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Introduction 

The S.A.FE Framework | Syllabus for digitAl proFEssions Framework 

As a consortium, the European Digital Professions Roadmap (EDPR) Project 

partners, we view that a well-designed course provides students with a sense 

of instruction for an exciting and successful learning experience while a poorly 

designed course prevents communication between the members of the 

learning experience, either that is the trainer-trainee dynamic, the relation 

between the students, or the learner and the institution. That way we can 

expect that if not provided coherently the Syllabus on which the course is going 

to be based upon, can increase anxiety and reduce the overall effectiveness 

of the process. In this publication we are going to propose an instructional 

design of syllabus regarding; EQVET in VET, ECTS in HE and Adult Education 

Lifelong Learning training programs, which Will lead to the creation of a 

common framework of heterogeneous training programs transferable to 

Higher Education, VET and Adult Education European educational institutions, 

on the field of Digital Professional Education.  

As digital professions, due to their nature, tend to be perceived in multiple 

different ways online, our mission through S.A.FE Framework – Syllabus for digitAl 

proFEssions Framework,  is to create a safe environment for any educator to 

base their course achieving an effective learning result, and for every student 

that will follow our European Open Classroom Courses to feel secure about the 

investment of their time and the knowledge their going to acquire.  

The process of creating the S.A.FE Framework followed a series of methodically 

designed phases as follows:  

Phase 1: Definition and Scope of the Innovative Opportunity for Syllabi 

creation. 

Phase 2: Discovering the Optimal Skill Sets to be tackled.  

Phase 3: Developing design concepts for experimentation. 

Phase 4: Demonstrating the innovation through piloting and prototyping 

through collaboration, ideation, implementation and value creating.  
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Our Aim and Outline of S.A.FE 

Our aim is to develop, as we mentioned above, an instructional design of 

syllabus regarding; EQVET in VET, ECTS in HE and Adult Education Life Long 

Learning training programs, which will lead to the creation of a common 

framework of heterogeneous training programs transferable to Higher 

Education, VET and Adult Education European educational institutions. The 

S.A.FE. Framework will empower trainers to be trainers and coaches at all times 

and define a common framework for instructional design of Digital Professions 

syllabus transferable to most of the educational institutions. Its goal will be to 

bring some contributions to those who are in charge of course design, 

providing useful insights to improve active and technology enhanced 

collaborative learning in similar environments in terms of reference levels; 

learning outcomes: knowledge, skills and competences. 

In order to do so we will create a set of structured principles that lay the 

foundation for the inception of education modules supported by online 

pedagogy elements linked to innovative teaching methodologies (best 

practices), and that will consist the 1st Chapter of this publication.    

In the 2nd Chapter of this publication we will introduce the readers into our own 

produced syllabi. We will present one syllabus for one trending digital profession 

linked strongly with each of the five identified major categories of skills, that 

agree with the E-Competence Framework skills’ categories, and include 

subskills for more or less every other skills’ category. The skills categories are as 

follows: 

1) Planning Skills 

a) Business Plan Development | Co-Creating and Brainstorming 

b) Application Design | Creative Thinking 

c) Technology Trend Monitoring | Innovation 

d) Sustainable Development  

2) Building Skills 

a) Application Development | Balancing Creativity and Feasibility 

b) Testing | Ability to change and Adopt 

c) Solution Deployment  

d) Documentation Production  

3) Running Skills 

a) User Support  

b) Change Support  

c) Service Delivery 

d) Problem Management 

 

http://www.ecompetences.eu/e-cf-overview/
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4) Enabling Skills 

a) Information Security Strategy Development 

b) Education and Training Provision 

c) Needs Identification 

d) Digital Marketing | Social Media Marketing 

5) Managing Skills 

a) Project and Portfolio Management 

b) Risk Management | Relations Management 

c) ICT Quality management 

d) Business Change Management 

Afterwards we are going to link the aforementioned sets of skills with the most 

Trending Digital Professions in Europe as they came forward from our 

Benchmarking Research during the completion of the 1st Intellectual Output of 

our project (IO1).  

Following the extensive syllabi of Chapter 2 we are going to review methods 

and tools that can help the syllabus creator and user act through the syllabus 

pedagogically, in Chapter 3. The partners of the project have formulative an 

explicit set of methods and tools for each of the three identified approaches 

on using the syllabi: 

 

1. Constructing a powerful digital learning environment  

2. Working with Hard to engage students in the Digital Age 

3. Tackling Conflict in the digital classroom  

4. Promoting Innovative Thinking in the Digital Age 

5. Retaining Talent in digital  

Finally in the 4th Chapter of the publication we are aiming to define the S.A.FE 

Framework objectives based on the following principles,  a contemporary and 

flexible system that: will act as a reference point for curriculum development 

that leads to a Digital Professions certification (homogeneous pathway-

recognition in terms of transversal skills (e-skills and professional skills)). With the 

aim of supporting industry education pathways which provide access to 

certifications that allow individuals to move easily between different educators 

and industry roles. Accordingly, we wish to define a clear progression route for 

professionals and enable a level of alignment with all educational systems 

certification and qualification frameworks European Qualifications Framework 

(EQF) and European Higher Education Area (EHEA) and others.  

The Notes for Practitioners of this publication will not only target to summarise 

our scope but will also act as recommendations on a policy and management 

level for both institutions and policy makers.  
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Our Target Groups 

 The target groups of the Output are divided into 3 main categories, covering 

the whole spectrum of the learning process and are namely:  

- (Direct T.G.) HE, VET and Adult Education trainers (within the project´s lifetime) 

- (Direct T.G.) In-company teachers and employees (within the project´s 

lifetime) 

- (Indirect T.G.) HE, VET and Adult Education students (within the project´s 

lifetime);  

 

While the potential users of the publication are presumably the following: 

-  students from VET and Adult Education Schools and Universities 

-  young people just entering the labor market; 

-  young people with fewer opportunities; 

-  trainers of VET and Adult Education Schools, Universities and Businesses. 

 

 

  



 

 

9 

 

Chapter 1: The S.A.FE Framework Principles of Syllabus 

Creation  

The S.A.FE Elements 

As we have highlighted before, the Syllabus for digitAl proFEssions (S.A.FE.) 

Framework aims to create a safe space for the creation and realization of initial 

courses with a great emphasis on Digital Professions courses. We decided to 

differentiate the name of this framework, not only to highlight the safe place 

that we aim to create but also for the framework to be autonomous within the 

EDPR context and in such a way to lead into its own sustainability process. 

As a consortium, the partners of EDPR Project, we have understood the need 

to set a fresh and comprehensive set of structured principles to be followed 

when ne creates a syllabus. These principles, as presented below, will extent 

from the key elements of every S.A.FE. syllabus, to the educator and learner 

dynamic, all the way to online education processes and pedagogy, a crucial 

element for digital professions courses realization.  

A syllabus, for us, is more than just a checklist or collection of policies and 

procedures. In fact, approaching it as akin to a “contract” — while that’s a 

popular analogy in higher education — is not the way to create an effective 

syllabus. We should aim to do more than badger the students with arbitrary 

dictates that suggest we fully expect them to misbehave. The course syllabus 

is, in most cases, the first contact that students will have with both us and the 

course. As the cliché goes, we don’t get a second chance to make a first 

impression1. 

For these reasons we have identified the 3 SAFE Elements of an effective 

Syllabus you should have in mind before getting into creating your syllabus.  

Basic Information: the title of the course should be clear and inspiring, 

setting the tone to what the course will be about. The more specific the 

better. In any case, the title should be accompanied by a direct description 

of the course that should question and answer “What will students know 

and be able to do at the end of the semester?”, “How does the course 

support knowledge in general education or a degree?”, “What is the 

overall duration of the course?”, etc. Finally, you should indicate whether or 

not there are any materials required and recommended, such as texts, 

workbooks, supplements, equipment, software and hardware or reserved 

readings. Note where materials can be rented, purchased, or borrowed, 

and where students can find course materials (libraries, web links). Guide 

 
1 Kevin Gannon, 2018, How to create a syllabus | Advice Guide 

https://www.chronicle.com/interactives/advice-syllabus
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students to understand which purchases or resources are essential and 

which are recommended. 

 

Strategies: indicate the instructional formats (lecture, discussion, 

demonstration, lab, seminar, service-learning, online, on campus, etc.) and 

supports you intend to use so that students make plans to participate, work 

in groups, work online, schedule practice, labs, and projects. 

a) Indicate how technology will support the course. Explain your plans to 

use online platform to post assignments and grades, your expectation 

that students regularly check their email, indicate the software and 

hardware students will access to participate fully in class. 

b) Encourage students who experience initial learning difficulty on the first 

graded assignment to meet with you to discuss the work so that you can 

identify and suggest strategies to improve their performance. 

c) Indicate your interest in referring students to various resources that will 

strengthen their work and/or indicate your intention to connect them 

with resources. 

Expectations: Send clear messages to students about your expectations, 

requirements, and standards for coursework and behavior. Consider 

developing common policies regarding academic honesty, civility, 

disability access, and sending messages about course procedures that 

appear in all the syllabi of a multi-section course. Include a section that 

alerts students to general Safety procedures.  

The Educator and Learner Dynamic as a social relationship 

The teacher-student relationship, like other social relationships, has the 

potential to contain social capital. In the context of a learning setting, the 

relationship is productive—that is, it has social capital—if it yields student 

learning and achievement2. Coleman (1988) explains how factors such as 

obligations, expectations, and trustworthiness of structures are essential to 

facilitate social capital (S102). In the teacher-student relationship, each actor 

must have faith that investment in the other will provide benefits. In other words, 

the teacher devotes time and energy to students who s/he believes will at 

some point, either immediately or in the future, show progress in learning due 

to that time and energy. Similarly, a student will work hard for a particular 

teacher knowing that the effort will produce positive results, e.g., in the form of 

high grades and school recognition. 

A productive teacher-student relationship, based upon mutual respect in 

which the teacher invests in teaching and the student invests in learning, will 

 
2 Chandra Muller & Susan Katz, 1999, “Investing in Teaching and Learning: Dynamics 

of the Teacher-Student Relationship from Each Actor's Perspective”  

https://www.researchgate.net/publication/249696085_Investing_in_Teaching_and_Learning_Dynamics_of_the_Teacher-Student_Relationship_from_Each_Actor%27s_Perspective
https://www.researchgate.net/publication/249696085_Investing_in_Teaching_and_Learning_Dynamics_of_the_Teacher-Student_Relationship_from_Each_Actor%27s_Perspective
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inevitably yield positive outcomes for any student. When a student comes from 

a community which is racially, ethnically or socioeconomically subordinated in 

the society, that relationship becomes even more critical for the student’s 

academic success (Nieto, 1994). Muller (1998) points out how teachers’ 

expectations are a very important determinant in shaping students’ 

expectations of their own future. Students are highly sensitive to cues that 

teachers and adults give them about their potential for either success or failure. 

Freire talks about the fallacy of looking at the education system like a bank, a 

large repository where students come to withdraw the knowledge they need 

for life. Knowledge is not a set commodity that is passed from the teachers to 

the students. Students must construct knowledge from knowledge they already 

possess. Teachers must learn how the students understand the world so that the 

teacher understands how the student can learn. 

 

“…teaching cannot be a process of transference of knowledge from 

the one teaching to the learner. This is the mechanical transference 

from which results machinelike memorization, which I have already 

criticized. Critical study correlates with teaching that is equally 

critical, which necessarily demands a critical way of comprehending 

and of realizing the reading of the word and that of the world, the 

reading of text and of context.” 

- Paulo Freire, 1921-1997 

 

The mobile, connected, personal technology of the digital age is now an 

integral part of the worldwide education system. The insurgence of technology 

into education has, in turn, introduced “neomillennial” learning styles among 

students3. Such learning is now prevalent enough to be formally grouped under 

three categories — personalization, differentiation and individualization. 

Personalization refers to the ability of the course to be tailored to learning 

preferences and specific interests of the individual learner, while differentiation 

involves tailoring to the learning preferences of groups of learners and 

individualization is when instruction is paced to the learning needs of different 

learners. We will see more on the subject of such pedagogic approaches in 

the next paragraph on Online Education and Pedagogies.  

 
3 Suren Ramasubbu, 2017, The Huffington Post, “The Changing Dynamic Between the 

Teacher and the Taught” 

 

https://www.huffpost.com/entry/the-changing-dynamic-betw_b_9672848?guccounter=1&guce_referrer=aHR0cHM6Ly93d3cuZ29vZ2xlLmdyLw&guce_referrer_sig=AQAAAAnhVbNM96N75V0FVjWYpjm5I1J0AUqaF7hEMDXWWbPUabE6t78YZvKzN5CjP8u4qItT8okiQw7Y8IqbyQWKJSpeIdsOm4UnDgHDZIbNhCupGc9E6UN1wsLSfA-tcBZw8WczMCQ4lfJfWoa8oJD-mG93U1ZL3nncjE5CnQBsI3Ia
https://www.huffpost.com/entry/the-changing-dynamic-betw_b_9672848?guccounter=1&guce_referrer=aHR0cHM6Ly93d3cuZ29vZ2xlLmdyLw&guce_referrer_sig=AQAAAAnhVbNM96N75V0FVjWYpjm5I1J0AUqaF7hEMDXWWbPUabE6t78YZvKzN5CjP8u4qItT8okiQw7Y8IqbyQWKJSpeIdsOm4UnDgHDZIbNhCupGc9E6UN1wsLSfA-tcBZw8WczMCQ4lfJfWoa8oJD-mG93U1ZL3nncjE5CnQBsI3Ia
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Online Education Processes and Pedagogy 

 

As we saw above, technology has played a crucial rule in the differentiation 

and evolution of education in the digital era.  

While educators have, even in the past, adopted methods to differentiate and 

individualize instruction, to meet students’ learning needs and goals, the 

integration of technology offers a wider scope for personalization, whereby, 

each individual’s intent, interest and learning profile are addressed through 

identification of content, process and product. Little wonder that Personal 

Learning Environments (PLEs) have integrated technology with the psychology 

of learning. Personalization in education allows students to claim complete 

ownership of their education and alters the traditional dynamics between the 

teacher and taught. It entails the design of experiences that allow students to 

make choices about what and how they will learn; this freedom encourages 

students to not only become more engaged, but also assert ownership and 

take pride in their learning outcomes. The personalized environment also offers 

teachers considerable flexibility in meeting educational standards, especially 

in skills-based subjects, such as math and arts.4 

It has been claimed that students engaged in personalized learning are more 

successful than the ones engaged in traditional classroom lectures, especially 

when a range of technologies is used to build the online personalized 

environment. However, the use of successful personalized learning programs 

within the boundaries of traditional learning, aka classrooms, hinges on the 

 
4 Suren Ramasubbu, 2017, The Huffington Post, “The Changing Dynamic Between the 

Teacher and the Taught” 

Definition No.1: Online Education and Pedagogy 

Online education is defined as the creation and proliferation of the 

personal computer, the globalization of ideas and other human acts, 

and the use of technology in exchanging ideas and providing access 

to more people.  The key element that form the scope of online 

education, based on Desmond Keegan’s (1988) definition, are by: 

1. The separation of teachers and learners which distinguishes it 

from face-to-face education; 

2. The influence of an educational organization which distinguishes 

it from self-study and private tutoring; 

3. The use of a computer network to present or distribute some 

educational content; and 

4. The provision of tw0-way communication via a computer 

network so that students may benefit from communication with 

each other, teachers and staff. 

 

https://www.huffpost.com/entry/the-changing-dynamic-betw_b_9672848?guccounter=1&guce_referrer=aHR0cHM6Ly93d3cuZ29vZ2xlLmdyLw&guce_referrer_sig=AQAAAAnhVbNM96N75V0FVjWYpjm5I1J0AUqaF7hEMDXWWbPUabE6t78YZvKzN5CjP8u4qItT8okiQw7Y8IqbyQWKJSpeIdsOm4UnDgHDZIbNhCupGc9E6UN1wsLSfA-tcBZw8WczMCQ4lfJfWoa8oJD-mG93U1ZL3nncjE5CnQBsI3Ia
https://www.huffpost.com/entry/the-changing-dynamic-betw_b_9672848?guccounter=1&guce_referrer=aHR0cHM6Ly93d3cuZ29vZ2xlLmdyLw&guce_referrer_sig=AQAAAAnhVbNM96N75V0FVjWYpjm5I1J0AUqaF7hEMDXWWbPUabE6t78YZvKzN5CjP8u4qItT8okiQw7Y8IqbyQWKJSpeIdsOm4UnDgHDZIbNhCupGc9E6UN1wsLSfA-tcBZw8WczMCQ4lfJfWoa8oJD-mG93U1ZL3nncjE5CnQBsI3Ia
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provision of uniform levels of functionality for all students, regardless of their 

unique abilities. This, however, in itself, is an antithesis to “personalization”, and 

runs the risk of falling into the murky regions of mass marketing. 

Technology allows interactive programs that allow students to see and explore 

concepts from different angles using a variety of representations. Significant 

improvements in achievement and engagement are possible among 

underserved students in learning environments augmented by technology that 

engages them in interactive learning and offers multiple representations of 

ideas and real-time digital feedback.  

The role of assistive technology in reducing barriers to learning for students with 

a variety of special needs and challenges cannot be overstated. A number of 

online resources are available to help educators identify and locate 

appropriate technological tools and devices for students with special needs. 

The success of the marriage of technology and education hinges on effective 

leadership at all levels of society. Community engagement is for design of 

initiatives and ensuring compliance. Teachers, administrators, parents, students 

and educational policy makers must work together on a range of assessment 

tools in order to optimize school operations and budgetary allocations for 

technology insertion into education. Most importantly, all stakeholders must 

recognize that personalization of education is not about education sans 

teachers; it is, rather, all about learning with teachers, but more efficiently, 

effectively and successfully. 

The differences between online and classroom instruction go beyond medium 

alone. How instructors deliver information, interact with students, and assess 

learning is much different in a virtual learning environment. Online education 

demands more independence, so students must be able to learn at least some 

of the material when professors are unavailable. Because online degree 

programs attract a larger share of out-of-region and nontraditional students, 

including working students, parents, and military personnel, professors must also 

learn to engage a more diverse group of learners.5 

Increasingly sophisticated online courseware addresses many of these 

differences, but only when teachers use the right tools in the right 

circumstances.  

