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O. Introduction.

STEAMigPOWER is an Erasmus+ co-funded project that aims to address the
underutilization of human po’renﬂo| and talent. The project's phi|osophy is based on mutual
undersmnding, bui|o|ing bridges between countries receiving migrants and refugees and the
communities of peop|e who, vo|un’rori|y or invo|un’rori|y in the case of refugees, migrate from

their countries of origin to others—in this case, to countries of the European Union.

The rithr to freedom of movement, the righf fo osy|um , and access to education are all

1

human rights established in the Universal Declaration of Human Rights ', specifically in

Articles 13, 14, and 26. Specifically, Article 26.2 states that:

"Education shall be directed to the full development of the human personality and
to the s‘rrengfhening of respect for human righ’rs and fundamental freedoms. It shall
promote undersfonding, tolerance and friendship among all nations, racial or ethnic
groups, and religious groups, and shall further the activities of the United Nations

for the maintenance of peace’”

For their part, the Sustainable Development Goals (SDGs) 2have also identified education
as a crucial element in ochieving more equi+0b|e, just, and resilient societies, specifico”y
through SDG 4: "Ensure inclusive and equitable quality education and promote lifelong
learning opportunities for all.” SDG 4, quality education, is based on the fact that education
he||os break the cyc|e of poverty by reducmg economic and social inequohﬂes, inc|uo|ing
gender inequo|ify, and also fosters underercmding among peop|e, con+ribuﬁng to the bui|ding

of more just and peoceFu| societies.

Within the framework of the European Union, the potential of education is also understood
as a "drive for job creation, social justice and active cifizenship, as well as a means of

experiencing European identity in all its diversity"s

It is within this international framework, and porﬂcu|or|y within the European framework,
that the STEAMigPOWER project is being developed . It aims to attract migrants, refugees,

and osy|um seekers to higher education so that Jrhey can obtain the fraining fhey need to

Wniversal Declaration of Human Righ’rs hﬁps://www.un.orq/es/obou’r—us/universo|—dec|orofion—of—
humon—righfs

2Sustainable Deve|opmen’r Goals h’rfps://www.un.orq/susfoinob|eo|eve|opmenf

*European Education Area 2025 https://eur-lex.europa.eu/ES/legal-content/summary/a-european-
education-area-by-2025 html?utm _source=chatgpt.com



https://www.un.org/es/about-us/universal-declaration-of-human-rights
https://www.un.org/es/about-us/universal-declaration-of-human-rights
https://www.un.org/sustainabledevelopment
https://eur-lex.europa.eu/ES/legal-content/summary/a-european-education-area-by-2025.html?utm_source=chatgpt.com
https://eur-lex.europa.eu/ES/legal-content/summary/a-european-education-area-by-2025.html?utm_source=chatgpt.com
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prosperity and wealth for both themselves and their host communities.

With this objective, the STEAMigPOWER project has created a training program divided

info two phoses:

L |n+roduc+ory blended |eorning infensive course consisting of a social inclusion course

and a s’rory+e||ing course
e STEAMigPOWER intensive program consisting of 5 courses:

o The 5 R's (Rethink, Refuse, Reduce, Reuse and Recycle), which addresses the
princip|es of the circular economy and sus’roinobih’ry, focusing on the

responsib|e management of the waste we generate doi|y .

o Climate Chonge: which exp|ores, from a critical and community action point

of view, the basic elements linked to climate chonge and odopfoﬂon fo it.

o Eco-Sustainable Construction: which proposes -in a procﬁco| way- to evaluate
the susfoinobih‘ry of the construction sector and the design of sustainable

structures .

o Sustainable and Renewable Energy: It focuses on the efficient use of energy,

renewable energy sources and how to reduce the carbon {ooﬂorint

o Sustainable Development: which addresses the 2030 Agenda and the
Sustainable Development Goals (SDGs) .

