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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 Digital@Social Competition and Exhibition are several and we 

can resume them as follows: 

 
1. to support the acquisition of 3D Printing and Social Entrepreneurial competences as well 

as STEAM related skills while responding to real life needs and challenges and developing 

solutions as part of social innovation for sustainable development  

2. to strengthen VET trainers’ profiles and as a result upgrading the quality of the VET 

learning provided and minimizing the gap between E&T and the world of work  

3. to raise the awareness of the public for the necessity to promote social entrepreneurial 

mindsets related to the promotion of digital technologies thus opening up new routes for 

young people  

4. to provide opportunities for presenting their social entrepreneurial ideas through a 

pitching competition and an exhibition 

5. to encourage VET social entrepreneurs to proceed with their social enterprises plans 

(virtual) following their participation in the hubs and training 

  

1. OBJECTIVES 
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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. 

The Target Group of this Digital@Social Competition and Exhibition is the same as that of the 

Campaign that took place earlier in the project, and in particular to: 

 
• 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  

• 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  

• 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 

 
 
 
 
 
 

2. TARGET GROUPS 
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This section includes a list of communication resources that will be made available to all partners 

for the competition and exhibition including explanations of the procedures and visuals. 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 

Digital@Social Competition and Exhibition among students and their families, recruit 

participants, as well as to raise awareness about the 3D2ACT project in general terms. It’s also a 

tool that can be used by the school if the want to implement a Digital@Social Competition and 

Exhibition during the school year or during other events related to 3D Printing and the Social 

Entrepreneurship. 

The following sections present the Competition and Exhibition Guidelines and Specifications. 

3.1  Competition Document and Guidelines  

3.1.1 Competition Description 

You will need to create (design) and print a 3D object (prototype) of a product with a social 

impact. This product will need to respond to social challenges/needs (e.g. targeting "sensitive" 

social groups such as people with disabilities, the elderly, etc.), have some real-life practical 

application, and benefit the community, the environment or the culture.  

The product idea should include a Social Entrepreneurial aspect and/or a rudimentary business 

plan regarding the possible exploitation prospects of your 3D object.  

It is recommended for the teams which will be participating in the competition to devote 6-10 

hours for the implementation of the product which they will be presenting.  

Teams must bring with them the actual 3D printed objects since the availability of 3D printers 

during the C1 will be limited and will not be able to cover the needs of all teams. 

 

3. TOOLKIT FOR THE DIGITAL@SOCIAL COMPETITION AND EXHIBITION 
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Figure 1: Example of product’s label 

3.1.2 Requirements 

• Team Name  

• Product Name  

• 3D File (STL or another format) submitted and available to the judging committee  

• 3D Printed object available  

• Citation clearly available  

• Only 3D printed models using PLA/PETG/ABS/CLAY are permitted in the final product 

besides glue compounds to join distinct 3D printed components  

• Available planning/design documents are supplied which explain how the project was 

created  

• Exploitation or business plan available or a strong social entrepreneurial aspect (this part 

will also be discussed during the C1 training and students can work on it during the day of 

the competition) 

* For each one of the requirements which are not fulfilled two (2) points will be deducted with a 

maximum of six (6) points in total 

3.1.3 Competition Rules 

1. You must treat all team members, competitors, judges, mentors, volunteers and other 

participants with courtesy and respect.  
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2. Teams will be a minimum of 2 and a maximum of 6 people.  

3. Any prizes earned are to be shared between all team members.  

4. All team members should be present at the event. Leaving the venue for some time is 

fine.  

5. Teams can seek advice and support from the mentors, the volunteers or the organisers.  

6. Teams can be disqualified from the competition at the organisers’ discretion. Reasons 

might include but are not limited to breaking the Competition Rules, behaving in a way 

that violates the code of ethics or other unsporting behavior. 

3.1.4 Evaluation Criteria 

You will be assessed over 5 categories (all with equal weight): Content, Originality, Execution, 

Presentation and a secret category.  

1. Content and overall quality: Did you successfully resolve the initial issue or challenge? 

Did you comprehend the issue and consider it from the perspectives of the various 

stakeholders?  

2. Originality, Creativity, Usefulness and Ingenuity of the creation: How creatively have you 

approached the problem? Did you create an innovative approach or did you use existing 

designs and solutions? If you create something truly unique, it will be rated better than a 

slightly altered existing model.  

3. Execution: Does it work? Can you demonstrate the minimum viable product? Although 

the project doesn't need to be flawless or ready for production, is there indication that 

you are moving toward making your solution suitable for use in the real world? Are there 

any assembly instructions?  

4. Social Entrepreneurial aspect and Presentation: Delivering a presentation is a crucial 

component of a competition. Do you describe the distinctive features of the created 

product and the intended market in your presentation? Are there any exploitation 

prospects? Do you have a working product to go along with your presentation? Do you 

have a good response ready in case the jury has any questions? 
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5. *Secret topic: Entrepreneurs need to act quickly in situations which there is little or 

almost no time available. You will need to improvise during the day of the competition 

and be judged on how you react under pressure on a task given on that day!  

