
2. Project Summary 
this section summarises your project and the organisations involved as partners; 

Project summary at application time: 
 

This was taken from the application form and it is not editable.  

- Context/background:Smartphones and tablets are considered sophisticated forms of 

communication technology. Undoubtedly their use in an educational environment can 

change the landscape since these powerful portable devices can enrich the learning process 

and breakdown barriers in a multitude of ways. Students make ample use of technology in 

their daily life. The additional option of using it to increase their learning capacity and pursue 

their interests can be extremely beneficial. Engaging them into realizing the potentials of 

these means and being creative with them is a challenge which takes careful planning, 

organization and the use of the correct tools. There is a variety of platforms available for 

educational use, that can enhance classroom creativity. In a market full of means and 

facilities the educational organisations need to be more orientated towards the integration 

of innovative technology in their curriculum and promote non-formal teaching or learning 

approaches.  - Objectives:The P@ls project is a partnership of six secondary education 

schools that will be involved with the creation of school apps with the use of the App 

Inventor tool. Motivated by the current challenges of education, our aim is to spread the 

need for more creativity and digital competence in the classroom through the use of 

innovative technology and non-formal educational approaches that will promote open-

mindedness, critical thinking, personalized knowledge, participatory work, improvement of 

linguistic and social skills and the exchange of good practice.  - Number and profile of 

participants: Groups of 30 students including 3 teachers in each of the six partner 

organisations, that is a total of approximately 200 people, will be the direct participants with 

active involvement. Both the teaching staff and their students come from secondary 

education bodies. The students will be in their mid or late teens and in some cases older 

than this range due to the variable structure of the partner schools. The teaching staff will 

consist of people with expertise in the field of IT and people who are experimenting with the 

use of new technologies and their integration into their teaching methods. Indirect external 

participants with their professional identity will offer technical support and guidance. These 

collaborators will be people or institutions and bodies with experience in the use of ICT in 

education.    - Description of activities: The partnership will develop outcomes relevant to 

the creation of educational content applications for use on the Android platform. The 

project outputs will be products of a series of learning activities organised by each school in 

relation to specific educational topics. Every learning activity will take a period of two 

months for its preparation by each of the partner schools followed by a short term 

instruction of approximately one week to the rest of the partners and a final two-month-

period for implementation, trial and evaluation in the classrooms of the partner 

organisations before it is finally integrated in their curriculum. The collection of these 

activities will produce a resource teaching material both in paper and software form.  - 

Methodology :Teachers and learners will follow an organized structure of developing, 

instructing, implementing and testing, evaluating, reporting and disseminating the project 

outcomes. The learning activities will be in the form of elaborate teaching/learning scenarios 

with step by step descriptions and lesson plans. They will be used and tested by all the 



participants in turn. Evaluation and feedback will come from all sides and there will be 

ground for improvements.  The external partners with their professional expertise will 

contribute to further developing them. The results will be uploaded on the project website 

and an open network source platform for availability in educational context.  Multiplier 

activities and events will disseminate them.   - Results, impact and potential long term 

benefits:The anticipated results are: • practical learning and teaching scenarios concerning 

tablet applications • teaching resource material • the final outputs in the form of Android 

applications• an online community and resource platform for schools and educational 

stakeholders; The participants are expected to achieve personal development through peer 

work and collaborative methods. They will increase their digital literacy and experience 

social interaction and intercultural dialogue with the exchange of good educational practice. 

The schools will open up to the use of new technologies and digital means aiming at more 

attractive and motivated learner-centered education. In the long term the integration of the 

results and their methodology into the school curriculum will be the motive for developing 

educational practices in pace with the modern needs and demands. 

Please provide a short summary of the completed project. 

Please recall that this section [or part of it] may be used by the European Commission, 

Executive Agency or National Agencies in their publications or when giving information on 

a completed project. It will also feed the Erasmus+ Dissemination platform (see annex III 

of Programme Guide on dissemination guidelines). Main elements to be mentioned are: 

 Context/background of the project; 

 Objectives; 

 Number and profile of participating organisations; 

 Description of undertaken main activities; 

 Results and impact attained; 

 If relevant, longer-term benefits. 

Please be concise and clear. 

CONTEXT: The project engaged students in the use of modern, innovative technology. The 

idea was to turn them into creators and inventors by challenging them to build their own 

applications for smart devices with the use of open educational programming tools. They 

were encouraged to realize the potentials of these means and redefine their own way of 

learning by developing reflective thinking, problem solving, communicative and cooperative 

learning skills.  

OBJECTIVES: Our aim was to spread the need for more creativity and digital competence in 

the classroom with the use of non-formal approaches to promote open-mindedness, critical 

thinking, personalized knowledge, participatory work, improvement of linguistic and social 

skills and the exchange of good practice.  

NUMBER/PROFILE OF PARTICIPATING ORGANIZATIONS: 6 secondary schools from 6 

countries took part in the project. The Greek school is an evening Vocational Institution 

providing general education and vocational training in different vocational fields. The Turkish 

school is a Vocational and Technical High School with vocational curriculum. The Hungarian 



school offers training in secondary technical education. The Italian school offers scientific, 

social, economic and linguistic studies. The Spanish school has A-levels with different 

specializations, and vocational education with two different training professional 

courses.The Portuguese school offers general and vocational courses in different fields.  

