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1. Introduction: Bridging the Digital Divide for the Elderly

In today’s digital era, technology plays an increasingly pivotal role in daily life, from managing
finances to staying connected with loved ones and accessing essential services. However, for
many older adults, the digital world can be intimidating and difficult to navigate. The Digital
Bridges: Connecting Generations through Technology project aims to address this challenge
by improving digital literacy among elderly individuals and fostering intergenerational
mentorship. The goal of the project is to empower seniors to not only overcome technological
barriers but also to participate more fully in society, combating social isolation and increasing
their overall quality of life.

This curriculum is designed as a direct response to the specific needs identified in a
comprehensive needs analysis and state of arts conducted across four countries: Germany,
Austria, Tiirkiye, and the Netherlands. The results of this survey highlight both shared
challenges and unique obstacles that elderly individuals face in their digital journey. By
tailoring the curriculum to these findings, the Digital Bridges project ensures that digital
training is both relevant and accessible for the senior population in these diverse national
contexts.

2. Bridging the Digital Gap: A Needs Assessment

2.1. Target Learners and Their Background
Background & Characteristics:

Elderly Individuals (Aged 60 and Over):

Originally the project proposal focused on digital skill access for individuals aged 65 and older,
in response to the needs, individuals aged 60 and above have also been included. In
consideration of the expressed needs and requests from individuals in this age group, they have
been incorporated into the target demographic. Aim for a broad participation base, such as 100-
200 elderly individuals. This allows for a diverse range of experiences and feedback to refine
the project's approach and materials.

Diversity: May include retirees with different genders, individuals with varying levels of
education, and different socio-economic and migration background additionally differently
abled.

Digital Skills: Ranges from beginners to those with basic digital literacy to with some prior
work experience using technology but need updates on modern digital tools.

Learning Needs:

e Overcoming digital exclusion and improving confidence in using technology.
e Accessing essential online services (e.g., banking, healthcare, government services).
e Enhancing communication with family and community via digital platforms.
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e Basics for learning digital media, such as Instagram, WhatsApp, Facebook, etc."
e Strengthening self-confidence in dealing with digital offerings and reducing the

knowledge gap
e FEngaging in lifelong learning and social activities through digital means.

Challenges:

e Possible reluctance or fear of technology.
e Physical or cognitive limitations that may require adaptive learning methods.
e Need for patience, clear instructions, and hands-on practice.

e Rural and urban
e language barriers
Preferred Learning Environment:

Supportive, non-judgmental, and interactive settings.

Peer learning opportunities with other elderly individuals.
One-on-one or small-group mentorship from young volunteers.
Creating meeting spaces for collaborative learning
Intergenerational learning spaces (young meets old)

2.2. Emotional and Psychological Barriers in Digital Training for Seniors

When designing digital training for seniors, it's essential to consider not only their technical
needs but also their emotional and psychological barriers. These barriers can often be just as
significant as the technical obstacles, preventing seniors from fully engaging with digital
tools. Some common emotional and attitudinal aspects include:

Fears & Anxiety:

e Fear of failure: Many seniors worry about making mistakes, breaking the device,
or losing important data.

e Security concerns: Anxiety about scams, fraud, and personal data protection is
common.

e Fear of being too slow: Some feel embarrassed about their learning pace compared
to younger generations.

e Apprehension about change: Technology evolves rapidly, making some feel
overwhelmed or resistant to adapting.

Shame & Self-Doubt:

e Feeling ""too old" to learn: Many seniors believe that technology is only for younger
generations.

e Comparisons with younger people: Some may feel inadequate when they see how
easily younger people use digital tools.
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e Past negative experiences: Previous failures with technology can lead to avoidance
and hesitation to try again.

e Lack of technical equipment, many people do not have modern devices
Lack of Confidence & Motivation:
e Imposter syndrome: Some seniors feel they don’t belong in the digital world.

e Low self-esteem: A history of non-digital work experience can make them doubt their
ability to learn.

e Lack of perceived usefulness: Some don’t see how digital skills can benefit their
daily lives.

Social & Emotional Barriers:

e Fear of isolation: Some worry that if they don’t learn, they will be left out of
conversations and social activities.

e Resistance to changing habits: Seniors who are used to traditional methods (e.g.,
paper-based communication) may struggle to embrace digital alternatives.

e Lack of a support system: If they don’t have patient family members or friends to
assist them, they might feel alone in the learning process.

2.2.1. How to Address These Emotional Barriers

To help seniors overcome these emotional and psychological challenges, it’s crucial to create
a supportive and understanding learning environment. Here are some strategies to consider:

e Create a supportive learning environment with patient trainers and peer
encouragement.

e Normalize mistakes as part of learning and encourage a trial-and-error approach.

o Highlight real-life benefits of digital tools (e.g., staying in touch with family,
managing health, hobbies).

e Use simple language and avoid technical jargon.
e Provide step-by-step guidance with plenty of hands-on practice.

