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1. OBJECTIVES

Digitization and industry 4.0 are perhaps the most important drivers behind the profound transformation
of the labour market, the way people work and the new digital skills required to meet the needs of the
digitalized market. VET is valued for fostering job-specific and transversal skills, facilitating the transition
into employment and maintaining and updating the skills of the workforce according to sectoral, regional
and local needs.

The aims of the production of the 3D2ACT multi-level and multi-purpose campaign are several and we
can resume them as follows:

e We will use this campaign for raising awareness of the public for the value and importance of VET
schools for fostering skills relevant to the labor market such as 3D Design, Modelling and Printing
and Social Entrepreneurship.

e The campaign is created for promoting digitalisation and Industry 4.0, as well as 3D technologies
used in VET schools and the labour market

e With this campaign we want to promote the project results and motivate VET trainers and
students to participate in the 3D2ACT programme

e The promotion of the DIGITAL@SOCIAL HUBS as a grass root initiative that can be sustained in
time and further exploited through the social entrepreneurial principles as VET schools will design,
develop and produce items/solutions to meet individual needs, challenges

e last but not least, the campaign has been structured for encouraging employers to offer
opportunities for work-based learning

2. TARGET GROUPS

The 3D2ACT project aims to contribute towards the upgrade of VET provision and to strengthen the
profiles of VET trainers in the use of 3D technologies and skills while promoting the acquisition of key
competences among students, especially girls, such as 3D Printing, STEAM, Robotics & Social
Entrepreneurship. Such skills are increasingly important for the integration of young people in the society
and the labour market, especially if they are equipped with greater initiative, creativity and perseverance
and if they have the ability to see opportunities where others only see problems. The mastery of this
contemporary type of skills which are highly demanded in the labour market can also contribute to social
change and innovation for a sustainable future.

This Campaign is addressed to the following Target Groups:
e VET trainers/teachers (mainly from the IT, design/technology or engineering related fields,
business, etc.) and educational leaders whose profiles will be strengthened with new

competences related to 3D technologies, design, modelling and printing and social
entrepreneurial skills
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e VET students with a high focus on girls (initial or continuing depending on the educational system
of each country) who are either studying in related fields or are interested in acquiring the above
targeted digital and entrepreneurial competences and in participating in the DIGITAL@SOCIAL
HUBS

e Labour market, social enterprises, parents, experts, community, councils etc., that will be invited
to create synergies and partnerships with the VET school, teachers and students

3. TOOLKIT FOR THE CAMPAIGN

This section includes a list of communication resources that will be made available to all partners,
including visuals and short and to the point texts to attract the attention of possible stakeholders. The
visuals are uploaded on the consortium internal communication and collaboration platform, the Admin
Project Tool, for partners to access them and use them in their organization campaigns.

Online promotion and face-to-face promotion can be used to generate interest in the 3D2ACT Project and
in its Pilot Training Hubs among VET schools, trainers, students and their families, recruit participants, as
well as to raise awareness about the project in general.

3.1 Visual Material ‘
During the entire lifespan of the 3D2ACT Project, the Consortium has created several visual materials that
are used for the dissemination of the developed products and form the visual identity of the project.

We can list different kinds of visual materials, such as:

e The Project Logo ([3D2ACT] - AdminProject), is available on the Admin Project Tool in two
different versions:

3D2 %
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o The Project Leaflet ([3D2ACT] - AdminProject), available in English and in all partner languages,
which is available on the project website at: https://3d2act.eu/visual-identity/

Y
4

is a project a and
that will answer proactively to the need for quality,
innovative and job-oriented competences in VET curricula.

>
Digitization and industry 4.0 are among the most important drivers
behind the profound . the way
people work and the ¢ I tomeet the needs of

the digitalized market.

3D2ACT goals
Fostering industry 4.0 and 3D %&'Efg?” s
Technologies Through
Social Entrepreneurship:
An Innovative Programme for a The target group
Sustainable Future
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market. VET is valued for fostering job-specific and
transversal  skills, faclitating the transition  into
ployment and maintaining and updating the skills of the
rkforce acrording to sectoral, regional and local needs.

3DZACT project will support VET trainers and educators in
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callection of tools and resources, while at the same time it
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amation or 3D printing and robotics
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e The Project Video, which is available on the project website.
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3.2 The Project Website

The project has its own dedicated website at: https://3d2act.eu/

It presents useful information about the project, the consortium, the aforementioned visual materials and
most importantly all the project results with links to all the e-tools. In addition, it contains a “News and
Events” section, which incorporates all the articles and press releases that were written during the project,
all the Newsletters as well as the capability to register for the project newsletter, a contact form, the
project video, links to the social media of the project and finally, the Memorandum of Digital Commitment
form where VET Schools, teachers and any other stakeholder can register their interest in becoming a
member of the 3D2ACT community and a project Ambassador.
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HOME PROJECT ¥ CONSORTIUM “  RESULTS & ACTIVITIES “  NEWS&EVENTS. NEWSLETTER ¥ MEETINGS ¥  SUPPORTUS ¥

3D2ACT

Fostering Industry 4.0 and 30 Tecfinol ough Social Entrepreneurship: An lnnovative Programm

Future

(& CHECK OUR E-LEARNING PLATFORM! SUBSCRIBE TO OUR NEWSLETTER!

