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1. Introduction:

In an increasingly digital world, the integration of technology into education is
essential, particularly in fields like art where creativity and innovation thrive. Our
educational project, rooted in the DigCompEdu framework and incorporating
augmented reality, aims to enhance the digital competencies of art educators.
By equipping educators with the necessary skills and tools, we empower them to
effectively integrate digital technologies into their teaching practices, fostering
engaging and impactful learning experiences.

Our project has multifaceted goals. Firstly, we seek to provide comprehensive
training to art educators, enhancing their digital literacy and enabling them to
creatively integrate technology into artistic instruction. Aligned with the DigCompEdu
framework, our curriculum ensures educators receive a standardised and recognized
set of competencies essential for navigating the modern educational landscape.

Importantly, our project not only enhances educators' skills but also enriches
students' learning experiences. By equipping educators with advanced digital
competencies we aim to foster creativity, critical thinking, and digital literacy
skills crucial for success in the 21st century.

Furthermore, we highlight the benefits for both educators and students. Educators
acquire practical skills and knowledge that enhance their teaching practices, making
them more engaging and effective. Meanwhile, students encounter enriched learning
experiences that integrate cutting-edge digital tools and methodologies, such as
augmented reality. This prepares them for success not only in the arts but also in the
digital world.

As we proceed, this introduction will outline the specific goals and objectives of our
Curriculum, providing clarity on what educators and students can expect to gain from
participating in our program.

2. Educational Goals and Objectives:

In this section, we will outline our learning goals and objectives to ensure clarity and
alignment with our project's overarching vision. Our primary aim is to seamlessly
integrate digital competencies into art education, enriching the learning experience
for both educators and students. We seek to foster creativity and innovation through
the strategic implementation of technology, leveraging the vast potential of digital
tools and methodologies.
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To achieve these goals, we adhere to the principles of the DigCompEdu framework,
which provides a comprehensive guide for enhancing digital competencies in
education. By embracing this framework, we ensure that our curriculum is not only
robust but also in line with European standards for digital competence development.

An important part will be devoted to one of the modules focusing on augmented
reality. This approach will allow participants to explore and understand the practical
applications of this emerging technology. Augmented reality (AR) offers an overlay of
digital information onto the real world, which can transform how we interact with our
environment and process information. In this module, participants will learn to use
the application "Artivive”, an easy-to-use augmented reality tool designed to enhance
creative experiences.

With the aim of improving artistic disciplines, and as an ally to the creation of
augmented realities, this project sought to address artistic expressions that are not
usually part of the teaching curriculum. In this way, and simultaneously in response
to the age group we will be working with, we chose to include urban art in the
curriculum, an artistic expression and movement that, due to its uniqueness and
naturalness in establishing dialogues, has proven to be an effective tool in capturing
the interest of this audience.

And, on the other hand, We will also focus on street art exploring its history, evolution
and main techniques. Participants will learn about the origins and development of
street art, from its roots in graffiti to its incorporation into contemporary art
movements. In addition, examples of street art will be examined and reflection on its
cultural and social impact will be encouraged. In addition, participants will learn
about the production process of street art, focusing on how to establish contact with
artists, municipal authorities and carry out their own artistic production in urban
spaces. At the end of the module, participants will be prepared to undertake street
art projects with practical knowledge and skills.

With the completion of the modules, teachers will have the necessary skills to
develop the final product together with their students: a mural also using augmented
reality.

Our objectives are designed to address the specific needs and challenges faced by
art educators in integrating digital competencies into their teaching practices within
the context of the DigCompEdu framework.

1. Develop Basic and Advanced Digital Competencies:
e Equip art educators with the necessary skills to use digital tools in their
teaching practice, ranging from creating and modifying digital art to



:***** Co-funded by
LN the European Union

integrating advanced technologies such as augmented reality and
artificial intelligence.
2. Promote the Integration of Technology in Art Education:

e Facilitate the incorporation of multimedia elements and digital platforms
into art teaching, enriching the educational experience and expanding
the creative possibilities for students.

