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In 2018 in the EU Member States, the highest rates of adult
participation in learning were in Sweden (29.2 %), Finland (28.5
%) and Denmark (23.5 %).

In contrast, five Member States had participation rates below 5
%: Romania (0.9 %), Bulgaria (2.5 %), Croatia (2.9 %), Slovakia
(4.0 %) and Greece (4.5 %).

Regarding Poland - 5.7 %, and only Slovenia is slightly below the
average - 11.4 %.
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IT'S NEVER TOO LATE TO LEARN

1) to make greater use of new media in the lifelong learning
process working with adults;

2) to develop adult education using new means;

3) to raise the competencies of educators and learners;

4) to stimulate intergenerational dialogue.
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1. We conducted the research about usage of new media
among seniors from Poland, Slovenia, Bulgaria and Greece

2. Most important conlusions are:

e Almost every participant (except 3) used mobile devices to access the internet. A
comparable number (138 and 90, respectively) used smartphone or laptop. A quarter
(40) used tablets. A smartphone was the most popular, it was a device of choice for
more than half of participants (127 used it a few or many times a day)

e Reasons of usage the internet: The total of 71 declared using the internet for banking,
this is almost as many for social media (84). The leading activity in the internet was the
searching for information (105) and using for communication (92). The least popular
activity was education (as many as 41 declared none).

e Out of 81 respondents, almost a half, 39, reported problems in using of the internet.
Their families were helpful in 87 out of 143 cases. The help was sought for from their
families in most cases, 103 out of 144. The families were also encouraging for 85
respondents.
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e The vast majority (85%) of the respondents used their mobile devices for internet
access during the classes with the educators. Almost 77% planned to use the new
media in the activities with the participants.

* The majority (86%) of the educators use the new media in their daily life. The most
common activities comprised social media (24%), phone calls (41%), and
communicators (8%).

The total of 157 respondents took part in this study.
The whole report available here: link

That conclusions made our panel group to think what we can do

to make usage of the new media by seniors more conscious and
effective.
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8 scenarios of workshops about new skKills
connected to new media for seniors were created.
All of the partners implemented the chosen two.

All of them are available here: link

Main conlusions throughout experiences of all the

partners:
- main issue of the workshop scenarios was amount

of time, some of the topics picked by the group
were to wide to go over it during such a short time.
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2. To develop adult education using new means c.d.;

- seniors have difficulties to admit the lack of
knowledge or lack of understanding the process

- some of the seniors needed additional
assistance, prefferably one to one

- all the scenarios worked out well among all the
partners' countries - that fact made them great
international tools in adult education
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An example of the scenario

New Media 4 Lifelong Learning
Workshop for Seniors - Scenario

NUMBER OF
PARTICIPANTS PER
TRAINER

WORKSHOP TITLE

Mental well-being

CHALLENGE Seniors’ mental health is getting worse through the times, eqg depression,
Wihnst crodern does S kst intellecival pmbiems, dementia, loneliness, fear for unknown, creabfvity, social
acddress? interaction
GOAL improve seniors’ mental and intellectual possibiities
we can fry to slow down delericration of mental health related to age
SPECIFIC e To use health apps
OBJECTIVES e To increase physical activifes in groups/ alone
« Toimprove emotional stabiity through mental stimulation
« 1o prevent negatve freelings spirale
« To become social
DURATION weekly sessions for 3 months, each session £ hours
and if the project is successful and the groups want fo continue the
sessions, we can extend for another 3 months
LEVEL basic
Fiowws v | Pt ipeasrts Les o hac Fnolcgy
AGE GROUP 65-80

AVAILABLE SKILLS

Wl Pl Cip s Sl naRachy K inow

basic knowledge about using mobile phones, applications, good
internet connection, basic physical exercise