Check out our Mapping Tool & Social
Entrepreneurship AR Game!

find good prac

Register to our
e-learning platform

3.3Social Media

Facebook, Instagram and YouTube are the main tools used for the online dissemination of the project.
Both Facebook and Instagram pages and the official YouTube channel of the project are available, as well
as its hashtag: #3D2ACT. Additionally, as each partner has its own Facebook page, they will be used for
dissemination purposes. Particularly, each partner can re-share the content of the project FB/IG page or
create new content tagging the project FB/IG page, the partners and inserting each time the hashtag
connected to the project. The YouTube channel contains all videos produced during the lifetime of the
project including the official project video, videos of events such as the international “Train the Trainers”
infoday, video lessons and video tutorials regarding the e-platform and the mobile app among others.
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Project Facebook page: https://www.facebook.com/3D2ACT/
Project Instagram page: https://www.instagram.com/3d2act.eu/
YouTube Channel: https://www.youtube.com/channel/UC2hDgGaEd13-opeuYfA 9cQ

Examples of Facebook and Instagram Post:

e Creating post about the results of the Project, using the colours and the logo of 3D2ACT’ project.

ap2eCT SD2ACT o

about a month ago

Did you know the following facts?
With the Erasmus+ 3D2ACT project you will learn so many new things
related to the 3D printing! Don't miss any of them!

A B
R\
s?\“‘\%
&

JD2ACT posts

Check out this Instagram post designed by Panayiota Sofokleous.

ik 4 @ Comment 4 Share

e Posting and sharing some interesting articles about 3D printing and 3D Technology
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about 2 months ago

TOP 5
BENEFITS OF

3D PRINTING

IN CLASSROOM

MAKEREOT.COM
5 Benefits of 3D Printing in Education | MakerBot
There are many benefits to 3D printing in education, but what are they exa. .

w1 B Comment 4 Share

e Sharing, via Facebook, the Newsletters, created with Mailchimp
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3Dz eCT SD2ACT 0
about 3 months ago

NEWS I NEWS | NEWS |

The 3rd 3D2ACT Newsletter is out, give it a look and discover our latest
steps in the Project]

Stichting Incubator Utrecht European Digital Leaming Network University of
Crete NCSR "DEMOKRITOS" Emphasys Centre

3D2 %CT

MAILCHILMP
3D2ACT - 3RD NEWSLETTER

e 6 W Comment 4 2

e Share some updates about the projects, such as the internal meeting and the Transnational Partners
Meeting
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3rd Transnational Project Meeting

Repod more on
Id2act ey

¥+ The 3rd Transnational Project Meeting of the Erasmus+ project
“ID2ACT. Fostering Indusiry 4.0 and 3D Technologies Through Social
Entreprensurship: An Innovative Programme for a Susiainable Future® took
place online due to Covid-19, on 14 & 15 February 2022

& Represeniatives of all 7 pariners parlicipated in this very fruitful meeting
from Greece, lHaly, Spain, Cyprus and the Netherlands and in particular
from:

. MNCS5R "DEMOKRITOS® (GR)... See mare

i 3 B Comment A B

e Some important EU celebrations or news
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3d2act.eu "Europe Day, which takes place every year on @ May,
celebrates peace and unity in Europe. The date marks the
anniversary of the historic declaration in which the then French
Foreign Minister Robert Schuman set out the idea of a new form
of political cooperation in Europe, which would make war
between European nations unthinkable, Schuman'’s proposal is
considered the birth of what is now the European Union."

D24CT

The #3D2ACT censortium would also like to wish Europe all the
best, that peace and solidarity between peoples may return as
500N as possible!

Happy Birthday Europe!

sett.  Visualizza traduzione

.4 The Project Newslet

The project issues a Newsletter every time a project milestone was reached. They are created and
distributed using MailChimp and also through social media channels and finally, they are also available
through the project website. Through the latter, anyone interested in engaging with the project and its
activities can register on the project Newsletter by simply entering their e-mail address.

3
v
3D2ACT

Newsletter

Email

o
o
[&]

are

48}
%)
%

Signup
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Programme for a Sustainable Future

Newsletter 3
April 2022

| \l‘c he 3V5E

WHERE WE WERE...

The last time you heard from us, we had just finalised the first
products of the project, of which we are very proud:

3.5 Campaign Materials and Templates ‘

We have developed several templates that can be used to promote the Pilot Training Hubs, in order to
involve a large number of participants, via social media, especially using Facebook and YouTube. We came
up with the idea of creating a promotional campaign to engage participants for the pilot training hubs, to
be carried out on a monthly basis, consisting of three posts per Intellectual Output, one per week,
containing the various products developed during the project, that would attract the target group and
encourage them to participate in the piloting phase.

Below are the various templates and materials developed for the campaign per Intellectual Output:
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r4.0and 3D
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3D initiatives in EU

& CHECK OURE-LEARNING
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MNEWSLETTER!

www.3d2act.eu
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During the first step of the Campaign, we will analyze and stress the attention on the results of |01 with
a series of posts.