Educators new to online teaching occasionally adopt a technology-first 

approach to instructional planning. This perspective may complicate the 

teaching process and result in poorer learning outcomes. Jared Stein, Vice 

President of Research and Development at Canvas by Instructure, advises 

online professors to prioritize learning objectives before technology. 

 
5 Online Education, 2018, “Instructional Methods for Online Learning” 

https://www.onlineeducation.com/guide/instructional-methods
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“Begin with the end in mind: What do you want learners to have 

accomplished at the end of the course? How will they have 

changed?” Mr. Stein said during an interview with 

OnlineEducation.com. “You will want to choose the tools that 

provide the best opportunities to learn, practice, and socialize 

with the least amount of technical overhead.” 

Once online instructors identify what they want to teach, and through what 

methods, they can review the online learning technologies available to them 

and identify those that complement their goals best. However, not all online 

courses are structured the same way: where some allow a great deal of 

scheduling flexibility, others strive to recreate a more traditional campus-based 

course environment online. This is after all why we create frameworks such as 

S.A.FE. in order to make sure that creativity fosters while we can ensure the 

effectiveness and cohesion of a course.  

Synchronous Instruction 

Synchronous instruction replicates live, traditional coursework as closely as an 

online class can. Educators adopt tools and online instructional methods that 

support real-time learning and discussion.  

When it comes to teaching online courses, technology matters. Instructional 

methods both depend on and inform how, and when, content is delivered 

Educators teaching large classes may find tools that allow student audio to 

interrupt lectures disruptive, and those that integrate live, two-way video at-will 

impractical. Technologies that allow instructors to maintain audio and video 

control while giving students a chance to ask questions and engage in 

discussion using a live chat might offer a common ground. Asynchronous 

discussion boards are another, perhaps more structured means of addressing 

questions and discussions. Small classes, however, can often accommodate 

live, two-way audio and video, which provides an even more personal, 

classroom-like learning experience. 

Educators teaching synchronous courses are not limited to just content delivery 

method: they can combine them with additional technologies to 

accommodate a wider range of learners.  

The following tools are just some of those that support real-time 

communication: 

1. Streaming video platforms 

2. Live chats, individually or course-wide 

3. Web conferencing tools 

4. Telephone availability 

5. Virtual office hours 
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Asynchronous Instruction 

Online courses that allow students to view lectures, access materials, and 

collaborate with teachers and peers on their own schedule are called 

asynchronous courses. Lectures might be pre-recorded or presented on a 

program like Microsoft PowerPoint, perhaps with instructor voice-over. These 

delivery methods allow students to review and re-review lessons as necessary. 

These options could be quite helpful to students who cannot attend scheduled 

sessions, hope to minimize live group projects or discussions, or want to work 

through lessons at their own pace. 

Programs that use asynchronous content delivery methods require a different 

approach to teaching—one that depends heavily upon the technologies 

used. As with synchronous instruction, characteristics like class size and 

instructor preferences can influence which tools are used in an asynchronous 

online class. Many employs more than one technology, which could include 

the following: 

1. Downloadable pre-recorded lectures 

2. Microsoft PowerPoint presentations with or without voice-over 

3. Forums and discussion boards 

4. Email communication 

5. Google Drive and similar collaborative tools 

6. Tools for off-hour support, like virtual tutoring centers and virtual resource 

centers 

Each of these delivery formats allows instructors to overcome teaching 

challenges, but few programs adopt just one approach to teaching. Educators 

pull from a much larger instructional toolbox. Teachers and students both 

benefit from knowing how various teaching methods work online, and in what 

circumstances. 

Instructional Strategies for Online Courses 

Online degree programs are designed to convey the same knowledge and 

skills as campus-based programs, so professors often adapt the same 

instructional methods to the online teaching environment. In some cases, 

delivery is virtually the only notable difference; in others, the technology 

fundamentally changes or enriches the learning experience.  

The instructional strategies described below are widely used in online courses 

and can summarise coherently the current situation in the field.  
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Lecture 

Lecture is perhaps the most prevalent instructional strategy used in classroom 

and online. Just as they would in a classroom, many online professors use 

lectures to transmit information, promote comprehension, and spark students’ 

interests. Learning management systems (LMSes) typically allow instructors to 

record lectures, deliver them live, or both. However, it is helpful to keep in mind 

that lectures place students in a passive role, which could negatively impact 

student engagement in the online learning environment.  

Discussion 

Whether used in conjunction with lectures or as a separate learning exercise, 

class discussion supports learning and actively engages online students in the 

learning process. Learners have an opportunity to ask questions and 

communicate their ideas while practicing analytical and cognitive skills. 

According to Kenneth Chapman, Vice President of Market Strategy at 

Distance2Learn, many students feel more comfortable participating in 

discussions online than in the classroom. 

“The ability to participate in a ‘safe’ environment is also one of the hallmarks of 

online learning,” said Mr. Chapman. “Not all students have the confidence (or 

language skills) to freely express themselves in a traditional course setting.” 

In synchronous courses, professors pose questions and discuss course material 

using real-time chats and web-conferencing tools. Students enrolled in 

asynchronous classes tend to communicate with peers and instructors using 

discussion boards, Web forums, and social media tools. 

Demonstrations 

Teaching by showing is just as prevalent in online courses as traditional ones. 

Demonstrations are a mainstay when it comes to conveying certain concepts 

and processes. They are also among the instructional methods enhanced by 

the virtual learning environment. Online instructors frequently upload recorded 

video demonstrations to the LMS regardless of whether they delivered them 

synchronously or asynchronously. Students can review these clips as often as 

necessary to master the lesson. 

Simulations 

Simulations delivered in a realistic digital environment allow online students to 

test practical skills and knowledge remotely. Major colleges and universities 

sometimes use simulations to prepare online students for fieldwork traditionally 

carried out in a face-to-face setting, while VET and adult learning institutions 

rely on simulations to assess skills of learners with language barriers. These virtual 

experiences are applicable in several fields and disciplines.  
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Preparing simulations was once a lengthy, tedious process, but leading LMS 

platforms can streamline the process by allowing instructors to choose from a 

variety of scenarios that complement course content. Professors can also 

search open source educational resources (OERs) like Merlot for compatible 

simulations made freely available by their creators. 

Games 

Like simulations, games let online students gain practical experience in an 

accessible digital environment. They can also increase student participation as 

learners may find them more engaging and less stressful than simulations. 

Educational technology developers like Distance2Learn integrate game-

building applications directly in the LMS to simplify the design process. 

Online instructors can use leaderboards and other motivating tools to 

introduce friendly competition and, in turn, motivate students to master 

whatever skills and concepts the game is meant to convey. 

Case Studies 

Case studies are another instructional method that places students in an active 

learning role while promoting research, problem-solving, and high-level 

cognitive skills. When used in a collaborative way, these exercises present 

another opportunity for online students to connect and learn from one 

another. It can be helpful for instructors to suggest reputable online resources 

students can consult for information. 

According to CSN, case studies work well in online courses and do not require 

much preparation. Instructors can search OER sites and databases to find case 

studies prepared by other online professors. 

Problem-Based Learning Projects 

Problem-based learning (PBL) encourages students to practice many of the 

same skills as case studies while actively solving problems. Projects are usually 

collaborative in nature: teams of online students can use collaborative 

document programs like Google Drive to manage their work and share 

information. Small group chats and forums can also become a sounding board 

for theories and discussion. 

Guided Design 

Guided design is an inquiry-based instructional method that encourages online 

students to familiarize themselves with resources available in their local 

communities. In guided design, learners are tasked with solving open-ended 

problems. Unlike most PBL projects, this technique requires students to 

complete some work outside of class. Guided design emphasizes independent 
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research making it ideal for teaching students in self-directed online degree 

programs. 

 

Teaching online courses for the first time requires a period of adjustment; 

professors must be able to assess how well an instructional method is working 

and adapt accordingly. Educators teaching classroom-based courses can 

evaluate instructional success through testing, students’ questions, and visual 

feedback during lectures. Online instructors can also evaluate various 

teaching methods through assessments and student communications, but the 

data-driven nature of online technology offers a less subjective measurement 

of success. 

Learning management systems can monitor progress and behaviors for each 

individual student, and then compile them for instructor review. The data, 

called learning analytics, tells the instructor how often students are logging in, 

how much time they spend on each task, and how well they master the 

material. Such tracking can be valuable. Learning analytics help instructors 

quickly identify areas of concern at any point so that they can adjust teaching 

methods, course materials, or objectives accordingly. Teachers new to online 

instruction who would benefit from more guidance in this area—or online 

instruction in general—should not hesitate to find the support they need. 

Educators transitioning from classroom to online teaching have several support 

resources available to them. They can confer with online teaching veterans on 

campus or through online groups or attend regional and national conferences 

centered on best online teaching practices and learning management 

platforms. Educators can also refer to digital publications like the Online 

Learning Journal to review relevant studies, trends, and case studies. 

Finally, all online instructors can look to formal university training programs, 

technical support services, and other departments focused on online learning 

or instructional design for help. 
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Best Practices: Existing Digital Professions Courses Matrix  

In order to design an effective framework for syllabus creation, it was crucial to identify existing courses on digital professions, and the 

acquisition of transversal skills both e-skills and professional skills.  

In this paragraph we will try to present, in a matrix of digital professions’ courses, the major identified as best practices courses, that have 

not only been effective in the way they were perceived by the participants and instructors but possess structures and elements useful 

for the aspirational syllabus maker. 

The partnership has examined several national and global initiatives and has provided in the matrix below, several best practice courses 

either from their own country (Spain, Greece), or from the global reality, available in English.  

The best practices are examined in terms of online availability, duration, certification, educational division (VET, Higher Education, Adult 

Education), relation with the labor market and current trends and if so which.  

Below you can find the extend matrix with the result of the above-mentioned research: 

Course Title Description (Main objectives, Year of 

realization) 

Institution and 

Educational 

Division (VET, 

Higher Education, 

Adult Education) 

Online availability  Duration Certification Relation to 

current 

professional 

trends 

(which). 

Country of 

reference 

languages 
 

Multimedia 

Applications  

Presentation of multimedia theory. 

Presentation of hardware and 

software components for each data 

format (Text, Audio, Video, Image, 

Animation, 3D representations). 

Utilizing every form of data in 

University of 

Patras, 

Department of 

Cultural 

Management 

and New 

Open Access 

(Part of the 

OpenCourses 

initiative that 

makes available 

all the material 

Self-

Paced 

No 

Certification  

Graphic 

Design & 

Application 

Design 

Greece Greek  
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multimedia applications. Deepening 

the development environment of 

multimedia applications and their 

programming. 

Technologies | 

Higher Education 

and structures of 

the university 

subjects to 

anyone) 

E- 

Entrepreneurship  

Introduction to E-commerce-

Overview. of Information Technology 

and E-Commerce, Internet-Intranets-

Extranets. Electronic Form Exchange 

(EDI). E-Marketing, Online Market 

Research, Online Services, Consumer 

Modeling. Ecommerce and 

Positioning. Online Shops-Virtual 

Businesses. 

University of 

Crete, 

Department of 

Production and 

Management 

Engineering | 

Higher Education 

Open Access 

(Part of the 

OpenCourses 

initiative that 

makes available 

all the material 

and structures of 

the university 

subjects to 

anyone) 

Self-

Paced 

No 

Certification  

E- Commerce 

Development 

& E-

commerce 

Management  

Greece Greek  
 

Digital Marketing 

– Strategies & 

Channels 

This course will teach the learner 

about the different strategies, tactics 

and channels effective marketers use 

and how to apply them to their 

business. they will learn about how to 

set up a successful content marketing 

strategy, how one can use experience 

or engagement marketing to attract 

and develop customers. There is a 

great interest on how to use 

Facebook without organic reach and 

how to tackle search engine 

marketing. Furthermore, the learner 

will be introduced to native 

Iversity Platform | 

Adult Education 

Free Subscription Self-

Paced 

Statement 

of 

Participation  

Digital 

Marketing, 

SEO 

Management 

& Customer 

Experience 

Management 

Germany English 
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advertising and shine a light on the 

rising star Snapchat. 

Social Media 

and Digital 

Marketing  

The Digital revolution has produced a 

set of changes in the market that 

imply knowledge of the new medium: 

internet. Therefore, it is necessary to 

know all the strategies in depth, take 

advantage of their full potential and 

segment to reach the target 

audiences.The objective of the 

program is to publicize the new reach 

of social networks and digital 

marketing and identify and study their 

strategies, their implementation and 

their success stories. General 

objectives: The overall objective is to 

provide students with the instruments 

and quantitative tools necessary to 

define and implement 

communication and sales strategies 

through the Internet as a marketing 

resource. 

Centro de 

Estudios 

Financieros CEF 

Paid Subscription 4 

months 

Certification Digital 

Marketing, 

SEO 

Management 

& Customer 

Experience 

Management 

Spain Spanish 
 

Ecommerce Transform a traditional business into an 

online business or launch your own 

idea into the Internet world. Discover 

how to buy and sell products and 

services online. Break boundaries with 

this free course and reach new 

customers 

EOI and Google 

 

 

 

Free Subscription 40h Certification E- Commerce 

Development 

& E-

commerce 

Management  

Spain Spanish 

and 

English 

 

https://www.cef.es/es/Cursos/curso-marketing-digital-y-redes-sociales-nivel-avanzado.html
https://www.cef.es/es/Cursos/curso-marketing-digital-y-redes-sociales-nivel-avanzado.html
https://www.cef.es/es/Cursos/curso-marketing-digital-y-redes-sociales-nivel-avanzado.html
https://learndigital.withgoogle.com/activate/course/ecommerce
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Get certified in 

the 

Fundamentals of 

Digital Marketing 

Master the basics of digital marketing 

with our free Interactive Advertising 

Bureau-accredited course. There are 

26 modules to explore, all created by 

Google trainers, packed full of 

practical exercises and real world 

examples. 

Google Free Subscription 40h Certification Digital 

Marketing, 

SEO 

Management 

& Customer 

Experience 

Management 

Ireland English 
 

https://learndigital.withgoogle.com/digitalgarage-ie/course/digital-marketing
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Our S.A.FE Prototype for Digital Professions Syllabus Creation 

 

Taking into account all of the above mentioned indicators, and strongly reliant 

to the prototype of the Center for Teaching & Learning Excellence and 

Teaching and Learning Technologies of the University of Utah, we came up 

with an instructive prototype, guiding rubric, for syllabus creation, and 

specifically for the instruction of Digital Professions’ courses.  

The rubric is intended as a resource for the instructor to evaluate the creative 

process of a course syllabi. A given syllabus will likely not require all of the 

elements listed in this rubric, so it is to be considered as a guideline. For some 

elements we have provided suggested points or questions you might address 

for that element, but the educator should feel free to make any differentiations 

following the needs of the target group or course objectives. 

 Title of Course Described 

CATEGORY OF RESPONCE COMMENTS 

ESTABLISHED GOALS AND LEARNING OBJECTIVES 

Course Description and Overview 

Course Description  

 

Course Overview – instructor’s personal goals, 

intentions and hopes for this course. 

 

Course Learning Objectives 

Course learning objectives (5-10 is recommended) 

Suggestions: 

1. Use a stem such as, “At the end of the course, 

the student will be able to…” 

2. List with bullets 

3. Ensure these learning objectives map to course 

assessments, so you can measure student 

success in attaining these. 

 

 

Definition No.2: Syllabus 

A syllabus is an instructional document that communicates information 

about a specific course or objective and defines expectations and 

responsibilities. It is descriptive (unlike the prescriptive or specific 

curriculum) and comes in the form of a list or a matrix. A syllabus should 

be set out either by a focus group or the instructor of the course who 

supervise or control course qualities. 

http://www.ctle.utah.edu/
http://www.tlt.utah.edu/
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GOVERNING VALUES 

Communication 

Communication Plan – Most of these strategies are 

covered in the rubric. They are provided here as an 

overview. 

• Strategy #1 - Clearly define the preferred 

communication methods and channels so that 

students and instructors can communicate; 

• Strategy #2 - Support each other and learn in a 

social environment; 

• Strategy #3 - Take the time to lay out the rules for 

online teaching and learning so that students will 

know what to expect; 

• Strategy #4 - Provide opportunities for community 

building where students regularly interact with 

other students, materials and the instructor(s); 

• Strategy #5 - Make it clear to students where to 

turn for technical support. 

 

General Course Organization 

Course number and title 

 

 

Course hours (and credit hours if admittable) 

 

 

Instructor name/ Organisation (title/degree/rank if 

desired) 

 

 

Meeting time(s) & location 

 

 

Institution(s) or Project(s) offering course 

 

 

Non-contract note language: 

“Note:  This syllabus is meant to serve as an outline and 

guide for the course. Please note that the instructor 

may modify it at any time with reasonable notice to 

students. The instructor may also modify the Schedule 

at any time to accommodate the needs of the 

class. Should you have any questions or concerns 

about the syllabus, it is your responsibility to contact 

the instructor for clarification” 

 

ASSESSMENT 

Feedback 
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Instructors may want to include a note about how 

they incorporate student feedback into their course 

design and emphasize the value of student course 

feedback. 

 

Evaluation 

Evaluation methods and criteria 

• Methods include exams, presentations, final 

papers, performances, etc. 

• Make your methods, percentages, and translation 

policy clear, whatever you choose. 

• “Instructors must, at the beginning of a course, 

give reasonable notice to students of … what will 

be required of the students, and the criteria upon 

which their performance will be evaluated.” 

 

 

LEARNING PLAN 

Teaching and Learning Methods 

Teaching and learning methods (e.g., lecture, 

discussion, case study, problem-based learning, 

team-based learning, journal club, seminar, 

laboratory, etc.). 
 

 

SITUATIONAL FACTORS 

Creating Community 

Outline instructor and student responsibilities – what is 

expected of the instructor and students in this class. 

What is typically expected in this discipline, this 

profession? What is expected of this type of class 

format (e.g., hybrid, flipped, face-to-face?)? You may 

address academic maturity here (e.g., student 

responsibility to participate, do the readings, etc.). 

 

Brief statement of your teaching philosophy.  

 

 

Online Classroom equivalency 

• Discussion threads, e-mails, and chat rooms are all 

considered to be equivalent to classrooms, and 

student behavior within those environments shall 

conform to the Student Code. Specifically: 

• Posting photos or comments that would be off-topic 

in a classroom are still off-topic in an online posting. 