NUMBER OF
PARTICIPANTS IN THE
GROUP

10

MANNER OF leaflets, newspapers, social media, websites
RECRUITMENT
OTHER mobile phones, mobile apps, information about apps
REQUIREMENTS
INSTRUCTION lecture, pair work, group work, mixed leaming lecture, pair work, group
METHODS work, mixed leaming
TECHNICAL smartphone
SPECIFICATIONS
MATERIALS smariphone for each participant
emai/account on socal media for each participant
VR set
projector
Speakers
matenals to draw such a5 penci's, crayons, big brushes elc.
widi connect
EVALUATION Qualitative
METHODS - interview before and after the workshop
- seniors’diary (e.q recording) with their activities durning workshops
Quant ative
- guestionnaime
ONBOARDING -  Group chats
METHODOLOGY - Training mediated communication
- Download the apps

- Scenario 1. combination of physical exercise with application leaming

eqg measure the steps frack counier - Aclionbound

- Scenanio 2: using VR technology with work with seniors it brush”®,

“job simuiator’).
- Scenario 3 using AR Aps - EyeJack

POTENTIAL RISKS
(target activity)

They cant manage to complele the tasks and want to stop the lasks
They believe that the tasks are too hard/ difficuit! complicated for them
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An example of the scenario

New Media 4 Lifelong Learning
Workshop for Seniors - Scenario

PER TRAINER

MANNER OF RECRUITMENT The workshop will be part of the daily actvities in the elderly day care
OTHER REQUIREMENTS Access to an electronic device, will to learn, patience, time to practice.
INSTRUCTION METHODS Comparison of fake news and legifmate news on a projector

Explanation what @ke news usualy consists of and how Iaké news
looks.

TECHNICAL SPECIFICATIONS

Smarnphaone or a laptoptablet, Wi-T access.

MATERIALS

- An account on Facebook for each particpant;
- laptop/smanphone for each participant;

- internet connection;

- energy connection for devices.

EVALUATION METHODS

Qualitative:

Testing - We present a number of fake and legifimate news and we
ask the participants to differentiate between them.

Quantitative:
interviews, gmoup discUSSIoNS.

METHODOLOGY

Draw on the personal experiences of being deceived by fake News.
Creafe a fake news article with the paricipants. The activity will be fun
for the paricipants, as it will engage them on practical ferms.

WORKSHOP TITLE Fake news
CHALLENGE The workshop addresses the pmblem of all fake news an the Intemet.
. : It specifes in educaing eldeny to spot fake news and possible scams;
be aware and learn how to avoid them.
GOAL Help elders in spotting fake news.
SPECIHC OBJECTIVES s Spoffake news,
o Muiti piatform information venfication;
« Understanding search engines;
« Understanding propaganda (political, commercial);
s Safely on intemet.
DURATION 120 minutes (with 20 min break in between).
LEVEL The level of the group is from intermediate to advanced.
AGE GROUP 63+
AVAILABLE SKILLS Participants aleady know how to operate a mobile device, PC efc.
They manage o use some socal media applications, use online
streaming platiorms (e.. YouTube), effectively search for needed
infermaton online.
NUMBER OF PARTICIPANTS +- 3
IN THE GROUP
NUMBER OF PARTICIPANTS +- 3
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POTENTIAL RISKS (target
activity)

Seniors getting too paranoid and not believing any news on the
internet.
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Great example of raising the competencies of A
educators during running the project was the e
training for seniors educators held in Zory. 4
Group of participants got inspired by two trainers in
the areas like:

e Virtual Reality

e VR & wellbeing of the eldery people

e Augmented Reality

e Cyber dangers
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Kahoot!

Utwérz swojego witasnego kahoota BEZPLATNIE na kahoot.com
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Useful tools

Padlet - virtual wall

Padiet Mamy piekny dzien.
® zaos Stworz cos pieknego.

Strona gléwna Zarejestruj si¢ bezptatnie == Zainstaluj aplikacje dla systemu Windows

Produkt

@B >
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Useful tools

Miro - team collaboration software

L
mlro Product v Solutions « Resources v Enterprise Pricing @ EN Contact Sales Login

Where teams
get work
done

The online collaborative whiteboard platform to
bring teams together, anytime, anywhere.

a ™ :
{\ Enter your work email /;I Sign up free >

Free forever — no credit card required

35M+ users: Waimartsic ‘LUl peloitte.
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Useful tools

Genially - platform for interactive and animated content

@ genially What’s it for? ~ Create v Why Genially EN ~

Creating interactive content s

000

_
N
. '
€80
Create presentations, infographics and other stunning content by
yourself or with your team.
Start now. It’s free!
RAEM Co-funded by the Project E+ KA204
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Useful tools

Canva - graphic design software

Calu}a Design spotlight ~ Business v Education ~ Plans and pricing v Learn v Q Try logo, poster, anything! @

What will you design today®?