For each category, you will be given 1-4 marks:  

1: Poor  

2: Adequate  

3: Very good  

4: Impressive  

Each team will be assessed by the 5 judges, and your final mark will be computed as their sum. 

So, a perfect submission would achieve a maximum of 100 points. 

3.1.5 Award Categories 

Awards will be given in the following categories:  

1. Best innovative idea  

2. Best implementation of an idea  

3. Best project presentation  

4. Best pitching of product  

5. Best business model  

6. Best overall project 

 

Disclaimer: The above information is addressed to VET Schools and in particular to VET Teachers 

and their Students who are taking part in the pitching competition. There is an extra section that 

is addressed to the competition jury only (3.1.6.)! 
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3.1.6. Requirements Checklist and Evaluation (Grading) 

*Requirements: 

3D File (STL or another format) submitted and available to the judging committee: Yes ☐ No ☐ 

3D Printed object available: Yes ☐ No ☐ 

Citation clearly available: Yes ☐ No ☐ 

Only 3D printed models using PLA/PETG/ABS/CLAY are permitted in the final product besides 

glue compounds to join distinct 3D printed components: Yes ☐ No ☐ 

Available planning/design documents are supplied which explain how the project was created: 

Yes ☐ No ☐ 

Exploitation or business plan available or a strong social entrepreneurial aspect: Yes ☐ No ☐ 

*For each one of the requirements which are not fulfilled two (2) points are deducted with a 

maximum of six (6) points in total. 

Evaluation (Grading) 

 Points  

 1 2 3 4 Score 

Content and 

overall 

quality 

The project 

presents 

neither 

understandable 

nor useful 

information for 

achieving 

specified 

objectives. 

Although the 

project 

adequately 

delivers the 

information, 

the objectives 

are not 

achieved. 

The project 

provides 

information 

effectively that 

generally satisfies 

most of the 

narrative's 

objectives. 

The project 

provides 

information 

that is 

understandable, 

efficient, and 

satisfies the 

objectives 

outlined in the 

narrative. 
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Originality/ 

Creativity/ 

Usefulness 

and ingenuity 

of the 

creation 

The project 

fails to exhibit 

any creativity 

or original 

thinking. 

The project 

lacks 

originality 

because it is 

based on the 

designs or 

concepts of 

others. 

The project 

demonstrates only 

a modest amount 

of originality or 

innovation from 

the students. 

The project 

demonstrated a 

high level of 

originality and 

imagination on 

the part of the 

students. 

 

Turning 

Concept into 

a Functional 

Model / 

Printability 

The final 

product does 

not resemble 

the initial CAD 

design. 

The final 

product 

deviated from 

the original 

concept or 

followed it but 

did not 

function/work. 

The final product 

is 

functional/working 

after modifications 

of the initial CAD 

design. 

Successfully 

carries out the 

design process 

to produce a 

cohesive 

product that is a 

direct outcome 

of the initial 

design. 

 

Presentation 

of the 

Business 

Model Canva 

The final 

product is 

inadequately 

thought-out 

and marketed, 

and it might 

not be relevant 

in the market. 

The final 

product builds 

upon previous 

products 

currently in 

the market by 

modifying 

them and 

could be 

relevant in the 

market. 

The final product 

is a unique 

product that 

is/might be 

commercially 

successful. 

The final 

product is an 

original, well-

thought-out 

product that 

can compete in 

the market. 
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3-minute 

pitching of 

product 

*** 

This task and 

the 

corresponding 

rubric will be 

revealed 

during the C1 

training  

The presenter’s 

goal was not 

clear. 

The story was 

difficult to 

follow and the 

presenter's 

thoughts were 

not organized. 

There was no 

punch-line that 

stood out. 

The 

presenter's 

story had a 

basic structure 

and was not 

too 

challenging to 

follow. There 

was no punch-

line that stood 

out. 

The presenter's 

story was 

interesting and 

well-organized. 

There was a well-

thought punch-

line. 

The presenter’s 

story was 

strong and had 

a captivating 

beginning that 

pulled the 

audience into 

the 

presentation.  

There was a 

strong 

memorable 

punch-line. 

 

    Requirement 

Points 

deducted: 

 

    Total Score:  
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3.2  Exhibition Document and Guidelines 

This section concerns the exhibition of all ideas and products (3D prints) that students with the 

help of their teachers came up with during the pilot trainings that took place in each partner-

country. In particular, as part of the International pitching competition, each participating school 

had to create (design) and print a 3D object (prototype) of a product with a social impact. This 

product needed to respond to social challenges/needs (e.g. targeting "sensitive" social groups 

such as people with disabilities, the elderly, etc.), have some real-life practical application, and 

benefit the community, the environment or the culture. In addition, the product idea had to 

include a Social Entrepreneurial aspect and/or a rudimentary business plan regarding the 

possible exploitation prospects of their 3D object. 

