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1. 3D2ACT TOOL KIT IMPLEMENTATION AND EVALUATION

TRANSNATIONAL REPORT

On the basis of the 3D2ACT Tool Kit Implementation and Evaluation National Reports feedback analytically
described in 105-A2. DIGITAL@SOCIAL PROGRAMMIE IN ACTION an endeavor is made to briefly shed light
into the insights gained from the Tool Kit Implementation and its overall impact on a transnational level
as well.

1.1. 3D2ACT Tool Kit Implementation Overall Key Demographics

The 3D2ACT Tool Kit Pilot implementation has reached, as shown in figures 1 and 2, 112 students and 41
teachers in 6 VET schools and 1 non-formal educational Training center in Greece, Cyprus, Italy, The
Netherlands and Spain.

Figure 1. 3D2ACT Tool Kit Piloting Implementation Participating Teachers and Students
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Figure 2. 3D2ACT Tool Kit Piloting Implementation Participating Teachers and Students per country
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As figure 3 reveals, the participating boys have surpassed the number of girls. Yet, as shown in figure 4, it
is really interesting that girls took the lead in the case of Spanish and Dutch Piloting students. What is of
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utmost importance though is that the 3D2ACT programme has managed to attract the active participation
of a considerable number of female students overall, fulfilling to a very satisfying degree one of its initial
aims, namely to actively engage girls.

Figure 3. Gender of Tool Kit Piloting Implementation Participating Students
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Figure 4. Gender of Tool Kit Piloting Implementation Participating Students per country
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Additionally, it is of particular interest to examine the participants’ prior experience in the field of 3D
Printing and Social Entrepreneurship. As it was revealed, the marginal majority of students had no
previous experience in 3D Printing. In particular, most students from Greece and Spain didn’t have
experience, while the majority of Italian, Cypriot and Dutch ones had some previous 3D Printing
experience. Similarly, regarding Social Entrepreneurship, most students had no previous experience,
those coming mostly from Greece and the Netherlands. On the contrary, the majority of Cypriot, Italian
and Spanish students were somehow more experienced. It remains to be seen whether this lack of
experience has affected the learning process and the overall outcomes of the implementation process.

S5|Page



I APY M A

KPATIKON Co-funded by the

b
3 D 2 ’/CT imﬁ? Erasmus+ Programme [ES

of the European Union

Pertinently, a narrow majority of teachers had some 3D Printing experience, while a very marginal
majority of them had no experience in the field of Social Entrepreneurship.

Having formed a general picture of the participants’ profile, it is opportune to proceed at this point with
the presentation of the findings obtained from the evaluation process of the 3D2ACT Tool Kit Pilot
implementation pertaining to the three evaluative categories, namely the ,
the and the

1.2. 3D2ACT Tool Kit Piloting Implementation Evaluation Results
At a first glance, in the light of the corroborated evaluation feedback on the basis of the input provided

by both the teacher and student population engaged in the 3D2ACT piloting implementation from all
countries the reliable conclusion to be drawn is that:

3D2ACT Tool Kit Piloting implementation in all partner countries was met with great success

Prior to commencing to delve deeper into the findings previously gleaned, on a primary level, it is
noteworthy that in all countries, a significant majority of the involved students have expressed their
agreement though to a varying degree with the statements overall assessing both the 3D Printing and the
Social Entrepreneurship learning resources and the instructional methods as well as the Overall
Evaluation components, which denotes that the material along with the rest of the constituents of the
3D2ACT Programme were unanimously positively rated on a transnational level.

In more detail, starting with the 3D Printing evaluative feedback, it is worth mentioning that the 3D2ACT
3D Printing classes were deemed highly interesting by the vast majority of students and useful
respectively, by a very significant majority of them in all countries. In a similar vein, the vast majority of
teacher participants in all countries highly evaluated the quality of classes, agreeing that their content was
of assistance, engaging and motivating for their students. Besides unarguably manifesting the elevated
quality of the 3D2ACT pilot classes, this finding becomes all the more important, as it resonates well with
the findings in the relevant body of literature pointing to the potential of 3D Printing to actively engage
learners, sparking their genuine interest.