¢ Encourage intergenerational learning: knowledge exchange between young
volunteers as digital skill trainers to seniors in a non-judgmental way.
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2.3. Insights from the Needs Analysis and Current Trends

To design the curriculum, a needs analysis was conducted in four countries: Germany, Austria,
the Netherlands, and Tirkiye. A multilingual survey, available in three languages, was
developed to assess the digital skill levels of individuals aged 60 and above, their motivation
for skill development, and their specific learning needs. The survey was administered both
online and in person, and the collected data was thoroughly analyzed to identify key areas for
curriculum development.

The findings of the needs analysis revealed several key trends and challenges faced by target
group of elderly individuals (Aged 65 and Over) across Germany, Austria, Tiirkiye, and the
Netherlands in their engagement with digital technology:

Germany:

Digital literacy is critical for social inclusion and autonomy among older adults in Germany.
While initiatives like DigitalPakt Alter and Digitale Nachbarschaft are making progress,
psychological barriers such as fear, low self-efficacy, and limited motivation continue to present
challenges. The gap in digital skills highlights the need for more tailored programs, personalized
training, and senior-friendly digital tools. Ensuring equitable access to digital skills will require
a multi-faceted approach, focusing on practical, real-world applications and emotional support
for older learners.

Moreover, the gap in proficiency with digital technologies is even more pronounced among
older individuals aged 60 and over with a migration background. Many of these seniors struggle
to navigate digitization due to a lack of resources, further compounded by language and cultural
barriers. Additionally, Germany faces a significant literacy challenge, with 6.2 million people
(12.1% of the working population) being functionally illiterate, unable to read or write
adequately. A further 10.06 million people (20.5% of adults) face difficulties with spelling even
common words. This issue is even more pronounced among refugees and migrants, especially
women. Therefore, the target group of seniors with a migration background needs special
attention and support. It is a major challenge for this project and its partner organizations to
ensure that this group is not overlooked and is provided with the necessary resources and
guidance to succeed in the digital realm.

Austria: Digital literacy is essential for social inclusion and autonomy among elderly
Austrians. While various training programs exist, emotional and psychological factors such as
fear of technology, lack of confidence, and limited motivation remain significant barriers. The
low percentage of elderly individuals with digital skills highlights an urgent need for more
tailored training programs that emphasize hands-on digital skill development in areas such as
online communication, cybersecurity, and e-health services. Addressing these barriers through
tailored education, psychological support, and intergenerational learning will be crucial in
ensuring equitable digital access for all. Older adults in this country demonstrated a strong
interest in improving their digital literacy, with a focus on practical skills like using social media
platforms, video communication tools (Zoom, Skype, WhatsApp), and online banking.
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However, many seniors expressed concerns about online security, such as fraud and privacy
issues, and felt overwhelmed by the fast pace of technological change. Additionally,
participants cited difficulty in understanding new technologies and the lack of age-appropriate
support as significant barriers.

Tiirkiye: In Tiirkiye, seniors face similar interests in social connectivity and digital banking
but report more significant physical barriers, such as difficulty reading small text on screens
and navigating small buttons on devices. The need for more inclusive, ergonomically designed
devices was frequently highlighted. While family support plays a crucial role, many seniors
expressed a desire for structured training programs and better access to digital resources. Digital
literacy is crucial for maintaining independence and social inclusion among the elderly in
Tirkiye. While there are several initiatives aimed at improving digital skills, barriers such as
technophobia, low confidence, and limited motivation persist. The low percentage of elderly
individuals with digital competencies highlights the urgent need for more tailored, hands-on
digital education that focuses on practical applications. Addressing these challenges through
personalized training, psychological support, and intergenerational collaboration will be vital
in ensuring that all seniors in Tiirkiye can participate in the digital age.

The Netherlands: The Netherlands stands out for its strong tradition of online learning and the
increasing use of intergenerational mentorship programs. Elderly individuals here are highly
motivated to improve their digital skills, particularly to engage in e-government services and
online social interactions. However, the rapid evolution of technology continues to pose a
challenge, and seniors expressed a need for continuous, structured learning programs to stay up
to date with digital tools and platforms. Digital literacy is essential for social inclusion,
independence, and autonomy among seniors in the Netherlands. While initiatives like
SeniorWeb and Digital Inclusion for Seniors are making progress, there remain significant
barriers such as technophobia, lack of trust, need for humane connection and accessibility
challenges (transportation) with digital skill training. Addressing these issues through
personalized training, psychological support, intergenerational learning, and senior-friendly
technology is crucial for ensuring equitable digital access for all older adults in the Netherlands.

3. How This Curriculum Fills the Gaps: An Integrated Approach to Digital Learning
for Older Adults

Based on the needs analysis in four countries and the cognitive and emotional challenges shared
by older adults in using existing digital learning platforms, the Digital Bridges project takes a
community-driven and socially inclusive approach. Instead of replicating traditional digital
literacy programs, it focuses on simplifying digital tools and integrating real-life applications,
humor, social connections, and intergenerational mentorship. This approach makes
learning not only more accessible but also more engaging and socially meaningful, helping
older adults build confidence and reduce isolation while developing essential digital skills.
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3.1. An Inclusive, Supportive, and Contact-First Learning Approach

Our integrated curriculum ensures that the Digital Bridges Learning Platform is inclusive,
accessible, and socially engaging. It supports older adults across diverse backgrounds,
including those who are homebound, gender-inclusive, or migrants, ensuring no one is left
behind in the digital age.