These courses were designed for in-person de|ivery. They were fested in person and evaluated
to identify areas for improvement (WP3 Report A5). Following this process, best practices
for online courses in similar subjects/content were identified (WP3 Report A8). The guidance
document A9 was also a key element in laying the groundwork for this report AlO. Both
reports A8 and A9 informed the content of this documenf, which aims to document the
process, challenges, and strategies implemented to transition the STEAM Intensive Program

Modules from in-person to online courses.

STEAMigPOWER project is coordinated by the University of Minho (Portugal) and includes
the participation of the University degli Studi di Perugia (Italy), the Fundacié Solidaritat
Universitat Barcelona (Spain), the Aristotelio Panepistimio Thessaloniki (Greece), the Middle
East Technical University (Turkey) and SEAL Cyprus (Cyprus).

For more information about the STEAMigPOWER project, please see:
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Website: https://steamigpower.eu/

Social networks:

e Facebook: http://www.facebook.com/steamigpower/

e X https//twitter.com/steamigpower

e Linkedln: https//www.linkedin.com/company/steamigpower

e Instagram: http://www.instagram.com/steamigpower/



https://steamigpower.eu/
http://www.facebook.com/steamigpower/
https://twitter.com/steamigpower
https://www.linkedin.com/company/steamigpower
http://www.instagram.com/steamigpower/
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1. Executive Summary

This report documents the process, cho”enges, and strategies imp|emen+ed to transition the
STEAM Intensive Program Modules from a face-to-face format to online courses. Building
on activities A8 and A9, the work produces a set of design strategies and proc‘rico| resources
that enable consistent, accessible, and engaging online delivery across all modules. The
results include a reusable course template (Appendix A), a mapping of face-to-face activities
to online equivo|enfs, and a quo|ify checklist to ensure o|ignmenf with |ec|rning outcomes and

the integrity of the assessment.

The goo| has been achieved: a structured opprooch and toolkit are now available to support
partners in producing reody—*o—dehver online modules with consistent pedogogy, student

support, and p|ofform—compoﬂb|e activifies.

2. Background and scope

The Intensive STEAM Program offers short, procﬁce—orienfed |eorning modules 0|igned with

STEAM opprooches and aimed at empowering migrants, refugees, and osy|um seekers.

The Intensive STEAM Program has been successfully implemented by the project partners .
This imp|emen+0fion was carried out in a face-to-face format, incorporating participatory
activities centered on the participants, hereinafter referred to as learners . These activities

were designed to be inclusive, so that fhey could be carried out and followed by all learners

The transition of these modules to an online environment required an instructional design
opprooch that preserves experienﬁo| |eorning, while ensuring the inclusion of all learners , as

well as occessibihfy and digi’ro| feosibihfy.

Scope of the report:

o Adopfoﬁon of the content and structure of the modules for online de|ivery.
e Selection of appropriate digi+o| tools and |eorning activities
. Deﬁning strategies to support participation, inclusion, and infegrity in evaluation.

[ |denfifying common cho”enges and mitigation measures.
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3. Inputs and evidence base

The adaptation is based on the work done in creating and subsequently adapting the initial
or introductory courses online, specifically Storytelling and Social Inclusion. During the
odop’rofion of these courses, critical elements and areas for improvement were identified and
opp|ied to the creation and deve|opmen+ of the odopfo’rion process for the intensive courses.
Some of the key elements were included in the report A9 Guidelines on online STEAM

Intensive Program Modules.

The odop‘roﬂon was carried out using existing module materials and a shared presentation

template (Appendix A) for module development, which includes:

e course information sheet

® overview (Timing, activities, sfrucfure)
e learning outcomes

e module summary/key concepts

® cxercises

e Tips or recommendations for students

L4 ond resources.

The ’remp|o+e also provides visual and bronding guide|ines to ensure a consistent |eorning

experience across modu|es Ol’ld pOI’TﬂQI’S.