3. Encourage Collaboration and Networking:

e Stimulate collaboration among educators and students through the use
of community platforms and online collaborative projects, strengthening
the educational community and fostering the exchange of ideas and
resources.

4. Improve Digital Communication and Coordination:

e Develop effective communication skills within the educational
community using digital tools, ensuring better coordination among
colleagues, students, and parents.

5. Drive Educational Innovation through Technology:

e Explore and experiment with new technologies and digital pedagogical
methods, preparing educators to adapt to emerging trends and
enhance the quality of art education.

6. Foster Continuous Professional Development:

e Encourage ongoing professional development in digital and
pedagogical competencies for educators, ensuring they stay updated
with technological advancements and best practices in art education.

7. Facilitate Digital Assessment and Feedback:

e Implement digital tools for assessing and providing feedback on
student artworks, promoting critical thinking and artistic growth through
constructive and detailed comments.

8. Ensure Ethical and Safe Use of Digital Technologies:

e FEducate teachers on the management and ethical and safe use of
digital resources, including respecting copyright and protecting
personal data.

Our educational goals and objectives are carefully crafted to empower educators
alike to thrive in the dynamic intersection of art and technology, preparing them to
excel in both their artistic endeavours and the broader digital landscape.

3. DigCompEdu Framework or Philosophy:



:***** Co-funded by
LN the European Union

By adopting the DigCompEdu framework, we ensure that our curriculum is rooted in
recognized European standards for digital competence development. This alignment
not only provides a solid foundation but also ensures that our approach is in
harmony with broader educational initiatives across the European Union.
The integration of technology as tools for artistic expression is central to our
educational philosophy. We recognize the transformative potential of digital mediums
in enriching the creative process and fostering innovation. Through this integration,
we empower both educators and students to explore new avenues of artistic
expression, transcending traditional boundaries and embracing the possibilities
afforded by digital technology.

For educators, our curriculum offers a structured framework for enhancing digital
competencies, equipping them with the skills and knowledge needed to navigate the
digital landscape effectively. By embracing digital tools and methodologies,
educators can create more engaging and interactive learning experiences, ultimately
enriching the educational journey for their students.

In essence, our adoption of the DigCompEdu framework and our commitment to
integrating technology into art education are driven by a shared vision of
empowering both educators and students to thrive in the digital age. By grounding
our curriculum in recognized standards and embracing innovative pedagogical
approaches, we aim to ensure that our educational project remains at the forefront of
digital competence development in art education within the European Union.

4. Scope and Sequence:

We'll outline the scope of our curriculum content, detailing the topics and skills we'll
cover. This includes digital art creation, image editing, and more. The sequence will
map out the order in which these topics will be taught, ensuring a logical progression
of skills development

4.1 Curriculum Modules and Units:

Here, we'll break down our curriculum into manageable units or modules. Each
module will focus on a specific aspect of digital art. In particular, the learning
modules are design to ensure that the above mentioned educational goals can be
met, but most importantly to allow students and teachers to:

e Integrate the use of digital tools in daily lessons;
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e Facilitate the creation of murals enhanced with Augmented Reality (piloting of
the Curriculum).

This organisation will make it easier for educators to plan and deliver instruction
effectively. Here's where the specific teaching methods, strategies, and approaches
used to deliver the content are outlined. This section provides details on how the
curriculum will be implemented in practice, including instructional techniques,
learning activities, and pedagogical approaches.

For these reasons, the learning modules cover a diverse range of topics, leveraging
the Community platform ad hoc for this project to navigate in street art history and
techniques enriched with the AR. Furthermore, learners will be able to integrate the
use of digital tools to create more engaging lessons (also with the use of Al),
showcase virtual exhibitions enhanced with debates and critical feedback.

To achieve the digital transition and integration of digital tools into daily school
activities, in particular artistic disciplines, it is essential to design an effective training
programme for teachers and students. The modular organisation of this training
programme is designed to facilitate effective instructional planning and delivery by
educators and teachers. By breaking down the curriculum into focused units,
educators can systematically address specific learning objectives and skills,
ensuring a comprehensive and structured learning experience for students.