Canva makes it easy to create professional designs and to share or print them.

Sign up for free

k.
BRITNEY
BEAUTY
me'a. & SALON
=

[MARKETING

-‘
/ Q
Make yourself at home! Log in to keep your work safely stored to your Play with Canva

account.
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Public Bounds Create Bound Notloggedin « BE -

Actionbound

Innovative multimedia app

Watch & learn!
ﬂ“ Learn more about the Actionbound app, the licences and how to quickly create your own Bounds with the our easy-to-

use Bound Creator. Watch the recording of our "Beginner's course”!

Create mobile adventures and interactive guides for
smartphones and tablets
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Useful tools

EyeJack - transforming animation into AR

[(())]' EyeJack Creator Features Demo Panels Pricing FAQ I

Create and Share _
Augmented Reality Art © o

EyeJack Creator helps you bring
art to life with animation and sound
iIn 3 easy steps.

Download Now
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4. To stimulate intergenerational dialogue.

INTERGENRATIONAL DIALOGUE:

Verbal and non-verbal form of communication
between different generations in order to have
better understanding and cooperation.

Intergenerational dialogue prevents
marginalization of each social social group. It is
a safe space where both youth and elders can
share their thoughts and ideas without fear of

being judged.

Project E+ KA204
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4. To stimulate intergenerational dialogue.

Positive aspects of maintaining
intergenerational dialogue

Threats of the international dialogue
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4. To stimulate intergenerational dialogue.

METHODS TO OVERCOME THE THREATS:

- Working in groups.
- Looking for common answers through

brainstorming.
- Deciding on most useful questions to ask

between groups.
- Noting down every idea and talking about

them with other groups.
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CIRCLE OF LIFE - chara

Close to death
o After 80 they need to be protected day by day.

cteristics

Birth period:

e The baby is carried by the parents.

e Problems with their mindfulness, heart, ears and eyes. e |tislearning to walk.
e They give them house or something else to their children. e Exploring the world.

e Some of them are in institutions for adults.
e Ready to leave their path on Earth.

Grandchildren
e Some kind of being parents
e More free time.
e Lack of vital energy.
e Health issues.

e The baby should be under supervision all the time.
e Sounds only, It could not verbalize it's thoughts

e Separation anxiety.

e They want to get back into their hobbies.

e More experience and wisdom gained.

Children

Responsibilities about new life.

New people make happy, fulfillment.
Give our time to another person.
Not much time for ourselves.

Kindergarten
» Meeting the first Teacher.
e First verbal communication.
e First routine appear.
e First friendship relations established.
e Playing with imaginations.
School e Learn to save control.

First obligatory tasks, ® TIrstgroup tasks.

e Homeworks.

e More classes sitting.

e Spending a longer time outside of home .

e Parents are not the only authority.

e Hormon and adolescence problems.

e Kerning to social attitudes.

e Problems with drugs and alcohol could arise.

e Getting to know better how the world and the society functions.
o Developing abstract and critical thinking.

e First kiss. First intimate contact.

To make some rules to work with this generation. Work
e First own money University
Mariage e more responsibility More responsibilities.

e ,Work and worries”. .
e Responsibilities about another person. e
e Making strategies of live. .
e Learning to harmonic live. .
Co-funded by the )

Erasmus+ Programme
of the European Union

Live without them parents

Start more time in new groups (offices)
Looking for new place to live

Citizen responsibility

Economical stability

Some of the people start working.
Possibility for university mobility or studying in another place.
Live without them parents.