The critical elements that have been addressed from a design perspective within the

framework of the conversion to the online format have been the Fo||owing:

e |earning outcomes remain unchonged or odop’red to the online environment and

sehc-poced fraining.

e  Online activities should contribute to achieving learning outcomes eﬁ(ecﬂvdy and
‘roking intfo account that they should be conditioned to a se|f—monogeo| environment
in which answers are offered ou‘romoﬂco”y or with the use of rubrics (self-

assessment).

e Online learning must be inclusive. This refers to the use of accessible formats and the
intfroduction of learning resources and approaches that recognize the existence of

different |eorning styles among learners.
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e The activities must be able to be comp|efed osynchronous|y.

e The assessments must be feasible within the VLP project's Moodle Platform.

4, Mefhodo|ogy for the transition from face-to-face to online

The odopfoﬂon followed a structured workflow, designed to be repeorob|e across different

modu|es ond porJrners.

4] Step-by-step process

The first step in the odopfo‘rion process was o conduct an ono|ysis of each in-person module:
objecfives, duration, de|ivery method, materials, group dynomics, and assessment evidence.

Each partner carried out this work independently.

Second|y, using the provided femp|ofe and within the framework of the online fraining, the
partners proceeded to define and translate the offline content into the online course
architecture. This involved creating sections, idenfifying the pace of work, and esfob|ishing a

minimum set of activities to be carried out to achieve the identified |eorning oufcomes.

The third step was the selection of online activities that would replace face-to-face activities
and the specificoﬁon of online resources (specific progroms) and strategies necessary for

carrying out this odopfoﬂon.

The fourth step was rewriting the content for on-screen reoding. For this, the provided

Jremp|oJre was used and filled with content.

The fifth step focused on accessibility and inclusion checks, which were carried out in face-

to-face meetings, online and autonomous work.

Fino||y, an internal test was carried out to check the feosibih’ry of the course, review links

(where necessary) and evaluate the suitability of the content.

4.9 Products generated

As the main element of this phose, a reusable module Jremp|oJre was genero’red to standardize

the deve|opmen‘r and documentation of online courses.

A set of strategies for ’rronsforming activities and examples for typical face-to-face formats
and an inventory of resources for content creation, interaction, evaluation and occessibih‘ry

were transmitted to the partners H’rrough an ad hoc virtual fraining session.
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On the other hand, a mapping of face-to-face activities was carried out to convert them into

the framework of an online |eorning design.

The Fo”owing table summarizes the main transformations opp|ied when converting the offline

courses of the STEAMipPOWER Intensive Program to an online format. The goal is to

preserve the pedogogico| objectives of the offline courses with the necessary odopfofions for

the online context, prioritizing occessibih’ry and inclusion.

In-person component

Online equivo|en‘r

Implementation Notes

Brief

exp|onoﬂon

presentation /

Micro-lesson video (5-8 min) +

reading summary + knowledge

check

Video

down|ooo|ob|e

subtitles,
PDF,

know|eo|ge verification quiz

feedback.

Class debate

Guided response rubric

PDF,
feedback on the know|edge

Downloadable

verification questionnaire.

Group work / project
sprint

Guided response rubric

Downloadable PDF,
feedback on the know|edge
verification quiz

questionnaire .

Practical experiment Simulation + photo/video | Specifying safety guidelines,
evidence low-cost materials, and
alternatives.

Case study Interactive scenario + branching | Sample answers, feedback

questions prompfs.

In-person presentation Recorded presentation + slides Guidelines on
duration/format and
privacy opftions.

Paper exercises Self-corrected Sample answers, feedback

questionnaires/tasks

prompts.
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The transition from intensive, experien’rio| modules to online |eorning presents predicfob|e

cho”enges. The 1Eo||owing subsections document the main problems and the measures taken.

5.1 Participation and motivation in asynchronous contexts

In this area, the main cho”enge identified is related to the risk of dropping out, since social
interaction is minimal and there is no structure and Fo||ow—up (moniforing) that can he|p

encourage the learner to continue |eorning.