The educational approach underlying the Curriculum implementation, thus the
training programme, involves a balanced mix of theoretical, practical and inspiring
training contents. Specifically, the approach guiding the development of the
Curriculum training programme can be recognised as a circular reiteration of the
learning experience, going through:

e Concrete learning: occurs when a learner has a new experience or interprets a
previous experience in a new way.

e Reflective observation: the learner reflects on the new experience to
understand what it means.

e Abstract conceptualisation: the learner adapts their thinking or constructs
new ideas based on experience and reflection.

e Active experimentation: the learner applies their new ideas to real-world
situations to test whether they work and see if any changes need to be made.

The application of this circular model can be unveiled as follows:

Topic: Animation Principles

1. Concrete Experience:
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A student starts animating a character but struggles with creating smooth and
lifelike motion.

2. Reflective Observation:
The student reviews their animation sequences frame by frame, identifying areas of
stiffness or inconsistency.

3. Abstract Conceptualization:
The student studies classic animation principles such as squash and stretch,
timing, and anticipation to improve their animation skills.

4. Active Experimentation:
The student applies the principles learned by animating a new sequence with
dynamic movements. They experiment with different keyframe techniques and
refine their animation based on feedback.

According to this circular model, the training programme structure is presented
below (Table 1)
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Crucial Digital Competencies

DigCompEdu SAG Curriculum Code Definition Examples Units Workload (hh)
NA How to use the 1 This module aims / 1.1 How it works 1
community platform to train teachers in
the effective use of
the community 1.2 How to interact
platform.

1.3 Create your

profile
NA School ARt 2 This  introductory / 4.1 Theoretical 1
Galleries & Digital module is designed framework
galleries to provide a
comprehensive 4.2 Tools and
Understanding of resources
the "School ARt
Gallery" project and
its overarching
objectives.
NA History and 3 / 3.1 Theoretical
Techniques of This module framework 2
street art focuses on street
art, exploring its 3.2 Tools and
resources

history,  evolution,

3.3 Best practices




****** Co-funded by
LN the European Union

and main
techniques.

3.4 Practical
assignment

NA

AR in connection
with street art

In this module,

participants will
explore the
intersection
between

augmented reality
and street art.

4 1 Theoretical
framework

4.2 Tools and
resources

4.3 Best practices

4.4 Practical
assignment

DigCompEdu 2.2:
Creating and
Modifying Digital
resources

Digital Art Creation
and Modification

In this module,
learners will master
digital art software
and tools to create,
edit, and modify
artworks effectively.

Focus on
creating/enhancing
art with AR
Managing and
sharing digital
artistic  resources
securely and

ethically, respecting
copyright

Use free and
accessible graphic
design software to
manipulate images

and create digital
compositions.

Explanation of

Artivive.

