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STRONG2GETHER COMPETENCE FRAMEWORK

Module 1: The Digital Era and Mental Health
Description: The module called “The Digital Era and Mental Health” will serve as the introductory chapter for the Educational Pack, in

which analysis and examination of topics such as digitalization and the effects the digital era exerts on older people’s mental health

will be provided. The objective of this module is to support older individuals, comprehend the benefits and drawbacks that the digital

cosmos consists of, in addition to teaching them the coping mechanisms and skills that they can utilize to overcome these challenges.

Category

1. Introduction to
Mental Health

Learning Objective

The objective of this
topic is to introduce
to the audience the
definition of mental
health, the
perspective of both
positive and
negative mental
health, in addition to
the various mental
illnesses that older
people might
experience.

1. Definition of
mental health and
mental illness.

2. Signs, causes and
triggers of mental
illness.

Learning Outcomes

Knowledge and . Values and
] Skills R

understanding attitudes

1. Understand the | 1. The audience
. . . 1.Increase

meaning and will gain the

) o e awareness for
differentiation of | abilities to

being mentally
healthy and
mentally ill.

2. Gain
knowledge about
the signs and
symptoms that
appear when
experiencing a

differentiate
between the being
mentally healthy
and ill.

2. learnto
recognise the
categories of
different
symptomatology

mental disorders
and educate about
what mental health
is.

2. Gain an extensive
understanding about
the symptoms and
triggers of mental
conditions.
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minor mental
health issue.

that accompanies
minor disorders.

1. The transversal
relationship of
Digitalization and
Mental Health

The purpose of this
topic is to explain to
older people the
importance, benefits
and drawbacks of
the digital world,
whilst also
emphasizing the
effects that the
digital era is exerting
on older people’s
mental health.

1. Introduction to
definitions and what
the digital world
consists of.

2. The benefits,
drawbacks and
effects of
digitalization on
mental health.

1. Comprehend
the various
purposes and
functions of the
digital world.

2. Improved
knowledge on
how the digital
era can include
both positive and
negative
influences on
mental health.

1. The target group
will gain the skills
to identify the
purposes of the
digital world and
implement these
skills in daily life.

2. The target group
will develop the
skills necessary to
recognise which
components of the
digital era are
beneficial and
which are not.

1. The audience will
cultivate a more
positive and fearless
attitudes towards
the digital world.

2. The audience will
incorporate into
their values the
increased
understanding of
the digital era and
the identification of
the positive and
negative attributes
of it.
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3. Digital and
Environmental
factors

This topic will
provide the
audience with
insightful
information,
regarding the
environmental and
personal factors that
influence one’s
mental health, and
the plausible
methods for coping
with these
challenges.

1. Introducing a few
factors that affect
mental health e.g.,
Covid-19, stress,
isolation and daily
independence.

2. Introduction to a
few coping
mechanisms and
treatments to help
alleviate mild mental
health symptoms.

1. Comprehend
which factors can
induce and
mitigate mental

health challenges.

2. The audience
will acknowledge
the different
methods and tips
that can be
utilized in their
daily life to help
mitigate mental

health conditions.

1. Improve their
skills in detecting
which factors
trigger their
plausible
symptoms.

2. Implement these
mechanisms in
their daily routines
to reduce stress,
anxiety and
depression levels.

1. Increase the skills
required for
handling these
factors, by
recognising their
aetiology.

2. Boosts the
confidence of
individuals that are
suffering with
similar conditions
and educates others
on how to support
them
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Module 2: Motivation for digital upskilling
Description: The objective of this module is to motivate, provide an understanding and promote a better understanding of the

importance of digital literacy for older people. Due to the constant digitalisation of more and more services, it is important to

stimulate our elderly people and motivate them to develop new digital skills and improve those they may already possess.

Category

1. Psychopedagogy

Learning Objective

Given the
importance of
healthy ageing,
participants will
develop new skills
that will enable
them to maintain a
good quality of life,
reduce isolation
and integrate into
the increasingly
digital world.

Lifelong
Learning;
Intrinsic and
extrinsic
motivation;
Promotion of
interpersonal

relationships.

Learning Outcomes

Knowledge and

Skills

Values and attitudes

understanding
1. Understand the
1. Understand the .
. importance of
importance of .
interpersonal
the development . . ]
i 1. Learningto relationships;
of new learning;
learn; 2. Understand the
2. Understand the . )
i 2. Adaptation to importance of
need for this
o change; change;
type of training L
) 3. Problem 3. To feel satisfied
actions; . .
solving; for developing
3. Know and 4. Devel
. Develop new
understand the o
. creativity; competences;
importance of ] )
5. Work with 4. Feeling more
the Theory of .
others; comfortable with
human
o 6. Learnthrough the use of new
motivation; . .
experience. technologies;
4. Promote
o 5. To know how to
individual )
ask for help in
autonomy;

solving problems;
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5. Promote 6. Learnto
interaction and cooperate with
intergenerational younger people.
learning.