Rather than following a rigid academic structure, the program takes a flexible, real-life-focused
approach, helping seniors develop digital skills through practical applications such as
communicating with family, accessing essential services, and participating in online
communities. This not only boosts technical confidence but also strengthens their existing
social connections, ensuring they remain active participants in both the digital and physical
world.

3.2. Leveraging Life Experience of Seniors in Digital Learning

Older adults bring a wealth of knowledge, problem-solving skills, and resilience to digital
learning. Their experience with mass media, television, radio, and print provides a natural
foundation for understanding digital tools, while their strong social networks serve as a key
motivator for learning. By recognizing and integrating these strengths, our curriculum ensures
that digital education is meaningful and practical, helping seniors connect new skills to their
existing knowledge.

To ensure sustainability, seniors are encouraged to practice and share their skills within their
communities. This peer-supported learning approach reinforces their confidence and
adaptability, turning them into both learners and contributors to the digital space.

3.3. Structured Intergenerational Mentorship Model

Research shows that older adults learn best through social engagement and peer-supported
learning. Our structured intergenerational mentorship model pairs seniors with young
volunteers who provide personalized guidance and hands-on support, making digital
learning more approachable and reducing feelings of frustration and isolation.

To ensure the availability and effectiveness of mentors, the project will establish a volunteer
training framework that equips younger participants with the skills to teach with patience,
empathy, and respect. This not only benefits seniors but also offers young volunteers valuable
teaching, leadership, and social skills, fostering a sense of mutual respect and generational
exchange.
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To reinforce the impact of mentorship, dedicated intergenerational learning spaces will be
developed, including:

¢ Community hubs for group learning and social interaction

% Guided classroom sessions for structured skill-building

% Self-paced digital learning platforms for independent exploration with
mentor support

**[t is also important to note that our definition of International mentorship goes beyond
volunteer interactions. This model also aims to strengthen family connections by encouraging
cross-generational learning within households. By fostering meaningful relationships
between grandparents, parents, and younger family members, we ensure that digital
learning is not just a skill-building process but a way to create lasting social bonds.

3.4. Culturally Relevant and Inclusive Content

Recognizing the diverse backgrounds of older adults in Austria, Germany, the Netherlands, and
Tiirkiye, the Digital Bridges curriculum is designed with inclusivity at its core. Learning
materials are carefully translated and adapted to ensure they reflect local cultural
contexts and language preferences. We use simple, jargon-free language and culturally
relevant examples to ensure that seniors from diverse cultural backgrounds, including home
bound seniors, women, migrants, and individuals with disabilities, can fully participate in
the learning process.

By incorporating community engagement, humor-based learning, flexible pathways, and
culturally inclusive content, the Digital Bridges ensures that seniors can relate the learning
material to their everyday lives, which encourages active participation and fosters confidence
in navigating digital spaces.

4. Alignment with EQF and DigComp 2.2 Frameworks

The Digital Bridges project aims to enhance digital literacy for seniors living in Europe,
ensuring that they acquire the essential competencies needed to participate actively and
confidently in today's digital society. To achieve this, we align our curriculum with two
important European frameworks: the European Qualifications Framework (EQF) and the
DigComp 2.2 Framework for digital competence. These frameworks serve as a common basis
for defining and assessing the skills, knowledge, and competencies required for effective digital
participation. Below, we explain each framework and how they overlap or complement one
another, as well as the rationale for using them in our curriculum.

10
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4.1. What is the European Qualifications Framework (EQF)?

The European Qualifications Framework (EQF) is a system that enables the comparison of
qualifications across Europe. It consists of eight levels, ranging from Level 1 (basic skills) to
Level 8 (advanced expertise), providing individuals, employers, and educational institutions
with a clear way to assess the knowledge, skills, and competencies that individuals acquire at
various stages of education or training. Refer here to learn more about EQF EQF differentiates
between levels based on three key components:

< Knowledge: This refers to theoretical understanding and practical facts.

« SKkills: These are cognitive skills (e.g., logical thinking) and practical skills (e.g., using
tools and techniques).

+ Responsibility and Autonomy: The ability to apply knowledge and skills
independently, taking responsibility for tasks and decisions.

In the context of digital learning, skills refer to the ability to use knowledge to complete tasks
and solve problems, including both cognitive and practical skills. Competence, on the other
hand, involves the ability to apply these skills in real-life situations, demonstrating
responsibility and autonomy. While skills focus on “how to do something,” competence is
about the ability to apply those skills meaningfully and independently across diverse contexts.

4.2. What is the DigComp 2.2 Framework?

The DigComp 2.2 Framework defines the essential digital competencies needed for individuals
to fully engage in today’s digital society. Digital competence is recognized as one of the Key
Competences for Lifelong Learning, enabling individuals to use digital technologies
confidently, critically, and responsibly in learning, work, and social participation.