They will be shared on the project social media channels (Facebook and Instagram) and will be reposted
by all the members of the Consortium on their own social media channels.

The 15t Post: The Aim of 101
TEXT

"Do you sometimes wonder about the place of industry 4.0, 3D technologies and social
entrepreneurship in our job and education?

Check our monitoring report to have answers! And to discover some actors in these sectors
in Greece, Cyprus, Spain, The Netherlands and Italy browse our e-mapping tool!

@ Monitoring Report & e-Mapping Tool: https.://3d2act.eu/io1/

v Sign up for our newsletter to know all the innovative tools we designed to produce an
innovative programme for a sustainable future in #3D and #industry40 through social
entrepreneurship!!

#3D2ACT #digitallysustainable  #digitaleducation #VETschools #socialentrepreneurship
#innovativemethodology”
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The 2" Post: The e-Mapping Tool
TEXT
"

on our e-mapping tool!!

It will always be available when you need it! Do you need to know which schools, organisations
and companies are working and offering activities in 3D printing, manufacturing, STEAM or
robotics in Greece, Cyprus, Spain, The Netherlands and Italy? You can count on it for your
research!

@ Find the e-mapping tool at https://3d2act.eu/mapping-tool/ and sign up for our newsletter to
have more information about the tools we design!

#3D2ACT #robotics #manufacturing #digitallysustainable #digitaleducation #VETschools
#socialentrepreneurship #innovativemethodology
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At a European level!

It gathers a selection of companies in Spain, Greece, The
Netherlands, Cyprus and ltaly that offer activities or work in
industry 4.0, social entrepreneurship, and 3D technologies!

N

Swipe left —
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Easy to use!

* Free tool available anywhere at
anytime

e Referencing 67 companies

* Online and offline (booklet)

* Helpsyou in your research to
know the activities of qualified
enterprises in EU

A e
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The 3™ Post: The Comparative Report

TEXT

on our Comparative Report!!

Download it or read it online: with this comparative report, we aimed to highlight the place new
technologies are taking in VET education and job markets, in the EU and in the partners' countries.
Why? Digitalisation is at the core of 3D2ACT, and to design relevant innovative and sustainable
tools a desk and field research was necessary!

@ Find the Comparative Report at: https://3d2act.eu/iol/
and sign up for our newsletter to have more information about the tools we design!

#3D2ACT #robotics #manufacturing #digitallysustainable #digitaleducation #VETschools
#socialentrepreneurship #innovativemethodology #newtechnologies #digitalisation
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Learn more about our
comparative report!

5

/G

In-depth researches in Europe!

* How new technologies changed job markets, learning and
working methods

e Desktop research of the place of 3D activities, entrepreneurship p=<
digitalisation and industry 4.0 in Europe and partners countries, B
in VET schools J}fg

¢ Main current trends in each country in European digital

v

performance

: |
l & www.3D2act.eu
—

b
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102: Series of Posts for the Social Media

3D2 % CT

3D Technologies
Educational Pack

Gain knowledge on
i :

/ with 3D technologies

11 Open badges
representing the 3D
skills you acquire

www.3d2act.eu
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During the second step of the Campaign, we will analyze and stress the attention on the results of 102
with a series of posts.

They will be shared on the project social media channels (Facebook and Instagram) and will be reposted
by all the members of the Consortium on their own social media channels.

The 15t Post - The Dual 3D Technologies Educational Pack
TEXT

The 3D Technologies Educational Pack was designed to support teaching and learning on 3D
printing, based on the monitoring report and e-mapping tools presented x weeks ago!

It aims to support VET students and teachers to gain practical skills in 3D technologies thanks
to a set of materials 3D2ACT partners designed:

@ the competence framework

@ a dual educational learning pack

@ the e-learning platform and its open badges

@ an in-service training for VET trainers and leaders

Find the 3D Technologies Educational Pack at: https.//3d2act.eu/io2/

Sign up for our newsletter to know more about the 3D Technologies Educational Pack and more
innovative tools to raise awareness and skills of VET students and teachers in Europe!
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The 2" Post - Open Badges
TEXT

Do you want to learn more about 3D printing? Start following our free courses on the 3D2ACT e-
learning platform!! The courses are online, go at your rhythm and receive certifications thanks to
the eco-system of 11 open badges we designed! The courses are gathering:

3 main levels of 3 chapters each:

w
@ Level 1: 3D Printing Beginner - Novice Level: Basic Competences
w
Level 2: 3D Printing Competent - Intermediate Level: Mastering the Basics and Beyond
w

Level 3: 3D Printing Proficient - Advanced Level: Specialized Competences

2 special open badges:
Social Entrepreneurship

Overall

Hit the link now to learn more about the provided courses and the badges they offer:
https.//3d2act.iit.demokritos.qr/

#3D2ACT #openbadges #3Dprinting #3Dtechnologies #freecourses #onlinecourses #elearning
#digitaleducation #socialentrepreneurship
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Social
Entrepreneurship

LEVEL 3.3
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Working with
other materials
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Post-processing

3D prints
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Introduction Designing and
to 3D Printing acquiring 3D
Models

Open Badges

3D technologies

LEWEL 2.2

3D25CT

si}

Hands-on training:
customizing &
printing simple

designs

Advanced 3D
design topics
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Erasmus+ Programme
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LEYEL 1.3

Ega

3D Printer basics
and preparation
for the first print

Creating 3D
Designs with CAD
Software

Slicing Software
in depth tutorial
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The 3™ Post - Competence Framework
TEXT

Let's focus on our Competence Framework!!