More precisely, when it comes to the material, the overwhelming majority of students were in accord that
the structure and the development of the material has facilitated the assimilation of the new knowledge,
admitting at the same time that the instructions and the presentation of the material were
comprehensible and clear to them. Finally, an equally immense majority of students regarded the
worksheets as helpful towards their understanding of the material.

Similarly, the structure and development of the material was seen by a very significant majority of
teachers as facilitating the teaching process, while the instructions and presentation of the material were
found understandable and clear by the vast majority of them. Likewise, an equally immense majority of
teachers in all countries agreed that the worksheets have helped students grasp the material taught and
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that they could be easily modified to serve other educational scenarios, with a very significant majority
conceding to the worksheets being in congruence with the theoretical part. Finally, the greatest majority
of teachers concurred on the clarity of the lesson plans in terms of teaching aims and objectives. Hence,
overall, it seems that the 3D Printing material was highly praised by both students and teachers as well.

What is of particular interest is that despite the manifested differences in terms of experience level among
the students, with the majority of them having no previous experience, the finding that a significant
majority of students claimed that the content of the classes was compatible to the level of their knowledge
is of great practical value. In fact, this was also verified by a highly substantial majority of teachers in all
countries, with few of them, suggesting though the addition of more challenging material for their more
experienced students. More importantly, what is especially remarkable is that the vast majority of
students admitted that it was easy for them to attend the classes, which can be said to be indicative of
the effectiveness of the 3D2ACT programme pilot classes.

On the whole, what is really notable is that a very significant majority of students were in harmony to a
very satisfactory degree that the whole 3D Printing material was instrumental in helping them to learn in
a productive way. The fact that the classes have led to successful learning of mixed ability students, with
the majority being unfamiliar with 3D Printing has an increased value. More importantly, the finding is
consistent with evidence in the relevant body of literature, acknowledging that 3D Printing can bring
lessons to life in a dynamic and immersive learning environment, facilitating effective learning
experiences, by accommodating various learning styles.

An additional point worth touching upon pertaining to time management, is that a significant majority of
students across countries have considered the duration of classes to be adequate, something which was
validated by a very significant majority of the teachers as well.

Proceeding with the Social Entrepreneurship evaluation data analysis, it is to be underlined that a very
significant majority of students in all countries has reached the consensus that the 3D2ACT Social
Entrepreneurship classes were highly interesting and useful. On the same wavelength, a significant
majority of teachers in all countries were of the same mind that the content of the social entrepreneurship
classes was found to be handy, motivational and stimulating the students' interest. The positive value of
the Social Entrepreneurship 3D2ACT classes, clearly manifested by this finding, can be said to be
reinforced, seen in the light of research evidence demonstrating the positive impact of Social
Entrepreneurship education on students as key agents of social change.

More precisely, when it comes to the material, a very significant majority of students were in agreement
that the structure and the development of the material has facilitated the assimilation of the new
knowledge. Along the same line, an equal majority of the teachers saw eye to eye with the students in
terms of the positive contribution of the material structure to the content assimilation on the part of the
students.

Furthermore, a very important finding related to the learning impact of the classes is that a very significant
majority of students were in common ground to a very satisfactory degree that the material has facilitated
their learning in a productive manner, with an equal number of their teachers asserting that the whole
teaching material has aided in the understanding of fundamental concepts. In fact, as some teachers
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attested students have become familiar among others with ethical and sustainable thinking, planning and
management as well as economic literacy.

The afore-mentioned finding is closely associated with the claim made by the vast majority of students,
regardless of having experience or not, that it was easy for them to attend the classes. Interestingly
enough, despite the diversified experience levels, what is really worth highlighting is that a very large
majority of students conceded that the content of the classes was compatible to the level of their
knowledge. These findings can be said to bear witness to the overall efficacy of the Social
Entrepreneurship piloting classes.