ACTIVITIES: The participants developed apps of educational content for Android devices. 

Each school organized learning activities to create and introduce their developments. Every 

learning activity was presented in short term instruction of approximately one week to the 

partners, followed by an implementation, trial and evaluation period in the classrooms of 

each organization. These activities formed a resource teaching material both in paper and 

digital form. 

METHODOLOGY: During the mobility weeks teachers and learners developed, instructed, 

implemented and tested the outcomes. The host organization compiled a step by step 

instruction manual introducing the app and how to build it with the help of the App Inventor 

tool. During the workshops students recreated the application. After returning home the 

manuals were spread to least 30 students who followed the same procedure. All participants 

provided feedback and evaluation for improvements. Multiplier activities and events were 

organized to disseminate them.  

UNDERTAKEN MAIN ACTIVITIES: Groups of 30 people in each school worked in close 

cooperation in order to be taught, create and evaluate the deliverable products. The 

students participating in the mobility weeks were selected from the teams above to 

exchange their experiences and become multipliers for the rest. There were two 

transnational meetings in Greece, one at the beginning of the project with a tutorial 

workshop and demonstration of the programming tool that would develop our outcomes 

and a final one in the end, for the general inspection and evaluation of the project progress. 

During the five short-term exchange meetings 11 apps were produced, tested, presented 

and taught to the partners who in turn reconstructed them in their own classrooms with the 

rest of the working team members, evaluated them and disseminated them. Each school 

undertook certain responsibilities: organization of a logo competition, creation and 

maintenance of the official website, reports of our meetings, online newsletters, a social 

media page, creation and maintenance of the project eTwinning space, online evaluation 

questionnaires for our products,  a webpage with the outcomes and short evaluation 

questionnaires that was promoted to a number of schools throughout Europe for 

dissemination and the exchange of good practice, compilation of all the teaching material in 

paper and digital files and finally an overall evaluation deriving from the online 

questionnaires.  

RESULTS, IMPACT AND POTENTIAL LONG TERM BENEFITS: We created 11 mobile phone 

applications with their detailed instruction manuals touching certain fields of study: IT, 

Healthy Life, Foreign languages, Art, Geography, History of Art, History, Biology, Physical 

Education, Math, Biochemistry. Further improvement of the apps was achieved with the 

help of online evaluation forms.  

During the mobility weeks the students developed language skills, cooperative skills, 

creativity, IT skills, critical and logical thinking skills and autonomy in learning. 



Teachers upgraded their previously acquired knowledge, linguistic and digital competence 

and programming skills. Working with foreign colleagues was a challenge for social 

interaction, intercultural knowledge and dialogue.  

The expected long-term impact is the promotion of the need for innovative education by 

empowering our schools in their effort to proceed to more attractive and motivated learner-

centered educational practices in pace with the modern needs and demands. 

 

3. Description of the Project 
in this section, you are asked to give information about the objectives and topics 
addressed by your project; 

Were all original objectives of the project met? How were they reached? Please 
comment also on any objectives initially pursued but not achieved in the project. 
 
Our main objective was to change the classroom landscape with the use of modern 
technology in combination with non-formal educational approaches. We expected that we 
would give our students the chance to realise they could be creative with their favourite smart 
devices and at the same time define their own way of acquiring knowledge, increase their 
digital competence, their critical thinking and their ability to handle problem solving situations.  
Moreover, we intended to involve colleagues into developing more open-minded educational 
practices, improve their teaching, linguistic and social skills and exchange good practice with 
their peers from abroad. Finally, we aimed at opening our schools to embracing mobile 
technology in the classroom as a strategic learning tool in an effort to align today's 
classrooms with the way that our students want and are used to learning. 
From the very beginning of the project implementation we noticed the enthusiasm of a great 
number of students who volunteered to join. They became actively involved in every step of 
the way. In the beginning each school organized tutorial workshops to familiarize them with 
the use of the App Inventor tool and they responded in a remarkable degree. Very soon they 
were ready to suggest ways of how each app could be built. They tested the products and 
they got prepared to demonstrate the methodology to their peers from abroad during the 
mobility weeks. There followed a trial and evaluation period for each product in every 
participating school. The students were happy to install the produced apps on their phones 
and very soon they realized that they were not just passive users but creators and inventors 
instead. The ones who participated in the international meetings had the opportunity to 
communicate with their foreign classmates, cooperate closely and enjoy the tangible results 
of their common efforts. After returning home they became multipliers of the learning 
experiences they had to the rest of the members of the working teams. They upgraded their 
knowledge of coding and programming. They were familiarized with international coding 
terms.  They communicated in foreign languages, they made new friendships and they tried to 
maintain these new relationships with the use of communication channels.  
Moreover, as educators we noticed how technology can transform the learning experience. 
We saw the incredible amount of opportunities that opens up to our students. We noticed that 
technology in the classroom is an effective way to connect with students of all learning styles. 
Smart devices proved to be essential means of teaching and not just time-fillers. We also 
involved ourselves in learning how to code and learning how to better collaborate across 
teams. We were motivated to be more creative and more connected. 
Our schools embraced the idea that the future of education is here calling us to start learning 
not ‘about’ electronic or digital means but ‘with’ them. There were efforts to make our network 
infrastructure up-to-date or sufficient enough to properly support the project activities. 
Additionally, there were efforts to disseminate the experiences we were gaining and to show 
that our institutions walk in pace with the modern trends in education. 
 