This multiplier events and especially the International Conference are going to host this 

exhibition of the finalized products that took part in the pitching competition that was finalized 

in Cyprus as part of the C1 Blended Mobility of VET Learners. 

Below are some guidelines for the organization of an exhibition in the form of a Q & A. 

3.2.1 General Information 

1. Is the exhibition part of a bigger event?  
 
Short description of the event or the exhibition 
 
2. Who is the organizer?  
 
Short description 
 
3. When and where is the exhibition?  
 
Short description 
 
4. Who will be the audience of the exhibition?  
 
Short description 
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3.2.2 Regarding the Exhibition 

1. Why is this exhibition being held?  
 
Short description of the goal of the exhibition 
 
2. Who is cooperating within the exhibition?  
 
Short description of everyone who contributes to the exhibition 
 
3. How can you register? (If applicable)  
 
Short description of the way of registering as well as available places 
 
4. Who is the point of contact for the exhibition on behalf of the organizer?  
 
How will this person be recognizable? 
 
5. Description of the location 
 
Including information on: floor (are elevators available or is there aid possible), what is allowed 

(hanging things on existing mounting material), what is provided by the organizer (tables, 

electricity, wall or screen to project etc.) 

 
6. Who is responsible for costs?  
 
Think of expenses such as power, materials such as screens etc. 
 
7. Is there security available?  
 
Is security hired to guard the exhibited material, at whose expense is it? 
 
8. Is the printing issue arranged?  
 
Think of flyers, leaflets, posters or invitations, who is responsible and at whose expense is it? 
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3.2.3 General Regulations 

1. Responsibility  
 
Who is responsible for damage, theft etc.? 

The participants are responsible for their own exhibition and the organizer cannot be held 

responsible for damage, loss or theft of exhibition material. 

 
2. Catering 
 
Is there catering available, how is it organized etc. 
 
3. Accessibility  
 
Think of general access, such as access passes/identification/face masks etc.) 
 
4. Accessibility for disabled people 
 
Think of floors/elevators availability/entrance of the building/public transport etc. 
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3.3 Digital@Social Entrepreneurs Movement On Social Media 

We have developed several visuals that can be used to promote the Digital@Social Entrepreneurs 

Movement on social media, in order to reach a massive number of people interested in the topic, 

especially using Facebook and Instagram. These regarded the main events of the project, namely 

the C1 International Training Activity in Cyprus where the International Competition place and 

the major dissemination events, that is the 7 Multiplier Events that took place in all partner 

countries at the end of the project to disseminate and raise awareness about the finalized project 

results. 

Below are the various visuals developed for the C1 Training Activity and International 

Competition and the various Multiplier Events in all 5 countries: 

3.3.1 Visual Materials for the International Competition 

We have created a series of visual posts to share on Facebook and Instagram about the 

experience in Cyprus, during the final phase of the Pilot Test, where all the students met and had 

the opportunity to learn and work together and also had the chance to compete in the 

International 3D2ACT Competition. 
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3.3.2 Visual Materials for the Final International Conference and other Multiplier Events 
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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! 

 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! 

 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! 

4. EU EVENTS - ERASMUS DAYS AND CODE WEEK 

https://www.erasmusdays.eu/contact-erasmus/
https://www.erasmusdays.eu/contact-erasmus/
https://www.erasmusdays.eu/organize-event/
https://3d2act.iit.demokritos.gr/
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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! ✨ 

 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 

 

------------------------------------------------------------------------------------------------------------------------------------------ 
  

https://3d2act.eu/


     
 

32 | P a g e  
 

 

4.1.3 Post Image 
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4.1.4 Post Banner: 

 

Post the banner the day you publish the first post. 
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4.2 EU Code Week1: 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. Classrooms, 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). 

                                                           
1 All the information about the EU CODE WEEK is from: Europe Code Week 

https://codeweek.eu/training/coding-without-computers
https://codeweek.eu/training/coding-without-computers
https://codeweek.eu/resources
https://codeweek.eu/login
https://codeweek.eu/events
https://codeweek.eu/resources/
https://codeweek.eu/guide
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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! 

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


     
 

36 | P a g e  
 

 

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 

 

  

https://3d2act.eu/
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4.2.6 Post Image 
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4.2.7 Post Banner 

 

Post the banner the day you publish the first post. 
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MEMORANDUM OF DIGITAL COMMITMENT 

  

5. THE MEMORANDUM OF DIGITAL COMMITMENT 
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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 (IO1 - Monitoring Report & E-Mapping Tool - (3d2act.eu)) 

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

Sustainable Future (IO2 - 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 (IO3 - 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 (IO4 - 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… 

  

https://3d2act.eu/io1/
https://3d2act.eu/io2/
https://3d2act.eu/io3/
https://3d2act.eu/io3/
https://3d2act.eu/io4/
https://3d2act.eu/io4/
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WE COMMIT… 
 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. 
 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.  

☐ GDPR Agreement: I 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/  

 

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