What is more, the findings reveal that the Augmented Reality Game was viewed as authentic by a quite
large majority of students across all countries, to varying degrees though and it was perceived by an
almost equal number of them as helpful for understanding the principles of creating a social enterprise.
Similarly, a corresponding consent was reached by a quite large majority of the teachers regarding the
usefulness and authenticity of the AR Game. In fact, a very significant majority of teachers maintained
that it was an interesting educational tool, including among them even those who didn't manage to use
AR game in class and could not therefore rate its usefulness. Still, it is to be commented that in comparison
to the other Social Entrepreneurship evaluation items, the AR Game received a bit lower score of
agreement, which could be potentially attributed to the fact that for some students, as Dutch teachers
attested, it wasn't feasible to use the AR Game in class and therefore were not probably in a position to
value its usefulness.

Finally, with respect to the time devoted to the classes, for a significant majority of students across all
countries it was regarded as adequate, yet to varying degrees. Though attaching lower scores than those
of students, the sufficiency of the teaching time was confirmed by a large majority of teachers as well,
with few teachers though from Greece and ltaly regarding it not to be plentiful enough. Overall, it should
be commented that the teaching time for Social Entrepreneurship classes was seen as less ample for
teachers in comparison to the time devoted to the 3D Printing classes. This may be suggestive in practice
that more teaching hours for Social Entrepreneurship could be supplemented to the time schedule by
those interested in implementing the 3D2ACT programme in the future mainly with inexperienced
students.

Drawing on the findings pertaining to the participants' overall evaluation of the 3D2ACT Tool Kit Pilot
implementation, what is particularly worth noting is that a very significant majority of the students across
countries were in tune that the cross-curricular scenarios were interesting, with a very large majority of
them acknowledging that the scenarios demonstrated the use of 3D Printing in many fields.
Correspondingly, an overwhelming majority of the teachers in all countries though to varying degrees
seems to be in accord with the students, finding the cross-curricular scenarios intriguing and stimulating
as well as indicative of the various 3D Printing usages on multiple fields.

Besides the very educational value of the scenarios themselves given their interdisciplinary nature, the
added value of this finding is that by means of the applied scenarios the students have become aware of
how 3D Printing can be put into the service of the common good, with students opting to produce eco-
friendly devices or tools that would improve the daily life of people with disabilities or vulnerable groups.
Hence, 3D2ACT classes have been conducive to raising students' social and environmental awareness,
while nurturing students' empathy as well. In fact, one the of core innovative aspects of the 3D2ACT
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programme lies in the blending of 3D Printing and Social Entrepreneurship into its curriculum, allowing
students to avail to the maximum of the benefits generated by the interdisciplinary learning on STEAM
subjects and learning how to create social value through bringing forward innovative solutions to alleviate
social problems.

In fact, given the significance of the scenarios and the feedback drawn from the pilots, it is suggested that
those interested to implement the programme be adding extra teaching hours to the 3D2ACT time
schedule in order to be able to fully apply all six cross-curricular scenarios with their prospective students.

Pertaining to the e-tools, findings manifest that a very significant majority of students appear to agree
that the e-learning and cooperation platform was easy to use and helpful in attending the classes, which
was confirmed by a huge majority of teachers, characterizing it as user-friendly and contributive to the
implementation of the classes. Furthermore, a quite large majority of students seem to share the view
that the Open Badges system was as a good way to be rewarded, a finding corroborated by a very
significant majority of teachers across countries.

Finally, a considerable majority of students rated the mobile app as useful, with teachers though in their
vast majority granting it higher scores in comparison to their students. It should be mentioned that the
mobile app has received the lowest scores of agreement compared to the other tools. This lower value
attached to it could be attributed to the fact that students may have accessed more the actual e-learning
platform for their learning, making less use of the mobile application, as they are generally accustomed
to using their mobile phones more for communication purposes.