What were the achievements of the project? Please provide a detailed description of the 
project results (if they are not listed in the sections "intellectual outputs", "multiplier 



events" or "learning, training, teaching activities"). Please describe achievements 
exceeding the initial expectations, if relevant. 
Overall we produced 11 applications for mobile smart devices. They were all related to 

certain educational content.  

Before the first transnational meeting in our city, the Greek school developed 3 simple and 

easy to build applications that would familiarize our guest teachers with the use of the App 

Inventor tool which is the open programming environment that we used in order to develop 

our products. These applications were: 1. the ‘Compass’ which shows us where the North is 

and related to IT and Geography, 2. ‘FingerPainting’ which allows drawing even on photos 

taken with the camera of our device, while we can also save our creations. This application is 

related to IT. 3. ‘RollDice’ - an application again related to IT which enables the user to roll 

two dice at the touch of a button, just like in backgammon.  

We also produced the ‘Encryption-Decryption’ application, with the use of the Caesar Cipher 

Algorithm. This app enables the user to encrypt or decrypt a message and then send it from 

his mobile phone and provides protection of our digital data’s privacy and security. It proved 

to be quite elaborate in building but was extremely helpful in teaching basic and 

complicated programming steps.  

The Italian school developed the ‘RunEat’ application related to the subject of Biochemistry. 

During our first teaching/learning/training meeting the students and teachers were taught 

how chemical elements and molecules introduced by food interact in the human body. They 

recognized the importance of a correct diet, especially the Mediterranean one for health 

reasons, in order to prevent obesity and food disorders.  

The Portuguese school developed two apps related to digital mathematical games: 1. "Study 

and Conquer" – A Game for stimulation of interest which aims at revolutionizing the concept 

of homework.  2. “Tooth Adventures” – A Game for mobile platforms that aims at creating 

and maintaining oral hygiene habits in children and young people.  

The Hungarian school added two more apps in our collection. 1. The ‘NetworkPuzzle’ which 

aims at helping people practice network building and the elements of a network. The goal of 

the program was to expand the students' knowledge along the Drag and Drop technique. 

The main goal was to help students understand and apply the operation of event 

managements. 2. The ‘World’ app. Its goal is to help people practice English words and 

spelling in three different levels (easy, medium, advanced). After you start the programme 

you will have the opportunity to choose the level which you would like to play. 

The Spanish school developed the ‘ArtInMotion” app to improve our knowledge of art and 

architecture. It has two different options that you can choose in first screen, after splash 

screen, shown by the details of two pictures by “El Greco”, Doménikos Theotokópoulos. 

Choosing Art and Learn, you reach a list view of 36 different terms related to art. Clicking 

each one of them you get an explanation about the term, references and a picture that has 

been taken by the Spanish team in the P@LS project. 

Finally the Turkish school developed the ‘LifLoS’ app which presents a description of the 

objectives and rules of various sports, such as volleyball, basketball and others. The second 

part allows the user to acquire a quick relation with sports by simulation of muscle 

movements of the human body. The third part consists of a set of funny games related to 

different sports, which can be divided into two different types. One of them is a memory 



matching game with different Physical Education fields and the second makes the user play 

with parts of the body that should be placed in a body picture. 

Moreover, the Portuguese teachers suggested ways of improving the Italian ‘RunEat’ app 

and therefore a new updated form of this app was created and delivered to us.  

All the above were compiled into a compact educational resource material both on written 

and software form by the Greek school and are now ready to be used in our classrooms and 

be integrated into our schools’ teaching material. The products are all visible on our official 

project website :  http://erasmus-pals.com/ and on the P@LSNET : 

https://pals2erasmusplus.wixsite.com/palsnet  which is a supplementary site that we 

created during the second year of our project with a short presentation of our products and 

forwarded it to other schools in our areas and throughout Europe in order to disseminate 

the project, share good practice and get feedback for our developments.  

Our students also made intercultural thematic presentations related to the apps we 

produced, such as Healthy Diet, National Games, The History of our Languages, UNESCO 

monuments in our countries, which were all uploaded on our eTwinning webspace : 

https://twinspace.etwinning.net/25514/home 

In what way was the project innovative and/or complementary to other projects already 

carried out? 

We cannot claim innovation in the sense that the global educational community has 

embraced the tool of MIT App Inventor and has implemented it in various ways. It is a 

platform well designed for beginners in programming and very motivating for the students 

since it allows them to easily create applications for their favourite devices. However, we 

believe that our project may be an added value to the great range of educational activities 

that have been carried out in this field.  