First partnerships. Project E+ KA204
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1. Describe what
are the habits of

parties, games, films, tik-tok
(watching, doing, making)

studies or work, sports, Social
media, meeting a girlfriend or a

working everyday, mostly having its
own family and children, little free

more time at home,
religion, care about the

ime, they have already lif | health
this generation? boyfriend time, they ? € ea. y estyle ealt
(hobbies, passions)
If they don’'t work: . . waking up early . Get up Early
. * driving everybody to get and get .
. Going to school wake up late . Watching TV
2. How a normal day . . . . back from school (work etc) ]
. . . Doing homework late night life (parties, clubs) . . . Going to church
of this generation . . ol . shopping, cooking .
] Extracurricular activities after If they work: .. J Going to doctor
look like? . . . baby sitting .
school duties (work, home duties) . € o Shopping
. * hobby after (if possible after .
parties at the weekends . walking
work)
. Gamin media and social media . hobb . Health
3. What are the . . 5 . . . y . .
. . . listening to the music University . travel . Religion
main topics and . .
. < ers . concerts, cultural events sports . house, car and garden . Family (especially
lifestyle activities of . . . . 1S o EE b iNies .
. . o cinema relationships o credit (financial liabilities) grandchildren)
this generation? . . - .
. trips (parents, friends) start family life . selfdevelopment . Friends
4. What are the J carrier J Religious
most common Social media generation . mone . Complaining about
. SOCIAL MEDIA & y piaining
stigma related to Lazy . tasks health
this generation? They often change partners . managing . Have plenty of time




5. Reflect on the key
points of the
different life pillars:
work, social life,
family, relationships.

Spending a lot of time on social
media - becoming zombies.
Possible "Age discrimanation”

according to the life experience.

They could not take care of

Work - long hours, overworked,

new approach (self employing,
freelancer, home office)
Social life - a lot of friends,
night life
Family - starting

Relationships - informal using a

party with family or friends
friends from work
divorce (sometimes second
married)
responsibility for children
facebook, LinkedIn, Instagram,

retired
seniors club, old
firlends
Family - taking care of
grandchildren,
meetings with family
membersf,

themselves. . . . twitter . less of duties
social media for making new . . .
. Relationships - routine
relations
. < . .0 . knowledge
6. What is the e Bringing a positive attitude and . . .
oL ie . . . New ideas experience . Experience
contribution of this emotions. . . . . .
. . . New perspectives managing skills . life wisdom
generation to . Pure joy

Power and energy

political skills

society? Anxiety for the future and next day
voluntary
. . . health
. . new situation before being . .
7. For what can this e . . . family, children, parents
. adults. e criticism and complaining from . .
generation be (grandparents) * Naive for New things

vulnerable to?

Sweet addiction.
Gaming addiction

the older people

psychology condition
condition of the body and good-
looking

(medias)

8. What are the
strengths of this
generation?

Huge amount of energy.
Passionate and enthusiastic.
strength to do a lot of new
things without fear.

New ideas
Flexible
Energy

experience
managing skills
political skills
knowledge
level of responsibility
stabilized lifestyle
well-established views

Remembering of the
past
Experience
wisdom




9. What is the most
valuable thing about
this generation?

Power to initiate and act.

. Freshness
. New knowledge
 not afraid of the new things

life experience
bridge between youth and seniors

Remembering of the
past
Experience
wisdom

10. The role of this
generation in society
at all?

Humanity.
To teach their parents how to
enjoy life.
To create a better world.

. Innovative ideas
. New styles of life
e Make New families In society
* New employed peole on labor

taking an active part in political
life
sharing experience and
knowledge
supporting others generations

Supporting family
sharing knowledge
taking care of
traditions

11. The challenges this
generation faces in the
context of social
inclusion

Low grades in school. Chance
of leaving the education
system.

market
. to much work
. education is not always

conected with the work

they are outside of some social
media
being afraid of doing new things
leaving the comfort zone

New technology
Changes In the
language (slang)
New lifestyles

12. For what this e Achievements, graduation ’ succes

S '8 ' . Knowledge . family Effects of own work
generation could be etc. . .
. clever In using new technology and . money Family
proud about? . Making parents proud .
e L. new media . work
First job and salary. . .
. whole previous life
. marks at schools and the .
. . . health issues
followers on Social media . .
13. What are the fears . ‘udeing by beers . Being alone . loosing work New technology and
) jucsing by p . War . loosing family New media

of this generation?