5.1 Theoretical
framework

5.2 Tools and
resources

5.3 Best practices

5.4 Practical
assignment
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6.3. Digital Content Multimedia 6 Integrating Incorporating video 6.1 Theoretical
Creation. Integration in Art multimedia tutorials framework
Facilitating Student Education elements such as demonstrating art
Digital Competence videos, animations, techniques into 6.2 Tools and
and interactive digital art courses resources
media into art
lessons t(? enrich 6.3 Best practices
learning
experiences
6.4 Practical
assignment
6.2. Virtual 7 Leveraging virtual Collaborating with 7.1 Theoretical
Communication, Collaboration and platforms for artists and schools framework
collaboration, and Exhibition collaborative art worldwide on virtual
Digital Citizenship. projects and art projects and 7.2 Tools and
Facilitating Student organising virtual exhibitions resources
Digital Competence exhibitions to
showcase student 7.3 Best practices
artworks.
7.4 Practical
assignment
4.3. Feedback and Digital Art Critique 8 Providing Using digital 8.1 Theoretical
Decision-Making. and Feedback constructive annotation tools to framework
Assessment and feedback on provide detailed
Feedback student artworks feedback on 8.2 Tools and
using digital tools, student artwork, resources
fostering critical highlighting areas
thinking and artistic for improvement 8.3 Best practices
growth ’
8.4 Practical
assignment
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NA Artificial Intelligence 9 Integrating Al into platforms like 9.1 Theoretical 2
Integration: art education Artivive and Mozilla framework
Enhancing Art enriches learning Hub integrate Al to
Education experiences by offer immersive 9.2 Tools and
providing students experiences and resources
with access to virtual
advanced tools and colle_lboratlons, 9.3 Best practices
resources that enabling students
transcend to engage with art
traditional in dynamic ways .
boundaries. and expand their 94 Practlcatl
creative horizons. assignmen
NA 10 Participants will / 10.1 A step-by-step 1
Street art learn about the guide
production — how to process of street art
. ith production,
getin contact wit focusing on how to
the artist, establish  contact
municipality, art with artists, 10.2 Resources
production itself municipal frorh participating
authorities, _ and countries
carry out their own
artistic production in
urban spaces.
Feedback/Reflection phase
General Digital Competencies
DigCompEdu SAG Curriculum Code Definition Examples Units Workload (hh)
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NA How to stimulate 11 This module / 11.1 Theoretical
creativity focuses on framework
fostering teachers'
creativity without 11.2 Tools and
relying on dlgltal resources
tools. Through the
exploration of 11.3 Best practices
various artistic
media and
techniques, .
teachers \?vill learn 114 'Practlcal
to express their assignment
ideas, emotions
and perspectives
through tangible
works of art.
NA Creating a Hybrid 12 In this module, / 12.1
Art Project with AR participants will
undertake a
hands-on project 12.2
that combines
traditional street art
with augmented 123

reality (AR) to
create an
innovative and
immersive artistic
experience.

Collection of feedback/Final assessment
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According to the circular model, the training programme foresees a first phase
defined as “Crucial digital competencies”, aiming to provide learners the skills
required to achieve Curriculum objectives, as well as digital transition and
enhancement of art disciplines through AR tools. The second phase, defined as
“General digital competencies” aims to provide the transversal and essential skills
to teachers and educators to sustain, embrace and innovate digital pedagogy within
daily school activities.

The “theoretical framework”, “tools and resources” and “best practices” units are
defined in this programme to sustain the concrete experience and reflective
observation phase of the circular model. The “practical assignment’ unit and
feedback phases promote the abstract conceptualisation, and active
experimentation.

4.2 Learning Activities and Resources:

This section will provide detailed descriptions of the hands-on activities and
resources we'll use in our curriculum. From digital art projects to virtual studio
sessions, we'll offer a variety of engaging learning experiences. We'll also identify the
specific tools and software, such as Adobe Creative Suite and Blender, that will be
utilised.

To ensure that Curriculum objectives can be achieved, it is essential to build learning
modules and units on up-to-date and relevant learning resources. Thus, each
learning unit foresees a deep and accurate desk research to provide a high quality
level of learning materials.

The hands-on activities provide teachers and educators the chance to test in practice
the competencies promoted by the Curriculum, as well as explore new opportunities
to enrich their lessons. Thus, the practical assignments will be designed according to
specific proficiency levels of the Curriculum (DigCompEdu), and the positive results
will allow educators to gain the ability to integrate digital tools for artistic purposes
into their daily practices.

An example of practical assignment:

Multimedia Integration in Art Lessons

Objective: To enhance art lessons with multimedia elements for enriched learning
experiences.

Instructions:
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Topic Selection:

1. Choose an art-related topic (e.g., art history, painting techniques) suitable
for multimedia integration.
Media Compilation:
2. Gather multimedia resources:
e Videos demonstrating art techniques or showcasing artworks.
e Animated tutorials illustrating step-by-step processes.
e Interactive online resources (e.g., virtual gallery tours, art quizzes).
Lesson Implementation:
3. Develop a concise lesson plan:
e Introduction (5 minutes): Introduce the topic and objectives.
e Multimedia Integration (20 minutes): Use videos, animations, or
interactive media to explore key concepts.
e Hands-On Activity (30 minutes): Assign a creative project or exercise
inspired by the multimedia content.
e Reflection (5 minutes): Discuss learnings and experiences.
Assessment:
4. Evaluate student understanding and engagement:
e Assess completed projects based on creativity and comprehension.
e Encourage student feedback on the effectiveness of multimedia in
learning.