Module 3: Information Processing from the Globe
Description: In modern world critical thinking has become one of the key competencies crucial for both real and digital life. The main

aim of this module is to provide learners with knowledge and abilities, which are parts of critical thinking. After finishing this
module, learners will be able to: filter information, analyse the information they gain during everyday life, assess the credibility of
information, solve problems, adopt different perspectives of thinking, protect themselves from threats (e.g. online scams,
disinformation, misinformation), become more open to other people's positions and capable of metacognition. They will also find
out what blocks critical thinking. Thus, their self-awareness and willingness to think more deeply will improve, and their
perceptiveness will increase. This skill can support not only personal exposure to fraudulent practices and cybercrime prevention but

also topics such as pollution, climate change or nutrition, health, and many more.

Learning Outcomes

Learning
Objective understanding

Knowledge and

Category Topics Values and attitudes
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Critical
thinking

Participants
will learn
what exactly
critical
thinking is,
what skills it
contains, how
to use it and
why currently
it is one of the
key

competencies.

Soasto
provide
emotional
support there
will be
presented
obstacles to
critical
thinking and it
will be made
clear which
groups are
most
vulnerable to
fake news.
The learners
will also
discover
different

Barriers to
think critically
Fake news,
misinformation
and
disinformation
SIFT, CRAAP
and ADAM
methods
Online dangers
How to
recognise the
threat
Usability of
critical thinking
in real life

1. Raising

awareness
and critical
thinking
usability

Gain
knowledge of
methods to
help
distinguish
truth from
fake and how
to find a
reliable source
of information
Understanding
the reasons
why people
become
victims of
fakes and lies
and
knowledge
how to avoid
it

Acquire
knowledge

Using
different
critical
thinking
methods
Recognising
real
information
and valuable
sources of
information
Ability to
detect threats
Problem
solving
Metacognition

Open-
mindedness
and better
understanding
of other
people’s
points of view
Distance
themselves
from
conspiracy
theories
Increased self-
awareness
Increased
willingness to
consult others
Problem
solving skills
Fraud
prevention
Feeling more
safe when
using internet
The ability to
question
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online how critical obtained
dangers and thinking can information
ways to avoid
them using
critical
thinking
methods.
Additional
knowledge
will be the
presentation
of how to use
clickbaits in a
positive way.
Participants
will be able to
recognise
different
threats and
avoid them.
Crucial is to
highlight the
usability of
the critical
thinking in
both real life
and online
life.

help in
everyday life
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Module 4: Active ageing and socialization
Description: The objective of this module is to explore the concept and rationale for “active ageing” as a goal to socialization process

to provide a framework for active ageing and suggestions for creative activities , to underline the concept of successful aging by
analysing the indicators of the factors/domains of physical, psychological, social, and leisure activities. Another objective is to
highlight the importance of the socialization process for the older people and recognize the benefits of socializing of older people

and the hazards of neglecting the social aspect of senior life.

Learning Outcomes

Category Learning
Objective
Knowledge and Skills Values and
understanding attitudes
1. Quality | Participants 1. The 1. Understanding 1. Developing 1. Awareness
of life | will learn the principles of the benefits of skills to of the
of importance of Active socialization reduce importance
older active ageing, ageing 2. engagein new stress and of a healthy
people | the benefits 2. Active activities and isolation mind.
of getting ageing develop new 2. improving 2. Knowing
involved in framework socialization mental the
physical, 3. Socialization skills health by significance
spiritual, process of 3. Be aware of socializing of being
educational, older the rights for 3. Ableto included
entertainment people active ageing claim the into society.
activities e.tc. rightsto a 3. Etc....
Learn to life with
network and dignity
use
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community 4. Able to

and other establish

agency’s meaningful

resources connections

from the and

public, relationships

voluntary and 5. Encourages

private sector. healthy
coping skills
and
behaviors

Module 5: Communication and Collaboration
Description: The covid pandemics have shown the extreme importance of knowing how to communicate and work together online.