A ‘fresh’ aspect of our partnership was our intention to create the P@LSNET : 

https://pals2erasmusplus.wixsite.com/palsnet which is a web space containing short 

presentations of our products. This site includes all the apps we made and invites people to 

try them and test them and later respond to short evaluation questionnaires. There are links 

that redirect the visitors to our project website : http://erasmus-pals.com/  and invite them 

to follow our tutorials on the official website. Also there are links that redirect the visitors to 

our open public facebook page: https://www.facebook.com/groups/527383094119682/. We 

forwarded the P@LSNET site to other schools in our areas but also to ex-partner schools in 

Italy, Spain, Portugal, Poland, Slovakia, France, Latvia, Lithuania, Romania, the Czech 

Republic, Bulgaria and Sweden because we thought that more educators and students 

would benefit from this cooperation. It was an open invitation to follow our activities, try 

and test our products, evaluate them, suggest improvements and contribute to the building 

of a sustainable education network that will help all of us keep pace with educational and 

technological progress.  

Our project has mainly a complementary nature, in the sense that most of the schools 

constituting this partnership have already been experimenting on the integration and use of 

new and innovative technologies in the learning process. The Greek, Turkish and Hungarian 

schools have cooperated in the past in a project that aimed at improving the students’ 

ability to design and programme tutorial software based on John Keller’s teaching approach 

called ‘the ARCS model’. The Italian school has been involved in the project Faberlab 

http://erasmus-pals.com/
https://pals2erasmusplus.wixsite.com/palsnet
https://twinspace.etwinning.net/25514/home


promoted by artisans, which aims at teaching the code and its application in the field of 3D 

printing. Moreover, the Spanish school has taken part in a project with a similar topic, 

developed in Spain, among Spanish High Schools and was about designing and creating 

applications for mobile devices to get tourist and cultural information of the different cities 

of the project. Therefore, this project engaged all the above schools in strengthening their 

acquired experience and commitment to the continuous improvement and development of 

their students’ digital competences and literacy.  

4. Project Management 
Which activities and indicators of achievement (quantitative and qualitative) did you 
put in place in order to assess whether and to what extent did the project reach its 
objectives and results? How did you measure the level of success? 
 
During the first transnational meeting in Greece we agreed on the activities and indicators that 
would measure our anticipated achievements and on the tangible results we would deliver, 
namely the educational applications each school would develop for the learning/teaching 
activities they would organize. The Italian school was assigned the task to design evaluation 
questionnaires that would follow each LTT activity. In these online forms there were 21 
questions for each app with rated choices, concerning the quality of their content, the 
teaching instructions, the general purpose, colours, graphics, background, text, layout of the 
programming environment, accessibility of the code and possibility for modification, the 
consistency of the block commands with the programming steps, the functionality and visual 
stimulation of the app design, the active engagement of the user, the motivation for more 
programming knowledge, the app suitability according to age and grade level, the possibility 
of saving and re-entering the programming work, the ability to load quickly, the ability to 
customize settings and content, how user-friendly and easily navigated each app is, its 
potential integration in class activities, the effective installment, usefulness in daily life, the 
possibility for performance improvement through feedback during the programming steps.  
With these questionnaires we assessed the quality of each LLT in terms of instructional 
content and the quality of the digital outputs. For each app we received between 150 and 180 
responses from all partner schools. The questions were answered by the students of the 
working teams who did the learning activities after their initial presentation during the mobility 
weeks. The quality of each LLT and each digital output was judged as quite satisfactory from 
the rated answers. For some apps we also had suggestions for improvement and updates.  
Additionally we set quantitative indicators to measure the extent of the project. We have 
Google analytics concerning the numbers of our website visits: http://erasmus-pals.com/ (an 
average of 350 per month). We have an open public Facebook page 
https://www.facebook.com/groups/527383094119682/ with 365 members. There are 45 posts 
relevant to the project and interaction below each post.  
There are 57 Twinspace members on the eTwinning portal 
(https://twinspace.etwinning.net/25514/home ) following our activities. There are 5 newsletters 
describing the activities of the project, forwarded to parents, teachers, IT Education Offices, 
disseminated through the website, the Facebook page and the Twinspace:  
• http://castillodeluna.es/?wysija-
page=1&controller=email&action=view&email_id=26&user_id=0&wysijap=subscriptions  
• http://castillodeluna.es/?wysija-
page=1&controller=email&action=view&email_id=38&user_id=0&wysijap=subscriptions   
• http://castillodeluna.es/?wysija-
page=1&controller=email&action=view&email_id=39&wysijap=subscriptions   
• http://castillodeluna.es/?wysija-
page=1&controller=email&action=view&email_id=52&wysijap=subscriptions&user_id=475   
• http://castillodeluna.es/?wysija-
page=1&controller=email&action=view&email_id=61&wysijap=subscriptions&user_id=475  
  