Integration of Technology and Resources:This section will highlight how we'll
integrate technology into our art instruction. We'll emphasise the use of digital tools
for creative expression, collaboration, and portfolio development, preparing students
for success in the digital age.

1. Creative Expression:
We'll use a variety of digital tools and software to help students explore their
creativity and express themselves artistically. Through hands-on projects and digital
art assignments, students will learn how to make the most of these tools to bring
their artistic ideas to life.

2. Collaboration:

Working together is key to the artistic process, so we'll use technology to make
collaboration easier. Platforms like Mozilla Hubs will provide virtual studios where
students can work together, share ideas, and collaborate on projects in real-time, no
matter where they are. This encourages teamwork and allows students to learn from
each other's creative insights.

3. Portfolio Development:

Digital portfolios are essential for showcasing students' artistic talents and progress.
We'll guide students in creating and presenting their work online using portfolio
platforms, highlighting their growth as digital artists. By adding multimedia elements
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and interactive features, students will learn to make professional-looking portfolios
that effectively display their skills and creativity.

4. Digital Citizenship:

We'll also stress the importance of using digital resources responsibly and ethically.
Students will learn about digital citizenship principles, such as copyright laws and
online privacy, so they can navigate the digital world with confidence and integrity.

By integrating technology in these ways, our curriculum enhances students' digital
literacy and technical skills while fostering creativity, collaboration, and digital
citizenship—essential skills for success in both the arts and the digital world.

6. Adaptations and Differentiation:

We'll provide teachers a pool of tools to shape their teaching, so that the diverse
students' needs will be addressed and met.

a. Needs Assessment: We will begin by identifying the different levels of digital
proficiency among our teachers. This may involve conducting surveys or diagnostic
assessments to understand their familiarity and skills with technology.

=

AWAREMNESS EXPLORATION INTEGRATION EXPERTISE LEADERSHIP INNOVATION

£ c2

b. Designing Differentiated Activities: Based on the needs assessment, we will
develop activities that cater to different levels of digital proficiency. This could involve
offering activity options with varying levels of difficulty or providing additional
resources for those who need extra support.

c. Variety of Resources and Tools: We will utilise a wide range of digital resources
and tools to address different learning styles. This may include instructional videos,
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online interactive activities, collaborative projects, and supplementary reading
materials.

d. Flexibility in Delivery: We will offer flexibility in content delivery, allowing options
such online virtual classes, or downloadable resources for independent learning.

e. Individualised Support: We are committed to providing individualised support to
teachers who need it. This may involve additional tutoring sessions, access to online
support resources, or assigning mentors for those who require more personalised
attention.

f. Differentiated Assessment: Finally, we will adapt our assessment methods to
reflect the diverse needs and learning styles of our teachers. This could involve
offering flexible assessment options, such as creative projects or written essays, to
allow students to demonstrate their understanding effectively.

In summary, our focus on adaptations and differentiation will ensure that all teachers
have the opportunity to succeed in our educational program, regardless of their level
of digital proficiency or learning style. We are committed to providing an inclusive
and equitable learning environment that promotes the growth and success of all our
teachers.