Digital competence, as defined by DigComp 2.2, is a combination of knowledge, skills, and
attitudes:

e Knowledge (awareness of, knowledge of concepts and facts)
e SKkills (the ability to do and perform specific tasks or carry out process)

e Attitudes (curious about, and the ability to assess risks and benefits)

The DigComp framework provides a structured approach to digital literacy, offering an agreed
vocabulary and framework that can be consistently applied across policy-making, education,
assessment, and instructional planning. For more information, refer to DigComp 2.2.

11
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The framework is structured into five key competence areas, each focusing on a different
aspect of digital literacy:

< Information and Data Literacy
> The ability to search, evaluate, and manage digital information effectively.

> Examples: Identifying fake news, recognizing scams, and responsibly handling
digital content.

< Communication and Collaboration

> Engaging with others through digital tools such as email, WhatsApp, and
Zoom.

> Participating in online communities and managing digital identity
safely, inclusively, and sensitively.

+ Digital Content Creation
> C(Creating, editing, and sharing digital content, including photos and videos.
> Understanding copyright laws, digital ethics, and intellectual property rights.
< Safety and Security (Transversal Competence)

> Protecting personal data, privacy, and mental well-being while using digital
technologies.

> Developing safe online habits and recognizing cybersecurity threats.
% Problem-Solving (Transversal Competence)
> Troubleshooting technical issues and adapting to new digital tools.

> Examples: Using technology for online banking, health monitoring, and e-
commerce.

12
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4.3. Why We Use EQF and DigComp 2.2 in Our Curriculum

To ensure effective learning, the Digital Bridges curriculum follows SMART goal setting,
making learning Specific, Measurable, Achievable, Relevant, and Time-bound. By aligning
with EQF and DigComp 2.2, we define clear learning outcomes, ensuring that seniors progress
through structured digital literacy training. EQF levels help assess knowledge, skills, and
autonomy, while DigComp 2.2 provides a competence-based approach to track digital skills
development. This alignment enables us to measure learners' progress systematically, ensuring
that training remains adaptable and relevant to their needs.

Standardization and Assessment play a crucial role in evaluating the impact of digital training
for seniors. By using EU-recognized frameworks, we ensure that digital skills are
transparent, comparable, and transferable across different learning environments. EQF
provides a structured qualification framework, allowing us to assess skill levels and adjust
the curriculum accordingly. This approach not only enhances digital inclusion but also
promotes lifelong learning and active participation, empowering seniors to confidently use
digital tools in their daily lives.

Through this structured approach, the Digital Bridges curriculum aims to:

e Empower seniors to become more independent and confident in using digital
technologies.

e Foster social inclusion by equipping seniors with the skills needed to engage with
communities, healthcare systems, and family members.

e Provide a standardized, transparent framework for assessing digital skills, making
it easier to track progress and ensure alignment with EU standards.

4.4. Key Competencies Required for Elderly Learners Based on EQF and DigiComp2.2

The following table outlines key digital competencies essential for elderly learners, based on
the DigComp 2.2 Framework and insights gathered from our needs analysis conducted in
Germany, Austria, Tiirkiye, and the Netherlands. DigComp 2.2 serves as a foundational
reference for digital skills, covering areas such as information literacy, online communication,
and cybersecurity.

Our needs analysis revealed that elderly individuals across these countries face common
challenges, including lack of confidence, fear of technology, and limited access to age-friendly
digital tools. While many seniors are highly motivated to learn, they require hands-on,
personalized training tailored to real-life needs such as online banking, healthcare access, and

13
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secure communication with family. Additionally, psychological barriers such as fear of scams,
frustration with rapid technological changes, and social isolation need to be addressed through
patient, supportive, and interactive learning environments.

The competencies listed below aim to bridge the digital gap by fostering practical skills,
increasing self-confidence, and encouraging lifelong learning in a safe and inclusive way.

Key Digital Description Example Task Smart Learning
Competencies for Outcomes

Elderly Learners

Basic Device Handling Operating Turning on/off a Seniors will confidently

EQF Level 2-3

smartphones, tablets,
and computers

tablet, adjusting font
size for readability

operate smartphones and
tablets, adjusting basic
settings like font size for
readability and turning
devices on/off within 3
months.

Safe Internet Navigation

EQF Level 3-4

Browsing securely,
identifying reliable
websites

Searching for
healthcare information
on a trusted site

Seniors will use search
engines to find healthcare
information, recognize
phishing scams, and access
secure websites at least
twice a week within 3
months

Communication Skills

EQF Level 3-4

Sending emails,
messaging, and
making video calls

Sending a WhatsApp
message or joining a
Zoom call

Seniors will send emails
and join video calls using
apps like WhatsApp or
Zoom at least 3 times a
week to stay connected
with family and friends.

Protecting Your Online
Accounts & Privacy

EQF Level 4-5

Creating passwords,
adjusting security
settings

Setting up a strong
password for an email
account

Seniors will create strong
passwords and configure
security settings on their
email and social media
accounts with confidence
within 2 months.

Online Shopping &
Transactions

EQF Level 3-4

Using e-commerce
safely, making secure
payments

Ordering groceries
online and paying via
PayPal

Seniors will order groceries
online, use secure payment
methods like PayPal, and
make at least one online
purchase within 3 months.