To achieve this, a strategy was deve|opec| based on the imp|emen+oﬂon of short |eorning
units, and on establishing from the beginning, in the course information section on the

content, the fiming and structure of the online fraining.

5.2 Practical/experiential learning without a laboratory or physical classroom

During the offline fraining, and in some of the courses, experiments were carried out in

laboratories or access was given to specific equipment or spaces.

In the online course, access to laboratories is not feasible. Therefore, a strategy has been
imp|emen+eo| based on simulations and case studies with demonstration videos or activity

sheets, which allow for the achievement of the learning objective.

5.3 Accessibility, language and inclusion

The situation regording learners ' access to devices (PCs or |ctp’rops) or even infernet access
(connectivity) varies. Considering the more restrictive situations, strategies have been
developed that allow the course to be downloaded in PDF or PPT format , and their use on

mobile phones has been tested.

Regarding accessibility from a linguistic perspective, all materials have been translated and
subtitled in the |onguoges of the partner counftries, and the videos benefit from simultaneous
intferpretation systems, foci|i‘roﬁring access to the course content. The introduction of

multimodal resources (‘rexf, video, efc. ) also promotes occessibihfy and inclusion.

On the other hand, the c|ori+y and visual organization of the courses has been specifico”y

vct|ued, thus enhoncing the 0ccessibi|i+y of the content.

5.4 Consistent evaluation and quo|ify of feedback

One of the cho”enges of offline odop‘roﬂon has been to ensure that assessments were

consistent with |eorning objectives and o|igneo| with the content and target audience of the
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assessment questions, rubrics, or randomized questionnaires.

6. Strategy and resource kit

During the ad hoc online fraining for the imp|emen‘rorion of the odop‘ro‘rion of offline content
to online, the procrico| strategies and resources needed to support partners in the producrion

of high—quohry online courses were addressed and discussed.

6.1 Course structure and |eorning design

Online courses are standardized. They all begin with a "Course Fact Sheet " that outlines the
objectives, target audience, and introduces keywords. An " Overview " section is also included,
providing a clear and concise overview of the course, specifico”y its schedule, activities, and

module structure. This information is further supplemented by the Learning Outcomes.

The recommendations regording the incorporation of content have o|woys been to prioritize

c|oriry in the message and to synfhesize the information, moking short sections.

The course ’remp|o’re uses consistent nomenclature and navigation: Module 1, Module 2, etc,,

with predic‘rob|e elements (overview, key concepts, tasks).

In any case, the estimated time per task is included, as well as a completion checklist for

each modu|e, which may have different aspects: self-assessment questionnaire, rubric, etfc.

6.2 Content formats adapted to online learning

As mentioned, priority has been given to moking the information concrete with concise texts,
headings to distinguish sections or areas of knowledge, and making the instructions concrete

in the case of the activities to be carried out.

6.3 Assessment and types of exercises compatible with Moodle

The Moodle p|ohcorm offers mu|rip|e guestion types that can support formative and

summative assessment. Recommended options included:

e  Multiple choice, True/False, Matching, Short answer, Numerical.
e Cloze (fill in the gaps), Drag and drop (text/image), Sort.
e FEssay (with rubric-based grctdirig) for reflective or cmcr|yfico| tasks.
All these options have been imp|emen’reo| in the self-assessment questionnaires. Furthermore,

the simulations now include automatic feedback for |<now|edge checks, as well as rubrics

where necessary, SUCh as i[OI’ open-ended TOSkSi
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6.4 Student support resources

Given the lack of support resources for learners, such as forums or peer review, tips have
been incorporo‘red to facilitate their opprooch to the content and their studies. These tips

are infegrofed Jrhroughou‘r the course content
7. Critical elements of training quo|i+y

The i(o||owing have been identified as elements of quality in fraining:

- Learning outcomes are visible and each outcome is assessed at least once.

- The course overview includes timing, activities, and module structure.