Overall, the finding that a very significant majority of students across countries concurred that the whole
3D2ACT Piloting classes material was remarkable as well as appealing and stimulating for them, which
was verified by the vast majority of teachers both in their written and oral feedback, is of particularly high
value pointing to the supremacy of the project outcomes.

Another salient finding is that the vast majority of student participants in all countries saw eye to eye that
the acquired knowledge will be useful in their future, with a very significant majority of them expressing
their intention to keep using the 3D2ACT classes material after their completion. In fact, a vast majority
of teachers were inclined to make future use of the material. This finding bears evidence to the overall
efficacy and the very positive effect of the programme pertaining to not only to the students' current
acquisition of knowledge, but also to its lasting impact on their development both academically and in the
long run professionally and the teachers' enhancement of professional profile.

Hence, it seems that the overall intended aim of the project to elevate teachers’ digital profiles and by
expansion facilitate students’ development of digital skills has been successfully fulfilled, as the very
satisfactory learning outcomes and the top-quality innovative 3D products produced by the students
themselves in all countries clearly manifest. Still, as learning is a means to an end, it is vital that these
satisfactory learning outcomes be directly associated to the core transversal life skills students have
developed by their engagement in the 3D2ACT classes, among others pertaining to Critical and Creative
thinking, Problem solving, Digital Literacy, Leadership skills, Communication and Cooperation skills. Given
that in the relevant body of literature, these very skills have been characterized as the core 21st century
skills, crucial for young people's future life, it is of paramount importance that 3D2ACT classes have been
conducive to supporting the participating students towards that direction, enhancing at the same time
their future employability prospects to a considerable degree.
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Coupled with this, another finding worthy of attention is that for a very significant majority of students in
all countries both 3D printing and social entrepreneurship classes were believed to address real needs
and gaps in the school curriculum, with an impressively great majority acknowledging the usefulness of
similar classes to be included in the school curriculum. What is really notable, is that the latter view
appears to be shared by the vast majority of teachers in all partner countries, albeit to a varying degree.
This very finding can be said to bear strong witness to the added value of the 3D2ACT programme given
the practical implications and the prospects opened up on a policy level. Such acknowledgment on the
part of the relevant stakeholders manifests the potential of 3D2ACT to act as a key agent of change,
bringing in the foreground the need for modifications in the VET education curriculum. More importantly,
it is in tandem with the multiple scholar voices pointing to the need for integrating 3D Printing and Social
Entrepreneurship in the national curricula worldwide.

Quite pertinently, what is of utmost importance is that a very significant majority of the students were
favorably disposed towards the idea of recommending the 3D2ACT Programme to their peers. Likewise,
the teachers almost in their entirety acknowledged they would propose the programme to their
colleagues. Besides this, what is also really promising is that the vast majority of teachers in all countries
were well disposed to the idea of cooperating for the production of 3D printing material and Social
Entrepreneurship teaching Material relevant to their specialty. This practically lays the foundations for
3D2ACT to become the networking hub for training interested VET teachers on 3D Printing technology,
by having the 3D2ACT piloting teacher experts train their colleagues and form teacher communities that
would be constantly producing new material on a cooperative basis that could be disseminated to the
whole VET teachers' community in public schools and informal educational settings as well. Admittedly,
these findings, besides reflecting the overall 3D2ACT program favorable impact, all the more enhance
the prospects for its future sustainability to a great extent.

All in all, it is clearly evident from the findings prior analytically portrayed that there is a high level of
convergence among teachers' and students' views pertaining to the three evaluation categories, namely,
the 3D Printing Learning Material, the Social Entrepreneurship Learning Material and the Overall
Evaluation. Hence, this high level of congruence found among the respondents’ perceptions of the
3D2ACT Tool Kit implementation across countries, on a primary level can be said to be the added strength
of the 3D2ACT programme, strengthening the reliability, validity and transferability of the research
findings, but more importantly reflecting the keen interest of all the involved parties in the programme
implementation.