The key services such as banking, doctor appointments, public services etc have moved or are moving exclusively online. Lack of
these knowledge and skills result in social exclusion with possible mental health deterioration. Many different tools and applications
exist not to mention the specifics of “digital language” hence the objective of this module is to provide an overview of main
competencies older people need to be able to interact, communicate and collaborate with others through the use of digital
technologies, taking into account cultural and generational diversity, to manage digital identity, online reputation and take part in

society through the use of digital public and private services.

Learning Outcomes

Learning Knowledge and

Category Objective understanding

Skills Values and attitudes
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Communication

Communication in
digital era is
changing,
requiring new
skills, vocabulary
and technics. In
order for older
people to remain
socially included
and be active part

Online
vocabulary
Online
communication
vs face2face
Most used
social apps
(Viber, ...), their
benefits &

Understand
the benefits
and
shortcomings
of online
communication
Learn how to
communicate

Learn to
communicate in
digital
“language”

Lose fear of new
technologies
Learn to install
and use social

apps

1. Use existing
skills and
upgrade them
to online
communication
skills

2. Become
comfortable
with the use of
new
technologies

3. Learnto

Collaboration

. shortcomings online Develop digital .
of the society they dh i ; ; communicate
ned to learn them. and how to use iteracy for safe online with
them use of apps
peers and
younger
people
1. Learn how to Use existing skills
Understand work in and upgrade them
Most popular the benefits digital to collaborate

New ways of
collaboration are
based on digital
apps and skills

collaboration
apps and how to
use them
(zoom, MOOQOC,

)

and
shortcomings
of online
communication
2, Learn online
collaboration

environment
2. Learn how to
install and
setup tools
for online
collaboration

online

Become
comfortable with
the use of new
technologies
Learn to work
together online
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with peers and
younger people

Module 6: Digital banking
Description: This module explains the concepts of digital banking, secure online shopping and introduces an app for free payments

to individuals.

Topic 6.1:
Introduction to
Online

General objectives:
1. Familiarize old
people with the
main online

KNOWLEDGE

(In the context of the EQF,
knowledge is described as
theoretical and/or factual)

SKILLS

(In the context of the EQF,
skills are described as
practical)

ACTIVITIES
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Payments &
Services

payment methods
and their distinct
characteristics.
Understand the
advantages and
disadvantages of
each method in
terms of safety,
acceptance and
convenience.
Empower old
people to choose
the most
appropriate
payment method
for their specific
needs and
contexts.

1. Detailed explanation

of different online
payment methods,
including credit cards,
debit cards, digital
wallets (such as
PayPal, MBWay) and
electronic bank
transfers.

Discussion of the
characteristics,
advantages and
disadvantages of
each method, such as
global acceptance,
consumer protection,
transaction security
and associated costs.
Information on how
to link and use
different online
payment methods in
online stores, e-
commerce sites and
payment
applications.

4.

1. Hands-on

demonstration of
how to set up and
link different online
payment methods.
Practice using
different payment
methods in online
shopping
simulations, financial
transactions and bill
payments.
Analysis and
comparison of
different payment
options in terms of
ease of use, security
and convenience.
Discussion of

best practices for protecting
personal and financial
information when using
online payment methods.

Classes 1
to4.

the views only of the authors, and the Commission cannot be held responsible for any use which may be made of the information contained

The European Commission's support for the production of this publication does not constitute an endorsement of the contents, which reflect *y
P PP P P KM Co-funded by
o
Nk

therein. Project N°:2021-1-PT01-KA220-ADU-00003532

I the European Union




Topic 6.2:

Configuration
and use of
applications
and payment
sites.

General objectives:

1. Empower old
people to set up
and use payment
apps and websites
with confidence.

2. Guide old people
through the steps
required to create
a secure account
on these
platforms.

3. Exploring the
functionalities and
resources offered
by payment
applications and
websites.

4. Practice purchase
and payment
transactions using
these platforms.

Detailed explanation
on how to create an
account on payment
apps and websites.
Information about
the importance of
creating strong
passwords and using
two-factor
authentication to
protect accounts.
Discussion of options
for linking payment
methods such as
credit cards, debit
cards, and bank
accounts.

Guidance on
navigating key
functionality such as
adding funds, making
payments, and
checking transaction
history.

Practical
demonstration of
how to create an
account on a specific
payment application
or website.

Practice of linking
different payment
methods to the
account.

Navigation exercises
and exploration of
the platform's
functionalities.
Simulation of real
transactions, such as
shopping at online
stores, sending and
receiving payments,
and transferring
funds between
accounts.

Classes 5
to 8.
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Topic 6.3:

Data security
and protection.