• Off-color language and photos are never 

appropriate. 
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• Using angry or abusive language is called "flaming", 

is not acceptable, and will be dealt with according 

to the Student Code. 

• Do not use ALL CAPS, except for titles, since it is the 

equivalent of shouting online, as is overuse of certain 

punctuation marks such as exclamation points !!!! 

and question marks ?????. 

 

 

POLICIES 

Electronic or equipment failure (policy language) 

• It is your responsibility to maintain your computer 

and related equipment in order to participate in 

the online portion of the course. 

• Equipment failures will be an acceptable excuse 

for late assignments. 

 

Online submissions (policy language): You are 

responsible for submitting the assignment with the 

required naming convention, correct file extension, 

and using the software type and version required for 

the assignment. 

 

Plagiarism software policy - strongly recommended if 

you will be using a plagiarism detection software 

service (policy language): 

"Your professor may elect to use a plagiarism 

detection service in this course, in which case you will 

be required to submit your paper to such a service as 

part of your assignment.” 

 

Student Support 

Wellness Statement 

Personal concerns such as stress, anxiety, relationship 

difficulties, depression, cross-cultural differences, etc., 

can interfere with a student’s ability to succeed and 

thrive at this course. For helpful resources contact your 

instructor (Insert contact details) 
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Chapter 2: The S.A.FE Skills, Learning Outcomes & 

Competences  

What is a S.A.FE. Syllabus?  

As a learning tool and a contract between the instructor and the students, the 

syllabus delineates and communicates course expectations, requirements, 

and accountability agreements (Parkes & Harris, 2002). What we aim to do, as 

a consortium, is transcend from the strict gaze of a contract to the creation of 

guidelines for the educator and learners in order to facilitate communication 

and knowledge, with the interest of digital skills acquisition and digital 

professional careers.  

In order to do so we identified the most important Digital Skills, for our time and 

the achievable future, as well as examined the current trends on digital 

professionals’ employment, and linked the two.  

As it goes, in this chapter we aim to construct five (5) S.A.FE Prototypes, 

following 5 identified trending digital professions, through acquiring certain of 

the S.A.FE. digital skills. The EDPR project partners will elaborate on the Syllabi 

created in this publication, to create specified courses, in the content of the 

third Intellectual Output of this project and aim to inspire others to do so as well.  

The S.A.FE Digital Skills  

 

 

 

 

 

 

 

 

 

 

Definition No.3: Digital Skills 

According to Unesco, Digital skills are defined as a range of abilities to use digital 

devices, communication applications, and networks to access and manage 

information. They enable people to create and share digital content, communicate 

and collaborate, and solve problems for effective and creative self-fulfillment in life, 

learning, work, and social activities at large. 

Entry-level digital skills, meaning basic functional skills required to make basic use of 

digital devices and online applications, are widely considered a critical component of 

a new set of literacy skills in the digital era, with traditional reading, writing, and 

numeracy skills. 

At the advanced spectrum of digital skills are the higher-level abilities that allow users 

to make use of digital technologies in empowering and transformative ways such as 

professions in ICT. Major digital transformations such as Artificial Intelligence (AI), 

machine learning, big data analytics, change skills requirements and, in turn, impact 

capacity building and skills development for the 21st century digital economy.   

To thrive in the connected economy and society, digital skills must also function 

together with other abilities such as strong literacy and numeracy skills, critical and 

innovative thinking, complex problem solving, an ability to collaborate, and socio-

emotional skills. 
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Taking into account the aforementioned definition of Digital skills by UNESCO6 

and the points that came through the survey of the first Intellectual Output  of 

our project, and the results mentioned therein, we came up with a cohesive 

indication of the optimal digital skills that could be summarised under the 

categories of skills foreseen in the E-Competence Framework7, which purpose 

is to provide general and comprehensive e-Competences specified at five ICT 

Business areas that can then be adapted and customized into different 

contexts from ICT business and stakeholder application perspectives.  

 

Figure 1: Overview of the European e-Competence Framework 3.0 

 
6 Unesco, 2018, Digital skills critical for jobs and social inclusion 
7 European Committee for Standardisation, 2014, E-Competence Framework 

https://en.unesco.org/news/digital-skills-critical-jobs-and-social-inclusion
http://www.ecompetences.eu/e-cf-overview/
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The OECD Skills Outlook 20198, evolves around the notion that economies and 

societies are undergoing digital transformations that bring both opportunities 

and challenges and countries’ preparedness to seize the benefits of a digital 

world is largely dependent on the skills of their population. According to the 

findings, which also inspired the final distinction of the S.A.FE Digital Skills, having 

higher cognitive skills – either literacy, numeracy or problem-solving skills in 

technology-rich environments, or a mix of these – significantly augments the 

probability that people will move from using the Internet mostly for information 

and communication to a diversified and complex use, taking other 

determinants into account, and potentially work in digital professions.  

 

Figure 2: Diffusion of selected online activities among Internet users, by age and educational 

attainment |Source: OECD (2017[3]), ICT Access and Usage by Households and Individuals 

Database, http://oe.cd/hhind (accessed on 15 November 2018). 

Note: For a given activity: (i) data are computed on the basis of the same group of OECD countries for both age 

categories; (ii) for both age categories, data relate to the average of all individuals (“Average”), the average of all 

individuals with low or no formal education, and the average of all individuals with tertiary educational attainment. 

For all activities, the average for all individuals relates to a number of OECD countries ranging from 23 to 27, 

according to data availability for both age categories. Tertiary education refers to ISCED levels 5 or 6 and above. 

Low or no formal education refers to ISCED levels 0 to 2. 

From the above diagram we can interestingly extract that content job search 

and content creation, especially for young adults, has a strong digital outprint 

in a broad spectrum of educational backgrounds. This concerned us, as a 

consortium gravely, as we saw a lot of prospect in tackling an accordingly 

 
8 OECD, 2019, OECD Skills Outlook 2019  

https://www.oecd-ilibrary.org/education/oecd-skills-outlook-2019_df80bc12-en
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large spectrum of skills to be tackled when designing the specified syllabi (IO2) 

and courses (IO3) on digital professions.  

Finally, we found that the study by Oxford Economics on the current trends in 

skills’ acquisition for the labor market9 “Global Talent 2012”, offered a quite 

interesting approach on the “in high-demand” skills, as can be shown in the 

figure below.  

 

Figure 3: In high demand Skills according to Oxford Economics 

With all that being said, we finally agreed on tackling the following digital skills: 

1) Planning Skills 

a) Business Plan Development | Co-Creating and Brainstorming  

Addresses the design and structure of a business or product plan 

including the identification of alternative approaches as well as return 

on investment propositions. Considers the possible and applicable 

sourcing models. Presents cost benefit analysis and reasoned arguments 

in support of the selected strategy. Ensures compliance with business 

and technology strategies. Communicates and sells business plan to 

relevant stakeholders and addresses political, financial, and 

organizational interests. 

EQF Levels: 4-8  
E-Competence Framework, 2014, Pg. 14 

 
9Oxford Economics, 2012, Global Talent 2021|How the new geography of talent will 

transformhuman resource strategies  

http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
https://www.oxfordeconomics.com/Media/Default/Thought%20Leadership/global-talent-2021.pdf
https://www.oxfordeconomics.com/Media/Default/Thought%20Leadership/global-talent-2021.pdf
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b) Application Design | Creative Thinking 

Analyses, specifies, updates and makes available a model to implement 

applications in accordance with IS policy and user/ customer needs. 

Selects appropriate technical options for application design, optimising 

the balance between cost and quality. Designs data structures and 

builds system structure models according to analysis results through 

modelling languages. Ensures that all aspects take account of 

interoperability, usability and security. Identifies a common reference 

framework to validate the models with representative users, based upon 

development models (e.g. iterative approach). 

EQF Levels: 3-6  
E-Competence Framework, 2014, Pg. 17 

 

c) Technology Trend Monitoring | Innovation 

Investigates latest ICT technological developments to establish 

understanding of evolving technologies. Devises innovative solutions for 

integration of new technology into existing products, applications or 

services or for the creation of new solutions. 

EQF Levels: 7-8  
E-Competence Framework, 2014, Pg. 18 

 

d) Sustainable Development  

Estimates the impact of ICT solutions in terms of eco responsibilities 

including energy consumption. Advises business and ICT stakeholders on 

sustainable alternatives that are consistent with the business strategy. 

Applies an ICT purchasing and sales policy which fulfills eco-

responsibilities. 

EQF Levels: 5-7 
E-Competence Framework, 2014, Pg. 19 

  

2) Building Skills 

a) Application Development | Balancing Creativity and Feasibility 

Interprets the application design to develop a suitable application in 

accordance with customer needs. Adapts existing solutions by e.g. 

porting an application to another operating system. Codes, debugs, 

tests and documents and communicates product development stages. 

Selects appropriate technical options for development such as reusing, 

improving or reconfiguration of existing components. Optimises 

efficiency, cost and quality. Validates results with user representatives, 

integrates and commissions the overall solution. 

EQF Levels: 3-6 
E-Competence Framework, 2014, Pg. 20 

  

 

http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
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b) Testing | Ability to change and Adopt 

Constructs and executes systematic test procedures for ICT systems or 

customer usability requirements to establish compliance with design 

specifications. Ensures that new or revised components or systems 

perform to expectation. Ensures meeting of internal, external, national 

and international standards; including health and safety, usability, 

performance, reliability or compatibility. Produces documents and 

reports to evidence certification requirements. 

EQF Levels: 3-7 
E-Competence Framework, 2014, Pg. 22 

 

c) Solution Deployment  

Following predefined general standards of practice carries out planned 

necessary interventions to implement solution, including installing, 

upgrading or decommissioning. Configures hardware, 

software or network to ensure interoperability of system components 

and debugs any resultant faults or incompatibilities. Engages additional 

specialist resources if required, such as third party network 

providers. Formally hands over fully operational solution to user and 

completes documentation recording all relevant information, including 

equipment addressees, configuration and performance data. 

EQF Levels: 3-6 
E-Competence Framework, 2014, Pg. 23 

 

d) Documentation Production  

Produces documents describing products, services, components or 

applications to establish compliance with relevant documentation 

requirements. Selects appropriate style and media for presentation 

materials. Creates templates for document-management systems. 

Ensures that functions and features are documented in an appropriate 

way. Ensures that existing documents are valid and up to date. 

EQF Levels: 3-6 
E-Competence Framework, 2014, Pg. 24 

  

3) Running Skills 

a) User Support  

Responds to user requests and issues, recording relevant information. 

Assures resolution or escalates incidents and optimises system 

performance in accordance with predefined service level agreements 

(SLAs). Understands how to monitor solution outcome and resultant 

customer satisfaction 

EQF Levels: 3-6 
E-Competence Framework, 2014, Pg. 26 

 

 

 

http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
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b) Change Support 

Implements and guides the evolution of an ICT solution. Ensures efficient 

control and scheduling of software or hardware modifications to 

prevent multiple upgrades creating unpredictable outcomes. 

Minimises service disruption as a consequence of changes and adheres 

to defined service level agreement (SLA). Ensures consideration and 

compliance with information security procedures. 

EQF Levels: 4-6 
E-Competence Framework, 2014, Pg. 27 

  

c) Service Delivery 

Ensures service delivery in accordance with established service level 

agreements (SLA‘s). Takes proactive action to ensure stable and secure 

applications and ICT infrastructure to avoid potential service disruptions, 

attending to capacity planning and to information security. Updates 

operational document library and logs all service incidents. Maintains 

monitoring and management tools (i.e. scripts, procedures). Maintains 

IS services. Takes proactive measures. 

EQF Levels: 3-6 
E-Competence Framework, 2014, Pg. 28 

 

d) Problem Management 

Identifies and resolves the root cause of incidents. Takes a proactive 

approach to avoidance or identification of root cause of ICT problems. 

Deploys a knowledge system based on recurrence of common errors. 

Resolves or escalates incidents. Optimises system or component 

performance. 

EQF Levels: 4-7 
E-Competence Framework, 2014, Pg. 29 

  

4) Enabling Skills 

a) Information Security Strategy Development 

Defines and makes applicable a formal organisational strategy, scope 

and culture to maintain safety and security of information from external 

and internal threats, i.e. digital forensic for corporate investigations or 

intrusion investigation. Provides the foundation for Information Security 

Management, including role identification and accountability. Uses 

defined standards to create objectives for information integrity, 

availability, and data privacy. 

EQF Levels: 7-8  
E-Competence Framework, 2014, Pg. 30 

 

b) Education and Training Provision 

Defines and implements ICT training policy to address organizational skill 

needs and gaps. Structures, organises and schedules training programs 

and evaluates training quality through a feedback process and 

http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
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implements continuous improvement. Adapts training plans to address 

changing demand. 

EQF Levels: 4-6  
E-Competence Framework, 2014, Pg. 32 

 

c) Needs Identification 

Actively listens to internal/external customers, articulates and clarifies 

their needs. Manages the relationship with all stakeholders to ensure that 

the solution is in line with business requirements. Proposes different 

solutions (e.g. make-or-buy), by performing contextual analysis in 

support of user centered system design. Advises the customer on 

appropriate solution choices. Acts as an advocate engaging in the 

implementation or configuration process of the chosen solution. 

EQF Levels: 5-8  
E-Competence Framework, 2014, Pg. 40 

 

d) Digital Marketing | Social Media Marketing 

Understands the fundamental principles of digital marketing. 

Distinguishes between the traditional and digital approaches. 

Appreciates the range of channels available. Assesses the effectiveness 

of the various approaches and applies rigorous measurement 

techniques. Plans a coherent strategy using the most effective means 

available. Understands the data protection and privacy issues involved 

in the implementation of the marketing strategy. 

EQF Levels: 4-7  
E-Competence Framework, 2014, Pg. 41 

 

5) Managing Skills 

a) Project and Portfolio Management 

Implements plans for a programme of change. Plans and directs a single 

or portfolio of ICT projects to ensure co-ordination and management of 

interdependencies. Orchestrates projects to develop or implement 

new, internal or externally defined processes to meet identified business 

needs. Defines activities, responsibilities, critical milestones, resources, 

skills needs, interfaces and budget, optimizes costs and time utilisation, 

minimises waste and strives for high quality. Develops contingency plans 

to address potential implementation issues. Delivers project on time, on 

budget and in accordance with original requirements. Creates and 

maintains documents to facilitate monitoring of project progress. EQF 

Levels: 7-8  
E-Competence Framework, 2014, Pg. 43 

 

b) Risk Management | Relations Management 

Implements the management of risk across information systems through 

the application of the enterprise defined risk management policy and 

procedure. Assesses risk to the organisation’s business, including web, 

http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
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cloud and mobile resources. Documents potential risk and containment 

plans. 

EQF Levels: 5-8  
E-Competence Framework, 2014, Pg. 44 

 

c) ICT Quality management 

Implements ICT quality policy to maintain and enhance service and 

product provision. Plans and defines indicators to manage quality with 

respect to ICT strategy. Reviews quality measures and recommends 

enhancements to influence continuous quality improvement. 

EQF Levels: 4-7  
E-Competence Framework, 2014, Pg. 47 

 

d) Business Change Management 

Assesses the implications of new digital solutions. Defines the 

requirements and quantifies the business benefits. Manages the 

deployment of change taking into account structural and cultural 

issues. Maintains business and process continuity throughout change, 

monitoring the impact, taking any required remedial action and refining 

approach. 

EQF Levels: 5-8  
E-Competence Framework, 2014, Pg. 48 

The most Trending Digital Professions  

 

Definition No.4: Digital Professions 

Digital Professions, are the professions, that tackle new ways to organise 

production, logistics and delivery, and offer better means to serve and satisfy 

consumers.  

Digital professions are either technical, creative or marketing/managing.  

The technical digital professions are evolving around digital development, 

hardware, software and general programming.  

The creative digital professions interest in the whole spectrum of graphic 

design and digital art.  

The marketing/managing digital professions are hammering out web 

strategies, focusing on key performance indicators like conversions and 

churn, and figuring out how to communicate to users using the World Wide 

Web. 

If we define marketing broadly as the part of an organization responsible for 

communicating with current and prospective customers, then digital is 

shifting and expanding the roles of marketing to include data scientists, 

engineers, and architects of many varieties.  

http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
http://ecompetences.eu/wp-content/uploads/2014/02/European-e-Competence-Framework-3.0_CEN_CWA_16234-1_2014.pdf
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When incorporating digital profiles into their teams, companies have difficulties 

in defining the role they need, the skills and responsibilities that these 

professionals must have and the salary range for the position. In the future we 

can expect that even for traditional enterprises, digital transformation will 

spread horizontally across the organization, recasting and re-purposing people 

as they shift from their traditional roles to becoming digital professionals. You 

don’t need to be a techie in IT, and you don’t need to be a web guru to qualify. 

But you do need to focus on the shifting needs and preferences of your 

customers and personnel, both on the business side as well as within IT. 

The study of Inesdi Digital Business School10 that we quote in terms of listing 

digital professions below, offers an analysis of the 25 digital professions most 

demanded by companies in the last year, detailing the mission of each of them 

within the company, its functions, competencies and salary band. 

The objective of the study by Inesdi, and of this publication, is for organizations 

to discern the different digital and technological professions of the moment 

and identify the ideal profile of a professional, based on their growth needs 

and expectations. 

In addition, this study aims to contribute to society to clarify the existing 

professional profiles in the digital and technological field, making known the 

activity they develop, as well as being a radar of the disruptive professions of 

the future that begin to appear in the present. 

Namely the 25 most trending professions are: 

1. Digital Director: Her/his mission, primarily, is to create, define, and 

implement the digital strategy of a company. The DD has to be 

knowledgeable in business management, marketing (online as well as 

offline), have leadership skills, innovation, entrepreneurship, as well as 

other skills. 

2. IT Director: Her/his mission, primarily, is to create, define, and implement 

the technological strategy of a company, working side by side with the 

Digital Director. This IT Director has to be knowledgeable with IT, digital 

technologies, digital strategy, legal IT knowledge, and cybersecurity, 

among others 

3. Digital Marketing Manager: Primarily, Her/his is to create, define, and 

execute the digital marketing plan of a company. This Digital Marketing 

Manager has to be knowledgeable in CRM, Big Data, database, and 

analytics tools and concepts. As well as being up to date in all the 

concepts of current digital marketing advances. 