On a deeper level though it brings to light the project highly positive impact, simultaneously signifying a
very promising mind shift in terms of the perspectives opened for implementation of such novel and
innovative teaching practices for promoting digital skills such as Designing and 3D Printing technology
along with a social entrepreneurship mindset that should inform policy makers’ decisions both on a
National and EU level, in an attempt to bridge the gap between formal education settings and the labor
market.

Having analyzed the quantitative feedback, in an attempt to gain insight into the aspects of the 3D2ACT
programme that students have enjoyed the most, in accordance with the qualitative feedback drawn, it
seems that 3D Printing seems to be at the top of their preferences. More specifically, the vast majority of
them were excited about being given the opportunity to acquire skills in designing their own products
from scratch, printing them and bringing them to life by means of the 3D Printers. Another recurring
theme was also the group and cooperative work allowing to learn in a fun way.
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The following figures offer a glimpse into some students' testimonies:

Figures 5 & 6. What Did Students enjoy Most?
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Taking a closer look, the 3D2ACT pilot students' testimonies actually attest to the various direct and
indirect beneficial effects that 3D Printing can have on learning, as widely identified in the relevant body
of literature. Far from being passive receivers of knowledge, the students become independent, actively
engaged participants in their own personalized, experiential learning, throughout all the stages of
conception, design and execution of the printing product, by constantly actively interacting both with the
printer, their teachers and their peers at their own pace and in their own learning style.

Moreover, special reference was made to the importance of explorative and inquiry-based learning,
through trial and error, leading to resilience and self-esteem. Pertinently, as one student effectively noted:

"I enjoyed making new innovating 3D printing ideas. | also loved the process of failure and success that |
had with my own prints".

Quite impressively, few, admittedly, empathic students seem to have enjoyed most the combined 3D
Printing and Social Entrepreneurship aspect, underlying, as their teachers commented, the importance of
learning how to leverage 3D Printing and Modeling technology in a meaningful purpose to create a social
impact.

In essence, the overall impression gained during the 3D2ACT piloting classes is that students across

countries expressed their enthusiasm and their commitment upon embarking on the exciting 3D Printing
educational journey, being actively involved as innovative inventors, while at the same time being
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transformed into young social entrepreneurs. During this period, as acknowledged by their teachers and
the students themselves, they have developed digital and social entrepreneurship skills in a highly
innovative, creative, personalized, active, experiential, collaborative manner, being eager to share their
accomplishments with their classmates.
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1.3. Overall Impactful Insights Gained

In view of the afore-described overall positive feedback, as experienced by each partner organization
across the five countries where the 3D2ACT has been implemented, the overall valuable insights gained
are encapsulated in short in the following table:

In brief, the 3D2ACT Tool Kit Implementation overall highly Positive Impact has
generated valuable Opportunities for:

» A highly innovative, imaginative, inspirational Educational Journey in the field
of 3D Printing and the World of Social Entrepreneurship

» An engaging, motivating, creative, hands-on, experiential, explorative,
dynamic, immersive Learning Experience

> Blended Learning as well as Personalized and differentiated Learning.
» Peer learning in a highly Participative and Cooperative Environment.

» A fruitful acquisition of 'deep and high' Digital 3D Technology skills along with
Social Entrepreneurial ones.

» Enhancement of 21st Century transversal soft skills allowing students to
bridge the gap between formal educational settings and the labor market.

» Educational and Social Inclusion in terms of gender, ethnic background and
special needs or abilities.

» Enhancement of teachers’ Digital Skills and their Continuous Professional
Development

» Raising Social awareness and fostering students' empathic skills

» Setting up synergies, social entrepreneurship networks and VET teachers'
Communities for promoting 3D Technology and Social Entrepreneurship and
upgrading VET education.