More than four hundred people have received the 5 newsletters, 33% of readers have opened 
it on the day it was sent, 47% have opened it in a few days after receiving it. The three last 
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issues were more successful and the last one has been opened by almost 75% of the readers 
in 24 hours; the most disseminated.    
There are also questionnaires for the evaluation of the digital outputs by the project teams: 
• Compass (189 responses) 
https://docs.google.com/forms/d/1vKzEYZPCtdPE6Xbf02XYb4-gjAtrCI0SkjpzoUiWu6E/edit    
• FingerPainting (190 responses) 
https://docs.google.com/forms/d/1UBRj8o3DoZP6OgyHAVllDt-235vB8ApETTt_AE3YqxM/edit  
• RollDice   (193 responses) 
https://docs.google.com/forms/d/1KJvzhNbXmPN1s0hU6GAeWmcKCd6JFehsNqwjSsKpFCA
/edit   
• RunEat (172 responses) 
https://docs.google.com/forms/d/1y02TiFIUfsJtQToX6YbfO2hNVbyz9H23F14UihOabQ/edit  
• ToothAdventure (136 responses) 
https://docs.google.com/forms/d/1W8Up9FxuCNWo5v5f7egoJ9wRXSA-
pf4WPtEvW3gKqjo/edit   
• StudyAndConquer (123 responses) 
https://docs.google.com/forms/d/1cOanlANKAWsjBAdEsfNQs6sCk0C7v4RvSNu99BpjGE8/e
dit  
• NetworkPuzzle (172 responses)  
https://docs.google.com/forms/d/1e8XXojWvRoirp_mbiIBU8g3qov4CzRZ5U2cy4iW2Dos/edit
?usp=drive_web    
• World (175 responses)  
https://docs.google.com/forms/d/1LhETQcURajQfV6z_9zxZ8qD4R3QBKJLzrztb3MciQjo/edit    
• ArtInMotion (124 responses)  
https://docs.google.com/forms/d/1ulDC0UJYI2tANm-IshWY8Qj3nw2r7GaqO3ffEUB5Mz4/edit    
• LifLoS (117 responses – end of school year period, not enough time for more 
evaluations)  
https://docs.google.com/forms/d/13jNQw5wHfjecdIdb92TrMjCu0L33aP8v45YeM7-cpqc/edit  
 
Additionally there are 11 questionnaires on the P@LSNET site for external users of the apps :  
https://pals2erasmusplus.wixsite.com/palsnet/try-our-apps, with a total of 120 responses 
 
 
How were the quality, effectiveness and efficiency of the project monitored and 
evaluated (include budget control and time management)? Please mention the involved 
staff profiles and frequency of such activities. 
 

The Greek school was responsible for the coordination of the project and organized the 

monitoring and evaluation of the project activities in terms of quality, effectiveness and 

efficiency. Having been awarded the Erasmus+ Mobility Charter on Vocational Education and 

Training by the National Agency (Erasmus + Vet Mobility Charter) in 2015 the Greek school is 

officially certified as a quality institution for the implementation of European mobility programs. 

Moreover, the school is a certified teacher training centre. The instructors who conduct the 

training courses are members of the teaching staff of our organization. They are highly 

experienced and very familiar with the most innovative teaching methods, therefore their 

involvement in this project was essential. More specifically the IT section of the school has 

had a successful and active participation in the field of European LLP. All IT teachers have 

acquired certified training (B level) in the use and exploitation of ICT in the educational 

process. There were two main supervising teachers responsible for the project 

implementation along with the group of supporting teachers,  Mrs Aikaterini Banteka, teacher 

of English and the Deputy Headmistress of the Greek school, contact person and coordinator 

of this project, with a long experience in organising and implementing European LLP and Mr 

Athanasios Vrantzas, with a degree in Electrical and Computer Engineering, MSc, teacher 

trainer in the IT sector, Section Manager of all IT departments of the Vocational schools of our 

region. In order to monitor the scheduled activities and foster collaboration among partners, 

we initially created an Implementation Plan and Agreement (IPA) document that was 

forwarded to our partners before the 1st Transnational Meeting and after we received their 

consent it was given out to them during the meeting. This document defines the P@LS 
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project and additionally describes a planning schedule, all the necessary constraints, the 

undertaking of roles and responsibilities, a time schedule for the activities to be carried out 

and generally all the management interactions needed to successfully execute the project as 

well as a signed approval of this plan by all partners. In this way we ensured that all partners 

would be committed to meet the deadlines, carry out the scheduled activities and produce the 

expected outputs following the quality standards that were pre-determined in the initiation 

phase. This document entailed input from all partners and thoroughly described what the 

project would deliver, how the outputs would be implemented and additionally allowed scope 

for the partners to include descriptions of their progress. Attached to this document came all 

the Minutes of the meetings we held where we discussed any minor problems that might have 

come up e.g. any deviation from the time schedule which would have to be well explained and 

justified. The IPA document with its attachments was reviewed and updated during each 

meeting. The project coordinators of each school were free to evaluate our work progress 

against the IPA and include their observations, if any, in the attachments provided. During the 

meetings there were also discussions among the teachers regarding the outcomes we had 

produced so far and the evaluation during the two-month period trial of each output by our 

students. There were suggestions for improvement and updates of the digital products and 

even instructional support by the IT expert teachers to the ones who didn’t have digital 

expertise.  

As for the financial management, each participating organisation set a person who was 

responsible for the budget control of their institution and kept expenditure records in 

collaboration with their Legal Representative. We had discussions about our budget 

management during the mobility weeks In each school we tried to ensure that there was no 

under or overspent budget. In the case of unexpected expenditure problems, we decided to 

commonly suggest remedial actions. However, there weren't any reports concerning 

problematic spending.  

Finally, the quality control of the activities and results of the project was continuous and was 

based on both the quantity and quality standards and the expected results and the goals we 

had set in our application form. There was continuous review of the number of responses in 

our online questionnaires and the ratings we got concerning the quality of each digital product 

and its effectiveness. Moreover, the teaching material we produced was judged during our 

workshops and there were efforts to upgrade the faulty, missing or insufficient parts. 