 
10 Inesdi Digital Business School, 2019, “Top 25 Digital Professions” 

https://www.inesdi.com/descargas/Inesdi-Top-25-Profesiones-Digitales-2019.pdf
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4. Inbound Marketing Specialist: Primarily, Her/his mission is to define the 

funnel and the inbound marketing strategy to attract and retain clients 

in a non-intrusive manner. This Specialist needs to have knowledge of 

attracting clients and conversion of visitors to the company’s site and 

landing pages, analytical understanding of user online behavior, 

among others. 

5. SEM & SEO Specialist: Her/his mission is to define & create paid 

campaigns in search engines based on keywords, conversion-oriented 

and accomplish the site objectives. This Specialist needs to have 

knowledge in Google Ads, experience in online analytics tools, HTML, 

CSS, etc. 

6. SEO Specialist: Her/His mission is to increase user visits via organic search 

engine optimization. This specialist needs to be knowledgeable in writing 

and communication. Also, a deep understanding of how all search 

engines work, etc. 

7. RTB & Traffic Manager: Her/his mission is to improve the awareness 

campaigns of any given company via the use of Real Time Bidding, and 

the study of the client’s profile. He needs to have a degree in 

advertising, marketing or computing skills. Also, management of RTB 

platforms, and ad servers as well as marketing knowledge to manage 

campaigns. 

8. Growth Hacker: Her/his mission is to access the market with an approach 

in innovation, scalability, and user connectivity. Needs to have 

experience in marketing, traditional as well as digital, web analytics, 

product development, and advanced technological knowledge, etc 

9. Digital Communication Manager: His/her mission is to boost and make 

known the identity, image, and brand of a company through various 

channels, and relationships with the stakeholders. In simpler terms, 

lookout for a company’s corporate reputation. This manager needs to 

have a degree either in Communications, Marketing, Advertising or 

something similar. Be able to create digital strategies, and be able to 

manage crises, etc.  

 

10. Transmedia & Branded Content Specialist: His/her mission is to 

coordinate the content actions of a company or project. He/she needs 

to be mindful of the actual situation of users' information oversaturation, 

also be able to differentiate a pull vs. push approach, etc.  

 

11. Content Manager: His/her mission is to create, define, and implement 

content that will be generated by the organization on the website, 

blogs, social media, among others. He/she needs to be knowledgeable 

in drafting, syntaxis, advanced knowledge of publication formats, and 

content management systems.  
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12. Social Media Manager: His/her mission is to create, develop, and 

implement de social media strategy of the brand as well as products 

and services. Also, be the voice of the company among the public and 

the voice of the client within the company. He/she needs to have 

experience in communication management and strategic knowledge 

of social media.  

 

13. Community Manager: He/She is responsible for managing the social 

media accounts of a brand or company, as well as communication with 

the clients. Needs to have knowledge of communication and also in 

marketing, sales, advertising, drafting, etc.  

 

14. Digital Analyst: His/her responsibility is mainly making sense of the data 

collected throughout the different measuring online tools. Also, 

formulating strategic recommendations from the results shown in the 

data. Should have a technical and technological profile with ample 

knowledge in marketing and business strategies.  

 

15. Big Data & AI Analyst: He/she makes sense of the data collected in big 

data projects of any given company, as well as transforming the data 

into relevant information and managing the information the AI systems 

might use. It’s necessary to have programming knowledge and in AI 

tools.  

 

16. Customer Intelligence & CRM Analyst: His/her mission is to use methods 

and analytical techniques that allow knowledge of the client and the 

impact it has on the business. Also, manage and validate the data 

efficiently. Needs to have a bachelor’s in engineering, statistics, 

economics or mathematics. Also, proficient in database management 

and programming.  

 

17. Digital Designer: His/her mission is to identify creative and usable 

solutions for the development of digital graphic products. Needs a 

bachelor’s in Design or one similar. Knowledge of web design and 

graphic design.  

 

18. UI/UX Designer: His/her mission is to define the User Experience for the 

company, what is the art direction the software will have. Needs to be 

proficient with Illustrator and/or Photoshop, Sketch, and CSS. Last but not 

least, creative and artistic.  

 

19. Customer Experience Manager: His/her mission is to align expectations 

and perceptions of customers with added value by the brand, among 

others. Needs to have experience in Marketing, Customer Retention, 
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etc. As well as an understanding of Customer Journey design tools, 

Empathy Maps, Buyer Personas, etc.  

 

20. Digital Business Manager: His/her mission is to create, define and 

implement a digital business plan for the company. Needs to have an 

in-depth understanding of digital platforms, technologies and 

associated business models. As well as digital marketing techniques, 

strategies, and methodologies.  

 

21. E-Commerce Manager: His/her mission is to manage e-commerce to 

obtain the best possible ROI. He/she should have an extensive 

knowledge of the product or service the commerce is providing to 

develop a successful content strategy. Also, needs to possess 

knowledge of the most used technological platforms; along with digital 

marketing strategies, payment systems, and logistics.  

 

22. Digital Account Manager: His/her mission primarily is to manage 

accounts in digital projects or digital business management. Should be 

competent in planning, scheduling, and time management. Also, client-

oriented with good communications skills. As well as ample experience 

in digital advertising platforms.  

 

23. Digital HR Manager: His/her mission is to lead and manage the process 

of reorganization and transformation of the organization to face new 

digital challenges. Besides the usual HR training, needs to have 

proficient skills with digital tools for management, communication, 

analysis, and information sharing. 

 

24. Chief Information Security Officer: His/her mission is to establish and 

maintain the business vision, strategy, and program in the company to 

ensure information assets are adequately protected. Is imperative for 

this person to have postgraduate studies related to cybersecurity. As 

well as knowledge in security standards, risk management, regulations 

on security, etc.  

 

25. AI Bots Manager: His/her mission is to identify cases where 

conversational technologies are being used. Creating a business case, 

as well as the implementation and monitoring of the solution. Needs to 

have an understanding of Knowledge representation and reasoning. 

Also, the architecture of knowledge-based systems and Natural 

Language Processing.  
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Linking the S.A.FE Digital Skills with the most Trending Digital 

Professions 

From the above 25 trending Digital Professions we agreed on focusing in 5 

which not only are trending and in high-demand in the respective countries of 

the partnership but also provide us with the opportunity to extensively present 

the role of the identified S.A.FE Digital skills in the skills set of a digital professional.  

As it goes, we agreed to the following 5 Digital Professions which we will 

describe in terms of knowledge acquisition and skills identification, through a 

cohesive Syllabus for each one of them, that will lead the creation of a 

respective course in the content of the 3rd Intellectual Output of our Project. 

Each of the 5 identified Digital Professions will be strongly linked to one of the 5 

S.A.FE. Digital Skills’ categories, while including subskills from all the rest of the 

skills’ categories.  

The chosen Digital Professions per S.A.FE Digital Skills’ Category are: 

1) Planning Skills: SEM & SEO Specialist  

2) Building Skills: Big Data & AI Analyst   

3) Running Skills: E-commerce Development and Management 

4) Enabling Skills: Content Manager  

5) Managing Skills: Digital Marketing and Customer Experience Manager  

The choice of the aforementioned digital professions came as a way of 

realizing the construction of the S.A.FE Prototypes in a way that is the most 

diverse and inclusive possible.  

In the chosen digital profession an instructor, trainer or educational manager 

can find described learning processes that address low level and high level of 

EQF skills, soft skills, academic skills, personal interests as competences along 

with a wide set of choice for professional growth.  

Finally all of the 5 professions include possibilities in working at a back-end, front-

end or management level, providing thus a fully transferable element of 

implementation of the S.A.FE Framework.  
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The S.A.FE Prototypes 

Below you can find the S.A.FE Prototypes for the syllabi following the 5 

aforementioned digital professions.  

 

1.SEM & SEO Specialist 

CATEGORY OF RESPONSE COMMENTS 

ESTABLISHED GOALS AND LEARNING OBJECTIVES 

Course Description and Overview 

Course Description 

 

 

 

 

SEO and AEM are very similar set of activities for those who aren’t as 

familiar with this digital world. The important is to implement both in digital 

marketing strategy. This course will provide users all the needed 

information about the implementation of these terms and the most 

effective route to strike a balance between SEO and SEM and teach 

users to optimize website content for the best possible search engine 

ranking.  While both of them are important individually, the way applied 

each, and the attention, or budget allocated to each depends on goals 

and market situation. It is important to understand the difference 

between the two terms and that they are different. Any digital marketing 

professional should have a solid grasp on these two terms and 

understand their importance in the marketing arena. 

Course Overview  SEA and SEM consist of very different actions and relate to different 

aspects of marketing.  

 

• SEO (Search Engine Optimization) is an organic search strategy. It 

is the process of optimizing your website for the purpose of getting 

free traffic from search engines. 

• SEM (Search Engine Marketing) is a paid search strategy. It is the 

process of increasing visibility in search engines and getting traffic 

either through SEO or paid search ads. 

 

SEM and SEO deal with digital marketing outreach on search engines 

(e.g. Google). In this course you will gain hands-on experience to 

understand the requirements of the industry. You will be introduced to 

the foundational elements of how search engines work, how the SEO and 

SEM landscape has changed and what you can expect in the future. We 

will be focused on learning a competitive analysis on a webpage, 

achieving a productive and successful relationship with clients and 

analyzing data to see which content gets the most shares. 

Course Learning Objectives 
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Course learning objectives  

 

At the end of the course, the student will be able to: 

• Understand principles of search engine strategies 

• Strengthen your knowledge about search engine optimization 

and search engine marketing 

o Use paid advertising for maximum returns 

o Learn about Google AdWords 

o Understand landing pages, types of keywords, display 

campaigns, ads placement, ad platforms, bidding methods 

o Use display planner tools 

o Plan and execute paid ad campaigns 

o Track campaigns for optimization and make changes 

accordingly 

• Create relationships and collaborations and analyze data to see 

which content gets the most shares 

GOVERNING VALUES 

Communication 

Communication Plan  

 

The instructor of the course will communicate with the students through 

the forum of the learning platform, social media private groups, personal 

e-mails and the communication form on the EDPR project’s website 

https://edprproject.eu   

All the members of the learning experience should support each other 

and learn in a social environment. We will try and provide opportunities 

for community building through our weekly social media events where 

students are welcome to share their experiences and new knowledge 

with the each other under a specific subject.  

In case the students come up with any technical difficulties concerning 

one of the 4 outlets of contact they should address the rest and wait for 

a response. 

General Course Organization 

Course number and title 

 

SEM & SEO Specialist 

Course Duration  6-8 weeks content to be self-passed by the learner. 

 

 

Instructor name/ Organization 

(title/degree/rank if desired) 

 

EuroProfis, s.r.o is a private company focused on training, project 

management on national and international levels. The EU funds 

specialists especially in soft projects related to the education VET students 

and adults. From 2017 EuroProfis works on projects connected with the 

Industry 4.0. EuroProfis has enough experience with the development of 

learning materials, teaching methods and ICT expertise.  

The main activities are aimed at developing educational programmes 

for management skills and developing consulting conceptions, 

preparing and realizing educational courses and seminaries, developing, 

pilot testing innovations which support job market acceleration. 

https://edprproject.eu/
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Meeting time(s) & location 

 

The program will be self-passed and will be followed through distance e-

learning platform form the location of each student. 

Institution(s) or Project(s) 

offering course 

 

EDPR is an Erasmus+ KA2 project and will develop original and unique 

learning material focused on IT skills improvement and all other skills 

necessary for IT jobs to set up basic knowledge skills of young adults and 

IT trainers/teachers.  

The main intention of the project is to create a knowledge base with core 

information about the innovative training concept of IT education and 

find the original and interactive training methods. All information will be 

modified into the learning materials focused mainly on the young adults 

as a primary target group. 

Non-contract note language: 

 

This syllabus is meant to serve as an outline and guide for the 

course. Please note that the instructor may modify it at any time with 

reasonable notice to students. The instructor may also modify the 

Schedule at any time to accommodate the needs of the class. Should 

you have any questions or concerns about the syllabus, it is your 

responsibility to contact the instructor for clarification 

ASSESSMENT 

Feedback 

Feedback Incorporation In this course the learner will be provided with choices, in terms on 

following the sub-units of the course so that they are allowed to play an 

active role in their own education, and also be given more autonomy, 

helping them feel confident about themselves and being afforded an 

opportunity to provide feedback through the forum of the platform, at 

any given time. 

During the complete course it is welcomed and encouraged student 

feedback given that it is valuable for the growth and knowledge of all of 

us. 

Evaluation 

Evaluation methods and 

criteria 

 

The students will initially self-assess their competences before following 

the course.  

During the course, automatic multiple-choice tests will measure the 

progress of each student quantitively.  

Through the discussions of the groups and the peer review sessions of the 

course the learners will be evaluated qualitatively.  

Assignments may be issued with clear timestamps and will be evaluated 

accordingly. 

LEARNING PLAN 

Teaching and Learning Methods 

Teaching and learning methods  
 

1. Discussions through the platform-forum or private social media 

groups. Specifically, we will follow at least the following themes of 

discussion: 

a) The importance of SEO and SEM strategies 
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b) Function of SEO and SEM in today’s current digital atmosphere 

c) SEO and SEM as major search engines changing their parameters 

d) Search Engine on-page and off-page optimization 

e) Search Engine optimization tools, Keyword Research 

2. The students will be provided with a case Study to explain the best 

search engine marketing strategies. 

3. Problem-Based Learning method in which users apply skills, 

experiences, ideas, and creativity to a comprehensive task that helps 

to learn optimization of website content.  

SITUATIONAL FACTORS 

Creating Community 

Outline instructor and student 

responsibilities – 

The students should at all times be respectable across other students and 

the instructor showcasing responsibility and maturity. 

As the course will be held in an online environment cyber bulling and 

disregard of personal safety will not be permitted at all times! 

It is expected by all members of the learning process to respect the 

timelines and requests of the community. 

Brief statement of your 

teaching philosophy. 

We see teaching as lead by holistic and metacognitive principles, being 

supportive, collaborative, innovative, engaging and experimental. A 

powerful learning environment is one that fuels inquisitiveness, critical 

thinking, experimentation, and the effective application of course 

material.  We want the course to provide a safe space in which students 

can challenge their thinking and the status quo.  Diversity, inclusion, and 

the appreciation of individual differences are highly regarded.   

Online Classroom equivalency 

 

 

Discussion threads, e-mails, and chat rooms are all considered to be 

equivalent to classrooms, and student behavior within those 

environments shall conform to the Student Code. Specifically: 

 

• Posting photos or comments that would be off-topic in a classroom are 

still off-topic in an online posting. 

• Off-color language and photos are never appropriate. 

• Using angry or abusive language is called "flaming", is not acceptable, 

and will be dealt with according to the Student Code. 

• Do not use ALL CAPS, except for titles, since it is the equivalent of 

shouting online, as is overuse of certain punctuation marks such as 

exclamation points !!!! and question marks ?????. 

 

POLICIES 

Electronic or equipment failure  

 

It is the responsibility of the learner to maintain the computer and related 

equipment in order to participate in the online course. 

However, equipment failures will be an acceptable excuse for late 

assignments, with proper justification in the form of an explanatory test, 
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either attached as a .pdf file in the communication form the EDPR Project 

website, or as a text in an e-mail directly to the instructor 

(edpr@europrofis.cz) 

Online submissions  You are responsible for submitting the assignment with the required 

naming convention (Title of Assignment Name of Author), correct file 

extension (.docx, .odt, .pdf, .rar, .tar, .zip), and using the software type 

and version required for each assignment. 

Plagiarism software policy  

 

The instructor may elect to use a plagiarism detection service in this 

course, in which case you will be required to submit your paper to such 

a service as part of your assignment. 

Student Support 

Wellness Statement 

 

Personal concerns such as stress, anxiety, relationship difficulties, 

depression, cross-cultural differences, etc., can interfere with a student’s 

ability to succeed and thrive at this course. For helpful resources contact 

your instructor at edpr@europrofis.cz 

 

2. Big Data & AI Analyst 
CATEGORY OF RESPONCE COMMENTS 

ESTABLISHED GOALS AND LEARNING OBJECTIVES 

Course Description and Overview 

Course Description Artificial intelligence (AI) is revolutionizing the world of technology. In 

this course the student will acquire all they need to know about utilizing 

artificial intelligence for big data analysis.  

The student will acquire a practical grounding in artificial intelligence 

(AI) and its business applications through Big Data analysis, equipping 

you with the knowledge and confidence you need to transform an 

organization into an innovative, efficient, and sustainable company of 

the future. While leading informed, strategic decision-making and 

augment business performance by integrating key AI management 

and leadership insights into the way your organization operates. 

Course Overview  Big Data and AI are considered two mechanical giants by data 

scientists, or other big corporations. Many organizations consider that 

AI will bring the revolution in their organizational data. Machine 

learning is considered as an advanced version of AI through which 

various machines can send or receive data and learn new concepts 

by analyzing the data. Big data helps the organizations in analyzing 

their existing data and in drawing meaningful insights from the same. 

In this course we will examine different processes of big data analysis 

with an emphasis in AI software and programming.  

The course will be strongly linked with Building Digital skills and 

specifically: 
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• Testing and  

• Solution Deployment 

It will also concern other skills from the rest of the categories and 

specifically: 

• Planning: Business Plan development  

• Enabling: Digital Marketing 

• Managing: Business Change Management 

Course Learning Objectives 

Course learning objectives  

 
 

At the end of the course, the student will be able to: 

• Identify various business settings in which AI predictive analytics 

can be used 

• Formulate a predictive model suitable for a broad range of 

problem scenarios 

• Build and use predictive models both for classification and 

regression problems 

• Implement insights in a Programming language (e.g. Python, SQL, 

C++) of your choosing 

• Interpret predictive models to solve business problems, and 

critically reflect on their outcomes 

GOVERNING VALUES 

Communication 

Communication  

 

The instructor of the course will communicate with the students through 

the forum of the learning platform, social media private groups, 

personal e-mails and the communication form on the EDPR project’s 

website https://edprproject.eu   

All the members of the learning experience should support each other 

and learn in a social environment. We will try and provide opportunities 

for community building through our weekly social media events where 

students are welcome to share their experiences and new knowledge 

with the each other under a specific subject.  