» Production of a complete high-quality educational pack and readily available
tools to be used in various educational settings.

» Opening up rosy Prospects for 3D2ACT Project dissemination and
Sustainability.

» Generation of valuable feedback and suggestions to inform policy makers'
decisions for making modifications towards integrating 3D Printing and Social
Entrepreneurship in the school Curriculum with a view to upgrading VET
Education.

» Utilizing 3D Printing Technology and Social Entrepreneurship Education to
address important social and environmental issues

» Embracing educational practices that exploit 3D Technology potential, allowing
students to make a difference to the society.
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Overall, beyond the afore-mentioned beneficial aspects, the most determinant factor and the strongest
indicator of the remarkable success of the 3D2ACT pilot implementation is the genuine interest and the
enthusiasm exhibited along with the satisfaction derived by the most paramount beneficiaries, namely,
the participating Greek, Cypriot, Italian, Dutch and Spanish students throughout the lifetime of the
3D2ACT venture.

Hence, with a view to capitalizing and availing of the highly positive impact of 3D2ACT Tool Kit, brief

reference should be made to its practical implications on a macro-level in terms of the potential for
change it can bring forward on the educational scene, by means of relevant Policy recommendations.
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2. POLICY RECOMMENDATIONS

The overall insights gained from the evaluation of the 3D2ACT Tool Kit piloting implementation, as
analytically described in the previous section, bear significance in terms of their inherent potential to set
the ground for the integration of 3D Printing and Social Entrepreneurship in the school curriculum. Thus,
their implications on a policy level are addressed below in the form of a series of policy recommendations
to be put forward for:

» Practices benefiting dual eligible beneficiaries- both the teacher and the student population-

The analysis of the piloting implementation outcomes has led to the conclusion that 3D Printing and Social
Entrepreneurship 3D2ACT classes can impart 3D technologies skills and competences on dual target
groups, namely, the learners and the educators. As both teachers and students in the pilots have revealed,
such practices can be highly influential in fostering and developing core deep and high 3D Printing, STEAM
and Social Entrepreneurship skills, with future applicability and sustainability.

This should be valued both from the perspective of acquisition of skills and competences for learners
themselves (actively involved and independent learners) and from that of provision of training for the
teaching staff (peer-learning based). Overall, it is considered to be a valuable training tool for VET
educators, with a substantial impact on their Continuous Professional Development and the enrichment
of their profile as VET trainers and indirectly on the students’ overall current learning and by expansion
their equipment with core skills that would enhance their future employment prospects.

» A pedagogic system where 3D Printing and Social Entrepreneurship Education are integrated
in the School Curriculum.

3D Printing and Social Entrepreneurship, as evidenced in the piloting implementation, strongly motivate
students to actively participate and engage in interactive, hands on, experiential, inter-disciplinary,
inquiry-based learning, which fosters innovation and creativity in the classroom, reinforcing personalized
and individualized learning experiences.

Prioritizing such pedagogies that utilize 3D Printing and Social Entrepreneurship education is paramount
to reaping to the maximum the benefits generated by them, including their inherent potential to
transform learning and empowering learners to bring forward social change. 3D2ACT project findings
clearly highlight the need for a more systematic integration of such practices in the National Curriculum
in schools. It is vital that such practices not be reduced to a mere academic subject to be taught, but as
the vessel through which students can sustain social value, by being equipped to come up with innovative
solutions to predominant social problems.

» An educational Investment in alignment with the objectives of Education and the future
Market demands

If we desire to empower our students as digital citizens of tomorrow there should be solid investment in
high quality teaching, igniting skills that in the long run will cross the borders of education, bridging the
gap with the market place. 3D Printing and Social Entrepreneurship, as shown in the pilot results, can help
learners develop a wide range of soft, transversal skills such as problem solving, critical thinking,
collaboration and communication skills, empathic and leadership skills, resilience skills and building up
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confidence. Such skills, besides being in alignment with the objectives of education per se, are the very
crucial 21 century life skills that the prospective employees or young entrepreneurs will need to apply
in the business and the real world in their effort to survive, meet the societal challenges and thrive by
bringing social value to others.