fear for the future (university,
money, work, being
independent)

loosing family
financial stabilisation

Future of the world




4. To stimulate intergenerational dialogue.

Challenges and perspectives of adults using social media

Perspectives:
1.Family connection
2.Communication with friends
3.Make new friends
4.Communication with the youngest members of the
family
5.Getting knowledge about events
6.Gathering knowledge and news
7.Shopping online
8.Finding old friends
9.Finding a lot of functions
10.Communication with people who have same conditions
11.Social media can affect children’s ability to develop
strong relationships
Fast connection

Project E+ KA204
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TOOLS AND FUNCTIONS OF SOCIAL MEDIA

Group chat -

Similar to chat features that it gives you the ability
to send instant messages to others in a “chat
room”. More specifically, it is the ability to chat
with multiple people.

Live video -

Social media feature on platforms like Facebook
and Instagram that invites users to share
unedited, raw footage in real time.

Tag -

It allows social media users to engage an
individual, business or any entity with a social
profile when they mention them in a post or
comment.

Co-funded by the
Erasmus+ Programme
of the European Union

Comments -
It lets you respond to a post or picture on
Facebook/Instagram

Video calls -

It is made via a mobile phone or computer with a
camera and a screen, allowing the participants to
see each other as they talk.

Audio messages -

This option is to communicate with other people
when you have a lot to say or don't have time to
text.

Screenshot -

Image file which captures the contents of a digital
display screen. It is a snapshot of what the user
sees on the screen.

Story -

In-app feature that allows users to post photos or
videos that automatically disappear within 24
hours. They appear in a vertical format and are
fast, memorable, and fun by design. Public
messages posted to a Facebook or Instagram
user's entire audience or on a specific person's
profile page (or "wall").

Project E+ KA204
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TOOLS AND FUNCTIONS OF SOCIAL MEDIA

Hashtag -

Words or multi-word phrases that categorize
content and track topics on Twitter, Facebook,
Instagram, Pinterest, and other social media
outlets. They are preceded by the # symbol. Two
examples are #picoftheday and #sweepstakes.

Reel -

Short, entertaining videos on Instagram where
you can express your creativity and bring your
brand to life.

Stickers -
Interactive little elements that can be added to
Story posts to make them more engaging.

Co-funded by the
Erasmus+ Programme
of the European Union

GIF -

Image encoded in Graphics Interchange Format,
which contains a number of images or frames in a
single file and is described by its own graphic
control extension. The frames are presented in a
specific order in order to convey animation. It can
loop endlessly or stop after a few sequences.

Emojis -

Representation of a facial expression such as a
smile or frown, formed by various combinations
of keyboard characters and used to convey the
writer's feelings or intended tone.

Facebook page -

Public Facebook account that can be used by
brands, organizations, artists and public figures.
Businesses uses this option to share contact
information, post updates, share content,
promote events and releases, and — perhaps
most importantly — connect with their Facebook
audiences.

Facebook group -

Spaces on the social media network for friends,
acquaintances, or people with similar interests to
discuss or share about broad or narrow topics. It
provides an arena for organic discussion about
your products or services and present the
opportunity to cultivate brand awareness.

Project E+ KA204
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https://www.liveabout.com/twitter-terms-for-beginners-896935

ACTIVITIES AND TOOLS created by participants

Name of Activity 1

Durdevdan Je Workshop

What is the topic of the activity?

Integration with arte therapy tools

What are the objectives of the activity?

Integration of a group of seniors, intergenerational integration through intercultural meetings
What is the desired profile of participants for the activity?

a broad profile regardless of age

What is the desired size of the group?

All ages and group types

What are the methods used for implementation of this activity?

The task is to teach the dance group a simple song and Roma story about its genesis and discuss
the possibilities of using art in combination with new media for intergenerational integration.