In case the students come up with any technical difficulties concerning 

one of the 4 outlets of contact they should address the rest and wait 

for a response.  

General Course Organization 

Course title Big Data & AI Analyst 

Course Duration 6-8 weeks content to be self-passed by the learner.  

Organisation in charge  Cyclisis: Cyclisis is an independent non-profit institution activated in the 

field of Education, Culture and Environment, located in Patras, Greece. 

We are an active player in European and Greek national level focusing 

on the promotion of intercultural awareness through research and 

practice. Our activities include: a)European projects planning and 

implementation, b)Research, monitoring and evaluation through new 

https://edprproject.eu/
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technologies, c)Networking, d)Publishing and Design, e)Campaign 

development, f) Digital Media Education  

Together with our partners we conceive, organize and coordinate 

projects in the fields of Non formal adult education and training, 

Educational Policy, Intercultural Dialogue, Sustainablility and Innovation 

and European conferences 

Meeting time(s) & location 

 

The program will be self-passed and will be followed through distance 

e-learning platform form the location of each student.  

Project offering course 

 

EDPR is an Erasmus+ KA2 project and will develop original and unique 

learning material focused on IT skills improvement and all other skills 

necessary for IT jobs to set up basic knowledge skills of young adults 

and IT trainers/teachers.  

The main intention of the project is to create a knowledge base with 

core information about the innovative training concept of IT education 

and find the original and interactive training methods. All information 

will be modified into the learning materials focused mainly on the 

young adults as a primary target group. 

Non-Contract Note This syllabus is meant to serve as an outline and guide for the 

course. Please note that the instructor may modify it at any time with 

reasonable notice to students. The instructor may also modify the 

Schedule at any time to accommodate the needs of the class. Should 

you have any questions or concerns about the syllabus, it is your 

responsibility to contact the instructor for clarification 

ASSESSMENT 

Feedback 

Feedback Incorporation In this course the learner will be provided with choices, in terms on 

following the sub-units of the course so that they are allowed to play an 

active role in their own education, and also be given more autonomy, 

helping them feel confident about themselves and being afforded an 

opportunity to provide feedback through the forum of the platform, at 

any given time. 

It is crucial for us that the “voice” of the learner is heard and their 

opinions matter, because that will ultimately strengthen the learning 

process.  

Evaluation 

Evaluation methods and 

criteria 

The students will initially self-assess their competences before following 

the course.  

During the course, automatic multiple choice tests will measure the 

progress of each student quantitively.  

Through the discussions of the groups and the peer review sessions of 

the course the learners will be evaluated qualitatively.  
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Assignments may be issued with clear timestamps and will be 

evaluated accordingly.  

LEARNING PLAN 

Teaching and Learning Methods 

Teaching and learning  

methods  
 

1) Discussions through the platform-forum or private social media 

groups. Specifically we will follow at least the following themes of 

discussion: 

a) The importance of Big Data Analysis for Enterprises 

b) The role of AI in Big Data Analysis 

c) Creating smart analytical environments 

2) Problem-Based Learning Processes in the form of assigning open 

questions to content based problems that will request the 

answering and sharing with the learning community, throughout 

the course. 

3) The students will be provided with various Case Studies in order to 

be motivated and realise the feasibility of a specified task.  

SITUATIONAL FACTORS 

Creating Community 

Outline instructor and student 

responsibilities  

The students should at all times be respectable across other students 

and the instructor showcasing responsibility and maturity. 

As the course will be held in an online environment cyber bulling and 

disregard of personal safety will not be permitted at all times! 

It is expected by all members of the learning process to respect the 

timelines and requests of the community.  

Teaching philosophy We see teaching as lead by holistic and metacognitive principles, 

being supportive, collaborative, innovative, engaging and 

experimental. Apowerfull learning environment is one that  that fuels 

inquisitiveness, critical thinking, experimentation, and the effective 

application of course material.  We want the course to provide a safe 

space in which students can challenge their thinking and the status 

quo.  Diversity, inclusion, and the appreciation of individual differences 

are highly regarded.   

Online Classroom equivalency 

 

 

Discussion threads, e-mails, and chat rooms are all considered to be 

equivalent to classrooms, and student behavior within those 

environments shall conform to the Student Code. Specifically: 

 

• Posting photos or comments that would be off-topic in a classroom 

are still off-topic in an online posting. 

• Off-color language and photos are never appropriate. 

• Using angry or abusive language is called "flaming", is not 

acceptable, and will be dealt with according to the Student Code. 
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• Do not use ALL CAPS, except for titles, since it is the equivalent of 

shouting online, as is overuse of certain punctuation marks such as 

exclamation points !!!! and question marks ?????. 

 

POLICIES 

Electronic or equipment failure  It is the responsibility of the learner to maintain the computer and 

related equipment in order to participate in the online course. 

However equipment failures will be an acceptable excuse for late 

assignments, with proper justification in the form of an explanatory test, 

either attached as a .pdf file in the communication form the EDPR 

Project website, or as a text in an e-mail directly to the instructor 

(info@cyclisis.gr) 

Online submissions  You are responsible for submitting the assignment with the required 

naming convention (Title of Assignment_Name of Author), correct file 

extension (.docx, .odt, .pdf, .rar, .tar, .zip), and using the software type 

and version required for each assignment. 

Plagiarism software policy  

 

The instructor may elect to use a plagiarism detection service in this 

course, in which case you will be required to submit your paper to such 

a service as part of your assignment. 

Student Support 

Wellness Statement 

 

Personal concerns such as stress, anxiety, relationship difficulties, 

depression, cross-cultural differences, etc., can interfere with a 

student’s ability to succeed and thrive at this course. For helpful 

resources contact your instructor at info@cyclisis.gr  

 

  

mailto:info@cyclisis.gr
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3. E-commerce Development and Management 
CATEGORY OF RESPONSE COMMENTS 

ESTABLISHED GOALS AND LEARNING OBJECTIVES 

Course Description and Overview 

Course Description 

 

 

 

The growth of the internet continues to have a big influence on 

business. All types of companies and organizations are rethinking their 

strategies and how they run their operations.  In this curse the student 

will acquire all they need to know about the realities and implications 

of internet business from a marketer’s perspective. 

 

The student will acquire a practical grounding in e-commerce theory 

and concepts to what is happening in “the real world” 

 

Course Overview  This course is based on the basic principles of e-business technologies. 

The student gains an overview of all aspects of e-commerce 

concepts, applications and technologies.  

 

In this course we will examine different processes of e-Commerce. 

Topics includes business marketplace, security, customer service, e-

learning and online payments. In addition, and after understanding 

the main concepts, students would be able to understand how to 

initiate and launch online business. 

 

Course Learning Objectives 

Course learning objectives  

 

At the end of the course, the student will be able to: 

• Understand e-Commerce and e-Business and their types. 

• Understand the e-Marketplaces. 

• Understand the main e-Business Models. 

• Understand some innovative e-Business systems: e-Leaning, e-

Government, e-Tourism...etc. 

• Understand the requirements for starting an online business. 

 

• Motivation to think “virtually”. 

• Foundation to design an online business. 

• Familiarize students with the e-business concepts. 
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• Motivate students to think critically and analytically to new 

successful business ideas. 

 

• Discuss and work in a group in order to design a new online 

business idea. 

• Analyze and present and case study of successful e-Business 

stories. 

GOVERNING VALUES 

Communication 

Communication Plan  

 

The instructor of the course will communicate with the students 

through the forum of the learning platform, social media private 

groups, personal e-mails and the communication form on the EDPR 

project’s website https://edprproject.eu   

All the members of the learning experience should support each other 

and learn in a social environment. We will try and provide 

opportunities for community building through our weekly social media 

events where students are welcome to share their experiences and 

new knowledge with the each other under a specific subject.  

In case the students come up with any technical difficulties 

concerning one of the 4 outlets of contact they should address the 

rest and wait for a response. 

General Course Organization 

Course number and title 

 

E-Commerce Development and Management 

Course Duration  6-8 weeks content to be self-passed by the learner. 

 

 

Instructor name/ Organization 

(title/degree/rank if desired) 

 

Centre d’estudis Prat is an integrated school providing different 

pathways in education for young learners through Baccalaureate, 

Vocational training and for adults through the national qualification 

framework to achieve recognition, assessment, and quality assurance. 

Founded almost one hundred years ago - 1925! 

Meeting time(s) & location 

 

The program will be self-passed and will be followed through distance 

e-learning platform form the location of each student. 

Institution(s) or Project(s) offering 

course 

 

EDPR is an Erasmus+ KA2 project and will develop original and unique 

learning material focused on IT skills improvement and all other skills 

necessary for IT jobs to set up basic knowledge skills of young adults 

and IT trainers/teachers.  

The main intention of the project is to create a knowledge base with 

core information about the innovative training concept of IT 

education and find the original and interactive training methods. All 

https://edprproject.eu/
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information will be modified into the learning materials focused mainly 

on the young adults as a primary target group. 

Non-contract note language: 

 

This syllabus is meant to serve as an outline and guide for the 

course. Please note that the instructor may modify it at any time with 

reasonable notice to students. The instructor may also modify the 

Schedule at any time to accommodate the needs of the class. Should 

you have any questions or concerns about the syllabus, it is your 

responsibility to contact the instructor for clarification 

ASSESSMENT 

Feedback 

Feedback Incorporation In this course the learner will be provided with choices, in terms on 

following the sub-units of the course so that they are allowed to play 

an active role in their own education, and also be given more 

autonomy, helping them feel confident about themselves and being 

afforded an opportunity to provide feedback through the forum of 

the platform, at any given time. 

During the complete course it is welcomed and encouraged student 

feedback given that it is valuable for the growth and knowledge of all 

of us. 

Evaluation 

Evaluation methods and criteria 

 

The students will initially self-assess their competences before following 

the course.  

During the course, automatic multiple-choice tests will measure the 

progress of each student quantitively.  

Through the discussions of the groups and the peer review sessions of 

the course the learners will be evaluated qualitatively.  

Assignments may be issued with clear timestamps and will be 

evaluated accordingly. 

LEARNING PLAN 

Teaching and Learning Methods 

Teaching and learning 

methods (e.g., lecture, 

discussion, case study, 

problem-based learning, 

team-based learning, journal 

club, seminar, laboratory, 

etc.). 
 

1) Discussions through the platform-forum or private social media 

groups. Specifically, we will follow at least the following themes of 

discussion: 

a) Business models underlying e-commerce 

b) Understanding E-marketplaces  

c) e-Business Applications 

d) The Impact of e-Business on Different Fields and Industries. 

e) Learning and Online Education 

f) Launching a Successful Online Business and EC Projects 

 

2) Problem-Based Learning Processes in the form of assigning open 

questions to content-based problems that will request the 

answering and sharing with the learning community, throughout 

the course.  
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3) The students will be provided with various Case Studies in order to 

be motivated and realize the feasibility of a specified task. 

SITUATIONAL FACTORS 

Creating Community 

Outline instructor and student 

responsibilities – 

The students should at all times be respectable across other students 

and the instructor showcasing responsibility and maturity. 

As the course will be held in an online environment cyber bulling and 

disregard of personal safety will not be permitted at all times! 

It is expected by all members of the learning process to respect the 

timelines and requests of the community. 

Brief statement of your teaching 

philosophy. 

We see teaching as lead by holistic and metacognitive principles, 

being supportive, collaborative, innovative, engaging and 

experimental. A powerful learning environment is one that fuels 

inquisitiveness, critical thinking, experimentation, and the effective 

application of course material.  We want the course to provide a safe 

space in which students can challenge their thinking and the status 

quo.  Diversity, inclusion, and the appreciation of individual differences 

are highly regarded.   

Online Classroom equivalency 

 

 

Discussion threads, e-mails, and chat rooms are all considered to be 

equivalent to classrooms, and student behavior within those 

environments shall conform to the Student Code. Specifically: 

 

• Posting photos or comments that would be off-topic in a classroom 

are still off-topic in an online posting. 

• Off-color language and photos are never appropriate. 

• Using angry or abusive language is called "flaming", is not 

acceptable, and will be dealt with according to the Student Code. 

• Do not use ALL CAPS, except for titles, since it is the equivalent of 

shouting online, as is overuse of certain punctuation marks such as 

exclamation points !!!! and question marks ?????. 

 

POLICIES 

Electronic or equipment failure  

 

It is the responsibility of the learner to maintain the computer and 

related equipment in order to participate in the online course. 

However, equipment failures will be an acceptable excuse for late 

assignments, with proper justification in the form of an explanatory 

test, either attached as a .pdf file in the communication form the EDPR 

Project website, or as a text in an e-mail directly to the instructor at 

edpr@prateducacio.com. 

Online submissions  You are responsible for submitting the assignment with the required 

naming convention (Title of Assignment Name of Author), correct file 
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extension (.docx, .odt, .pdf, .rar, .tar, .zip), and using the software type 

and version required for each assignment. 

Plagiarism software policy  

 

The instructor may elect to use a plagiarism detection service in this 

course, in which case you will be required to submit your paper to 

such a service as part of your assignment. 

Student Support 

Wellness Statement 

 

Personal concerns such as stress, anxiety, relationship difficulties, 

depression, cross-cultural differences, etc., can interfere with a 

student’s ability to succeed and thrive at this course. For helpful 

resources contact your instructor at edpr@prateducacio.com. 

 

4. Content Manager 
CATEGORY OF RESPONCE COMMENTS 

ESTABLISHED GOALS AND LEARNING OBJECTIVES 

Course Description and Overview 

Course Description A well-defined and well-applied content strategy makes the 

difference in an era where brands are increasingly competing for the 

attention of their consumers or potential consumers.  

With this course, you will be able to understand the importance of 

content marketing and to promote public engagement and 

feedback so that you can increase the brand's business potential. 

With an integrated content marketing strategy in mind, not only the 

content creation for social networks, but also blogs and websites will 

be addressed. In order to consolidate learning, at the end of each 

module a practical exercise will be promoted. 

Course Overview  A Content Manager must be able to handle the strategy, 

implementation and integration of content. Have the responsibility for 

managing a company's content through websites, blogs, emails, 

social networks and any content made by the company, whether 

written, video and audio or image. 

This course will develop hard and soft skills specifically: 

• Content Marketing  

• Web design 

• SEO/SEM 

• Social Media 

• Branding 

• Email Marketing 

• Video Marketing 

• Customer Experience Strategy 

• Analytics 

• Creativity 
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• Leadership 

• Project Management 

• Teamwork 

• Communication 

Course Learning Objectives 

Course learning objectives  

 
 

At the end of the course, the student will be able to: 

• Define a marketing publications strategy aligned with the 

company's objectives; 

• Set the goals, content and audience to be achieved with a 

marketing strategy; 

• set a timetable for marketing publications; 

• Develop, edit and review content ensuring that it is in 

accordance with the branding and essence of the company; 

• Analyse the impact and results of all marketing publications; 

• Define strategy for using Content Marketing Channels and 

Platforms. 

GOVERNING VALUES 

Communication 

Communication  

 

The instructor of the course will communicate with the students 

through the forum of the learning platform, social media private 

groups, personal e-mails and the communication form on the EDPR 

project’s website https://edprproject.eu   

All the members of the learning experience should support each other 

and learn in a social environment. We will try and provide 

opportunities for community building through our weekly social media 

events where students are welcome to share their experiences and 

new knowledge with the each other under a specific subject.  

In case the students come up with any technical difficulties 

concerning one of the 4 outlets of contact they should address the 

rest and wait for a response. 

General Course Organization 

Course title Content Manager 

Course Duration 6-8 weeks content to be self-passed by the learner. 

Organisation in charge  Edit Value® is focused on supporting start-ups and small enterprises. 

Edit Value® creates an integrated solution supporting the business 

management of their customers. A durable, versatile and proactive 

service! 

Meeting time(s) & location 

 

The program will be self-passed and will be followed through distance 

e-learning platform form the location of each student. 

Project offering course 

 

EDPR is an Erasmus+ KA2 project and will develop original and unique 

learning material focused on IT skills improvement and all other skills 

https://edprproject.eu/
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necessary for IT jobs to set up basic knowledge skills of young adults 

and IT trainers/teachers.  

The main intention of the project is to create a knowledge base with 

core information about the innovative training concept of IT 

education and find the original and interactive training methods. All 

information will be modified into the learning materials focused mainly 

on the young adults as a primary target group. 

Non-Contract Note This syllabus is meant to serve as an outline and guide for the 

course. Please note that the instructor may modify it at any time with 

reasonable notice to students. The instructor may also modify the 

Schedule at any time to accommodate the needs of the class. Should 

you have any questions or concerns about the syllabus, it is your 

responsibility to contact the instructor for clarification 

ASSESSMENT 

Feedback 

Feedback Incorporation In this course the learner will be provided with choices, in terms on 

following the sub-units of the course so that they are allowed to play 

an active role in their own education, and also be given more 

autonomy, helping them feel confident about themselves and being 

afforded an opportunity to provide feedback through the forum of 

the platform, at any given time. 

During the complete course it is welcomed and encouraged student 

feedback given that it is valuable for the growth and knowledge of all 

of us. 

Evaluation 

Evaluation methods and criteria The students will initially self-assess their competences before following 

the course.  

During the course, automatic multiple choice tests will measure the 

progress of each student (quantitative evaluation).  

Through the discussions of the groups and the peer review sessions of 

the course the learners will be evaluated qualitatively.  

Assignments may be issued with clear timestamps and will be 

evaluated accordingly. 

LEARNING PLAN 

Teaching and Learning Methods 

Teaching and learning  

methods  
 

1) Discussions through the platform-forum or private social media 

groups. Specifically, we will follow at least the following themes of 

discussion: 

• The importance of Content Manager for companies. 

• The role of Content Manager in defining strategic marketing 

plans. 

• Strategies for the production of content for the web. 
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• How to measure the success of a strategy for content 

marketing. 

• Differences in metrics across content marketing channels 

2) The students will be provided with a case Study: Develop, a real 

Communication Marketing Plan and customer experience with a real 

company. 

3) Game-based digital pedagogy: Kahoot is a game-based classroom 

response system and the students will have to answer a Live Kahoot 

Quiz of Content Manager.   

SITUATIONAL FACTORS 

Creating Community 

Outline instructor and student 

responsibilities  

The students should at all times be respectable across other students 

and the instructor showcasing responsibility and maturity. 