E-Government & Online
Services

EQF Level 4-5

Accessing healthcare,
pension, and
government platforms

Booking a doctor’s
appointment online,
checking pension
status

Seniors will use online
government services (e.g.,
book doctor appointments,
check pension status)
independently within 4
months

14
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Key Digital Description Example Task Smart Learning
Competencies for Outcomes
Elderly Learners
Entertainment & Well- Accessing digital Watching a Seniors will watch a
being media, health apps, documentary on YouTube documentary, use

EQF Level 2-3

and online learning

YouTube or using a
step-counter app

a step-counter app, or
explore online educational
platforms at least once a
week to improve well-
being.

Digital Well-being &
Mental Health

Managing online time,
reducing digital
anxiety and

Setting screen time
limits, recognizing
online scams

Seniors will set screen time
limits on their devices and
practice techniques to

technophobia reduce online stress or
EQF Level 2-3 anxiety at least once a week
within 2 months
Intergenerational Engaging in peer Participating in a By the end of the program,

Learning & Collaboration

EQF Level 3-4

learning and
mentorship with young
trainers

digital café where
young people teach
seniors

50% of participants will
engage in digital learning
with younger family
members or volunteers,
fostering community
support.

Accessibility &
Ergonomic Digital Use

EQF Level 3-4

Adapting devices for
physical and cognitive
limitations

Enlarging text, using
screen readers,
enabling voice
commands

Seniors will adjust device
settings such as text size,
use screen readers or voice
commands to ensure ease
of use and accessibility
within 3 months.

Troubleshooting &
Lifelong Learning

EQF Level 4-5

Solving basic tech
issues, adapting to new
tools

Restarting a device,
updating an app, using
help forums

Seniors will troubleshoot
basic tech issues (e.g.,
restarting a device, using
online help forums) with
minimal assistance,
developing confidence to
resolve issues
independently.

Table 1: Key Digital Competencies for Elderly Learners: Descriptions, Tasks, and SMART

Outcomes

15
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5. Learning Outcomes (according to EQF Level 2-5)

By linking competencies to EQF levels, this framework helps assess and develop digital
literacy, security awareness, and online engagement. Each competency includes clear learning
objectives that support personal development, independent problem-solving, and lifelong
learning in the digital world.

Basic Device Handling (EQF Level 2-3)
e Identify and operate basic functions of smartphones, tablets, and computers.
e Adjust device settings to enhance usability, such as font size and brightness.
e Follow step-by-step instructions to navigate a digital interface.
Safe Internet Navigation (EQF Level 3-4)
e Recognize and access secure websites for reliable information retrieval.
e Identify online threats such as phishing and unsafe downloads.
e Apply best practices for browsing securely and verifying online sources.
Communication Skills (EQF Level 3-4)
¢ Send and receive messages using various digital communication tools.
e Use video conferencing applications to engage in online discussions.
e Apply netiquette and privacy awareness when communicating digitally.
Managing Digital Accounts & Privacy (EQF Level 4-5)
e Create and manage secure passwords for online accounts.
e Configure security settings on social media, emails, and online platforms.
e Recognize and mitigate risks related to digital identity and privacy.
Online Shopping & Transactions (EQF Level 3-4)
e Navigate e-commerce platforms and complete online purchases securely.
e Identify secure payment methods and fraud prevention measures.
e Compare product prices and read online reviews critically.
E-Government & Online Services (EQF Level 4-5)
e Access and navigate digital government services such as healthcare and pensions.
e Complete online forms and authenticate identity on government platforms.

e Utilize digital tools to manage personal administrative tasks.
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e Access digital entertainment platforms, educational media, and health apps.

e Use online learning resources for personal and skill development.

e Apply digital tools to track physical and mental well-being.
Digital Well-being & Mental Health (EQF Level 3-4)

e Set and maintain healthy digital habits, including screen time management.

e Recognize and address signs of digital fatigue and online stressors.

e Apply strategies for maintaining a balanced digital lifestyle.
Intergenerational Learning & Collaboration (EQF Level 3-4)

e Engage in peer learning activities with younger digital mentors.

e Share knowledge and experiences within digital communities.

e Utilize technology for social engagement and lifelong learning.
Accessibility & Ergonomic Digital Use (EQF Level 3-4)

e Customize device settings to accommodate physical or cognitive needs.

e Ultilize assistive technologies such as screen readers and voice commands.

e Recognize ergonomic practices to ensure safe and comfortable device use.
Troubleshooting & Lifelong Learning (EQF Level 4-5)

e Identify and resolve basic technical issues with digital devices.

e Adapt to new digital tools through self-learning and troubleshooting.

e Utilize online help forums and resources for continuous learning.

These outcomes follow EQF principles by integrating knowledge (awareness and
understanding), skills (practical application), and autonomy/responsibility (independent use
and decision-making).

6. Practical Skills Required for Seniors to Be Digitally Literate

Building on the DigComp 2.2 Framework and our needs analysis, we have identified key
practical digital skills that elderly learners require to navigate the digital world confidently.
While digital competencies focus on overall abilities, practical skills emphasize specific,
everyday tasks that seniors need to perform independently.

