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Participants had the opportunity to explore e-Learning tools and implement
exercises. The Training lasted for 24 hours (6h per day) and the planning included the
following thematic areas: 

        Training on the activities of the d-ICT e-Toolkit and the Gamified Asynchronous
e-Learning experience 

        Peer-to-peer training and review of the contents 

        Evaluation of the training material

 to foster practical experiences regarding the effective digitalization
of education provision and adult learning, by VET education
providers;

to provide a peer learning atmosphere and transfer of knowledge,
mainly between ISQe and other partners regarding the development
and implementation of e-Learning;

to discuss strategies for effective implementation of digital learning
among the target groups.

Objectives of the LTTA



Training on the activities of
the d-ICT e-Toolkit
The partners had the chance to peer-to-peer train each other on the
activities developed for each of the Modules that the consortium has worked
on in the scope of Project Result 2 - d-ICT eToolkit: Introducing distance
learning practices and digital tools to facilitate the e-Learning experience and
create warm e-Classroom climate.
This document exhibits the presentations and activities carried out. 

Module 1

Module 2

Module 3

Module 4

Module 5

Module 6

Module 7

Introduction to VET distance learning

Digital skills in VET distance learning

Methodologies and tools to enhance learner’s
interaction and teamwork in VET distance learning

Methodologies and tools to enhance learner’s
motivation in VET distance learning

Gamification in distance learning I

Gamification in distance learning II

Assessment Tools for Distance Learning
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Methodologies and tools to enhance
learner’s motivation in VET distance
learning
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Training on the Gamified
Asynchronous e-Learning
experience 
The partners had the chance to try and experience the english version of the
Gamified asynchronous e-learning experience - Honeycomb Game, developed
in the scope of Project Result 3. 
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