As the course will be held in an online environment cyber bulling and 

disregard of personal safety will not be permitted at all times! 

It is expected by all members of the learning process to respect the 

timelines and requests of the community. 

Teaching philosophy We see teaching as lead by holistic and metacognitive principles, 

being supportive, collaborative, innovative, engaging and 

experimental. A powerful learning environment is one that fuels 

inquisitiveness, critical thinking, experimentation, and the effective 

application of course material.  We want the course to provide a safe 

space in which students can challenge their thinking and the status 

quo.  Diversity, inclusion, and the appreciation of individual differences 

are highly regarded.   

Online Classroom equivalency 

 

 

Discussion threads, e-mails, and chat rooms are all considered to be 

equivalent to classrooms, and student behaviour within those 

environments shall conform to the Student Code. Specifically: 

• Posting photos or comments that would be off-topic in a 

classroom are still off-topic in an online posting. 

• Off-color language and photos are never appropriate. 

• Using angry or abusive language is called "flaming", is not 

acceptable, and will be dealt with according to the Student 

Code. 

• Do not use ALL CAPS, except for titles, since it is the equivalent 

of shouting online, as is overuse of certain punctuation marks 

such as exclamation points !!!! and question marks ?????. 

POLICIES 

Electronic or equipment failure  It is the responsibility of the learner to maintain the computer and 

related equipment in order to participate in the online course. 

However equipment failures will be an acceptable excuse for late 

assignments, with proper justification in the form of an explanatory 
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test, either attached as a .pdf file in the communication form the EDPR 

Project website, or as a text in an e-mail directly to the instructor 

(edpr@editvalue.com) 

Online submissions  You are responsible for submitting the assignment with the required 

naming convention (Title of Assignment Name of Author), correct file 

extension (.docx, .odt, .pdf, .rar, .tar, .zip), and using the software type 

and version required for each assignment. 

Plagiarism software policy  

 

The instructor may elect to use a plagiarism detection service in this 

course, in which case you will be required to submit your paper to 

such a service as part of your assignment. 

Student Support 

Wellness Statement 

 

Personal concerns such as stress, anxiety, relationship difficulties, 

depression, cross-cultural differences, etc., can interfere with a 

student’s ability to succeed and thrive at this course. For helpful 

resources contact your instructor at edpr@editvalue.com 

 

 

5.Digital Marketing & Customer Experience 
CATEGORY OF RESPONSE COMMENTS 

ESTABLISHED GOALS AND LEARNING OBJECTIVES 

Course Description and Overview 

Course Description 

 

 

 

Digital Marketing has been available ever since the internet came into 

play. Over the last few years it has become a more integral part of any 

business. Basically, Digital Marketing is the process of reaching your 

target audiences in a more effective and precise manner through 

various digital channels, to attract, engage and ultimately gain them 

as customers. Customer Experience (CX) plays a big part in this process 

mainly due to the level of satisfaction a customer may experience while 

using a specific product or service.  

Course Overview  Digital Marketing is the use of electronic marketing channels to create 

and maintain a relationship with customers. Customer Experience deals 

with the satisfaction and interaction between the brand and the client. 

To see results and have success in one it is necessary to build and work 

on the other one.  

 

In this course we will study the basics of digital marketing, learning and 

understanding digital skills and tools that will help the student create the 

more effective process to attract, engage and gain customers; as well 

as, how to design and improve the customer experience the clients will 

go through to increase customer loyalty, satisfaction and advocacy.  

Course Learning Objectives 
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Course learning objectives  

 

At the end of the course, the student will be able to: 

• Create a Digital Marketing Plan: 

o Web design 

o SEO/SEM 

o Social Media 

o Content Marketing 

o Branding 

o Email Mkt 

o Video Marketing 

o Customer Experience Strategy 

o Analytics 

• Create and define a strategy that agrees with the goals and 

mission of a brand or company 

• Master the main techniques, skills and tools to effectively create 

a digital marketing plan and improve the customer experience. 

• Successfully consult in the different areas in Digital Marketing. 

• Create strategies that will help with improving the customer 

experience using all the tools and skills available in Digital 

Marketing 

GOVERNING VALUES 

Communication 

Communication Plan  

 

The instructor of the course will communicate with the students through 

the forum of the learning platform, social media private groups, 

personal e-mails and the communication form on the EDPR project’s 

website https://edprproject.eu   

All the members of the learning experience should support each other 

and learn in a social environment. We will try and provide opportunities 

for community building through our weekly social media events where 

students are welcome to share their experiences and new knowledge 

with the each other under a specific subject.  

In case the students come up with any technical difficulties concerning 

one of the 4 outlets of contact they should address the rest and wait for 

a response. 

General Course Organization 

Course number and title Digital Marketing & Customer Experience 

Course Duration  6-8 weeks content to be self-passed by the learner. 

 

 

Instructor name/ Organization 

(title/degree/rank if desired) 

 

Marak Digital Marketing is a digital advertising agency that specializes 

in online promotion, digital marketing, promotion R&D+I, emerging 

technologies and digital marketing education. 

We develop and implement comprehensive online marketing 

strategies to help our clients achieve the most direct, engaging, and 

rewarding connection with their target audience. We are well versed in 

Digital Strategy, Social Media, Online promotion, E-Commerce, Digital 

Marketing Education, Applications and Emerging Technology. 

https://edprproject.eu/
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Meeting time(s) & location 

 

The program will be self-passed and will be followed through distance 

e-learning platform form the location of each student. 

Institution(s) or Project(s) offering 

course 

 

EDPR is an Erasmus+ KA2 project and will develop original and unique 

learning material focused on IT skills improvement and all other skills 

necessary for IT jobs to set up basic knowledge skills of young adults and 

IT trainers/teachers.  

The main intention of the project is to create a knowledge base with 

core information about the innovative training concept of IT education 

and find the original and interactive training methods. All information 

will be modified into the learning materials focused mainly on the young 

adults as a primary target group. 

Non-contract note language: 

 

This syllabus is meant to serve as an outline and guide for the 

course. Please note that the instructor may modify it at any time with 

reasonable notice to students. The instructor may also modify the 

Schedule at any time to accommodate the needs of the class. Should 

you have any questions or concerns about the syllabus, it is your 

responsibility to contact the instructor for clarification 

ASSESSMENT 

Feedback 

Feedback Incorporation In this course the learner will be provided with choices, in terms on 

following the sub-units of the course so that they are allowed to play an 

active role in their own education, and also be given more autonomy, 

helping them feel confident about themselves and being afforded an 

opportunity to provide feedback through the forum of the platform, at 

any given time. 

During the complete course it is welcomed and encouraged student 

feedback given that it is valuable for the growth and knowledge of all 

of us. 

Evaluation 

Evaluation methods and criteria 

 

The students will initially self-assess their competences before following 

the course.  

During the course, automatic multiple-choice tests will measure the 

progress of each student quantitively.  

Through the discussions of the groups and the peer review sessions of 

the course the learners will be evaluated qualitatively.  

Assignments may be issued with clear timestamps and will be evaluated 

accordingly. 

LEARNING PLAN 

Teaching and Learning Methods 

Teaching and learning methods (e.g., lecture, 

discussion, case study, problem-based learning, 

team-based learning, journal club, seminar, 

laboratory, etc.). 
 

4) Discussions through the platform-forum or private social media 

groups. Specifically, we will follow at least the following themes of 

discussion: 

a) Why is digital marketing important or a necessity today? 
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b) Optimize the website according to the user’s need 

c) Understanding search engines: Important Google Algorithmic 

Updates 

d) Steps to implement a Google Ads campaign 

e) Define Display advertising. 

f) Follow steps for designing an effective email campaign 

g) Steps to create a successful lead generation strategy 

h) Content Marketing in the 21st Century 

i) What questions should I ask for customer feedback? 

5) The students will be provided with a case Study: Develop, a real 

Digital Marketing Plan and customer experience with a real 

company. 

6) Game-based digital pedagogy: Kahoot is a game-based 

classroom response system and the students will have to answer a 

Live Kahoot Quiz of Digital Marketing and Customer Experience.   

SITUATIONAL FACTORS 

Creating Community 

Outline instructor and student 

responsibilities – 

The students should at all times be respectable across other students 

and the instructor showcasing responsibility and maturity. 

As the course will be held in an online environment cyber bulling and 

disregard of personal safety will not be permitted at all times! 

It is expected by all members of the learning process to respect the 

timelines and requests of the community. 

Brief statement of your teaching 

philosophy. 

We see teaching as lead by holistic and metacognitive principles, 

being supportive, collaborative, innovative, engaging and 

experimental. A powerful learning environment is one that fuels 

inquisitiveness, critical thinking, experimentation, and the effective 

application of course material.  We want the course to provide a safe 

space in which students can challenge their thinking and the status 

quo.  Diversity, inclusion, and the appreciation of individual differences 

are highly regarded.   
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Online Classroom equivalency 

 

 

Discussion threads, e-mails, and chat rooms are all considered to be 

equivalent to classrooms, and student behavior within those 

environments shall conform to the Student Code. Specifically: 

 

• Posting photos or comments that would be off-topic in a classroom 

are still off-topic in an online posting. 

• Off-color language and photos are never appropriate. 

• Using angry or abusive language is called "flaming", is not 

acceptable, and will be dealt with according to the Student Code. 

• Do not use ALL CAPS, except for titles, since it is the equivalent of 

shouting online, as is overuse of certain punctuation marks such as 

exclamation points !!!! and question marks ?????. 

POLICIES 

Electronic or equipment failure  

 

It is the responsibility of the learner to maintain the computer and 

related equipment in order to participate in the online course. 

However equipment failures will be an acceptable excuse for late 

assignments, with proper justification in the form of an explanatory test, 

either attached as a .pdf file in the communication form the EDPR 

Project website, or as a text in an e-mail directly to the instructor 

(marketing@marak.es) 

Online submissions  You are responsible for submitting the assignment with the required 

naming convention (Title of Assignment Name of Author), correct file 

extension (.docx, .odt, .pdf, .rar, .tar, .zip), and using the software type 

and version required for each assignment. 

Plagiarism software policy  

 

The instructor may elect to use a plagiarism detection service in this 

course, in which case you will be required to submit your paper to such 

a service as part of your assignment. 

Student Support 

Wellness Statement 

 

Personal concerns such as stress, anxiety, relationship difficulties, 

depression, cross-cultural differences, etc., can interfere with a 

student’s ability to succeed and thrive at this course. For helpful 

resources contact your instructor at marketing@marak.es 
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Chapter 3: Working with S.A.FE Framework | 

Processes, Methods & Tools Through Learning 

Scenarios  

 

In this chapter we will try and visit some major scenarios of challenges that may 

come up the way of an online instructor working through the S.A.FE standards.  

Below you will find a distinction of those challenges in five (5) categories. Each 

category will be introduced in the beginning as a concept and then will be 

followed by a scenario of how you could overcome such a challenge in a real-

life instance, while tackling the possible learning styles of all learners.  

  

Figure 4: The main  learning styles and possible ways to address them.  
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Constructing a powerful digital learning environment 

The Introduction 

When we think about enrolling in a new training course we take into account 

which type of learning method we are looking for that suits us better. 

Nowadays, we can find schools with different learning approaches, from the 

traditional learning to the digital learning, even some schools combine both of 

them simultaneously. Although digital literacy is still a subject to improve for 

schools, many of them are trying to integrate technologies that support digital 

forms of learning.  

Primary schools are using tablets in their classrooms, Secondary schools are 

using new tools to individualize the learning experience, helping learners in the 

pathway. But especially, Colleges are enrich with digital learning as it produces 

multiple outcomes, not only boost users connectivity throughout the day and 

once they return home, but also simplify tedious aspects for the instructors, such 

as grade management and record keeping, allowing them to focus their time 

and efforts on supporting student learning.  

Constructing a powerful digital learning environment stars with a positive 

learning environment with a platform where users can interact to learn new 

skills, combining collaboration and communication. Afterwards, is essential to 

know your learners’ characteristics, their goals, activities that support learning, 

assessment strategies that drive and measure learning, and last, a culture that 

directly infuses a learning environment.  

When a learner feels appreciated, accepted and see them as an important 

and contributing part of a learning environment only then they can improve, 

learn with an open mind, accept and appreciate viewpoints and solve 

problems earnestly. 

If the learning atmosphere is not conducive to gaining new knowledge or skills, 

it will be hard for learners to remain engrossed or interested. At this point, 

instructors have to unfold their strategies to keep the atmosphere positive. 
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The Scenario  

Real Life Challenge: 

A young adult learner has enrolled in an online course for the second time. The 

student gave up the first time because he felt alone during the process. He 

works full time, but he is willing to change job once he passes the course. He 

has explained to the instructor that he finds hard to keep up with the tasks 

programmed for the course.   

Proposed Solutions: 

An online course is about to start and the instructor is going to start the course 

welcoming the whole group of learners through a message in the forum. The 

message contains information about the background of the instructor in the 

field, the experience gained throughout the years in online courses that will 

help learners to make the most of their learning process. Evaluation system is 

described carefully so learners can make and idea of the course ahead. 

However, after the information provided, the instructor asks them to present 

themselves in order to create a warm atmosphere so students can start to feel 

part of the group.  

Learners starts to publish their own self presentations and our second chance 

learner realizes that he is not the only one combining work and studies. In the 

forum, students are engaging with similitudes and characteristics. Instructor’s 

strategy is working well, not only learners are interacting but also, they feel part 

of a group that have same goals.  

Forum is a tool that will be used quite often for questions, collaborations, 

feedback, group discussions allowing learners to interact in every step of the 

learning path.  

Lessons Learned:  

As an instructor it is crucial to be aware of your learners’ background and goals 

to manage different strategies to keep the students motivated and engaged, 

promoting collaboration between them. 

At the beginning of the course, it is relevant to give training on how to use the 

platform; which activities are going to be assessed and thus the information 

needed to succeed. 
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Working with Hard to engage students in the Digital Age 

The Introduction 

When we look at teaching beyond the mere delivery of information, we see a 

rich picture of learning, one that embraces the social context, resources, 

background, and history within which information resides.11 Digital students 

have developed their own vernacular, a screen language for their digital  

culture. The ability to communicate and express oneself with images (still and 

moving), sound, and other media is a crucial aspect of the new literacy. 

Beyond this, information navigation is perhaps the key component of literacy 

in the digital age. 

Open Classroom have introduced a radical shift from the standard 

“transmission model” of teaching by moving beyond a curriculum focused on 

what is known to an emphasis on teaching how one comes to know. 

Conditions for the latter approach include engagement of both the individual 

and the learning community on many levels. Students’ active participation with 

practitioners, working together on common projects, makes them part of the 

process of creating knowledge. Students learn by doing and gain the 

experience necessary to reason, strategize, and understand situations that 

occur in practice, during their future careers, where they will be called upon to 

think beyond the facts and rules imparted in a typical classroom setting. 

Technology-based courses in the concept of the open classroom are designed 

within conversational frameworks, which outline the irreducible minimum for 

learning.  Thus, providing the teacher with the time and space to cultivate a 

sense of engagement in parallel with the essence of learning material.  

A major aspect of designing adult eLearning courses is having an eLearning 

support system to offer guidance and help, while still giving the eLearning tools 

and resources they need to learn on their own terms. Adult learners acquire 

new information and build upon existing knowledge much more effectively if 

they are encouraged to explore a topic on their own. While younger learners 

might need to be guided through the learning process, mature learners will 

typically get more out of the experience if they are able to work autonomously. 

The Scenario 

Real Life Challenge: 

One adult learner from your group of students has been working for some years 

in conventional commerce, and specifically in fashion sales. She has decided 

 
11 John Seely Brown, 2016, “Learning in the Digital Age” 

http://www.johnseelybrown.com/learning_in_digital_age-aspen.pdf
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to open her online shop and wants to be able to manage her own platform in 

the field of e-commerce, as she is quite competent in the use of her computer 

and is fascinated by the digital market.  As she follows the course she finds it 

hard to keep up with the technical aspects of this endeavor and is ready to 

drop out. She finds it quite easy to drop out as the lesson is provided digitally 

and thus it is in her hand to continue it or not for now as it is self-passed. She lets 

you know through a private e-mail. 

What do you do as an instructor? 

Proposed Solutions: 

Running and Managing an online shop is not an easy work for someone that 

hasn’t had a lot of experience in digital platforms. What you can do is ask her 

about what part of the course seems the hardest and try and provide her with 

extra resources or easier to navigate platforms for the time being. You could 

also revisit the content of your course and modify it so that you can outreach 

to less experienced users. If you wish you could separate the course into an 

entry and advanced level.  

It is, also, quite common that e-learners fall into the trap of the self-passed 

course into never concluding it. What you can do is consider micro-learning. 

Microlearning is a method of breaking an e-learning course into small, bite-size 

chunks. Those chunks can be as short as a couple of minutes so they are 

normally stripped of all superfluous content and focus on a single objective. 

Microlearning improves retention rates because learners grasp new ideas, 

concepts, and skills better in small chunks than through long-form learning. 

Also, learning in frequent but small doses fits in with a learner’s work and 

personal life better than finding long periods of time to learn. This makes the 

course more enjoyable which means learners are more engaged and 

proactive. 

Lessons Learned:  

As a trainer in an online environment you will find that students’ feedback is the 

best counsellor for designing an effective digital course. Having the ability to 

redesign and alternate your syllabus or curriculum to the needs of your 

individual students is a great outcome of choosing to work through online 

learning platforms, when teaching Digital Skills. The internet is your “oyster” and 

you are free to grasp the opportunities it provides you with.   
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Tackling Conflict in the digital classroom 

The Introduction 

Conflict is likely to occur as students interact with each other, and it can 

happen in a traditional or online classroom. But when conflict occurs in an 

online classroom, it is much harder to resolve than conflict in person because 

you are relying on your perception and interpretation of the other person's 

message. You do not have the advantage of interacting directly with that 

person and seeing their expressions or hearing the tone of their voice.  

Some conflict is immediately recognizable in the online environment through 

heated discussion board posts. But not all controversial issues bring out 

interpersonal conflict. Sometimes thinking about controversies can cause 

internal conflict and strong emotions. Instructors need to be able to recognize 

signs of this. These signs can include changes in the quality and quantity of 

posts. Long posts may indicate a student’s attempts to come to terms with a 

controversy. Short ones may indicate a reluctance to discuss a particularly 

difficult issue. Some students will contact you directly and let you know they are 

upset. Interpersonal conflict can occur at any time in an online course. It can 

unfold within minutes or over a period of days. Left unchecked, it can hinder 

learning.  

