by analogies is not a very common methodology in adult learning in Cyprus.
Extended the research in literature and resources in Greece, Greek academics and
researchers are using various definitions. Alan Rogers explains analogy as the following
process: “When faced with a new experience, the learner explores his/her experience to try
to detect analogies which are perceived to be relevant to help to make meaning of the new
experience, something which will provide some of the tools to be used to resolve the issues
created by any perceived disequilibrium between the new experience and the existing
experience” (Rogers, 2014).
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In Romania, DEX (The explanatory dictionary for Romanian language, 2019)
defines the concept of “analogy” as the “similarity (partial) between two or more things,
circumstances, situations, facts, ideas etc.” and the concept of “analogical reasoning” as the
“probable inference that, in the similarity of two objects in some respects, concludes their
similarity in other respects”.

Given all the definitions coming from different countries and contexts, learning by analogy is
learning that makes use of the learner's previous knowledge for understanding a new
concept. The trainer is therefore called upon to make a comparison with a known element
or process. This methodology is particularly suitable for a low-skilled or low-qualified senior
audience in a digital learning context. Indeed, the digital world is at the same time
completely unknown to them, but it involves processes comparable to those that they can
perform in their daily and real life. In addition, the effectiveness of this methodology is
reinforced by the repetition of processes or maneuvers to be performed for different digital
tasks.
That’s why learning by analogy will guide the development of the e-learning platform and
content materials, in a way that analogies are easy to follow and understand so that, once
the concepts are clear in mind, a friendly, visual, practical step-by step guidance on the use
of each digital tool will be provided.

2.4.2 Learning by gamification
“In simple terms, gamification is about taking fun, compelling, interactive elements from
games and applying them to productive, day-to-day activities. The goal is to make the
product or service less boring, more engaging, and, eventually, more attractive”2.
“Gamification is not about creating something new. It is about amplifying the effect of an
existing, core experience by applying the motivational techniques that make games so
engaging. It’s a process of taking something that already exists – a website, an application,
2

https://learn.g2.com/gamification
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an online community - and integrating game mechanic into it to motivate
participation, engagement and loyalty”3.

Gamification in e-learning makes the learner's experience fun and engaging. Our target –
low-skilled and low-qualified seniors - have a low concentration level and need a creative
and interactive way to learn new skills. This is why it’s an appropriate method to teach new
digital competences to them.

One of the greatest advantages of gamification in e-Learning is that it improves learner
motivation in several ways like, makes learning fun (learners are much more likely to engage
in a pleasant learning program than a boring one); encourages cooperation between them
and promotes self-motivation. Gamification generates micro-learning, which is a way of
delivering e-Learning content in the form of short and specific learning modules. Instead of
focusing on global objectives, gamification focuses on micro objectives. Our target will focus
on simple objectives and will learn step-by-step. These small learning elements promote
productivity and motivation. When learners focus on these unique objectives, they are more
engaged in their work and tend to work harder. By using this method, low-skilled and lowqualified seniors will be more productive and focused.

Gamification is an important method for TEA 4 SENIORS project. It’s combining education
and entertainment. On TEA 4 SENIORS project, researchers will map the use of games for
educational purposes and they will provide a framework to use the game. Then, technicians
will develop the content of the game along with adult educators working with low-skilled or
low-qualified seniors. It will be development of e-game learning platform to the specific
needs of low-skilled and low-qualified seniors in order to gain basic digital competences.
The implementation of the TEA 4 SENIORS program will help transferring best practices and
innovation to the partner countries. Gamification and learning by analogy methodologies
are used for promoting data literacy to low skilled and low qualified seniors.

3

https://www.bunchball.com/gamification
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That’s why, in the next part, a summary of the national policies and strategies
of the partner countries to promote data literacy to this audience has been made to get an
idea of what already exists in European countries.