As a VET teacher or trainer do you sometimes wonder how to create effective learning courses
focusing on 3D technologies? Our Competence Framework can support your lessons and
courses as it gathers:

a set of educational packs for teaching 3D printing
the open badges presented not long ago

e-learning material using visual tools, practical activities based on scenarios

Find the Competence Framework at: https://3d2act.eu/io2/

and sign up to our newsletter to have more information on the tools we design!

#3D2ACT  #openbadges #3Dprinting  #3Dtechnologies  #elearning  #digitaleducation
#educationalpack #VET
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Beginner
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Competent

LEWEL 3.1 LEVEL 3.2 LEVEL 3.3

3D23CT | 3D-P
Proficient
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» 45 hours for 102 How to dESigl‘l a course
Blended SR e in 3D design, modelling,
i (courses with Open L
g badges) and printing?
St e * 5 hours for 103
learning activities
www.3D2act.eu
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103: Series of Posts for the Social Medi
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Social Entrepreneurial 3D24CT
Educational Pack & AR Game 1. CHOOSE A SOCIAL ISSUE

WHY?

in order 10 have a clear wision and a specific mission for a social
enterprise, the very first step ks 1o define the social problem, which
exists. From then on, you could see how your social enterprise could
contribute to MMﬁg that social pmhhm What is the social need
exactly and which is the specific target group(s)? Is it a big problem
or & small one but still worthwhile solving? What is the cause of the
problem being there? What ace your thoughts on hew 1o contribite 1o
the solution of that specific problem?

-~

AR /)

HOw?

AR game to raise
awareness on Social
Entrepreneurship

Bafore answaring most of the questions above, fiest of all, time nesds
10 be dedecated 1o finding what you are passionate about as a social
issue 1o solve, But how to do that? I you have no clue, but you do.
know that you would like to use 3D printing technigues, then start
with checking what Locial/ervironmeental values are the closest 1
your heart.

NEXT

Do you have THE social business idea that involves 30 printing
techniques to enhance the solution? Great jobl How you can "lest™
your bdea by discussing i with preferably people from your target
group(s). Cheek with them whiat thy think about it and stk for
feedback in order 1o improve the idea, 3o that its the perfect sclution
for the target group(s).

www.3d2act.eu
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During the third step of the Campaign, we will use a new series of posts to stress and point the attention
on the results of the 103.

They will be shared on the project social media channels (Facebook and Instagram) and will be reposted
by all the members of the Consortium on their own social media channels.

The 15t Post - 103 Aim

TEXT

.
“The Social Entrepreneurial Educational Pack & AR Game is the 3rd 10 of the project and it

is focusing on Social Entrepreneurship and how to grow your entrepreneur mindset!

@ For this, the partnership designed an augmented reality learning game and the social
entrepreneurship educational pack which englobes the answers to all your questions on social

entrepreneurship.

Stay tuned to know more on the deliverables mentioned above and sign up for our newsletter at

https.//3d2act.eu/newsletter/ to know more about the innovative tools we developed to raise

awareness and skills of VET students and teachers in Europe on 3D technologies and Social

Entrepreneurship!”

#3D2ACT #3Dprinting #3Dtechnologies #elearning #digitaleducation #socialentrepreneurship
#training #learningpack #ARgame #augmentedreality
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The 2" Post - Augmented Reality Learning Game Design
TEXT

It's time to tell you more about our AR learning game! This game is focusing on social

entrepreneurship and will boost your online learning on

ar

Developing your entrepreneurship mindset

% Train yourself on social entrepreneurship

@ The game is available on Google Playstore at:
https://play.qgoogle.com/store/apps/details ?2id=co.d2act.quizgame

#3D2ACT #3Dtechnologies #AR #augmentedreality #onlinegame #elearning #digitaleducation
#socialentrepreneurship
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* Will test knowledge acquired on
the e-learning platform (badge
Social Entrepreneuship)
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The 3" Post - Educational Pack on Social Entrepreneurship
TEXT

Let’s focus on our Educational Pack on Social Entrepreneurship!!!

We wrote this learning pack in English, Italian, Greek, Spanish and Dutch to give to all an online
learning resource which gives efficient definitions and examples which truly ring a bell to

understand what social entrepreneurship is!

The Educational Pack Social Entrepreneurship gather 3 main modules
Social Entrepreneurship
Social Entrepreneur

Case studies

The Educational Pack on Social Entrepreneurship is free to use online through the e-learning
platform and to download at: https.//3d2act.eu/io3/

Sign up to our newsletter to have more information on the educational packs and tools we design!

#3D2ACT #3Dprinting #3Dtechnologies #elearning #digitaleducation #socialentrepreneurship

#training #learningpack
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3 main modules

Educational Pack 1. Social Entrepreneurship

Social Entreprencurshi What is social entrepreneurship? Why social?
P P Create a Social Media Business Model Canva

2. Social Entrepreneur
Which skills and concepts a person needs to
become a Social Entrepreneur?

3. Case Studies
12 examples of inspiring social businesses in
partner countries

w

With the Competence Framework, it will guide
pupils into the social business world and will help
them develop their social entrepreneurial skills!