 

5. Implementation 
this section asks for information about all the stages of the project: implementation of 
main activities including practical arrangements, participants' profile, impact, 
dissemination of the results and future plans; 

Please describe the activities organised by your project and elaborate on the 
methodology you applied. Please provide detailed information in particular about the 
project activities that were supported by the grant for Project Management and 
Implementation. 
 
The implementation of the project was based on a fully collaborative and participatory 
methodology with all schools having distinct roles but equally participating in all activities. 
 
The activities followed these steps: 
1. Designing, programming and making tutorials of the following applications for Android 
devices: 
- Compass, Encryption, FingerPainting, Roll dice (Greek team) 
- RunEat (Italian team) 
- Tooth Adventure, Study and conquer (Portuguese team) 
- networkPuzzle, worLd (Hungarian team) 



- ArtInMotion (Spanish team) 
- Liflos (Turkish team) 
 
Each partner school worked with the designing and creation of specific applications and the 
preparation of their teaching material during a period of two months. 
 
2. The activities took place in one of the countries involved in the project with 4 participants 
from each of the rest countries. There were training sessions for all the participants, with the 
support of elaborate lesson plans to demonstrate how the outputs were created. 
 
3. Implementation and evaluation of the applications took place locally in each of the 
countries, lasted 2 months and at least 30 students of each school reconstructed and/or 
redesigned the applications that were taught in the meetings. These outputs were evaluated 
by all participants before finally being made public or disseminated. In particular the RunEat 
app was updated following the Portuguese team’s suggestions. 
 
Each country used the grant for "Project Management and Implementation" for the 
implementation of the project activities. 
Each school organized events in order to fund the sustainability of the project such as 
organization of infodays where schools, educational institutions, local bodies etc. were invited 
and acted as multiplier events, participation in conferences, articles for scientific journals etc. 
The budget allocated for the project management activities was addressed to horizontal 
services linked to the project planning, to communication and dissemination expenses, the 
organisation of Learning/Teaching/Training activities, hosting weeks, attendance of seminars 
organised by the NAs, commemorative gifts and metal engraved plaques for the participating 
schools and the student who won the logo competition for the project, transportation to places 
of cultural interest, quality stationery material for the certificates, extra storage space on the 
drives of the project accounts, presentation folders and other promotion material with the 
project's and schools' names and logos, teaching material in printed forms, hard drives for the 
project files, web equipment for the communication among partners, the necessary 
infrastructure for the supply of the various services and goods in order to maintain the official 
websites, tablets and other devices to support the LTT activities in the school labs and during 
the mobility weeks etc.  
 
Groups of 30 people (teachers and students) were created in each school to be the 
programmers and creators of each school’s outputs. These groups worked during the two 
years of the project implementation in close cooperation with one another in order to create 
and evaluate the deliverable products. The students participating in the mobility weeks were 
selected from the teams in order to exchange their experiences and become multipliers for 
the rest. 
 
How did the project partners contribute to the project? Please detail specific 

competences brought in by the partner organisations. 

Concerning the deliverable outputs  

1. During the first transnational meeting in Greece the Greek school organized a tutorial 

workshop to familiarize the participants with the App Inventor environment by 

demonstrating a series of simple apps such as the creation of a compass, finger painting and 

a roll dice.  Moreover they provided an elaborate lesson plan on an Encryption and 

Decryption app with the use of the Caesar Cipher Algorithm, related to computer networks 

and that was our first common product.  

2. The Italian school presented an app related to biochemistry, using the App Inventor, 

which combines the use of technologies and their expertise in the biochemistry area. 

Students learnt how chemical elements and molecules introduced by food interact in the 

human body by calculating the calories, BMI and BMR, providing the pedometer which 

advises users on what to eat and what activities it is better to perform in order to maintain a 



healthy body. They recognized the importance of a correct diet, especially the 

Mediterranean one for health reasons, in order to prevent obesity and food disorders, 

according to the topic of EXPO 2015, which took place in Milan. 

3. The Portuguese school organized a workshop on digital mathematical games:  a.  "Study 

and Conquer" – A Game for stimulation of interest which aims at revolutionizing the concept 

of homework. b.  “Tooth Adventures” - A Game for mobile platforms that aims at creating 

and maintaining oral hygiene habits in children and young people. 

4. The Hungarian school presented applications in order to improve IT skills. They designed a 

training programme in English containing a dictionary of the topics covered in secondary 

schools involving sounds and pictures. The software used the online map databases which 

might be suitable to introduce the partner countries, with their towns and tourist 

attractions. The application aimed at helping people practise network building and the 

elements of a network. The goal of the programme is to expand the students' knowledge 

along the Drag and Drop technique. The main goal was to help students understand and 

apply the operation of event managements. 

Their second application aimed at helping people practise English vocabulary and spelling. 

This is available at three difficulty levels: easy, medium and hard. The programme used a 

database structure. 