Many seniors expressed a strong desire to use digital tools for essential services, such as online
banking, healthcare access, and secure communication with family and friends.

17
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However, challenges such as small screen sizes, security concerns, and fear of making mistakes
often hinder their engagement. By focusing on real-life applications and step-by-step guidance,
this skill set ensures that elderly learners gain both confidence and autonomy in the digital

space.

The following table outlines key practical skills that should be incorporated into digital literacy

training for seniors:

Practical Skill

Description

Example Task

Example Using a
Smartphone -

Understanding basic smartphone
functions like making calls, sending
messages, and adjusting settings.

Making a phone call, sending a text
via WhatsApp.

Online Communication

Learning to use video calls, messaging
apps, and emails.

Joining a Zoom call with family,
sending an email.

Accessing Online
Services

Navigating government portals, banking
apps, and healthcare websites.

Paying a bill online, making a
doctor's appointment.

Safe Internet Browsing

Understanding basic cybersecurity
principles like avoiding scams and
protecting personal data.

Recognizing phishing emails, using
strong passwords.

Social Media Basics

Using Facebook, Instagram, or
WhatsApp to stay connected.

Posting a picture, commenting on a
friend’s post.

Using Digital Payments

Learning how to use mobile banking and
online payment systems.

Transferring money, using PayPal
or online shopping.

Basic Troubleshooting

Solving common device issues like Wi-
Fi connection problems or app crashes.

Restarting a device, updating apps.

Using Navigation Apps

Learning to use Google Maps or similar
apps for directions.

Searching for a location, getting
public transport directions.

Recognizing Fake News

Developing digital literacy to identify
misinformation.

Fact-checking news articles,
verifying sources.

E-Health & Telemedicine

Accessing online medical services and
virtual consultations.

Booking an online doctor’s
appointment, using a health
tracking app.

Table 2: Practical Digital Skills for Elderly Learners

This practical skill set will help seniors overcome digital barriers, build self-confidence, and
integrate technology into their daily lives. By providing step-by-step guidance and hands-on
practice, digital literacy training can ensure that elderly learners feel empowered rather than
intimidated by technology.
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7. SMART Learning Outcomes Aligned with the Digital Bridges Project’s Work
Packages

The following learning objectives outline the essential skills and competencies that the Digital
Bridges Training Program aims to develop among elderly learners, fostering digital confidence,
autonomy, and inclusion.

Improve Digital Confidence & Skills

Seniors will confidently navigate smartphones and computers, performing basic tasks like
sending emails, adjusting settings, and using the internet independently within 3 months.

Reduce Social Isolation through Digital Tools

Seniors will use WhatsApp, YouTube, and messaging apps at least three times a week to stay
connected with family and friends. Simple step-by-step guides and hands-on practice will help
them build confidence and overcome fear of technology.

Overcoming Digital Anxiety with Hands-On Learning

Seniors will participate in guided practice sessions, asking at least 3 questions per session, using
step-by-step guides to build confidence. A supportive, question-friendly environment will help
them overcome fear of making mistakes and develop digital skills at their own pace.

Promote Intergenerational Mentorship

By the end of the program, 50% of participants will engage in digital learning with a younger
family member or volunteer, fostering community support. This will include either in-person
or through online platforms like Facebook groups, promoting long-term intergenerational
mentorship.

Encourage Lifelong Learning with Flexible Path

Within the 1-year program, 50% of participants will complete at least one new digital skill
module using self-paced learning materials (videos, guides). The program will deliver a flexible
digital platform and a Facebook community, enabling seniors to engage in ongoing digital
learning and share experiences.
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8. Digital Bridges Project Training Modules and Learning Outcomes

The Digital Bridges Project aims to empower seniors by providing them with essential digital
skills through structured training modules. Each module is designed to address specific
competencies, ranging from basic device usage to advanced online communication and security.
By the end of the program, participants will have gained the necessary knowledge and practical
skills to navigate the digital world confidently and safely, improving their quality of life and
social inclusion. Below, we outline the key training modules and the associated learning
outcomes to ensure measurable progress throughout the course.

The key digital competencies of "Entertainment & Well-being" and "Digital Well-being &
Mental Health" have been integrated into a single module to provide a holistic approach to
seniors' digital engagement. This module focuses on how digital tools can enhance both
physical and mental well-being. Participants will learn to access entertainment, health apps, and
online resources that support their well-being, while also developing skills to manage digital
time, reduce anxiety, and maintain a healthy online presence. By combining these
competencies, the module aims to help seniors enjoy the benefits of digital technology while
promoting a balanced and mindful approach to their digital lives.

Module Key Learning Outcomes EQF
Level

1. Basic Device - Understand the fundamental components and functions of EQF 2-

Handling smartphones, tablets, and computers. - Perform basic operations such as | 3

turning on/off, adjusting settings, and connecting to Wi-Fi. - Follow
guided instructions to navigate applications and system interfaces

independently.
2. Safe Internet - Differentiate between secure and unsecure websites. - Identify online EQF 3-
Navigation threats such as phishing, scams, and unsafe downloads. - Apply best 4

practices for secure browsing and protecting personal information.