Aim at identifying the

basic concepts that any PDF available online in
student should know to English, Greek, Italian,
be able to set a Social Spanish and Dutch
Enterprise
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104: Series of Posts for the Social Media

3D2 % CT

Platform, Mobile App &
e-Digital@Social Ml 3D2ACT

3D2ACT
Entrepreneurs Network
3

Gain knowledge on
how to create item
/ with 3D technologies

App to have access
to courses on 3D at

your finger tips About this app

www.3d2act.eu
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During the 4% step of the Campaign, we will focus on the results of |04 and we will stress the attention on
the Pilot Training Hubs to engage participants with a series of posts.

They will be shared on the project social media channels (Facebook and Instagram) and will be reposted
by all the members of the Consortium on their own social media channels.

The 15t Post - e-Learning Platform and Mobile App

TEXT

The 3D2ACT e-learning platform and mobile app (available on Android) are your everyday
support to boost your skills in 3D design, modelling & printing and social entrepreneurship!
You will find a set of courses on different levels to train yourself at your own rhythm, and thanks
to the app no matter where you are! To give access to all partner countries, we designed the

course in English, Spanish, Italian, Dutch and Greek!
Want to know more about the courses?

@Go to https://3d2act.eu/ and click on “CHECK OUR E-LEARNING PLATFORM”,

@Alternatively, go straight to: https.//3d2act.iit.demokritos.qr/

@ Create an account on the platform and enroll to your first course!

v Only if you were wondering: 1 account and you have access to on the e-learning platform
and the app to follow your progress!
Stay tuned to know more on the deliverables mentioned above and sign up for our newsletter at

https.//3d2act.eu/newsletter/ to know more about the innovative tools we developed to raise

awareness and skills of VET students and teachers in Europe on 3D Technologies and Social

Entrepreneurship!

#3D2ACT #3Dprinting #3Dtechnologies #3Ddesign #elearning #digitaleducation

#socialentrepreneurship #training #onlinecourse #mobileapp
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Ready to join the
course?

W

Visit our site or download the app to
get started!

h

www.3D2act.eu
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3,,2::, Available Courses Mapping Tool Mobile App  Social Entrepreneurship AR Game  English (en) + & Llogin & Create new account

3D2

“ G i
socCIAL \‘
3D TECHNOLOGIES Rdiliafidiall ENTREPRENEURSHIP
3D2ACT: Fostering Industry 4.0 and 3D Technologies Through Social Entrepreneurship: An Innovative Programme for a Sustainable Future
The 3D2ACT project aims o contribute lowards the upgrade of VET provision and to strengthen the profiles of VET trainers in the use of 3 technologies and skills while promoting the
acquisition of key competences among students, especially girls, such as 30 Design, Modelling and Printing, STEAM, Robatlcs & Soclal Entrepreneurship (SE). Submisslion No: 2020-1-EL01-
KAZ02-078957
Co-funded by the
Erasmus+ Programme
of the European Union
=
. 0 Available Courses Mapping Tool Mobile App Sacial Entrepreneurship AR Game  Engiish (en) = & Login & Create new account
#
Mobile App Social Entrepreneurship AR Game
agle
You can find the accompanying
Game Board here!
Q f it
Project Website Facebook Instagram YouTube
»

Available Courses Mapping Tool Mobile App ~ Social Entrepreneurship AR Game ~ English (en) ~ & Login & Create new account

Available courses

3D Level 1 3D Level 2 3D Level 3 Social Entrepreneurship
Novice Level: Basic Competences Intermediate Level: Mastering the Advanced Level: Specialized
Basics and Beyond Competences

View all cou

Follow Us

Erasmus+ Consortium Contact us!

This project has been funded with P1: National Centre for Scientific You can contact us at; §
3d2act{at]gmail.com

support from the European Research *Demoritos” (GR)
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The 2" Post - Steps to Follow During the Pilot Training Hubs
TEXT

Our e-learning platform and our mobile app are complementary: they follow you everywhere you
are to help you raise your 3D design, modelling, printing and social entrepreneurship skills!

Access:

t-_
7 the e-learning platform whenever you have access to a laptop,
Q\ the mobile app at your fingertips when you're traveling, at the park, at a bar, anywhere at any

time!

Our courses are for all students, teachers, adult learners from all levels (beginner, intermediate
or advanced) who are curious about 3D technologies and social entrepreneurship, who need to

refresh their knowledge or enhance their skills.

4 ¢+ You might already know about our open badges, the online certification and validation of
achievement that we presented not long ago. They are 3 per course: you succeed on one course;

you receive a badge!

Q\ Because we like to play with new technologies, we designed an augmented reality game and
gameboard to test the social entrepreneurial skills you should have acquired after finishing the

courses!