5. The Spanish school focused on subjects such as History, History of Art, Geography, Art 

Creation and the improvement of English Language Skills. They created a wide syllabus with 

quick information, images and graphic performances or pictures made by the students about 

the fundamental and key artistic styles, basic art and plastic terms, as well as any related 

topic to the main European works of art, such as its historical background or its geographical 

context or other cultural reference. The outcome was highly pedagogical, not only for the 

classroom lessons, but also in the frequent additional cultural and artistic visits organized by 

every school throughout the school year. 

6. The Turkish school organized a workshop to enhance students’ acquisition of high level 

cognitive skills in IT and Physical Activities. The App Inventor platform was a good 

opportunity to make Android outputs and test them on their own devices. The app allows 

the user to acquire a quick knowledge of different sports each linked to a muscle simulation 

of the human body.  

 

Each country was in charge of certain tasks that facilitated the flow of the project, its 

supervision, impact and dissemination. 

- The Greek school  

• coordinated, supervised and fostered collaboration among partners 

• created the project Twinspace on eTwinning and was responsible for its 

maintenance and updates 

• created the “P@lsNet” website, a supplementary website displaying the produced 

apps and including short evaluation forms, which was forwarded to a number of schools 

throughout Europe for dissemination and promotion.  



• created the IPA document  

• compiled the teaching material  in paper and software form 

- The Italian school designed and created all the online questionnaires uploaded on our 

Google account and on the P@LSNET which were used for evaluating the organization of 

teaching/ learning activities, the Apps produced within the partnership and other aspects of 

the project development 

- The Portuguese school was responsible for writing the minutes of each meeting which 

would be attached to the IPA 

- The Hungarian school designed, created and maintained the official website for the project 

management 

- The Spanish school designed and created 5 digital online Newsletters that were published 

on a regular basis and forwarded  

- The Turkish school created an open public project Facebook page and also designed and 

implemented the online competition for the logo of the project with three candidate logos 

from each school and 180 votes (30 from each school). 

What is your appreciation about the cooperation and communication between the 

partners and with other relevant stakeholders during the implementation of this 

project? What are the positive and negative elements of this cooperation process? 

What are the elements you would improve if you were to carry out a similar project in 

the future? 

During our 2nd transnational meeting it was generally estimated that the flow of our 

partnership was extremely smooth. We noted the excellent cooperation, the meeting of the 

deadlines, the production and delivery of the outputs we had initially planned, the friendly 

climate that was developed among us, the absence of conflicts and a continuous consistent 

performance. The majority of the partners have already cooperated in the past through 

other implemented projects or through other proposals so the good cooperation among 

them had already been established. The transnational meeting and the IPA document also 

enhanced our cooperation and prevented potential disagreements through the adoption of 

common rules. 

 We were in regular contact to discuss progress, to monitor our efficiency and impact and to 

plan activities. We made full exploitation of the project tools we created, such as messages, 

web calls, video calls, emails, our social media page, our twinspace etc.  Certain 

responsibilities were undertaken by specific teams and people and these were also included 

in the IPA document along with an agreed time-line indicating when certain outcomes are 

expected. We followed an ‘open book’ policy to ensure transparency in respect to the 

financial management of the project and suggested remedial actions when it was necessary. 

We confirmed our commitment to the policy of consensual manner for the resolution of 

problems and decided that any issue would be resolved by common agreements and mutual 

consent. 

Our students, responded to their project tasks in an excellent way. They showed willingness 

and enthusiasm and they kept the flow of their work smooth and fruitful. They cooperated 

with their foreign peers during the mobility weeks and in the time intervals between them, 

they interacted, made friendships and developed good relationships.  



There was cooperation with external non formal collaborators by the majority of the project 

partners, most of all for technical support or guidance and secondly for some further 

feedback, suggestions for improvement and dissemination. There was cooperation with 1. 

the Laboratory Center of Trikala for designing and developing the teaching activities of the 

first transnational meeting and for the development of the Encryption-Decryption 

application, 2. the Centre of Information and New Technologies of the city of Trikala, for 

guidance and dissemination,  3. the ‘e-trikala SA,’ a local government organization formed 

within the Municipality of Trikala that carries out innovative IT projects on local and 

European level, 4. the regional eTwinning ambassador for a workshop on the eTwinning 

platform during the 1st transnational meeting and finally the ex-partner schools and 

educational organisations from previous projects, for the promotion, dissemination of our 

work and the exchange of good practice.  We received a warm acceptance of their 

involvement and a positive response from the beginning of the project and we had excellent 

cooperation with all of them.  We are satisfied and pleased with them for all the help and 

support they provided.  

There was also communication with University institutions in Italy, as research and 

development centers, interested in training students. Their curricula are in line with the 

needs of the working world and the globalized market. In particular we have involved some 

STEM faculty and students of the universities: Università delle 3 età di Tradate, Insubria di 

Varese, Università di Pisa.  

If we were to carry out a similar project in the future we would like to find reliable and 

competent partners as in this one and we would further develop the methodology we used 

for the production of more complicated and advanced outputs in an effort to increase the 

digital literacy of our students, which is a top priority matter in the modern world where we 

all live. In other words we would like to include more students, more teaching staff, more 

cross-curricular topics, more advanced lab equipment and more expertise with the 

involvement of professionals in order keep pace with the younger generation's aspirations, 

dreams and needs. 