The Scenario 

Real Life Challenge: 

You are responsible for an online classroom and you have assigned some tasks 

to the students. In the e-learning platform there is a discussion board that can 

be used to make questions to other students and to the teacher. 

During the weekend one of the students posts a question and raise one specific 

doubt about a particular task assigned by the teacher. Other student has read 

the post and considered the question very stupid and answered in a bad way 

to the fellow student. The first student did not like the way he talk to them and 

answered them back. The two entered in the discussion and start flaming the 

conversation, i.e. start an online fight using electronic messages with angry and 

vulgar language. Other students have seen but did nothing to contain the 

flaming. On Monday, you were preparing some new materials to the students 

and you forgot to check the discussion board and did not notice the 

interactions made during the weekend. 

On Tuesday, you have messages from three students informing you that they 

will withdrawal from the course because they found themselves vulnerable and 

are afraid to freely express themselves and their questions. You realise about 
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the conversation establish and wonder what can you do know to solve the 

situation? 

Proposed Solutions: 

There are some strategies that you can use when you face a conflict in the 

digital classroom. 

Anticipate controversy and set expectations. If you introduce the subject and 

tell the students at the very beginning: “in this course we’re going to talk about 

issues that you’re going to be uncomfortable with; however, it’s part of the 

learning process”. Ask them to throw away any stereotypes they may have 

because stereotypes often get in the way of opening our minds to something 

new. Icebreakers can also be an effective way to prepare students to interact 

productively and respectfully in the online learning environment. As an 

icebreaker, you can promote questions like: What was the best concert you’ve 

attended? Who would you want to interview? What is your favourite movie? 

Why are you taking this course? It’s an activity that lets fellow students know 

something about one another.  

Directly address interpersonal conflict: The best practices recommend 

acknowledging conflict as soon as possible. Use an informal approach and say 

something like, “Wow! I see you’ve had a very good conversation over the 

weekend. It seems like it was pretty intense.” If you enter in the conversation 

this way you show that you are paying attention to them. In some cases, it helps 

to ask students to take a break to cool off before the conflict escalates. 

Throughout a conflict, it’s important not to take sides, because this could 

alienate students.  

Be supportive. When students get upset, they may need extra support, which 

can be given in a variety of ways. Sometimes students need that extra 

emotional support. They need to debrief.  

essons Learned:  

As the trainer in an online environment you should set the rules of 

communication at the very beginning. You should inform the students about 

what they can and cannot do. If you do not do that they could feel free to use 

inappropriate language and address to the other students inadequately. 

You can also incentive other students to report this type of attitudes and 

support you and other students in similar situations, promoting a prompt 

response. 
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Promoting Innovative Thinking in the Digital Age 

The Introduction 

Innovation is a process that includes a variety of activities to find new ways to 

accomplish things, by introducing new methods, ideas or products. It’s no 

secret that in this day and age, with all the new digital improvements that are 

being made, creatives, developers, entrepreneurs, and marketers among 

others are using and relying more on Innovative Thinking.  

Innovative ideas can come from working by yourself or in a group or by 

brainstorming or pure chance, etc. Innovations are mainly the result of solving 

or finding a better solution to a problem or issue. Even though creativity and 

innovation are correlated, the former is what allows us to come up with great 

and new ideas, whereas the latter is what enables us to execute them.  

The transition into the Digital Age, as well as digital transformation, has allowed 

many ideas, companies, and projects to be developed, designed, and 

created. However, there are still aspects of the projects that are already 

created that can be improved, as well as problems that we, as a society, are 

still facing today that companies have yet to find a solution. And this is where 

Innovative Thinking comes into play.   

The Scenario 

Real Life Challenge: 

A student shared with the rest of the classmates his goal in taking this course. 

He has a family which has being operational for the past decade however, has 

yet to make the change into the Digital Age. This business has been slowly 

losing clientele. He wants to find new and creative ways to engage his actual 

customers into generating sales as well as acquire new ones.  

As the instructor, what is your proposed solution? 

Proposed Solutions: 

Having a business that has been able to stay operational for 10 years is not easy 

feat. Nonetheless, the age in which we are living now means that business have 

to digitally evolve in order to engage customers, old and new. What the 

instructor can recommend to the student is create a Digital Marketing Plan in 

which he can determine the needs, problems, and challenges of the 

company. Create an internal and external analysis, to know better the ins and 

outs of the company as well as its competition. After the initial analysis are 

carefully and thoroughly created, the student can devise innovate solutions 
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that ultimately will help to eradicate the problems and weaknesses the analysis 

reflected. Using the Innovative Process of Brainstorming sources of inspiration 

and needs; Evaluating said ideas and needs; Identifying steps to produce the 

innovation; Identify the enablers and disablers; and last but not least, Reflecting 

on the endpoint and the effectiveness of the innovation.  

Lessons Learned:  

If a student has a project that can be used to further the education and 

teaching given in class, it is important as an educator to use it. The student can 

become more engaged in learning if he sees that he can directly apply this 

knowledge, from class to his daily life. Letting students decide what and how 

to measure their success carries a great positive impact rather than just the 

idea of it.  

Retaining Talent in Digital Learning  

The Introduction 

With 68.5% of workers considering themselves ‘not engaged’ or ‘actively 

disengaged’ at work, the learning culture of an organization is more important 

than ever. As companies across industries are keen to find and retain talent - 

particularly in growing areas such as digital technologies - employees now 

expect leaders and workplaces to be agile in an environment of intense digital 

disruption. 

As the digital climate continues to evolve and develop, organizations who can 

adapt are the most likely to succeed in an increasingly competitive landscape. 

While degrees were once considered the benchmark for a prospective 

employee learning and knowledge, relevant and instantly applicable skills 

such as data analytics and social media are now in huge demand across the 

globe. 

To create an agile learning environment that can respond to the needs of the 

marketplace and evolving customer base, organizations need to consider a 

range of learning options for employees that create an adaptable workforce. 

This blog explores 6 ways to ensure your company attracts and retains the 

talent they need to drive digital transformation.   

Digital strategies in the most mature organizations are developed with an 

emphasis on transforming the business through targeted improvements in 

innovation, decision-making, and talent engagement. These are the types of 

organizations people want to work for and as a result, the majority working in 

digitally mature organizations were found to be satisfied with their 

organization’s strategy, culture and leadership.  

http://www.huffingtonpost.com/mike-ettling/are-your-employees-all-in_b_13675634.html
http://deloitte.wsj.com/cio/2015/09/09/digitally-mature-enterprises-lure-top-talent/
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The Scenario  

Real Life Challenge: 

One student shared with the rest of the classmates his goal in taking this course. 

He has been working in one medium-sized company with 100 people. The 

company has enough staff to cover all of its fields, but has to cope with the 

emerging digital age and constantly find new innovative methods. The CEO 

wanted to focus on finding the best workers at the very beginning of their 

careers before they are locked down by another company, because he knew 

that really good people are always in demand. The company is profitable, but 

he even so struggles with leaving of his employees. Employees are educated 

but not motivated to learn new innovative practices.  The company does not 

want to hire new workers, it wants to stay in touch and provide an opportunity 

to educate its employees, with whom it has been cooperating for a long time.  

As the instructor, what is your proposed solution? 

Proposed Solutions: 

The best digital talent on the market will be able to easily switch jobs based on 

company connections. Once you hire them, make sure you provide them with 

opportunities to grow that directly correlate with their performance at the 

company. Be as transparent as possible when working with these employees 

so that they know what is expected of them and what they need to do to get 

ahead.  

Fairness and transparency go a long way in helping to retain and motivate 

members of the digital talent pool. They want to be rewarded for their hard 

work and productivity. If you build a culture of transparency and alignment, it 

becomes realistic for young, talented digital workers to see where they fit in.  

Organizations should work to strengthen networks and connections within the 

organization by creating mentorship programmers, offering training courses 

and promoting social events. By helping digitally adept employees build 

internal networks that allow them to develop new ideas and share their 

knowledge. 

You can also develop a transparent organization by encouraging 

collaboration among employees in decision making processes. Digital 

employees will benefit from a broader understanding of how their organization 

works and where they fit into the whole structure of the business, and they will 

often find innovative ways to contribute to the broader discussion. 
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Lessons Learned:  

Talk to current employees to find out what is keeping them in the organisation 

and what may cause them to leave. Using a combination of reviewing the 

current literature, an employee survey, focus groups and interviews, the 

research explored what currently was keeping people in the organisation and 

what would keep them there in the future. Focus groups included a range of 

employees at different levels of seniority in the organisation. 
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Chapter 4: Aligning S.A.FE Framework with existing 

Qualification Frameworks  

The reasoning of this chapter is to enable a level of alignment with all 

educational systems certification and qualification frameworks European 

Qualifications Framework (EQF), European Higher Education Area (EHEA) and 

the European Skills, Competences and Occupations (ESCO). We will first review 

the aforementioned Frameworks and then establish the equivalent processes 

to be followed by the institutions using the S.A.FE Framework in order to validate 

the compatible course and qualification provision through EQF/EHEA/ESCO.  

European Qualifications Framework (EQF)  

The European Qualifications Framework (EQF) is a common European 

reference framework whose purpose is to make qualifications more readable 

and understandable across different countries and systems. Covering 

qualifications at all levels and in all sub-systems of education and training, the 

EQF provides a comprehensive overview over qualifications in the 39 European 

countries currently involved in its implementation. In close cooperation with the 

European Commission, Cedefop provides analytical and coordination support 

for the implementation of the EQF and carries out a number of comparative 

studies and analysis on issues related to the implementation of the framework 

at EU, national and sectoral level. 

Descriptors defining levels in the European Qualifications Framework (EQF) 

Each of the 8 levels is defined by a set of descriptors indicating the learning 

outcomes relevant to qualifications at that level in any system of qualifications. 

 Knowledge 

 
Skills 

Responsibility and 

autonomy 
Relevant 

Learning 

Outcomes 

In the context of 

EQF, knowledge is 

described as 

theoretical and/or 

factual. 

In the context of EQF, skills are described 

as cognitive (involving the use of logical, 

intuitive and creative thinking) and 

practical (involving manual dexterity 

and the use of methods, materials, tools 

and instruments). 

In the context of the EQF 

responsibility and autonomy is 

described as the ability of the 

learner to apply knowledge and 

skills autonomously and with 

responsibility 

Level 1 

 

Basic general 

knowledge 

Basic skills required to carry out 

simple tasks 

Work or study under direct 

supervision in a structured 

context 

Level 2 

 

Basic factual 

knowledge of a 

Basic cognitive and practical skills 

required to use relevant information 

in order to carry out tasks and to 

Work or study under supervision 

with some autonomy 
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field of work or 

study 

solve routine problems using simple 

rules and tools 

Level 3 Knowledge of 

facts, principles, 

processes and 

general 

concepts, in a 

field of work or 

study 

A range of cognitive and practical 

skills required to accomplish tasks 

and solve problems by selecting 

and applying basic methods, tools, 

materials and information 

Take responsibility for 

completion of tasks in work or 

study; adapt own behavior to 

circumstances in solving 

problems 

Level 4 

 

Factual and 

theoretical 

knowledge in 

broad contexts 

within a field of 

work or study 

A range of cognitive and practical 

skills required to generate solutions 

to specific problems in a field of 

work or study 

Exercise self-management 

within the guidelines of work or 

study contexts that are usually 

predictable, but are subject to 

change; supervise the routine 

work of others, taking some 

responsibility for the evaluation 

and improvement of work or 

study activities 

Level 5 

 

Comprehensive, 

specialised, 

factual and 

theoretical 

knowledge 

within a field of 

work or study 

and an 

awareness of 

the boundaries 

of that 

knowledge 

A comprehensive range of cognitive 

and practical skills required to 

develop creative solutions to 

abstract problems 

Exercise management and 

supervision in contexts of work 

or study activities where there is 

unpredictable change; review 

and develop performance of 

self and others 

Level 6 

 

Advanced 

knowledge of a 

field of work or 

study, involving 

a critical 

understanding 

of theories and 

principles 

Advanced skills, demonstrating 

mastery and innovation, required to 

solve complex and unpredictable 

problems in a specialised field of 

work or study 

Manage complex technical or 

professional activities or 

projects, taking responsibility for 

decision-making in 

unpredictable work or study 

contexts; take responsibility for 

managing professional 

development of individuals and 

groups 

Level 7 

 

Highly 

specialised 

knowledge, 

some of which is 

at the forefront 

of knowledge in 

a field of work or 

study, as the 

basis for original 

Specialised problem-solving skills 

required in research and/or 

innovation in order to develop new 

knowledge and procedures and to 

integrate knowledge from different 

fields 

Manage and transform work or 

study contexts that are 

complex, unpredictable and 

require new strategic 

approaches; take responsibility 

for contributing to professional 

knowledge and practice 

and/or for reviewing the 

strategic performance of teams 
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thinking and/or 

research 

Critical 

awareness of 

knowledge 

issues in a field 

and at the 

interface 

between 

different fields 

Level 8 

 

Knowledge at 

the most 

advanced 

frontier of a field 

of work or study 

and at the 

interface 

between fields 

The most advanced and specialised 

skills and techniques, including 

synthesis and evaluation, required to 

solve critical problems in research 

and/or innovation and to extend 

and redefine existing knowledge or 

professional practice 

Demonstrate substantial 

authority, innovation, 

autonomy, scholarly and 

professional integrity and 

sustained commitment to the 

development of new ideas or 

processes at the forefront of 

work or study contexts including 

research 

 

 

European Higher Education Area (EHEA)  

The Paris Conference of European Ministers Responsible for Higher Education 

24-25 May 2018 adopted the revised overarching framework for qualifications 

in the EHEA, implementing the commitment in the Yerevan Communiqué. The 

revised overarching framework for qualifications in the EHEA comprises the 

short cycle, the first cycle, the second cycle and the third cycle generic 

descriptors for each cycle based on learning outcomes and competences, 

and credit ranges in the short cycle, first and second cycles. Ministers 

committed themselves to elaborating national frameworks for qualifications 

compatible with the overarching framework for qualifications in the EHEA. 

While recognising that each country decides whether and how to incorporate 

short cycle qualifications within its own national framework, the Paris 

Communiqué underlined the role ECTS-based short cycle qualifications play in 

preparing students for employment and further studies as well as in improving 

social cohesion. 12  

 

 

 
12 The Framework of Qualifications for the European Higher Education Area, Paris 2018 

http://ehea.info/media.ehea.info/file/2018_Paris/77/8/EHEAParis2018_Communique_AppendixIII_952778.pdf
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Qualifications Framework for the European Higher Education Area 

(QF-EHEA) 

 Learning outcomes ECTS credits 

Short cycle 

qualifications 

Qualifications that signify completion of the higher education 

short cycle are awarded to students who: 

- have demonstrated knowledge and understanding in a 

field of study that builds upon general secondary education 

and is typically at a level supported by advanced textbooks; 

such knowledge provides an underpinning for a field of work 

or vocation, personal development, and further studies to 

complete the first cycle; 

- can apply their knowledge and understanding in 

occupational contexts; 

- have the ability to identify and use data to formulate 

responses to well-defined concrete 

and abstract problems; 

- can communicate about their understanding, skills and 

activities, with peers, supervisors 

and clients; 

- have the learning skills to undertake further studies with some 

autonomy. 

Typically 

include 90- 

120 ECTS 

credits 

First cycle 

qualification 

Qualifications that signify completion of the first cycle 

are awarded to students who: 

• have demonstrated knowledge and understanding in a field 

of study that builds upon their general secondary education, 

and is typically at a level that, whilst supported by advanced 

textbooks, includes some aspects that will be informed by 

knowledge of the forefront of their field of study; 

• can apply their knowledge and understanding in a manner 

that indicates a professional approach to their work or 

vocation, and have competences typically demonstrated 

through devising and sustaining arguments and solving 

problems within their field of study; 

• have the ability to gather and interpret relevant data (usually 

within their field of study) to inform judgments that include 

reflection on relevant social, scientific or ethical issues; 

• can communicate information, ideas, problems and solutions to 

both specialist and non-specialist audiences; 

Typically 

include 180- 

240 ECTS 

credits 
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• have developed those learning skills that are necessary for them 

to continue to undertake further study with a high degree of 

autonomy. 

Second cycle 

qualification 

Qualifications that signify completion of the second cycle are 

awarded to students who: 

• have demonstrated knowledge and understanding that is 

founded upon and extends and/or enhances that typically 

associated with the first cycle, and that provides a basis or 

opportunity for originality in developing and/or applying 

ideas, often within a research context; 

• can apply their knowledge and understanding, and problem 

solving abilities in new or unfamiliar environments within 

broader (or multidisciplinary) contexts related to their field of 

study; 

• have the ability to integrate knowledge and handle 

complexity, and formulate judgments with incomplete or 

limited information, but that include reflecting on social and 

ethical responsibilities linked to the application of their 

knowledge and judgments; 

• can communicate their conclusions, and the knowledge 

and rationale underpinning these, to specialist and non-

specialist audiences clearly and unambiguously; 

have the learning skills to allow them to continue to 

study in a manner that may be largely self-directed or 

autonomous. 

Typically 

include 90- 

120 ECTS 

credits, with a 

minimum of 60 

credits at the 

level of the 2nd 

cycle 

Third cycle 

qualification 

Qualifications that signify completion of the third cycle are 

awarded to students who: 

• have demonstrated a systematic understanding of a field of 

study and mastery of the skills and methods of research 

associated with that field; 

• have demonstrated the ability to conceive, design, 

implement and adapt a substantial process of research with 

Not specified 
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scholarly integrity; 

• have made a contribution through original research that 

extends the frontier of knowledge by developing a 

substantial body of work, some of which merits national or 

international refereed publication; 

• are capable of critical analysis, evaluation and synthesis of 

new and complex ideas; 

• can communicate with their peers, the larger scholarly 

community and with society in general about their areas of 

expertise; 

can be expected to be able to promote, within 

academic and professional contexts, technological, 

social or cultural advancement in a knowledge based 

society. 