We gave you all the keys to grow your 3D skills, you just have to make the 1st step! Find out
more at https://3d2act.eu/

#3D2ACT #3Dprinting #3Dtechnologies #3Ddesign #elearning #digitaleducation
#socialentrepreneurship #training #onlinecourse #mobileapp #Augmentedreality #game

#gameboard
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Register to our
e-learning platform

Have access to courses online to train
yourself and get skilled in 3D design,
modelling, printing and social
entrepreneurship!

« 3D courses on 3 levels: beginner,
intermediate and advanced.

« Social entrepreneurship on 1 level:
beginner

3D2.BCT

e

Swipe left to learn more
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Take your first
course

Whenever you're ready, you can start
taking your first course.

There are 3 chapters per level.

Receive an online certification with our
special open badges at the end of each
course!

Swipe left to learn more
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Download the

app

Have the courses at your fingertips
with the app!

Stay connected, everywhere you go
follow your progress and keep working
on your new skills!

Upload and share evidence of what
you can do in 3D with other users!

Swipe left to learn more
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Take a test on
our gameboard

You have finished all the courses or
most of them, what's next?

Scan a QR code of your choice on the
gameboard and test your 3D and social
entrepreneurship skills!

16 AR quizzes on our gameboard to
reveal the skills you acquired following
the courses on the e-learning platform!
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Digital@Social Tool Kit for Setting
Up the Hubs (Pilot Trainings)

-\ Digital@Social Tool Kit
" Jfor Setting Up the
Hubs

Get prepared for
the pitching
competition

www.3d2act.eu
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g
3D2ACT

49 |Page



I APY M A

N 5;&:‘%3}: Co-funded by the Rtk
[/ Erasmus+ Programme [
3 D 2 v CT I KY of the European Union ar

The 15t Post - Join the Pilot Trainings Kick-off Event

TEXT

Are you a VET teacher and interested in integrating 3D printing + social entrepreneurship

education in your lessons?
The 3D2ACT project can help you with that!

Learn all about it during tomorrow's 3D2ACT Train the Trainer Info Day.
Join on Zoom (15.00 - 18.00 CET).

In the meantime, check:

@ our website at:

t—_
our e-learning and assessment platform at:

)
& subscribe to our newsletter at:

@ download the AR Game on Social Entrepreneurship
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OCTOBER 25TH, 15.00 - 18.00 CET
BE THERE! CLICK HERE TO ENTER Z0OM Q)
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The 2" Post - Steps to Follow During the Pilot Training Hubs
TEXT

We are very happy to inform you that we have finally completed both our local pilot training

sessions as well as our Learning and Teaching event in Cyprus!

It was an exciting experience for both the experts and the students and teachers who took part in

the lessons and the final awarding of the project ideas.

Our students were really fantastic and the projects that took part in the competition were evaluated

excellently by our experts... we couldn't have asked for more!

Take a look at the photos of the event and see for yourself!

Many thanks to all participants, the @Emphasys hosts and the whole consortium who worked so

hard over the past months to achieve this great result.
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4. EU EVENTS - ERASMUS DAYS AND CODE WEEK

W

3D2

4.1 Erasmus Days 2022: 13-15 October 2022

4.1.1 How to Participate in the Erasmus Days

1. Create an event that will showcase the impact of your project or the experiences of beneficiaries of
the Erasmus+ Programme or take advantage of #ErasmusDays to organize an event you had already
been planning, so that you can make a real impact in the media and on social networks.
Good to know: You can also organize a digital event or exhibition if your institution cannot welcome
an external audience.

2. Simply register your event on the #ErasmusDays website and download the digital communication kit.
You will also receive a physical communication kit a few days before your event (only if available in
your country, please contact your National Erasmus+ Agency for more information).

3. Communicate your national #Erasmusdays programme to media, policy makers and citizens, and
share posts on social networks using an #Erasmusdays hashtag!

4. If you need help filling out this form or on Erasmusdays, please contact your National Agency.

The URL to reach the ERASMUS DAYS’ application page: https://www.erasmusdays.eu/organize-event/

4.1.2 Post Texts

A week and 2 days before the date you decide to participate in the event publish the post below:

Join us on the (date) of October at (hour) at the occasion of the 16th edition of Erasmus days!!

@ Take part in the 3D2ACT event to learn about deep key skills on 3D technologies and industry 4.0!

o
% 3D2ACT is an Erasmus+ project seeking to foster VET students knowledge and skills in 3D design,
modelling, printing, robotics, STEAM, coding and social entrepreneurship thanks to a free, online,
sustainable and innovative programme!

F
L Learn the fundamentals of the above sectors, test your skills and receive badges as online

certification on the 3D2ACT platform (https://3d2act.iit.demokritos.gr/) to upgrade your profile and jump
into the IT market in Europe!
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@ Register at (link) now & hit https://3d2act.eu/ to learn more about 3D2ACT!

#3D2ACT #digitallearning #onlineplatform #ITskills #industry40 #3Dtechnologies #3Dmodeling
#3Dprinting #robotic #coding #STEAM #socialentrepreneurship #Erasmusdays2022 #ErasmusDays

The day of you event publish the post below:

We hope to see many of you today during our event to boost your skills in 3D at the occasion of the
#ErasmusDays2022! ¥p

@ An event to learn more about (things you decide to show) developed in the core of 3D2ACT for
students, especially girls in Europe to help them to upgrade their skills, and jump into the IT market in
Europe with all the skills required by the job market!

