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INTRODUCTION
This current Guide is the fifth Intellectual Output of the European project entitled «An Adult Digital
Education Skills Kit to Foster Employability (DESK)» with code 2018‐1‐EL01‐KA204‐047819.
The purpose of the DESK project is to help adult trainers support learners in improving/enhancing
their digital skills. Moreover, it demonstrates the power of AR applications to enhance the above
skills. As it has arisen during the research process of the DESK project, bringing AR technology into
the learning process leads to greater learners’ engagement, which, in turn, makes the knowledge,
and skills stay longer.
Project deliverables have been divided into five distinct Intellectual Outputs which are linked with
one another and lead to the final creation of the Digital Education Skills Kit. These are:
Intellectual Output 1 (IO1): State of the Art Review on Augmented Reality Application in Education
Intellectual Output 2 (IO2): Adult Digital Education Skills Kit (DESK) Curriculum
Intellectual Output 3 (IO3): Case‐Studies of AR for Adult Education
Intellectual Output 4 (IO4): DESK Tool Kit
Intellectual Output 5 (IO5): Online Guide for Using DESK Toolkit
This Guide (IO5) complements the first four Intellectual Outputs developed within the project and is
an endeavor to provide useful material for trainers, learners, organizations, etc. in order to be able
to use the DESK course.
It consists of the following five parts:






DESK course description: In this chapter you will find information on the course itself, the
curriculum structure and the structure of the modules.
DESK Toolkit description: In this chapter you will find information on the resources included
in the toolkit as well as on how to register on the lms platform.
How to access Augmented Reality content: In this chapter you will learn how to access AR
content included into the DESK course.
Useful information to access the DESK course: In this chapter some useful information is
presented to facilitate the use of the DESK course.
Transferring AR practice to other fields of education: In this chapter information on how a
trainer / teacher can include AR experience in a session is presented.
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DESK course description

Information and communication technologies (ICTs) have
penetrated all areas of working life. In this context, digital literacy
has become a key factor in enabling participation in the modern
knowledge society. It comprises learners' ability to use tools of
information and communication technology, and networking
services to access, retrieve, create, edit, integrate, share and
evaluate information, with the aim of solving problems and, finally,
participating in the modern knowledge society.

Audience for the Training
The DESK course is addressed both to adult trainers to help learners
acquire necessary digital skills and adult learners that need to catch
up with the demand for digital skills. The focus is on enabling
learners to develop basic digital skills and attitudes that are needed
in the modern workplaces and also shape modern digital culture
and e‐citizenship.

What are digital
skills?
Digital skills are
defined as a range of
abilities to use digital
devices,
communication
applications, and
networks to access
and manage
information.
en.unesco.org

Curriculum structure
The DESK course is structured in seven different and independent modules which follow the input
received by the research analysis stage conducted under the IO1 and IO2.
More specifically, the DESK Modules are:
Curriculum
Module
1. Introduction

2. Digital User
Interfaces

Estimated
Duration

Module Description

Topics

This section will serve as a
mean to help adults
understand what digital skills
are and the setup of the
course.
This section provides a guide on
the different digital user
interfaces available on various
electronic devices today.

1. Definition of digital skills
2. Digital literacy in the workplaces
3. Information about the DESK course

2 hours theory

1. Introduction to digital user
interface
2. Types of user interfaces (for
desktop computers,
tablets, smartphones)
3. Main components of a user
interface system
4. Examples of popular user
interfaces
5. Guidelines for adults for using user
interfaces

12 hours
(8 hours theory and 4
hours practice)
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3. Information
processing

The aim of this section is to
assist learners in locating,
retrieving digital data and
evaluating its content. How to
store, manage, and organize
digital data is also included.

4. Digital
communication

This section covers the
different means of basic digital
communication and
collaboration.

5. Digital content
creation

The aim of this section is to
cover the different ways on
how one can create and handle
basic digital content.

6. Digital
information
safety

The aim of this section is to
cover some of the threats in
the digital world and also
define what personal data are
and how to protect them.
Moreover, issues regarding the
copyright of digital information
are included.
This section will provide an
introduction to AR: definition,
concepts, hardware and
software apps.