Methods:

e Group work
e music therapy
e dance therapy

Project E+ KA204
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ACTIVITIES AND TOOLS created by participants

What materials do you need to implement this activity?
Materials:
e scCreen
e sheets of paper
e speaker + media players
What is the time frame of the whole activity and in sections (intro, implementation,
debriefing)?
The activity lasts 45 minutes.
e beginning, explaining the purpose of the workshop - 5 min.
e |earning the song and dance - 15 min
e dance practice - 5 min.
e group discussion, questions from the trainer - 20 min.
What are the debriefing questions you want to ask participants?
e How did you feel about the task?
e Do you enjoy this kind of expression?
e |s communication through new media helpful or disruptive?
e (Canyou maintain relationships with other nationalities without knowing the language through
new media?

Project E+ KA204
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ACTIVITIES AND TOOLS created by participants

Name of Activity 2
Field Game
What is the topic of the activity?
Learning how to use Digital Tools
What are the objectives of the activity?
Learning how to:
e upload on Facebook
e use Google Lens app
e use Google Translator
e use Google Maps
e download applications
What is the desired profile of participants for the activity?
universal activity
What is the desired size of the group?
approx. 20 people, divided into 4-5 groups
What are the methods used for implementation of this activity?
Field game performed outside
Each group has to perform 5 tasks and upload the results on Facebook and/or Whatsapp group
Tasks to perform:

Rt Co-funded by the 1) Group has to take a selfie with an object chosen by trainer
% Erasmus+ Programme 2) Find a random person and make short video in which you teach that person how to say a chosen

of the European Union phrase in a foreign language



https://translate.google.com/?hl=pl
https://translate.google.com/?hl=pl
https://translate.google.com/?hl=pl
https://translate.google.com/?hl=pl
https://translate.google.com/?hl=pl

ACTIVITIES AND TOOLS created by participants

3) Find information about chosen object using Google Lens, collect 3 facts about it
4) Use Google Maps to find closest Bus Stop and make a screenshot of how to get there
5) Using Google Translator
( https://translate.google.com/?hl=pl)
translate a question chosen by trainer and answer it in a different language, and take a screenshot
of that translation
What materials do you need to implement this activity?
e Smartphone
e Google Lens application
e Group on Facebook and/or Whatsapp
What is the time frame of the whole activity and in sections (intro, implementation,
debriefing)?
e |ntroduction - 10 minutes
e Downloading applications - 15 minutes
e Tasks completion - 60 minutes
e Debriefing - 20 minutes
What are the debriefing questions you want to ask participants?

e How did you like the activity? ]
e What did you learn from it? Project E+ KA204
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Erasmus+ Programme What was the bgst part for you: 7 Lifelong Learning
T of the European Union e What do you think about teamwork:



https://translate.google.com/?hl=pl
https://translate.google.com/?hl=pl
https://translate.google.com/?hl=pl
https://translate.google.com/?hl=pl
https://translate.google.com/?hl=pl
https://translate.google.com/?hl=pl

ACTIVITIES AND TOOLS created by participants

Name of Activity 3
Workshop
What is the topic of the activity?
Walking with the past
What are the objectives of the activity?
Learning how to:
e spend time together (intergeneration integration)
e find something in common - grandparents and grandchildren
e make valuable things together
What is the desired profile of participants for the activity?
Grandparents and grandchildren
What is the desired size of the group?
20 persons (10 pairs)
What are the methods used for implementation of this activity?
e |ntro - explain the rules
e Walk - grandparents and grandchildren go to place, where the old photo was made
e Take a new photo together in this place and tell the story about the old photo or this place
e Come back to culture center and share old photo, new photo and the story with the other
participants

Rt Co-funded by the e Debriefing
LG Erasmus+ Programme
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ACTIVITIES AND TOOLS created by participants

post activity - exhibition

What materials do you need to implement this activity?
projector, screen, photos, for the exhibition: frames, printed photos

What is the time frame of the whole activity and in sections (intro, implementation,
debriefing)?

2 h

e intro 15 min.

e implementation -walk 1 h

e presentation and debriefing 45 min.