2.5

National policies and strategies to promote data literacy

The Digital Agenda for Spain (GOBIERNO DE ESPAÑA, MINISTERIO DE INDUSTRIA, ENERGIA Y
TURISMO, 2013) is the main national policy that promotes the data literacy in general, and
among senior citizens, low-income families, unemployed and low-skilled people in particular.
One of the pillars of the digital agenda is the digital inclusion. The objectives included in the
area of digital inclusion are to increase the number of people accessing internet among
disadvantaged groups. In addition, the Spanish government is about to publish the National
Strategy to overcome the Demographic Threat (Estrategia Nacional frente al Reto
Demografico).
The main aim of the initiatives of the Italian Government has been to improve Public
Administration services through the adoption of ICT. Moreover, the main effort of the
government has been related to the improvement of financial literacy and insurance as well
as the access and understanding of basic services.
The French Government's digital strategy from 2016 is divided into four main axes, which
are the motto of this Digital Republic: Freedom to innovate, Equality of rights, Brotherhood
of a digital accessible to all, and Exemplarity of a state that is being modernized. To go even
further, the State must become a real platform on which digital services will be built by third
parties.
The “digital strategy for Cyprus” (2012-2020) is in line with the objectives and actions
proposed in the Digital Agenda for Europe, one of the flagships of the strategy “Europe
2020”, and will contribute substantially to economic growth, productivity increase and job
creation. The strategy promotes the use of ICT in all sectors of the economy and society.
Especially the Objective no.3 includes the digital literacy of all businesses and unemployed
people and the enrolment of all citizens in lifelong learning programs. Additionally, it covers
e-inclusion issues and the use of broadband and ICT services by all citizens.
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The National Strategy on Digital Agenda for Romania4 targets directly the ICT
sector, aims to contribute to the economic growth and increase competitiveness in Romania,
both by direct action and support of development of effective Romanian ICT and through
indirect actions such as increasing efficiency and reducing public sector costs.
According to the Polish national report from the project, the main policy aiming at improving
data literacy among senior citizens in Poland is Long-term Senior Policy in Poland for the
years 2014-2020 and Senior Policy Counsel. The aim of the senior policy in Poland is to
support and provide opportunities for active ageing in health, and also, opportunities for
continued self-reliant, independent and fulfilling life, even with some functional limitations.
The overall objective of the senior policy in the area of educational activity is to increase the
participation of older people in education and increase the availability and quality of the
educational offer.

2.6

Data literacy: key competences to teach digital skills

The digital competence is defined as “the one that entails the creative, critic and safe use of
Information and Communication Technologies (ICT) to achieve the goals related to the job,
the employability, the learning, the leisure, the inclusion and the participation in the society”
(Spanish Ministry of Education and VET, 2019). In fact, it has been highlighted as a key
competence for lifelong learning and adult educators (ESCUDERO, J.M.; MARTINEZ, B. and
NIETO, J.M, 2018).
In Spain, the Marco Comun de Competencia Digital Docente (National Digital Competence
Framework for Teaching), (INTEF, 2017) is the main digital framework targeting educators,
regardless of the field: formal education (school, high school, VET and university), nonformal education centres (NGO, adult centres, social services, etc.). The aim of this
framework is “to provide a descriptive reference that supports educators” training, as well
as “the processes of evaluation and accreditation”.

4

https://www.trusted.ro/wp-content/uploads/2014/09/Digital-Agenda-Strategy-for-Romania-8-september2014.pdf
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This framework takes its references in the Digital Competence Framework
from the European Commission (DIGCOMP).