7. Professional Development:

We will outline a comprehensive plan for professional development tailored
specifically to the needs of our art educators. Recognizing the importance of
continuous learning and skill enhancement in the rapidly evolving digital landscape,
we aim to provide educators with a range of opportunities to enhance their digital
competencies within the context of art education.

a. Workshops and Training Sessions:

We will organise a series of workshops and training sessions focused on various
aspects of digital competencies relevant to art education. These sessions will be led
by experienced educators, technology experts, and industry professionals, providing
hands-on learning experiences and practical insights into integrating digital tools and
methodologies into artistic instruction. Topics covered may include street art history
and techniques, digital art creation techniques, multimedia integration in art lessons,
virtual collaboration platforms, and digital portfolio development.

b. Online Resources and Webinars:

In addition to in-person workshops, we will curate a collection of online resources
and webinars accessible to educators at their convenience. These resources will
cover a wide range of topics related to digital competencies in art education,
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including tutorials on digital art software, best practices for incorporating augmented
reality into art lessons, strategies for fostering creativity and innovation in digital art
projects, and guidance on ethical and responsible use of digital resources.

c. Collaborative Learning Communities:

We recognize the value of peer collaboration and support in professional
development. To facilitate this, we will establish collaborative learning communities
where educators can exchange ideas, share resources, and collaborate on projects
related to digital art education. These communities may take the form of online
forums, social media groups, or regular meetups, providing opportunities for
networking, mentorship, and ongoing learning.

One way in which our project will promote collaborative learning online is through the
Mozilla Hubs platform. Mozilla Hubs stands out over its competitors as the ideal
platform for our project, thanks to its robust communication infrastructure, emphasis
on user identity, and seamless browser-based functionality. Hubs ensures an
accessible and immersive experience for all users. Its open-source nature and
customizable environments support diverse educational needs, while its commitment
to privacy and inclusivity makes it particularly suitable for professional development
and collaborative learning. By using Mozilla Hubs, we can create dynamic and
engaging virtual spaces that enhance collaboration and innovation within our
learning communities.

This Mozilla Hubs platform will be interconnected with the Moodle contents of the
project, each corresponding to a specific area of the virtual environment. The same
interconnection will also be observed between these two platforms and Artivive, as it
will enhance and extend the possibilities of the virtual experiences.

d. Mentoring and Coaching:

To provide personalised support and guidance, we will offer mentoring and coaching
programs for educators seeking to deepen their digital competencies. Experienced
mentors will work closely with participants to identify their learning goals, develop
action plans, and provide feedback and support as they progress in their
professional development journey. Mentoring sessions may be conducted in-person
or virtually, depending on availability of mentors and participants. It is fundamental
that learners are guided during the training, so that individualised or collective
support can be provided. In particular, learners could struggle to imagine or plan the
integration of digital tools, so the mentors can facilitate it, and the learning
community can take advantage of each other.

e. Certification Programs:
For educators looking to formalise their digital competencies, we will explore
opportunities for certification programs in collaboration with recognized institutions or
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certification bodies. These programs may offer credentials or certifications in areas
such as digital art instruction, multimedia integration, or augmented reality in
education, providing educators with tangible recognition of their expertise and
enhancing their professional credentials.

By offering a diverse range of professional development opportunities, we aim to
empower art educators with the knowledge, skills, and confidence to effectively
leverage digital technologies in their teaching practices. Our goal is to cultivate a
community of digitally proficient educators who are equipped to inspire creativity,
foster innovation, and enrich the learning experiences of their students in the digital
age.

8. Timeline and Implementation Plan:
Here, we'll outline a timeline for implementing our curriculum. We'll establish key
milestones, including module delivery, assessment periods, and professional
development activities, to ensure smooth execution.

The training course promoted and developed by the Curriculum is composed of 12
modules, respectively 10 as Crucial Digital Competencies, and 2 as General Digital
Competencies. Furthermore, most of the modules foresee a practical assignment
unit, as a means to test in practice the competencies promoted.

The 21-hour training course consists of 12 modules, addressing the core
competences of the DigCompEdu framework and those necessary for teachers and
students to be able to integrate the use of digital tools (in particular AR) into
everyday practice. The course comprises approximately 2 modules per week, so that
the training is completed in 2 months, including the feedback phases.

The training should anyway allow learners to gain the desired skills at their own
pace, but at the same time guidance and mentoring should be provided to ensure a
certain level of engagement and complete the programme. For this reason, a
detailed schedule of the training must be provided, as well as dedicated moments to
gather feedback and provide guidance (indicatively every two weeks). This guidance
can be delivered as online or F2F meetings, or live chat.