We're waiting for you!

#3D2ACT #digitallearning #onlineplatform #ITskills #industry40 #3Dtechnologies #3Dmodeling
#3Dprinting #robotic #coding #STEAM #socialentrepreneurship #Erasmusdays2022 #ErasmusDays
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4.1.4 Post Banner:

3D2 - %CT

S #ERASMUSD
o i ~ = W

Post the banner the day you publish the first post.
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4.2 EU Code Week!: 8-23 October 2022

European Code Week is a bottom-up initiative run by volunteers and supported by the European
Commission. Anyone (schools, teachers, libraries, programming clubs, companies, public authorities) can

organise a #CodeWeek activity and add it to the codeweek.eu map.

4.2.1 What do you Need to Organise an Activity?

> A GROUP OF PEOPLE WILLING TO LEARN. For example, your friends, children, teenagers, adult
colleagues, parents or grandparents. Remember, two people already form a group!

» TEACHERS OR TRAINERS WHO KNOW PROGRAMMING AND HOW TO TEACH AND INSPIRE OTHERS.
The number depends on the type and size of the event.

» A PLACE TO LEARN. Classroomes, libraries, conference rooms and various public spaces are all ideal
places to organise events.

» COMPUTER AND INTERNET CONNECTION. Depending on the target group, you can ask participants
to bring their own laptops.

» UNPLUGGED PROGRAMMING. You don't actually need a computer and Internet connection to learn
computational thinking. Have a look at our Unplugged Learning Pill to get you started (Europe Code
Week).

> LEARNING MATERIALS. Show participants how much fun it can be to create something on their own.
Check out our resources page and learning pills with video tutorials and lesson plans, then adapt them

to your group's needs (Europe Code Week).

> REGISTER PARTICIPANTS. If you have limited space, you can use online tools such as Google Forms

and Eventbrite to collect registrations (Europe Code Week) (Europe Code Week)

» REMEMBER TO PIN YOUR EVENT ON THE EUROPEAN PROGRAMMING WEEK MAP!

4.2.2 How Should you Organise your Activity?

» The format of your programming event is up to you, but we recommend including some time for
practice, where participants can create on their own and/or tinker with the hardware.
» Use tools and technologies suitable for your target group. We recommend using freely available

open source materials (Europe Code Week).

L All the information about the EU CODE WEEK is from: Europe Code Week
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> Invite participants to show and present what they have created to each other at the end of your
event.

> Spread the word! Promote and share what you did during your activity on social media using the
hashtag #CodeWeek. You can also share on the European Programming Week teachers' group and on

Twitter (@CodeWeekEU) (EU Code Week Teachers | Facebook). Talk to your friends and fellow

trainers, local press, make a press release.

> Don't forget to add your activity on the European Programming Week map!

4.2.3 Promotional Material

» Consult the blog (Home page - Code Week) to find up-to-date information and adapt the latest press

releases to your needs, or create your own release:

> Check out the tutorials (Europe Code Week) and exercises available in 29 languages to prepare you

to organise activities with which children will learn programming and computational thinking.

4.2.4 Toolkits to Help you Get Started

> COMMUNICATION TOOLKIT: discover here the official Code Week logo, badge, flyer and poster,
PowerPoint and Word templates, examples of social media posts and illustrations. (Europe Code
Week)

» TOOLKIT FOR TEACHERS: discover here the official Code Week logo and badge, the template for a
certificate of participation for your students, an introductory presentation on European Programming

Week and social media material. (Europe Code Week)

» OFFICIAL EUROPEAN PROGRAMMING WEEK BROCHURE. (Europe Code Week)

4.2.5 Post Texts

A week and 2 days before the date you decide to participate in the event publish the post below:

This week we celebrate the 10 years of #CodeWeek! The CodeWeek is to learn about #coding and

#digitalliteracy: we focus on 3D literacy!

Join our event on the (date) at (hour) and discover the outcomes that the 3D2ACT team developed

for VET students to become experts in 3D technologies!

60| Page


https://www.facebook.com/groups/774720866253044/
https://blog.codeweek.eu/
https://codeweek.eu/training
https://codeweek.eu/guide
https://codeweek.eu/guide
https://codeweek.eu/guide
https://codeweek.eu/guide

3D2

1APY MA
KPATIKON Co-funded by the **x

YNOTPOPION * *
‘ I Erasmus+ Programme [

I KY of the European Union [

W

% We provide the cornerstone of 3D literacy in our dual educational pack accompanied by an e-

glossary and e-databank with complete learning modules on 3D printing and social entrepreneurship!

@ Want to know more? Register now at (link) for our event and visit our site https://3d2act.eu/ to

register for our newsletter!

#codeweek #codeweek2022 #3D2ACT #digitallearning #onlineplatform  #ITskills  #industry40

#3Dtechnologies #3Dprinting #socialentrepreneurship #coding

The day of your event publish the post below:

Today, and on the occasion of the CodeWeek, we talk about 3D literacy! We hope you already have your

virtual seat to join us at (hour)!