7. Introduction to
Augmented
Reality

1. How to use search engines to find
information
2. How to assess the reliability of
online
information
3. How to classify information in a
methodical way
using files and folders
1. Introduction to digital
communication
2. Common digital communication
tools
3. Rules of online communication
(Netiquette)
1. Use basic packages to create
content (e.g. text
files, tables)
2. Using basic editing functions
3. Guidelines for content creation
1. Threats in the digital world
2. Personal data
3. Copyright of digital information
(Creative
Commons licenses)

12 hours
(8 hours theory and 4
hours practice)

1. Fundamental concepts of AR
2. AR equipment / hardware
3. AR software / applications
4. How to develop AR applications

12 hours
(8 hours theory and 4
hours practice)

12 hours
(8 hours theory and 4
hours practice)

12 hours
(8 hours theory and 4
hours practice)

6 hours
(6 hours theory)

The DESK course is designed for beginners with no previous knowledge in the field. Having completed
this course, learners should be able to advance their digital skills to “Proficient user” level in module
2, to “Independent User” level in modules 3‐5, and to “Basic User” level in module 6 and 7, according
to “EU‐Digital Competencies”.
Each DESK module has been developed in one PowerPoint presentation, has been converted to
SCORM and has been uploaded on the DESK lms platform. All DESK Modules have the same structure
as follows.
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Each Module focuses on a specific area presented in the first slide as it is shown in the image below.

The Module objectives and the estimated time required are presented on the third slide as it is shown
below.
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Each Module is unfolded in a number of topics presented in the fourth slide as demonstrated in the
next image.

The educational content of each module contributes to highlighting its theme. Each Module
comprises, as far as possible, learning activities for the learners. Progression of learning is ensured
through increasing complexity, where students are expected to be able to deal with these activities.
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A Module summary is presented in the form of bullets at the end.

For each Module additional resources are proposed to further enhance learners’ experience.

The structure of the educational material and the activities proposed aim to help trainers respond to
the needs of their learners by adapting training to the pre‐existing knowledge, skills and attitudes of
their learners. In addition, trainers can choose the training “path” that best fits their trainees. The
theory and the practical activities proposed are designed to help trainers to foster an exploratory
approach to knowledge and encourage trainees to study, research and participate actively to achieve
the expected learning outcomes.
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The last Module particularly, requires more advanced knowledge and expertise. This module can
equally address the adult trainers that lack the specific technical background. Moreover, trainers are
given the opportunity to gain knowledge in designing their own AR activities to support their sessions.

Time allocation
DESK course’s total duration is 68 hours, 48 hours theory and 20 hours practice. The proposed time
allocation is indicative. Trainers should schedule their sessions based on the learning attitudes,
interests and pre‐existing knowledge and experiences of the trainees.

Language
DESK course is available in 7 language: English, Greek, Romanian, Italian, Spanish, Czech and Polish.

Evaluation
Each module is assessed with a five multiple choice questions test related to the content of the
presented material.
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DESK Toolkit description
Educational resources
The DESK Toolkit includes all the educational resources developed under the five IOs that adult
trainers and learners have the opportunity to use. More specifically, they are:

IO1: State of the Art Review on Education
Using Augmented Reality

IO2: Summary of the Questionnaire

IO2: Adult Digital Education Skills Kit
(DESK) Curriculum

IO3: Case‐Studies of AR for Adult
Education

IO4: DESK lms
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IO5: Online Guide for Using DESK Toolkit

Trainers can choose the training “path” based on the previous knowledge and experience of their
trainees. Advanced users can have direct access to the DESK repository to explore all the created
materials and create a learning path for their learners or for themselves. To support basic users a
framework has been developed with proposed pathways for them.

Curriculum

Framework

Case
Studies

Basic user

DESK lms

Adult learner

Repository
Advanced user
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The table below presents the developed framework which allows adult trainers and learners to identify the competences based on the Digital
Competence Framework 2.0 (DigComp 2.0) that they want to develop and help them select the necessary DESK resources. The table below refers
to the DESK topics as they are found on the DESK lms. For example, DESK learning unit 2.1 refers to Module 2 unit 1 of the DESK course. The
DESK case studies can be located in the DESK toolbox. Augmented Reality is referred where AR is used in the case study name.