What are the debriefing questions you want to ask participants?
e Did You like spending time together?
e What did You get to know about each other?
e Will You do something like this in the future?
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ACTIVITIES AND TOOLS created by participants

Name of Activity 4

Workshop

What is the topic of the activity?

Apps especially for you

What are the objectives of the activity?

1. Showing useful functions of different apps to the seniors
2. How to install and use it

3. Arousing curiosity in seniors for apps /to have the apps

What is the desired profile of participants for the activity?
seniors 60+, men and women interesting of the new media
What is the desired size of the group?

10 persons
What are the methods used for implementation of this activity?
e presentation: (visual) - very simple form (presentation about apps: translator, endomondo,

Instagram)
e joint selection of the application that will be installed (choosing 1 app)
e step-by-step instruction on how to install the application by sharing a screen (the trainer shows

what to do on the screen displayed by the projector)

AN Co-funded by the
LG Erasmus+ Programme
ol of the European Union



https://translate.google.com/?hl=pl
https://translate.google.com/?hl=pl
https://translate.google.com/?hl=pl
https://translate.google.com/?hl=pl
https://translate.google.com/?hl=pl
https://translate.google.com/?hl=pl

ACTIVITIES AND TOOLS created by participants

What materials do you need to implement this activity?
projector, each person has its own smartphone with the internet

What is the time frame of the whole activity and in sections (intro, implementation,
debriefing)?

1h

e intro-20 min.

e implementation - 30 min

e debriefing- 10 min.

What are the debriefing questions you want to ask participants?
e Will you use this application?
e Can you repeat this process of installation?
e What difficulties did you find?
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ACTIVITIES AND TOOLS created by participants

Name of Activity 5
Kahoot
What is the topic of the activity?
Questions about workshop
What are the objectives of the activity?
Playing kahoot
What is the desired profile of participants for the activity?
40-50 years old
e Not much experience
e Good communication
e Good team work
e Fastreactions
What is the desired size of the group?
20 people
What are the methods used for implementation of this activity?
First, we start with questions like:
e What do they know about the workshop?
e What experience do they have?
e What do they need for the workshop?
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ACTIVITIES AND TOOLS created by participants

After that, We give information about the workshop like:
e They need to have: topic, how many people, the profile of participants, methods/learn, time and
materials, questions

What materials do you need to implement this activity?
Internet, phones, laptops, calm place

What is the time frame of the whole activity and in sections (intro, implementation,
debriefing)?
Start at 10:00 to 10:50

What are the debriefing questions you want to ask participants?
e How did this game make you feel?
e Does it have enough communication?
e Isit helpful?
e What did you learn?
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ACTIVITIES AND TOOLS created by participants

Name of Activity 6
Hashtag challenge
What is the topic of the activity?
How to use hashtags?
What are the objectives of the activity?
Make a post with hashtags
What is the desired profile of participants for the activity?
e Little experience with social media
e 30-40 years old
e Good team work
e Designer
What is the desired size of the group?
20 people, 2 teams with 10 people
What are the methods used for implementation of this activity?
First to make an energizer
After that questions like:
e What do you know about social media?
e How much time do you spend on social media?
e Do you know what a hashtag is?
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ACTIVITIES AND TOOLS created by participants

What materials do you need to implement this activity?
e Phones
e Camera on the phone
e Internet
e Profile in social media

What is the time frame of the whole activity and in sections (intro, implementation,
debriefing)?
Start at 10:00 to 11:20

What are the debriefing questions you want to ask participants?
e Was it fun?
e What did they learn?
e How did this make them feel?
e Will they use itin the future?
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CLOSING STATEMENT

In conclusion, there is a lot of research related to social media for seniors in the context of
W\ \ learning, but the topic of new media still remains open and requires constant flexibility in
researching, as these new media are changing and improving constantly. That is why directed

our work not to individual tools, but to the methodology of how to use new media for lifelong
learning.

Within the framework of the project, we came up with an innovative combination of activities.
Virtually every international activity has increased due to the local activity taking place after.
Thus, we have a strong follow-up, quality feedback and project promotion at the same time,
which is able to bring greater impact to the local community and other entities.
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