- All videos have subtitles or franscripfts; all images include descrip‘rive text where
necessary.

- The activities include clear instructions, deliverables, and evaluation criteria.

- Assessments are feasible online

- The resources are proper|y licensed/attributed; the links are verified.

- The navigation is consistent.
8. Conclusions

The process described in this report, iogefher with the instructions provided in report A9,
offers a replicable path for converting the originally face-to-face STEAM Intensive Program
Modules into online courses. By opp|ying a structured design and an inclusive design
opprooch, partners have been able to preserve the experienfio| nature of the modules.
Furthermore, odop‘ring the content to an online format has improved Clccessibihfy for
vulnerable groups to specii(ic content, {ocihioiing knowledge acquisition through the

incorporation of an inclusive perspective.
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Always check the Accessibility Level with the \172
Accessibility Checker tool of PowerPoint

GUIDELINES A

Keep it simple and clean. Avoid cluttered slides
or busy video frames.

Visual Elements
Consistent lcons and Graphics: Use a unified

icon set throughout.
Fonts

Fonts: Sans Serif High-Quality Images: Use only royalty-free or

properly licensed images (avoid pixelated

Nglmalerkmg visuals).
dimvf

Branding
Font Size

Project Logo: Always place the project's logo in

Titles: 50 - 70pt
Subtitles: 28-32 pt
Body text: 17-24 pt

the same corner (top left or bottom right

recommended).

Add/delete slides as you need.

Color Scheme Change existing graphics/visual elements
Primary Slide Colour (background): #f6f2ef according to the Course topic.
Secondary Colours: light green: #8ac9b8, Green:

#490074a, Yellow-Orange: #ffo83%ngq:
#fa6742


https://support.microsoft.com/en-us/office/improve-accessibility-with-the-accessibility-checker-a16f6de0-2f39-4a2b-8bd8-5ad801426c7f

‘ Course snapshot

Aim of the course:

xvasdvLorem ipsum dolor sit amet, consectetur adipiscing elit. Sed do eiusmod
tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim veniam,
quis nostrud exercitation

Who is this course for

xvasdvLorem ipsum dolor sit amet, consectetur adipiscing elit. Sed do eiusmod
tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim veniam,
quis nostrud exercitation

Key words:

xvasdvLorem ipsum dolor sit amet, consectetur adipiscing elit. Sed do eiusmod

tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim veniam,
quis nostrud exercitation




‘ Course overview

Timing

Lorem ipsum dolor sit amet, consectetur adipiscing elit.
Sed do eiusmod tempor incididunt ut labore et dolore
magna aliqua. Ut enim ad minim veniam, quis nostrud
exercitation ullamco laboris nisi ut aliquip ex ea est
laborum.

Activities

pariatur. Excepteur sint occaecat cupidatat non
proident, sunt in culpa qui officia deserunt mollit anim
id est laborum.. Ut enim ad minim veniam, quis nostrud
exercitation ullamco laboris nisi ut aliquip ex ea est
laborum.

Structure of the course

- Module 1. Title.

Summary

- Module 2. Title

Summary

- Module 3. Title

Summary

- Module 4. Title

Summary

STEAMigPOWER



‘ Course overview

Timing

Lorem ipsum dolor sit amet, consectetur adipiscing elit.
Sed do eiusmod tempor incididunt ut labore et dolore
magna aliqua. Ut enim ad minim veniam, quis nostrud
exercitation ullamco laboris nisi ut aliquip ex ea est
laborum.

Activities

pariatur. Excepteur sint occaecat cupidatat non
proident, sunt in culpa qui officia deserunt mollit anim
id est laborum.. Ut enim ad minim veniam, quis nostrud
exercitation ullamco laboris nisi ut aliquip ex ea est
laborum.

Structure of the course

- Module 1. Title.

Summary

- Module 2. Title

Summary

- Module 3. Title

Summary

- Module 4. Title

Summary
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Learning Outcomes

STEAMigPOWER

Module 1. Title

* Learning outcome 1
* Learning outcome 2.