Competence

Information and
data literacy

Communication
and collaboration

Digital content
creation

Target Group
Trainers, adult
learners,
stakeholders,
Training providing
organizations
Trainers, adult
learners,
stakeholders,
Training providing
organizations
Trainers, adult
learners,
stakeholders,
Training providing
organizations

Safety

Trainers, adult
learners,
stakeholders,
Training providing
organizations

AR technology

Trainers, adult

Learning Outcomes
‐Be able to use search engines
to find information
‐Be able to assess the
reliability of online
information
‐Be able to classify
information in a methodical
way using files and folders
‐Be able to use different
means of basic digital
communication
‐Be able to apply rules of
online communication
‐Be able to use different tools
for content creation in
different formats
‐Be able to describe some of
the threats that adults face in
the digital world
‐Be able to describe what
personal data are
‐Be able to describe Creative
Commons licenses

Resources / units / case studies
DESK
course

2.1, 2.2, 2.3, 2.4, 3.1, 3.2, 3.3

AR Case
Studies

‐ Taking an order
‐ Ticket Vending Machine
‐ those included in the relevant
Modules

DESK
course

2.1, 2.2, 2.3, 2.4, 4.1, 4.2, 4.3

AR Case
Studies

‐ Sending Gmail messages
‐ those included in the relevant
Modules

DESK
course

2.1, 2.2, 2.3, 2.4, 5.1, 5.2, 5.3

AR Case
Studies

‐ Completing a CV
‐ those included in the relevant
Modules

DESK
course

2.1, 2.2, 2.3, 2.4, 6.1, 6.2, 6.3

AR Case
Studies

‐ those included in the relevant
Modules

DESK
course

2.1, 2.2, 2.3, 2.4, 7.1, 7.2, 7.3, 7.4

Evaluation
The course
assessment is
based on a
multiple‐choice
quiz
The course
assessment is
based on a
multiple‐choice
quiz
The course
assessment is
based on a
multiple‐choice
quiz
The course
assessment is
based on a
multiple‐choice
quiz
The course
assessment is
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learners,
stakeholders,
Training providing
organizations

‐Be able to interpret the AR
definition, concepts, hardware
and software
‐Be able to identify existing
tools and frameworks to build
mobile Augmented Reality
apps

AR Case
Studies

‐ Bank ATM
‐ Ticket Vending Machine
‐ Bike Sharing
‐ Taking an order
‐ Electronic machine
‐ Photo Printing Kiosk

based on a
multiple‐choice
quiz
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About the DESK LMS platform
The DESK lms (http://desklms.e‐sl.gr/) is a Moodle
platform created by DESK consortium partners. It is free
and it is used to store and present the educational
material created under the DESK project. It is aimed to all
EU adult trainers and learners who wish to
improve/enhance their digital skills.

The DESK lms:






is accessible via any web browser
is easy to be used by end users. There is no need
for specialized technical skills
has adaptive User Interface to fit the screens of
any kind of devices like computers, tablets and
smartphones.
is accessible by any operating system.

What is Moodle?
Moodle is a free and open‐
source learning management
system (LMS).
Moodle was originally
developed by Martin
Dougiamas to help educators
create online courses with a
focus on interaction and
collaborative construction of
content, and it is in continual
evolution.
https://en.wikipedia.org/wiki/Moodle
www.moodle.org

DESK LMS Registration for users
To connect to the platform, you should create an account by following the steps below:

Step 1:
Go to: http://desklms.e‐sl.gr/
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Step 2:
Click on the button «Login» to open the login form.

Step 3:

2
1

1. If you never created an account, you can do it for free. To create an account, click on the
button “CREATE AN ACCOUNT” and follow the onscreen instructions.
2. If you already have an account then click on the “LOG IN” button, enter your username and
your password and press the “login” button.

Possible issues
If you face any problems, contact the DESK partners through the email: euprojects@e‐sl.gr
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Step 4:
Well done! Now you are in your account. On the main page, you can navigate around the site.

Here are some basic features:
Your profile

You can access your profile from the user menu top right. It's where you see your name and an arrow.
Click there on the arrow to open up a drop‐down menu. Clicking the Profile link will then display
other options, such as a list of your courses, any forum and blog entries and a link to edit your profile
as it is shown in the image below1.

1

https://docs.moodle.org/38/en/User_quick_guide
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Your notifications and messages
Your site can alert you when you have new messages from your teacher and other participants. You
can receive alerts about new forum posts or graded assignments and more.
You can receive these alerts via email or pop up, and you can control how you receive them from
Preferences > Message preferences in the user menu. The documentation Messaging gives more
detail2.

2

https://docs.moodle.org/38/en/User_quick_guide
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DESK course
The DESK course is displayed on the front page. You can access the DESK course by clicking on the
arrow to open up a drop‐down menu to choose the language you prefer.