3. Communication - Use digital communication tools (e.g., email, messaging apps, video EQF 3-
Skills calls) effectively. - Apply appropriate online communication etiquette 4
(netiquette) in social and professional settings. - Configure privacy
settings in communication apps to protect personal data.

4. Managing Digital - Create strong passwords and implement security measures for online EQF 4-
Accounts & Privacy accounts. - Adjust privacy and security settings on social media, email, | 5

and other digital platforms. - Recognize signs of identity theft and take
appropriate action to safeguard digital identity.

5. Online Shopping & | - Navigate e-commerce platforms to browse and purchase products EQF 3-
Transactions securely. - Identify trusted payment methods and recognize fraudulent 4
transactions. - Compare product reviews and pricing to make informed
purchasing decisions.
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through self-directed learning. - Access online forums and support
communities for ongoing digital education.

Module Key Learning Outcomes EQF
Level

6. E-Government & - Access and navigate online government platforms for healthcare, EQF 4-
Online Services pensions, and administrative services. - Complete and submit digital 5

forms securely. - Authenticate identity using official e-government

systems.
7. Digital Well-being, - Access digital media, educational resources, and health-related EQF 2-
Entertainment & applications. - Implement strategies for managing screen time and 4
Mental Health reducing digital fatigue. - Recognize and address symptoms of digital

stress, anxiety, and technophobia. - Develop healthy digital habits that

balance online engagement with offline well-being. - Identify reliable

sources of digital content for learning and entertainment.
8. Intergenerational - Participate in peer learning activities, engaging with younger mentors. | EQF 3-
Learning & - Share digital knowledge within community networks to foster 4
Collaboration inclusivity. - Use collaborative digital tools to enhance learning and

intergenerational engagement.
9. Accessibility & - Adjust device settings to improve accessibility for various physical EQF 3-
Ergonomic Digital Use | and cognitive needs. - Utilize assistive technologies such as screen 4

readers, voice commands, and adaptive keyboards. - Apply ergonomic

principles for comfortable and prolonged digital use.
10. Troubleshooting & | - Diagnose and resolve common technical issues related to digital EQF 4-
Lifelong Learning devices and software. - Adapt to new digital tools and technologies 5

Table 3: Inclusive Digital Literacy Training Modules for Seniors

9. Activity and Methodology Design

This section outlines the approach and strategies used in the Digital Bridges Project to ensure
engaging, effective, and inclusive learning experiences for seniors. This section focuses on the
practical activities and pedagogical methods employed to help participants gain digital skills,
fostering both confidence and long-term engagement in the learning process.

Module 1: Basic Device

Handling Methods:
e Hands-on practice with smartphones, tablets, and computers.
e Instructor-led demonstrations with follow-along exercises.

e Pairing learners with digital mentors for guided exploration.
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e '"Device Scavenger Hunt": Identify and label key components of devices.
e '"Power & Connect": Turning devices on/off, adjusting settings, and connecting to Wi-
Fi.

e "Follow the Guide": Completing a step-by-step tutorial on device navigation.

Module 2: Safe Internet Navigation
Methods:

e Simulated browsing in a controlled environment.
e Gamification (quizzes, badge system).
e Real-life scenario discussions on online threats.

Activities:
e "Spot the Scam": Identifying phishing emails and fake websites.
e "Safe Clicks Only": Practicing safe downloads and password creation.

e "Secure or Not?": A game where learners classify websites as secure or unsafe.

Module 3: Communication SKkills
Methods:

e Role-playing common digital communication scenarios.
e Live demonstrations of messaging and video call apps.
e Practice sessions in pairs or small groups.

Activities:
e "Message Relay": Sending and responding to texts in a structured format.
e "Video Call Challenge": Successfully making and receiving a video call.

e "Netiquette Roleplay": Practicing online etiquette in simulated conversations.
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Methods:
e Step-by-step walkthroughs of security settings.
e Interactive workshops on creating strong passwords.
e Real-life case studies on identity theft.
Activities:
e "Build a Strong Password": Creating secure passwords using guidelines.
e '"Privacy Check-up": Adjusting settings on social media and email.

e '"Hacked or Safe?": Identifying warning signs of account breaches.

Module 5: Online Shopping & Transactions
Methods:

e Live demonstrations of secure online shopping.
e Simulated transactions with fake online stores.
e Peer discussions on fraud prevention.

Activities:
e "Shop Smart": Completing a mock online purchase safely.
e "Review Detective": Analyzing product reviews for authenticity.

e "Scam Alert": Identifying red flags in online transactions.

Module 6: E-Government & Online Services
Methods:

e Hands-on navigation of e-government portals.

e Real-life simulations of online form submissions.
e Q&A sessions with digital service representatives.
Activities:
e '"Digital Form Filling": Practicing submitting a sample form online.
e "Government Services Tour": Navigating an e-government website step-by-step.

e '"Identity Verified": Using authentication tools for secure access.
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Module 7: Digital Well-being, Entertainment & Mental Health

Methods:

e Discussions on digital stress and screen time management.

e Guided meditation and digital detox techniques.
e Exploration of educational and entertainment apps.
Activities:
e "Screen Time Balance": Creating a personal digital well-being plan.
e "Relax & Refresh": Using apps for meditation and brain exercises.

e '"Entertainment Discovery": Exploring digital media and learning platforms.