Currently in Spain, it is not possible to find any competence framework targeting seniors,
low-skilled or low-qualified people and/or educators working with such groups in particular.
There are not relevant findings.
There is no national competence framework on digital skills in France as well. France is
defining digital competencies through the DIGCOMP guideline provided by the European
Commission.
With regards to digital competencies, Italy defines its skeleton through the main guidelines
provided by the EC DigCom, as well. With reference to seniors’ competencies, there is no
current overall framework. However, different projects lead by the Italian Digital Agency
have been promoted to digitally include seniors (50-64), but they are done only via a local
agreement between regions and the national government. Conditions may vary according to
the specific regional environment. There is no initiative concerning seniors. Learning by
analogies is mainly adopted in schools and for kids who are starting to learn mathematics
and other abstract concepts related to logics.
18

There is no national competence framework on digital skills in Cyprus. Although Cyprus is
bounded to follow the Digital Competence Framework for Citizens developed by the
European Commission, there is no official policy or strategy on how it will be implemented
on national level in Cyprus. There is no such training initiative in Cyprus. For this reason, TEA
4 SENIORS project will be of great value in Cyprus.

Currently in Romania, there is no national competence framework on digital skills, and the
“Europe's Digital Progress Report” (EDPR) 2017 mentions that the Romanian Ministry of
Education and Research is preparing “some initiatives to tackle this issue” in order to
“increase the digital skills of the new generation”. The current scientific studies offer many
solutions and strategies in order to increase the level of digitization in Romania but it success
mostly depends on the policy makers (BUICA, M., DRAGAN, G., 2017). As a member state of the
EU, Romania had to follow the Digital Competence Framework for Citizens, developed by the
European Commission.
So far, in Romania, there is no national competence framework on digital competences
targeting seniors, low-skilled or low-qualified people and/or educators working with such
groups.
In Poland, the common methodology targeted at improving digital competencies is the
European Computer Driving Licence (ECDL). ECDL offers specific solutions in this area and it
is focused on the certification of specific computer skills that support the ability to work in a
particular job. ECDL is an international certification system for specific computer skills that
fulfil all areas of the DIGCOMP framework.
DIGCOMP is treated as a reference framework, i.e. a tool for understanding and mapping
individual digital competences, as well as for comparing individual digital competences with
different levels of proficiency, as part of existing certification systems, such as ECDL
computer skills certification.
Poland has adapted DIGCOMP framework. This is a framework catalogue of digital
competences. An important assumption of the catalogue is the connection between the
19

digital competences and the users' needs and the benefits that they may gain
in the key areas of life. The document, commissioned by the Ministry of Administration and
Digitization, is of vital importance in the implementation of the new model in recognizing
digital competences- the relational model.
There is no specific training initiative to teach digital competences through analogies in
Poland.

2.7

National field research results and main recommendations
for IO2

Based on the conduction of national interviews lead with educators for elaboration of IO2 in
the framework of the desk and field researches, here are the first recommendations and
major points to take into account for the development of IO2.

1. The motivation key
 Applicability and usefulness demonstration of digital learnings

First, based on field researches, adult educators have shown that seniors feel scared to know
and use new things. They need to understand the necessity of learning and the importance
of technologies associated with their needs. They must understand how they should use
digital tools in an appropriate way. For the IO2, it will be necessary for adult educators to
communicate the importance of these news technologies and what they can bring to seniors
in their everyday life.
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2. Teaching approaches and content development
 Slowly progressive teaching
 Practical more than theorical (learning by doing)
 Imitation and repetition (show first)
 Basics digital skills emphasizing on communication and social interaction

Low qualified and low skilled seniors need to know how to use a smartphone or computers
and their main features. In other words, there is a need to increase seniors understanding of
digital tools and increasing their digital competence. They should start with simple tasks and
learn only usefull skills. For the IO2, adult educators should develop a program that allows
the basic theoretical principles to be applied to smartphones and computers. Educators
should use the learning by doing and on spot exploration approach by showing first, then
doing. The target need to know the real basic concepts for searching information on internet
and data content, to use e-services (especially e-government services) and to interact with
others.
Based on desk and field researches, the communication is the most important competence
that the target need to acquire. For IO2 elaboration, the main module which has to be
developed is related to communication and collaboration.