Your dashboard
Every user has their own dashboard which they can customize. You can find more information on
the following link: https://docs.moodle.org/38/en/Dashboard#About_the_Dashboard
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How to access Augmented Reality content
DESK course has been developed to promote learning through the integration of Augmented Reality
content. The use of AR has the potential to enrich and enhance the process of acquiring knowledge,
proving the positive impact of technology integration on learners’ outcomes.
While exploring the DESK course trainers and learners will find Zapcodes. In order for them to be able
to view the created AR content Zapcodes have to be scanned via their smartphones using the Zappar
app.

How to download Zappar app on your smartphone
Zappar is a mobile app that allows you to view AR content by simply scanning the Zapcode with your
smartphone. To do that, you have to follow the steps below:


Go to the Play Store ( ) or App Store (
), search for Zappar and select download.
Alternatively, you can scan the appropriate QR code below.



Then the following icon will appear on the screen of your smartphone.



Open your Zappar app, hover your phone over the Zapcode and scan it from
your home screen until you hear a beep. Make sure that the camera of your
smartphone points at the Zapcode.



Now you can view the content.



If you want to scan another Zapcode press the eye image on the right top
of your mobile screen.
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EXAMPLE

To try the Zappar app, scan the Zapcode below to meet the DESK partners.

Having done it correctly, here is how your mobile’s screen will be looked:
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Useful information to access the DESK course
How to translate a WebPage using Chrome
In some cases when you scan a Zapcode you come across a webpage in English language. Chrome will help
you translate the specific page3.



At the bottom, select the language you want to translate to.
Chome will translate the webpage in this language.

If you don’t find Translate at the bottom of a page, then:



On your iPhone or iPad, open the Chrome app
On the bottom right, tap More More …> Translate.

How to change the subtitles on a YouTube video
All videos included in the DESK course include subtitles available in the DESK partners’ languages. On these
videos either the owner has added them or YouTube automatically adds them.4
To choose a different caption language:




At the bottom right, click Settings.
Click Subtitles/CC.
Select a language.

If the language isn't listed when you click Subtitles/CC:



3
4

Click Auto‐translate.
Select a language.

https://support.google.com/chrome/answer/173424?co=GENIE.Platform%3DiOS&hl=en&oco=0
https://support.google.com/youtube/answer/100078?co=GENIE.Platform%3DDesktop&hl=en
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Transferring AR practice to other fields of education
DESK project focuses on using AR to improve trainees’ digital skills. However, AR can equally serve
other fields of education and create new educational experiences. In addition, as arisen from the
research stage, AR can be applied in all levels of education including primary, secondary, tertiary and
also Adult/VET. Therefore, the experience gained from the DESK project can be transferred to other
subjects and fields of education.

Introducing AR into a training session / classroom
Augmented Reality can serve a range of educational concepts and enhance both learners’
engagement and effectiveness. However, the following aspects need to be considered when
introducing AR into a training session / classroom.

Designing and developing AR experiences
Instructional design consists of integrating learning activities and learning technologies that serve the
targeted learning outcomes and the peculiarities of the learners. Therefore, designing and developing
AR experiences to be part of training sessions or lessons need to be in line with the objectives of
them. That means that the information that will be displayed in the AR experience should tie with
the objectives of the session/lesson. Therefore, before the creation of the AR experience all
necessary materials need to be prepared including:
‐
‐
‐
‐

A scenario
A tacker image
Text
Images

Preparation
To avoid any technical difficulties that prevent the successful integration of AR content in sessions /
lessons the following steps need to be taken into consideration:



Ensure that the chosen AR app has been downloaded on learners’ smartphones
Ensure that all needed tracker images are available.

During the session
When teaching in the context with a learning group it is a good strategy to allow all learners to
experience the content being displayed through their devices. This will increase both the learning
effect through interaction and the acceptance of the AR technology.
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Assessment
Once the learning group has experienced a session where AR content has been integrated, it is
important for the trainer to assess the learning outcomes. Some specific features to be assessed are
outlined below:






Did the implementation of AR technology in the training session demonstrate satisfactory
learning outcomes?
Does the AR content help learners comprehend and immerse into the negotiable area?
Does the implementation of a session where AR content is integrated help learners learn
“how to learn”?
Does the use of AR technology promote active participation of the trainees?
Does the use of AR technology create motives for higher expectations and reinforce trainees’
interest?

22

An Adult Digital Education Skills Kit to Foster Employability
Project No: 2018‐1‐EL01‐KA204‐047819

DESK PARTNERS

Project’s code: 2018‐1‐EL01‐KA204‐047819

23and the
This project has been funded with support from the European Commission. This publication reflects the views only of the author,
Commission cannot be held responsible for any use which may be made of the information contained therein.