Module 8: Intergenerational Learning & Collaboration
Methods:

e Group projects with younger mentors.
e Storytelling and personal experiences sharing.
e Collaborative use of digital tools.

Activities:
e "Teach Me, I Teach You": Seniors and younger mentors exchange skills.
e "Community Stories": Sharing life experiences through digital storytelling.

e "Virtual Family Time": Using digital tools to connect with loved ones.

Module 9: Accessibility & Ergonomic Digital Use
Methods:

e Hands-on adjustments of accessibility settings.

e Live demonstrations of assistive technologies.
e Ergonomic workspace setup guidance.
Activities:
e "My Device, My Way": Customizing accessibility settings.
e "Comfort First": Setting up an ergonomic digital workspace.

e "Tech for All": Exploring assistive tools like screen readers and voice commands.
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Module 10: Troubleshooting & Lifelong Learning

Methods:

e Problem-solving workshops.

e Guided exploration of help forums and FAQs.

e Case studies of common tech issues.

Activities:

e '"Fix It Yourself": Diagnosing and solving a tech issue.

Co-funded by
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e '"Find the Answer": Searching online support communities.

e "Tech Challenges": Learning a new app or feature independently.

Module

Activity

Methodology

1. Basic Device Handling

"Device Scavenger Hunt" — Identifying
and labeling device components.

Hands-on practice, instructor-led
demonstrations, peer mentoring.

"Power & Connect" — Turning devices
on/off, adjusting settings, connecting to
Wi-Fi.

Guided practice with step-by-step
instructions.

"Follow the Guide" — Navigating
system interfaces using a tutorial.

Interactive, learner-paced
training.

2. Safe Internet Navigation

"Spot the Scam" — Identifying phishing
emails and fake websites.

Gamification, real-life scenario
discussions.

"Safe Clicks Only" — Practicing secure
downloads and password creation.

Simulated browsing exercises.

"Secure or Not?" — Classifying websites
as secure or unsafe.

Interactive quizzes and case
studies.

3. Communication Skills

"Message Relay" — Sending and
responding to digital messages.

Role-playing, peer discussions.

"Video Call Challenge" — Making and
receiving a video call.

Live demonstrations and guided
practice.

"Netiquette Roleplay" — Practicing
online communication etiquette.

Group activities and scenario-
based learning.

4. Managing Digital Accounts
& Privacy

"Build a Strong Password" — Creating
secure passwords.

Step-by-step guidance, hands-on
practice.

"Privacy Check-up" — Adjusting
settings on social media/email.

Interactive workshops.

"Hacked or Safe?" — Identifying
security risks.

Case studies and scenario-based
learning.
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5. Online Shopping &
Transactions

"Shop Smart" — Completing a mock
online purchase.

Simulated transactions, live
demonstrations.

"Review Detective" — Analyzing
product reviews for authenticity.

Peer discussions and evaluation
exercises.

"Scam Alert" — Recognizing fraudulent
transactions.

Case study analysis.

6. E-Government & Online
Services

"Digital Form Filling" — Submitting a
sample online form.

Hands-on navigation of e-
government portals.

"Government Services Tour" —
Navigating an e-government website.

Live demonstrations with guided
exploration.

"Identity Verified" — Using
authentication tools.

Q&A sessions, practical
exercises.

7. Digital Well-being,
Entertainment & Mental
Health

"Screen Time Balance" — Creating a
personal well-being plan.

Group discussions, digital detox
techniques.

"Relax & Refresh" — Using apps for
meditation and brain exercises.

Guided exploration, instructor-
led practice.

"Entertainment Discovery" — Exploring
digital media and learning platforms.

Interactive tutorials.

8. Intergenerational Learning
& Collaboration

"Teach Me, I Teach You" — Seniors and
younger mentors exchange skills.

Peer learning, group projects.

"Community Stories" — Sharing life
experiences through digital storytelling.

Storytelling workshops,
collaborative exercises.

"Virtual Family Time" — Using digital
tools to connect with loved ones.

Guided practice, role-playing.

9. Accessibility & Ergonomic
Digital Use

"My Device, My Way" — Customizing
accessibility settings.

Hands-on adjustments, live
demonstrations.

"Comfort First" — Setting up an
ergonomic digital workspace.

Practical setup exercises.

"Tech for All" — Exploring assistive
tools like screen readers and voice
commands.

Hands-on experience with
accessibility tools.

10. Troubleshooting &
Lifelong Learning

"Fix It Yourself" — Diagnosing and
solving tech issues.

Problem-solving workshops.

"Find the Answer" — Searching online
support communities.

Guided exploration of help
forums and FAQs.

"Tech Challenges" — Learning a new
app or feature independently.

Self-directed learning exercises.

Table 4: Activities and Methodologies
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