3. Educators’ profile and teaching environment for low-qualified or low-skilled seniors
 Homogenic class group
 Face-to-face training
 Educator’s soft skills: patience, empathy, friendliness
In order to be the most efficient, adults educators need to be patient and empathic. They
should devote enough time to each learner and have a slow teaching. Seniors need constant
repetition and learners need to be at the same training level.
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Educators shoud have short face-to-face training. Indeed, low skilled and low
qualified senior have less concentration. This is why, they should also give simple examples
and few analogy example for each concept.
Moreover, It is crucial to build a sense of trust and relationship in such a group. Their gesture
and non-verbal communication must be friendly. All these soft skills need to be developed in
IO2.
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Annexe:
The partnership consists of six organizations from six different EU countries (France, Spain,
Poland, Romania, Cyprus and Italia), represented by a complementary partnership made by
active Foundations, SMEs and NGOs in adult education.
To reach the TEA4SENIOR project objectives, partners worked on the different steps of the
project. They have their own responsibilities and lead particular output:
 The French organization, CDE SAP, is a comprehensive business support
designed for start-up and fledgling new entrepreneurs to ease their growth and integration
into a market economy by providing access to shared services, training, financing,
equipment and often offices for the development of their business. They conduct activities
that enable and encourage innovations that accompany people in their advancing age and
reduce the loss of autonomy. CDE SAP takes an active role in the silver economy by
supporting new entrepreneurs who work in digital and well-ageing sectors.
CDE SAP brings project management experience and conducts activities that enable and
encourage innovations targeting people in their advancing age, and will be in charge of the
development of the Competence Frameworks (O1).
 The Polish organization, OIC Poland Foundation, is a Foundation with the aim
of preventing of unemployment and fostering economic development by implementation of
the educational and counselling programmes, targeted at inhabitants of the south-eastern
Poland. It offers a comprehensive, effective training and counselling targeted to companies,
institutions and individuals. It continually modifies the offer and methodology of trainings to
adapt them to the expectations and changing economic conditions, introducing modern and
innovative training methods, simulation games, cases studies or story elements.
OIC Poland Foundation will develop a methodology and guidelines for educators (O2).
 The Spanish organization, GoEurope, is an Intercultural Association with the
aim of promoting an international spirit aligned with the common European cultural
objectives. They promote the intercultural dialogue, exchange of knowledge and European
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awareness through the active participation of adult and young people and in
projects involving mobility, entrepreneurial education, professional and personal growth.
The association provides non formal education training mainly focused on boosting
transversal skills, above all entrepreneurial, digital, creativity and language learning in order
to increase the employability
GoEurope has expertise in graphic design and experience in developing training and
guidance materials and will lead the development of Open Badges for senior learners (O3).
 The Romanian organization, Power Net Consulting, is a consultancy company
and training provider, activating in the creative industries field and also in the area of
managing and implementing European funded projects. It has created a rich portfolio of
implemented projects, and had offered integrated products and services, adapted to the
necessities of each individual project.
Power Net Consulting will lead the creation of the TEA Game, the e-learning platform
focused on gamification (O4).
 The Cypriot organization, Eurosuccess, is a Consulting and Training
organization active in the field of project management, training & consulting services. They
provide a comprehensive package of services addressing the needs of various target groups
and organizations, regarding their lifelong learning opportunities in Cyprus and abroad
Eurosuccess has extensive experience of digital skills training, programme development and
non-formal education, so they will coordinate a handbook for adult educators (O5).
 And the Italian organization, Polygonal, is a non-governmental organization
with the aim of transferring a concrete set of possibilities in terms of personalised patterns
of learning of dis-empowered groups of citizens, with specific focus on minorities, underskilled seniors, NEETs and women. It has much focused on open data teaching and usage
through grassroots activities dedicated to active ageing and digital learning.
Polygonal has already developed a working grassroots methodology with regards to digital
education of seniors through the combination of active ageing and open data usage. They
will coordinate the promotion, dissemination and exploitation of results of TEA 4 SENIORS.
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