General objectives:

1. Raise awareness
among old people
about online
security risks and
the importance of
protecting
personal data.

2. Identify and
understand
common cyber
threats such as
phishing, malware
and identity theft.

3. Empower old
people to adopt
appropriate
security measures
when transacting
and using online
services.

4. Promoting the
confidence and
security of old
people when using
applications,
websites and
online payment
services.

1. Detailed explanation

of common cyber
threats such as
phishing, where
hackers try to obtain
personal and financial
information through
fraudulent emails or
fake websites.
Information about
the telltale signs of
potential cyber
threats and how to
avoid falling for
online scams.
Discussion of best
practices for keeping
passwords secure,
such as creating
strong, unique
passwords, and tips
on two-factor
authentication.
Guidance on how to
verify the security of
websites when
transacting online,
looking for the
"https" protocol and
the padlock symbol.

5. Practical examples of
how to identify and report
phishing attempts via email
or suspicious messages.

5. Simulation exercises
to recognize safe websites
and identify suspicious
characteristics in untrusted
websites.

5. The practice of
creating and maintaining
secure passwords, using
techniques such as using
complex phrases and
securely storing passwords.
5. Hands-on
demonstration of how to set
up and use two-factor
authentication features to
add an extra layer of
security to online accounts.

Classes 9
to 12.
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Topic 6.4:

Exploring
online services

General objectives:

1. Familiarize old
people with a
variety of online
services and their
functionality.

2. Empower old
people to explore,
access and use
online services
relevant to their
needs.

3. Promote the
autonomy of the
elderly when
carrying out
transactions and
interactions with
online services.

4. Increase old
people' confidence
in using online
services safely and
efficiently.

Presentation of the
different types of
online services
available, such as
shopping in virtual
stores, banking
services, travel
reservations, food
orders, among
others.

Information about
the benefits of using
online services, such
as convenience,
access to a variety of
options, and the
ability to compare
prices.

Discussion of
necessary security
precautions when
using online services,
such as checking the
reputation of
websites and
protecting personal
and financial
information.

Practical
demonstration of
how to navigate
different websites
and applications of
online services.
Practice of searching,
selecting and
purchasing products
in virtual stores.
Online travel booking
exercises, such as
purchasing airline
tickets and booking
hotels.

Simulation of using
online banking
services, such as
checking balances,
making transfers and
paying bills.

Classes 13
to 16.
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Module 7: Utilization of Technological Devices
Description: This module will analyse the utilization of 3 technological devices. Mobile phones, tablets, and personal computers.

The following task will have a step-by-step guideline to implement some simple tasks in the above-mentioned technological devices.

Completing this module, the trainee will be able to use different functionalities of the devices.

Learning Outcomes

Category Learning Objective Knowledgeand | .\ Values and
understanding attitudes
1. Understand
the main
. . . 1. Develop the
1. Mobile functionality bility to full
ability to fu
Application: of the mobile e aymob'ley
u i
Utilities and phone in iOS hone
Participants will learn Features and Android 5 E b th 1. Use the mobile
: : . Develop the
1. Mobile how to use their mobile | 5 = |yternet 2. Know how to Velop phone on its
i phones. They will be able ) ability to use .
phone iOS . Research: open and ) own without any
. to explore the internet, different
/ Android Google Chrome explore the L help
send a message, and _ ) applications
take a photo. and Safari internet and features of
3. Texting and 3. Know how to th bil
e mobile
Sending take photos h
one
photographs 4. Know how to P
send a
message
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Understand
the main
1. Tablets: . )
o functionality Develop the
Utilities and .
of a tablet ability to fully
Features
- . Know how to use a tablet
Participants will learn 2. Google
how to use a tablet. They Chrome: open and Develop the 1. Use the tablet on
i explore the ability to use its own without
2. Tablet will pe able to explore Exploration and | p ' y
the internet and install ) internet different any help
L Websites L
applications from the 3 Plavest Know how to applications
. Play-store,
play store. Y open and and features of
Apple-store )
] install the tablet
and Mobile o
Aoolicati applications
ications
PP through the
play store
1. Personal Understand
. Develop the
Computers: the main .
I ) ) ability to fully
Utilities and functionality
use a personal
. i Features of a personal
Participants will learn I d sub computer h bil
how to use a personal 2. Folders and Sub- computer Develop the 1. Use the mobile
; folders Know how to hone on its
3. Personal computer. They will be ability to use P .
able to learn how to 3. Google Chrome: open and . own without any
Computer . different
create a folder, use the | Exploration and explore the cati help
internet and create a Websites internet applications
and features of
document. 4. Microsoft: Know how to
. the personal
Utilities and create a
computer
Features folder and
save files
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Know how to
create
documents
through
Microsoft
word
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