Module 2. Title

* Learning outcome 1
* Learning outcome 2.

Module 3. Title

* Learning outcome 1
* Learning outcome 2.

Module 4. Title

* Learning outcome 1
* Learning outcome 2.




Module
Title

Overview

Lorem ipsum dolor sit amet, consectetur adipiscing elit.
Sed do eiusmod tempor incididunt ut labore et dolore
magna a|iquc1. Ut enim ad minim veniam, quis nostrud
exercitation ullamco laboris nisi ut aliquip ex ea
commodo consequat. Duis aute irure dolor in
reprehenderit in voluptate velit esse cillum dolore eu
fugiat nulla pariatur. Excepteur sint occaecat
cupidatat non proident, sunt in culpa qui officia
deserunt mollit anim id est laborum.

STEAMigPOWER



. Key concepts By

Lorem ipsum dolor sit
amet, consectetur
adipiscing elit. Sed do
eiusmod tempor
incididunt ut labore et
dolore magna adaliqua.
Ut enim ad minim
veniam, quis nostrud
exercitation ullamco
laboris nisi ut aliquip
ex ea commodo
consequat.

Lorem ipsum dolor sit
amet, consectetur
adipiscing elit. Sed do

eiusmod tempor
incididunt ut labore et
dolore magna adliqua.
Ut enim ad minim
veniam, quis nostrud
exercitation ullamco
laboris nisi ut aliquip
ex ea commodo
consequat.

Lorem ipsum dolor sit
amet, consectetur
adipiscing elit. Sed do
eiusmod tempor
incididunt ut labore et
dolore magna adaliqua.
Ut enim ad minim
veniam, quis nostrud
exercitation ullamco
laboris nisi ut aliquip
ex ea commodo
consequat.

Lorem ipsum dolor sit
amet, consectetur
adipiscing elit. Sed do
eiusmod tempor
incididunt ut labore et
dolore magna adaliqua.
Ut enim ad minim
veniam, quis nostrud
exercitation ullamco
laboris nisi ut aliquip
ex ea commodo
consequat.