If you’re entering or interesting in 3D technologies sector of activity, we are sure you don’t want to feel
like an outsider when it comes to talk about technical and specific matters! Join our event today, we’ll

focus on (list of key things you decide to showcase during your event)

And more for you to have at your fingertips various learning modules to become an expert in 3D

technologies!!!
See you in x hours, we’ll wait for you!

#codeweek #codeweek2022 #3D2ACT #digitallearning #onlineplatform  #ITskills  #industry40

#3Dtechnologies #3Dprinting #socialentrepreneurship #coding
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Dive into our program to learn 3D literacy
<p>3D2ACT x CodeWeek</p>

« Rise your knowledge on 3D printing & social entrepreneurship
« Learn 3D jargon via an e-learning platform
« Become an innovator of the social change °

. ..: .. » .COdeWeek_(\\) e
) ‘2068 084" 0 o a
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Dive into our program to learn 3D literacy
<p>3D2ACT x CodeWeek</p>

+ Rise your knowledge on 3D printing & social entrepreneurship

« Learn 3D jargon via an e-learning platform @ 5
+ Become an innovator of the social change .
@ ® - 4
. ® o . Codeweek<s) -

Iy '):. DeL°' 0 o =

Post the banner the day you publish the first post.

-
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WE BELIEVE...

Digitization and industry 4.0 are perhaps the most important drivers behind the profound transformation
of the labour market, the way people work and the new digital skills required to meet the needs of the
digitalized market. VET is valued for fostering job-specific and transversal skills, facilitating the transition
into employment and maintaining and updating the skills of the workforce according to sectoral, regional
and local needs. Although over 13 million learners are engaged in VET each year, VET remains a second
choice for many students and parents, and it is usually linked to low-achievers. VET needs to increase its
attractiveness through quality provision and flexible organization, allowing progression to higher

vocational or academic learning, and closer links with the world of work.

Based on the above, the 3D2ACT project supports VET trainers and educators in an attempt to strengthen
their profiles with the acquisition of new skills, the development of targeted material, the collection of
tools and resources, while at the same time it creates opportunities for linking VET schools with the labour
market building on synergies and partnerships with established organizations using Industry 4.0 and

automation or 3D printing and robotics.

3D2ACT PROJECT HAS DELIVERED THE FOLLOWING RESOURCES:

1. A EUROPEAN MONITORING REPORT: Peer Review and e-Mapping of Digitalisation, Industry 4.0 and

3D Technologies at the National and EU level (101 - Monitoring Report & E-Mapping Tool - (3d2act.eu))

2. THE DUAL 3D2ACT EDUCATIONAL PACK: Introducing 3D Technologies in Teaching and Learning for a

Sustainable Future (I02 - 3D Technologies Educational Pack - (3d2act.eu))

3. THE DUAL SOCIAL ENTREPRENEURIAL PACK: The Augmented Reality Game for Setting up a Social

Business supported by Teaching Material (103 - Social Entrepreneurial Educational Pack & AR Game -

(3d2act.eu))
4. A CLOUD-BASED PLATFORM AND MOBILE APP: e-Learning, e-Assessment, e-Community and e-

Digital@Social Entrepreneurs Network (104 - Platform, Mobile App & e-Digital@Social Entrepreneurs

Network - (3d2act.eu))

In light of the objectives of the 3D2ACT project and of our belief in the current and future centrality of

inclusive digital education...
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WE COMMIT...

o,
*s* to support VET trainers and educators in an attempt to strengthen their profiles with the
acquisition of new skills and to empower them to promote 3D technologies and skills among their

students.

’:’ to develop targeted material and a collection of tools and resources linked to 3D technologies,
design, modelling & printing, that have a large effect on creativity and innovation and it has been
identified by EU as one of the technologies that will boost the development of future products
and services. The use of 3D Printing in the EU industry is growing rapidly, creating new jobs that

require new skills.

’:’ to aspire for cross-sector cooperation by building bridges between formal, non-formal and
informal learning in order to foster innovative and inclusive approaches to meeting learners’
needs and opening up new career paths for students as digital entrepreneurs as the new digital
creators and leaders who resolve social issues thus exploiting the opportunities of Social

Entrepreneurship solution.

o
*s* to advocate for increased support for teachers and educators involved in the implementation of
digital technology in learning environments, including calls for investments in their competences

and initial and continuous professional development;
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WE AGREE...

to have our school's name added to a public list of supporters throughout the end of the project and to
identify the following person as the 3D2ACT Ambassador. He/she will be the primary contact person to be
made informed about upcoming opportunities connected to the project (pilots, events, competitions, etc.)
and will be the direct connection point between his/her school and the 3D2ACT project, also facilitating

direct support in case of need for any clarification on tools and materials related to the project.

NAME OF THE ORGANISATION

[ ]

COUNTRY AMBASSADOR NAME AND SURNAME

[ ]

POSITION IN THE ORGANISATION

[ ]

EMAIL ADDRESS

[ ]

[ Tick this box if you would like to receive updates about the 3D2ACT project through our newsletter.

[1 GDPR Agreement: | consent to having the 3D2ACT Consortium store my submitted information for the

duration of the project.

The Memorandum of Digital Commitment is also available in digital format on the project website at:

https://3d2act.eu/memorandum-of-digital-commitment/
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