» Promoting equal opportunities for inclusion, diversity and equality in education

As education is a sine qua non human right, without its preservation, it will be infeasible to manage to
affect a sustainable and long-lasting change. Thus, relevant stakeholders must ensure that neither the
school size, its geographic location nor the gender and the socio-economic status of students should by
no means impede their learning.

Hence, special attention is crucial that no barriers inhibit access to those students to 3D Printing, STEAM
and Social Entrepreneurship education, with a view to breaking down gender stereotypes, safeguarding
social inclusion and inclusiveness of special ability learners. These key elements integral to inclusion and
accessibility, namely geographic divergence, gender representation and inclusion of special needs and
abilities students, have transpired through the results of the pilot classes, signaling that equal space
should and can be allowed to these student groups.

» Cross-sectoral collaboration across & beyond educational sectors

Reflecting upon the project outcomes, they signify a promising mind shift in terms of the perspectives
opened for implementation of such innovative educational practices for promoting 21st century skills,
such as 3D Printing technology skills along with social entrepreneurial ones. Hence, the manifested
prospects for the up scaling and transferability of the project outputs to other educational settings, both
to non-formal and informal ones, pave the way for other stakeholders to unite their powers so as to
support the uptake of digital skills and Social Entrepreneurship mindsets, adopting innovative approaches
also in the realm of policy making.

In fact, the 3D2ACT Tool Kit educational tools and resources and the opportunities opened up by the
establishment of the Digital@Social Hubs can expand the circle of cross-sectoral collaboration beyond
education, promoting collaboration and partnerships between the private, public, and non-profit sectors,
which in turn can lead to a more supportive social ecosystem to embrace and strengthen sustainable
social enterprises.

Yet, in order for the aforementioned policy recommendations to be standing a chance of being

transformed into robust changes it is vital that a solid sustainability and exploitation strategy be put into
effect, an issue to be addressed below.
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2.1. Policy Sustainability and Exploitation Strategy

The overarching goal of the sustainability and exploitation strategy of the Project Consortium pertains to
the dissemination and exploitation of the 3D2ACT project results to a wide range of stakeholders to the
maximum degree after the life cycle of the programme.

In order for this to be achieved, a primary course of action to be taken is for the project results along with
the aforementioned policy recommendations to be communicated to a diverse spectrum of relevant
stakeholders, by means of a continuing targeted communication campaign to be put into effect by all
partners after the completion of the project.

The would be among others:

v Local Authorities, which can introduce the activity and create a link with local educational policies;

<\

Other educational and research organizations (volunteers, universities, municipal structures etc.);

v Social Entrepreneurs, who can provide a linkage with the job market, offering students a vision of
what Social entrepreneurship can bring forward in practice;

v" Volunteers (especially student volunteers), who can assist the teachers in implementing the
programme, while acting as the project ambassadors at the same time;

v Students’ siblings and/or friends, who in the context of an open info day can be presented with
the students’ 3D creations;

v Parental associations, which can participate in the activity and learn alongside their off-springs or
be trained in advance and take on the role of teachers themselves;

v Representatives of educational institutions and teachers interested in preparing European
cooperation programmes, especially Erasmus+ with emphasis on 3D printing and social
entrepreneurship

Besides the communication aspect, the key approach to be adopted for the materialization of the
sustainability strategy in practice lies in the establishment of 3D2ACT Digital@Social Hubs in various
schools for offering training opportunities to VET teachers, students and members of the educational
communities, where every school will be acting as an important hub.

The Digital@Social Hubs will permit the promotion of 3D Printing and Social Entrepreneurship in VET
schools by means of the application of the readily available well-structured theoretical and practical digital
tools, being part of the 3D2ACT Tool Kit while they will act as hi-tech cells creating links with the local
authorities, research organizations and other significant factors that can support schools and the whole
society toward digital transformation.