ADD TITLE

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Sed do eiusmod
tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim
veniam, quis nostrud exercitation ullamco laboris nisi ut aliquip ex ea
commodo consequat. Duis aute irure dolor in reprehenderit in voluptate
velit esse cillum dolore eu fugiat nulla pariatur. Excepteur sint occaecat
cupidatat non proident, sunt in culpa qui officia deserunt mollit anim id est
laborum.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Sed do eiusmod
tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim
veniam, quis nostrud exercitation ullamco laboris nisi ut aliquip ex ea
commodo consequat. Duis aute irure dolor in reprehenderit in voluptate
velit esse cillum dolore eu fugiat nulla pariatur. Excepteur sint occaecat
cupidatat non proident, sunt in culpa qui officia deserunt mollit anim id est
laborum.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Sed do eiusmod
tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim
veniam, quis nostrud exercitation ullamco laboris nisi ut aliquip ex ea
commodo consequat.
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Lorem ipsum dolor sit amet, consectetur adipiscing elit. Sed do
eiusmod tempor incididunt ut labore et dolore magna aliqua. Ut enim
ad minim veniam, quis nostrud exercitation ullamco laboris nisi ut
aliquip ex ea commodo consequat. Duis aute irure dolor in
reprehenderit in voluptate velit esse cillum dolore eu fugiat nulla
pariatur. Excepteur sint occaecat cupidatat non proident, sunt in culpa
qui officia deserunt mollit anim id est laborum.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Sed do
eiusmod tempor incididunt ut labore et dolore magna aliqua. Ut enim
ad minim veniam, quis nostrud exercitation ullamco laboris nisi ut
aliquip ex ea commodo consequat. Duis aute irure dolor in
reprehenderit in voluptate velit esse cillum dolore eu fugiat nulla
pariatur. Excepteur sint occaecat cupidatat non proident, sunt in culpa
qui officia deserunt mollit anim id est laborum.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Sed do
eiusmod tempor incididunt ut labore et dolore magna aliqua. Ut enim
ad minim veniam, quis nostrud exercitation ullamco laboris nisi ut
aliquip ex ea commodo consequat.
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Lorem ipsum dolor sit amet, consectetur adipiscing elit. Sed do eiusmod
tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim
veniam, quis nostrud exercitation ullamco laboris nisi ut aliquip ex ea
commodo consequat. Duis aute irure dolor in reprehenderit in voluptate
velit esse cillum dolore eu fugiat nulla pariatur. Excepteur sint occaecat
cupidatat non proident, sunt in culpa qui officia deserunt mollit anim id
est laborum.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Sed do eiusmod
tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim
veniam, quis nostrud exercitation ullamco laboris nisi ut aliquip ex ea
commodo consequat. Duis aute irure dolor in reprehenderit in voluptate
velit esse cillum dolore eu fugiat nulla pariatur. Excepteur sint occaecat
cupidatat non proident, sunt in culpa qui officia deserunt mollit anim id
est laborum.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Sed do eiusmod
tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim
veniam, quis nostrud exercitation ullamco laboris nisi ut aliquip ex ea
commodo consequat. Duis aute irure dolor in reprehenderit in voluptate
velit esse cillum dolore eu fugiat nulla pariatur. Excepteur sint occaecat
cupidatat non proident, sunt in culpa qui officia deserunt mollit anim id
est laborum.
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Lorem ipsum dolor sit amet, consectetur adipiscing elit. Sed do
eiusmod tempor incididunt ut labore et dolore magna aliqua. Ut
enim ad minim veniam, quis nostrud exercitation u |qmcoq|a|ooris
nisi ut aliquip ex ea commodo consequat. Duis aute irure dolor in
reprehenderit in voluptate velit esse cillum dolore eu fugiat nulla
pariatur. Excepteur sint occaecat cupidatat non proident, sunt in
culpa qui officia deserunt mollit anim id est laborum.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Sed do
eiusmod tempor incididunt ut labore et dolore magna aliqua. Ut
enim ad minim veniam, quis nostrud exercitation u |amcoq|aboris
nisi ut aliquip ex ea commodo consequat. Duis aute irure dolor in
reprehenderit in voluptate velit esse cillum dolore eu fugiat nulla
pariatur. Excepteur sint occaecat cupidatat non proident, sunt in
culpa qui officia deserunt mollit anim id est laborum.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Sed do
eiusmod tempor incididunt ut labore et dolore magna aliqua. Ut
enim ad minim veniam, quis nostrud exercitation u |amcoq|aboris
nisi ut aliquip ex ea commodo consequat. Duis aute irure dolor in
reprehenderit in voluptate velit esse cillum dolore eu fugiat nulla
pariatur. Excepteur sint occaecat cupidatat non proident, sunt in
culpa qui officia deserunt mollit anim id est laborum.




‘ Exercises

Moodle accepts exercises that cover the following categories
https://docs.moodle.org/405/en/Question types :

1.1 Calculateo

1.2 Calculated multi-choice

1.3 Calculated simple

1.4 Drag and drop into text

1.5 Drag and drop markers

1.6 Drag and drop onto image

1.7 Description

1.8 Essay

1.9 Matching

110 Embedded Answers (Cloze Test / Gap Fill)
1.11 Multiple choice

1.12 Ordering

113 Short Answer

114 Numerical

1.15 Random short-answer matching
1.16 Select missing words

117 True/False ‘
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Introduce some tips that can make easy the follow-up of the
module:

- Connect theory with personal experiences
- Plan how you want to study and follow this module. Be

consistent!

- Critical thinking.




Resources oy

Name of the resource and link Description of the resource

Resource 1
= Content

Resource 2  EerrET

Resource 3 = Content
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