Therefore, between the different phases of the training , a feedback/reflection phase
is foreseen to gain insights from the learners and make adjustments if needed.
Finally, the practical assignments can be evaluated through an ad hoc checklist
based on DigCompEdu level of proficiency, the progress training achievement will be
monitored, and a certificate released.

9. Monitoring and Evaluation Plan:
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We'll establish procedures for monitoring the implementation of our curriculum and
evaluating its effectiveness. This includes collecting feedback from students and
educators and making adjustments as needed to improve outcomes.

The monitoring process of the Curriculum foresees diverse moments of review with
stakeholders (teachers, headmasters, students). Specifically, focus groups will be
organised to check the effectiveness, but most importantly the alignment of the
Curriculum to teachers, educators, students and secondary schools needs. Before
the Curriculum implementation, teachers or relevant stakeholders should provide
their guidance on the effectiveness and level of application into their school
environment, as well as alignment of competencies.

During the implementation, 2 different phases of monitoring are expected: the first
one between Crucial and General phases, and the second one at the end of the
implementation. Furthermore, mentoring meetings can be arranged every two
weeks, to have real time feedback about the implementation.

The main qualitative and quantitative indicators that will provide a meaningful impact
and success of the curriculum are:

e Level of satisfaction, effectiveness and applicability.
e Comments gathered during and after Curriculum implementation.

Overall, to evaluate the monitoring and implementation of the Curriculum, diverse
information can serve as evidence of successful implementation. In particular, as the
training course foresees practical assignments for some specific modules, the
following activities can provide information about the effectiveness of training
materials, learners’ level of engagement and evidence-based proof of the acquisition
of competencies.

Additionally, the following comprehensive criteria will be used to drive the
assessment and monitoring procedures:

e Alignment with DigCompEdu Framework:

Our assessment strategies will be closely aligned with the competency framework of
DigCompEdu, ensuring that learning outcomes are in line with recognized European
standards for digital competence development. This alignment provides a clear
roadmap for assessing learners' progress and ensures that our assessment methods
are rigorous and relevant.

Example: at the end of each module a brief MCQ will be delivered to learners to
assess if the minimum requirements to succeed are met. Additionally, a feedback
questionnaire can be prepared for each module to evaluate internally the
effectiveness and alignment of our training.

e Fairness and Transparency:
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We are committed to ensuring that our assessment strategies are fair, transparent,
and conducive to learning. We'll provide clear criteria for assessment and ensure
that learners understand how their work will be evaluated. Additionally, we'll offer
constructive feedback to help learners identify areas for improvement and further
development.

Finally, a comprehensive and final version of the Curriculum will be released after the
practical implementation of digital art galleries. In this iterative review, the feedback
from teachers and students will be gathered, and lessons drawn for future use of the
Curriculum.

10. Conclusion:

In conclusion, our SAG curriculum represents a significant step forward in preparing
art educators to effectively integrate digital competencies into their teaching
practices. By embracing creativity, innovation, and digital literacy within the
framework of DigCompEdu, we empower educators to navigate the evolving
landscape of art education in the digital age.

As our program is implemented, we anticipate a transformative impact on both
educators and students. Educators will emerge with enhanced proficiency in utilising
digital tools, leading to more engaging and effective teaching practices. Students, in
turn, will benefit from enriched learning experiences that foster creativity, critical
thinking, and digital literacy skills essential for success in the modern world.

Furthermore, the importance of our curriculum extends beyond the classroom. By
equipping educators with the skills and knowledge needed to thrive in the digital age,
we contribute to the broader goal of preparing future generations to excel in an
increasingly digital world.

In essence, our curriculum represents a vital investment in the future of art
education, ensuring that educators and students alike are equipped to embrace the
opportunities and challenges presented by digital technology. Through our collective
efforts, we can inspire a new generation of artists and innovators, shaping the future
of art education for years to come.