 

Compatibility with the Framework for Qualifications of the European Higher 

Education Area 

The Framework for Qualifications of the European Higher Education Area 

provides descriptors for three cycles agreed by the ministers responsible for 

higher education at their meeting in Bergen in May 2005 in the framework of 

the Bologna process. Each cycle descriptor offers a generic statement of 

typical expectations of achievements and abilities associated with 

qualifications that represent the end of that cycle. 

1. The descriptor for the short cycle developed by the Joint Quality 

Initiative as part of the Bologna process, (within or linked to the first 

cycle), corresponds to the learning outcomes for EQF level 5. 

2. The descriptor for the first cycle corresponds to the learning outcomes 

for EQF level 6.  

3. The descriptor for the second cycle corresponds to the learning 

outcomes for EQF level 7. 

4. The descriptor for the third cycle corresponds to the learning outcomes 

for EQF level 8. 

Digital Competences Framework for Citizens (DigComp) 

The Digital Competence Framework for Citizens, also known by its acronym 

DigComp, was first published in 2013 by the European Commission. It aimed to 

be a tool to improve citizens’ digital competence, to help policy-makers to 

formulate policies that support digital competence building, and to plan 
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education and training initiatives to improve digital competence of specific 

target groups. DigComp also provided a common language on how to identify 

and describe the key areas of digital competence and thus offered a common 

reference at European level. From 2013 up until now (2016), DigComp has been 

used for multiple purposes, particularly in the context of employment, 

education and training, and lifelong learning. However, the fast moving 

digitalisation of various aspects of society sets new requirements, hence the 

need for DigComp version 2.0. 

Competence 

areas 

Dimension 1 

Competences 

Dimension 2 

1.  

Information and 

data literacy 

1.1 Browsing, searching and filtering data, information and digital content  

To articulate information needs, to search for data, information and 

content in digital environments, to access them and to navigate between 

them. To create and update personal search strategies.  

1.2 Evaluating data, information and digital content  

To analyse, compare and critically evaluate the credibility and reliability 

of sources of data, information and digital content. To analyse, interpret 

and critically evaluate the data, information and digital content.  

1.3 Managing data, information and digital content  

To organise, store and retrieve data, information and content 

 

2. 

Communication 

and 

collaboration 

2.1 Interacting through digital technologies  

To interact through a variety of digital technologies and to understand 

appropriate digital communication means for a given context.  

2.2 Sharing through digital technologies  

To share data, information and digital content with others through 

appropriate digital technologies. To act as an intermediary, to know 

about referencing and attribution practices.  

2.3 Engaging in citizenship through digital technologies  
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To participate in society through the use of public and private digital 

services. To seek opportunities for self-empowerment and for participatory 

citizenship through appropriate digital technologies. 

2.4 Collaborating through digital technologies  

To use digital tools and technologies for collaborative processes, and for 

co-construction and co-creation of resources and knowledge.  

2.5 Netiquette  

To be aware of behavioural norms and know-how while using digital 

technologies and interacting in digital environments. To adapt 

communication strategies to the specific audience and to be aware of 

cultural and generational diversity in digital environments.  

2.6 Managing digital identity  

To create and manage one or multiple digital identities, to be able to 

protect one's own reputation, to deal with the data that one produces 

through several digital tools, environments and services. 

 

3.  

Digital content 

creation 

3.1 Developing digital content  

To create and edit digital content in different formats, to express oneself 

through digital means.  

3.2 Integrating and re-elaborating digital content  

To modify, refine, improve and integrate information and content into an 

existing body of knowledge to create new, original and relevant content 

and knowledge.  

3.3 Copyright and licences  

To understand how copyright and licences apply to data, information and 

digital content.  

3.4 Programming  

To plan and develop a sequence of understandable instructions for a 

computing system to solve a given problem or perform a specific task. 
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4.  

Safety 

4.1 Protecting devices  

To protect devices and digital content, and to understand risks and threats 

in digital environments. To know about safety and security measures and 

to have due regard to reliability and privacy.  

4.2 Protecting personal data and privacy  

To protect personal data and privacy in digital environments. To 

understand how to use and share personally identifiable information while 

being able to protect oneself and others from damages. To understand 

that digital services use a “Privacy policy” to inform how personal data is 

used.  

4.3 Protecting health and well-being  

To be able to avoid health-risks and threats to physical and psychological 

well-being while using digital technologies. To be able to protect oneself 

and others from possible dangers in digital environments (e.g. cyber 

bullying). To be aware of digital technologies for social wellbeing and 

social inclusion.  

4.4 Protecting the environment  

To be aware of the environmental impact of digital technologies and their 

use 

5.  

Problem solving 

5.1 Solving technical problems  

To identify technical problems when operating devices and using digital 

environments, and to solve them (from trouble-shooting to solving more 

complex problems).  

5.2 Identifying needs and technological responses 

To assess needs and to identify, evaluate, select and use digital tools and 

possible technological responses to solve them. To adjust and customise 

digital environments to personal needs (e.g. accessibility).  

5.3 Creatively using digital technologies  

To use digital tools and technologies to create knowledge and to 

innovate processes and products. To engage individually and collectively 

in cognitive processing to understand and resolve conceptual problems 

and problem situations in digital environments.  
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5.4 Identifying digital competence gaps  

To understand where one’s own digital competence needs to be 

improved or updated. To be able to support others with their digital 

competence development. To seek opportunities for self-development 

and to keep up-to-date with the digital evolution. 

 

Cross-references between DigComp and e-CF through EQF 

The DigComp Framework could be understood through the classification 

system of EQF through its cross-references with e-CF, that we have reviewed in 

the second Chapter of this document. Specifically in figure 5 below we can 

observe said cross-references and compatible EQF classification.  

  

Figure 5: Cross-references between DigComp and e-CF 
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European Skills, Competences, Qualifications and Occupations 

(ESCO) 

ESCO (European Skills, Competences, Qualifications and Occupations) is the 

European multilingual classification of Skills, Competences, Qualifications and 

Occupations.   

ESCO works as a dictionary, describing, identifying and classifying professional 

occupations, skills, and qualifications relevant for the EU labour market and 

education and training.  Those concepts and the relationships between them 

can be understood by electronic systems, which allows different online 

platforms to use ESCO for services like matching jobseekers to jobs on the basis 

of their skills, suggesting trainings to people who want to reskill or upskill etc. 

ESCO provides descriptions of 2942 occupations and 13.485 skills linked to these 

occupations, translated into 27 languages (all official EU languages plus 

Icelandic, Norwegian and Arabic). Over time, it will also display the 

qualifications awarded in the education and training systems from Member 

States, as well as qualifications issued by private awarding bodies.  

The structure of ESCO ESCO is organised in three pillars:  

• the occupations pillar;  

• the knowledge, skills and competences pillar;  

• the qualifications pillar.  

These three pillars are interrelated with each other, as explained in the following 

section. Overall, this three-layered structured approach allows ESCO to 

organise terminology for the European labour market and the 

education/training sector in a consistent, transparent and usable way.

 

Figure 6:ESCO three-pillar structure 

https://ec.europa.eu/esco/portal
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Complementarity between ESCO and the EQF and DigComp 

The qualifications pillar of ESCO is developed in full compliance and 

complementarity with the EQF.13 

Qualifications in ESCO come from national qualifications databases of 

Member States. These qualifications are included in National Qualifications 

Frameworks that have been referenced to the EQF. In that the qualifications 

pillar supports the understanding of the individual qualifications needed by 

employers, public and private employment services, learners, workers, 

jobseekers, education and training providers, and other actors. This information 

should be as complete and transparent as possible to meet their needs. 

Information on qualifications in ESCO follows the elements for data fields for the 

electronic publication of information on qualifications included in Annex VI of 

the EQF Recommendation. 

Therefore, only qualifications data that includes the following core information 

will be displayed in ESCO: 

 

Figure 7: Qualification Data Structure for ESCO and EQF compatibility 

 

 
13 ESCO handbook, European Commission, 2019 

https://ec.europa.eu/esco/portal/document/el/0a89839c-098d-4e34-846c-54cbd5684d24
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The Commission has also integrated the competences of DigComp into the 

ESCO list of digital transversal skills. 

During its development in 2015, the DigComp framework was used as one of 

the reference tools for gauging the competence areas and needed skills. 

Figure 6 shows the five areas finally included in the ESCO Transversal ICT skills list, 

and the corresponding areas in DigComp. DigComp has itself taken 

advantage of this collaboration by adding a number of new concepts into its 

updated framework. This is a good demonstration of convergence towards the 

same vision for enhanced compatibility and interoperability between 

instruments, at the same time keeping the specificities of each instrument.14  

Processes towards validating S.A.FE Framework  

For the purposes of the S.A.FE. Framework we aim to address the compatibility 

of the S.A.FE Prototypes with e-CF through EQF. We choose to do so as it is the 

view of the consortium that learning outcomes-based qualifications 

frameworks can value all learning, independent of where and how the learning 

took place in order to improve the transparency, comparability and portability 

of people's qualifications.15  

As it goes practitioners and organisations that will either be using the S.A.FE 

Framework for Syllabus Development or are using the exact S.A.FE Prototypes 

 
14 DigComp 2.0: The Digital Competence Framework for Citizens, European Union, 

2016 
15 EQF Narratives Workshops, European Commission, 2017 

Figure 8:The mapping of the competence areas of DigComp and an ESCO example 

https://publications.jrc.ec.europa.eu/repository/bitstream/JRC101254/jrc101254_digcomp%202.0%20the%20digital%20competence%20framework%20for%20citizens.%20update%20phase%201.pdf
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will be facilitated in the process of validating the course that will be developed 

through the aforementioned process of the Syllabi.  

In order to understand the relations between the S.AFE Framework, e-CF and 

EQF we will need to revise the relation of the 5 (five) Digital Professions Syllabi 

(S.A.FE Prototypes) with specific digital skills as elaborated and synthesized by 

the e-CF, and on which level or levels of the EQF each skill can correspond.  

S.A.FE Prototype e-CF Digital Skills  EQF Equivalences 

SEM& SEO 

Specialist 

 

Primary digital skills 

Technology Trend 

Monitoring  EQF Levels 7-8 

Sustainable 

Deployment  EQF Levels 5-7 

Secondary Digital Skills 

Solution Deployment  EQF Levels 3-6 

Change Support   EQF Levels 4-6 

Needs Identification  EQF Levels 5-8 

Big Data & A.I. 

Analyst 

Primary Digital Skills: 

Testing   EQF Levels 3-7 

Solution Deployment  EQF Levels 3-6 

Secondary Digital Skills 

Business Plan 

Development   EQF Levels 4-8 

Digital Marketing  EQF Levels 4-7 

Business Change 

Management   EQF Levels 5-8 

E-Commerce 

Development 

and 

Management  

 

Primary Digital Skills  

Service Delivery  EQF Levels 3-6 

Digital Marketing   EQF Levels 4-7 

Secondary Digital Skills 

Business Plan 

Development   EQF Levels 4-8 

Sustainable 

Development   EQF Levels 5-7 

Application 

Development   EQF Levels 3-6 

Primary Digital Skills  
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Content 

Manager 

 

Information Security 

Strategy 

Development  
 EQF Levels 7-8 

Needs Identification  EQF Levels 5-8 

Secondary Digital Skills  

Business Change 

Management  EQF Levels 5-8 

User Support  EQF Levels 3-6 

Documentation 

Production  EQF Levels 3-6 

Digital 

marketing and 

Customer 

Experience 

Manager 

 

Primary Digital Skills  

Project and Portfolio 

Management   EQF Levels 7-8  

Digital Marketing  EQF Levels 4-7 

Secondary Digital Skills  

Risk Management  EQF Levels 5-8 

User Support  EQF Levels 3-6 

Technology Trend 

Monitoring   EQF Levels 7-8 

Below we can see an alluvial representation of the relations and cross 

references between the skills tackled in the S.A.FE Prototypes, the e-CF and the 

EQF equivalences. With a glance we can understand that most skills address a 

level of competence of levels 4 to 6, some can include knowledge agreeing 

to the 3rd level of EQF while few may reach up to the 7th and 8th level of EQF. 

This fact highlights the reality of the transferability of a Syllabus as opposed to a 

curriculum as it can be used, in terms of organizing and perceiving knowledge 

goals, in a variety of institutions (Non-Formal to Higher Education).  

 

 

 

 

 

 

 

 

Figure 9: Alluvial Representation of the cross-reference between the S.A.FE Framework, e-CF 

and EQF 
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The 5 (five) S.A.FE Prototypes are also linked with specific DigComp 

Competences. In order to perceive why a syllabus can spread through 

different qualification frameworks we need to understand the fact that a 

syllabus does not consist of a curriculum based on a fixed notion of the learner’s 

needs, thus it can be elaborated in a simpler of more complex way depending 

on the needs of the target groups. As it is the S.A.FE Prototypes can either be 

elaborated in an advanced way of practice following the e-CF indication as 

well as agreeing with the needs and starting points of a target that follows the 

Digital Cometence Framework for Citizens, known as DigComp.  

Providing  testing  and  certification  based  on  the  DigComp  framework  is  

one  of the  latest  uses  of  the  DigComp  model.  The  ECCC  Foundation  in  

Poland  promotes  and disseminates the development of digital and IT 

competences, an example of which is the translation and promotion of the 

DigComp report from 2013. ECCC also provides validation of IT and digital 

competences of citizens (e.g. pupils, students, employed, unemployed, job 

seekers). The ECCC digital competence validation standard, which is used for 

the certification process, is based on the DigComp model.  

Another example is ACTIC  – the accreditation system for ICT competences in 

the Catalan Region (Spain) since 2005 – that has recently commissioned work 

in order to ensure that its digital competence certification system complies 

better with the DigComp model.  

In our case we hope to make the S.A.FE Framework an easy to use Segway 

towards validating learning experience using DigComp. In the table below you 

can see the exact DigComp Competences that are meant to be tackled for 

each of the digital professions described in the S.A.FE Prototypes, and the areas 

of Transversal ICT Skills that can be describe, analysed and referenced with EQF 

in the ESCO Framework as we have described above.  

 

S.A.FE Prototype DigComp Competences  
ESCO Transversal ICT 

Skills 

SEM& SEO 

Specialist 

 

1.3 Managing data, information 

and digital content  

2.6 Managing digital identity 

3.3 Copyright and licences  

5.2 Identifying needs and 

technological responses 

✓ Digital data-processing 

✓ Digital Communication 

✓ Content-creation with 

ICT software 

✓ Problem Solving with ICT 

tools and Hardware 
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Big Data & A.I. 

Analyst 

1.2 Evaluating data, information 

and digital content 

2.5 Netiquette 

3.4 Programming 

4.1 Protecting devices 

5.4 Identifying digital competence 

gaps 

✓ Digital data-processing 

✓ Digital Communication 

✓ Content-creation with 

ICT software 

✓ ICT Safety 

✓ Problem Solving with ICT 

tools and Hardware 

E-Commerce 

Development and 

Management  

 

1.1 Browsing, searching and filtering 

data, information and digital 

content 

2.4 Collaborating through digital 

technologies 

2.6 Managing digital identity 

3.1 Developing digital content 

4.2 Protecting personal data and 

privacy 

5.3 Creatively using digital 

technologies 

✓ Digital data-processing 

✓ Digital Communication 

✓ Content-creation with 

ICT software 

✓ ICT Safety 

✓ Problem Solving with ICT 

tools and Hardware 

Content Manager 

 

1.3 Managing data, information 

and digital content 

2.2 Sharing through digital 

technologies  

2.3 Engaging in citizenship through 

digital technologies 

3.3 Copyright and licenses 

4.2 Protecting personal data and 

privacy 

✓ Digital data-processing 

✓ Digital Communication 

✓ Content-creation with 

ICT software 

✓ ICT Safety 

 

Digital marketing 

and Customer 

Experience 

Manager 

 

2.1 Interacting through digital 

technologies 

2.5 Netiquette 

2.6 Managing digital identity 

5.3 Creatively using digital 

technologies  

5.4 Identifying digital competence 

gaps 

✓ Digital Communication 

✓ Problem Solving with ICT 

tools and Hardware 
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Finally below we can deduce, as an analysis of the alluvial diagram, that a 

majority of the digital professions that we examine through the S.A.FE. Prototypes 

are linked with the Digital Communications area of the ESCO model while 

Problem Solving, Content Creation and Big Data are equally following with ICT 

Safety being, though of major importance, quite competence specific, thus 

tackled by fewer professions, at least as a primary competence field.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 10: Alluvial Representation of the cross-reference between the S.A.FE Framework, e-CF 

and EQF 



 

 
92 

 

Final Notes for Practitioners   

With finalising the S.A.FE Framework we understood that as an everchanging 

and expanding field the field of digital professions education cannot be 

tackled with one remedy for success, yet it has to be constantly reevaluated 

and keeping up with the trends both in terms of employability and learning.  

As such the S.A.FE Framework aims to provide the practitioner with ways to 

structure their Digital Profession Courses in a way that is both fool-proof and 

user-friendly. For this reason the structure of the Syllabi is such that can be 

shifted and fitted with plenty digital and otherwise professions.  

All in all when coming across the task of designing a course, in digital 

professions and otherwise, as a practiotioner or a practitioning body you should 

have the following in mind: 

1. Before Designing a course outline your objectives following a syllabus 

structure, such as the S.A.FE Prototype, rather than getting into creating 

the content of the curriculum from the very first step. This way you will be 

able to integrate learners’ feedback in a flexible yet organized structure 

of objectives.  

2. When designing a course be sure to advice the existing competence 

frameworks in your field of interest. Though be aware of choosing the 

one that fits your target audience and way of operation, certification or 

other requirements that you will have to meet. Once you have followed 

your optimal qualification framework you will be in a much better place 

to link specific parts of your syllabus with the other that you found in your 

research and might find useful.  

3. One Syllabus can lead to several courses. This way you may find that 

when designing a course the overall size of competences, skills and 

objectives you wish to include in order to achieve the maximum 

professionalization of your learners may be better split into two courses 

rather than one course with mere introduction in each field of interest. 

This is the main use of a Syllabus after all, the freedom it provides you to 

choose how you will structure your didactical content.  

4. Do not be hesitant to put time and effort in creating a Syllabus! A syllabus 

is a powerful tool for your work both in terms of organisation and 

advertisement as, if well structured, it can play a major role in attracting 

learners!! 
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