The key agents towards this direction can be the 3D2ACT Pilot VET teachers who took part in the piloting
implementation, as their role as experts can be instrumental in disseminating the project results to their
colleagues, sharing their valuable feedback, but at the same time they can be the leading trainers that
would provide 3D Printing and Social Entrepreneurship training seminars to interested VET teachers.
Needless to say, the consortium commits to maintaining and keeping the project results alive and to host,
maintain and upgrade the project e-tools in the years to come.
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Supportive and supplementary to the role of the experts is the establishment of synergies and networks
that would ensure cross-sectoral collaboration among educational institutes and schools as well as across
and beyond them, which would result in the expansion of the circle of collaboration. Hence, collaborative
partnerships with private, public, and non-profit sectors would be fostered, the active support of which
would lead to a supportive social ecosystem with a view to embracing and strengthening 3D Printing and
more sustainable social enterprises. In practice, by means of these partnerships, the necessary cost
expenses for the provision of the necessary equipment for the implementation of the 3D classes would
be covered for those schools which cannot afford them.

As it was already indicated in the Comparative Report, it is unanimously accepted that 3D printing should
not be considered a “novelty” but a key element in the way production is materialized, and a tool of
common use in the near future. 3D printing in education will offer teachers and trainers a competitive
advantage in terms of innovative methodologies and services to offer and of course skills to the students
that will open to them new job opportunities and entrepreneurial routes. And this is the reason why the
3D2ACT programme could lay the foundations for 3D Printing and Social Entrepreneurship benefits and
offer the best choice for a starting point be reaching as many stakeholders as possible on a national and
a European level as well.

Finally, an Intellectual Property Rights Agreement was signed by all partners as part of the Exploitation
and Sustainability Plan, to exploit and valorize further the products and results of the project so that
sustainability is achieved.

2.2. Collaboration with Erasmus KA1/KA2

In the new Erasmus+ Guide, Digital transformation is one of the most relevant and serious priorities for
the next years. It emphasized the increased need to harness the potential of digital technologies for
teaching and learning and to develop digital skills for all. In line with the strategic priorities of the Digital
Education Action Plan (2021-2027), the 3D2ACT Program aims to support this endeavor to engage
learners, educators, youth workers, young people and organizations in the path towards this digital
transformation.

In particular, the project intends to further make use of the ESEP platform through the opportunities
offered by eTwinning and School Education Gateway, as well as EPALE or European Schoolnet, aiming at
a fruitful and promising collaboration either for the establishment of an eTwinning project on 3D printing
and social entrepreneurship or a more ambitious Erasmus project.

This can be easily achieved, since the aforementioned platforms provide this opportunity, as, members
from all around Europe could have direct access to all educational and pedagogical material in order to:

Propose new projects

Enrich their theoretical background on 3D printing and social entrepreneurship

Get ideas for educational activities

Find common interests with other teachers on 3D printing and social entrepreneurship.

AN

This perspective will allow the collaboration of schools in every country participating in the 3D2ACT
project in order to propose their own eTwinning or Erasmus project on 3D printing and social
entrepreneurship.
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The aim is to foster small-scale partnerships (KA2) and short term or accredited projects (KA1 - group
mobility - job shadow-assignments) for schools from different countries that will accept to collaborate
and participate in an Erasmus project, signaling in this way the commencement of a European network
on school digital hubs.

Furthermore, partner organizations will support and give the necessary assistance in the preparation of
the proposal for different Key Actions, but also for eTwinning projects as well. RDPSEC being an expert in
this field could have the role of the leader.

Additionally, an initiative for offering a KA1 structured seminars conducted by the 3D2ACT experts to

every possible beneficiary that has applied under Erasmus+ Key Action 1 (school, VET and adult education)
for a short term or accredited project (KA1 - courses) could also be supported.
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