 

What target groups were addressed in your activities plan? Were the target groups 

changed in comparison to the ones identified in the application form? 

 

Our target groups were the same as the ones we identified in the application form. 

Regarding the students, we decided to involve young people in their mid or late teens and in 

some cases young adults and very few of older age, due to the variable structure of the 

partner institutions.  The Greek school for example is an Evening school and the majority of 

the students are working people, younger or older ones who are now specializing in a 

vocational field. During the 1st transnational meeting it was decided that we would involve 

students close in age with very few deviations. They all had some initial digital literacy and 

some of them were following IT studies especially in the Greek, Turkish and Hungarian 

school. Our target was that our learners would develop more advanced digital competences 

in order to gain self-confidence and competitiveness. We tried to make the learning process 

more attractive in order to keep these young people in class, to convince them of the value 

of education, to help them realise that gaining knowledge and more importantly expertise, is 

essential. The partner schools are all in small cities and students sometimes come from poor 



backgrounds with very few opportunities. Therefore, an international project that would 

help them grow certain digital competences would be a motive for further development in 

their lives.   

The teaching staff involved was initially described as people with expertise in the field of IT 

or people who are experimenting with the use of new technologies and their integration 

into their teaching methods. Following this commitment in our application form, the 

teachers who participated were mostly IT educators but also people who were interested to 

learn basic programming, aiming at using their acquired knowledge in teaching their 

students to use their digital devices in order to learn more in certain educational fields such 

as IT, Biochemistry, English, Math, Art, History, History of Art, Sports etc. 

Concerning the stakeholders, who we have already mentioned in the previous box, we 

addressed to the people we had originally planned, for dissemination support, technical 

support, guidance and feedback. 

 

5.5. Learning/Teaching/Training Activities 

Please describe the long-term learning, teaching or training activities included in your 
project and explain how they have contributed to reaching the project's objectives. In 
case there is a difference between what was planned and what was implemented, 
please explain why. 
 
We had 3 categories of activities: 
1. Designing and programming applications by one country each time. During a period of 2 
months, a partner school designed and created applications and prepared their teaching 
material.  
2. Short-term exchanges of groups of pupils with the participation of all countries. This activity 
was taking place in the country of the 1st category, with participants from the other countries. 
There were training sessions for all the participants organized by the hosting school, with 
elaborate material, demonstrating how the outputs of the 1st category were created.  
3. Implementation and evaluation of the applications taking place locally in each of the 
countries except for the one of the 1st category. For 2 months at least 30 students of each 
school reconstructed and/or redesigned the apps taught in the meetings of the 2nd category. 
The outputs were evaluated by all participants before being made public or disseminated. 
More specifically, in November 2016 the Greek school invited teachers from the participating 
schools and demonstrated the open programming tool, App Inventor, maintained by the MIT. 
We developed 3 short applications and the ‘Encryption – Decryption’ App with the use of the 
Caesar Cipher Algorithm.   
In the following 2 months the schools organized learning activities to teach the Greek 
products and evaluate them. Meanwhile, the Italian school developed their App and in March 
2017 we held a teaching/learning/training meeting in Italy where the hosting students and 
teachers demonstrated their product. The Italian App ‘RunEat’ was about the importance of a 
correct diet, obesity and food disorders, calculation of calories, BMI and BMR and a 
pedometer advising users what to eat and which activities maintain a healthy body. For the 
next 2 months all schools organized learning activities where they reproduced the App and 
evaluated it.  
At the same time, the Portuguese school prepared their 2 Apps : ‘Tooth Adventures’ (creating 
and maintaining oral hygiene habits in children and young people) and ‘Study And Conquer’ 
(A Math Game for stimulation of interest, revolutionizing homework). These were presented to 
the rest of the partners in Portugal in May 2017. Again the two products were taught and 
evaluated in the rest of the participating schools.  
In September 2017 the Hungarian school demonstrated the 2 Apps they had created during 
the previous school year called ‘NetworkPuzzle’ and ‘World’. The first app was related to 
network building with the use of a dictionary, sounds and pictures with online map databases 
about the partner countries, towns and tourist attractions. The second App was about English 



vocabulary and spelling, available in three difficulty levels with a database structure. The 2 
Apps were taught and evaluated in all partner schools following the same methodology as 
with the previous ones.  
Meanwhile the Spanish school prepared  the ‘ArtInMotion’ App for the meeting in Spain in 
February 2018, focusing on History, History of Art, Geography, Art Creation and English. It 
provided quick information, images and graphic performances about artistic styles, art and 
plastic terms and topics related to European works of art and their historical 
/geographical/cultural background. The App was reproduced in all partner schools for 2 
months and was evaluated by all team members.  
Finally, the Turkish school prepared their ‘LifLoS App, to enhance students’ acquisition of high 
level cognitive skills in IT and Physical Activities. Their App provided quick knowledge of 
sports linked to a muscle simulation of the human body. It was rebuilt in all schools’ computer 
labs until May 2018 and then it was evaluated.  
All activities were highly pedagogical for the students and teachers in every step of the way. 
Each hosting school for a period of two months designed their product and teaching material. 
The students and teachers made suggestions, updates and improvements. They worked with 
the App Inventor and acquired digital skills, IT terminology in English, basic coding and 
programming knowledge as well as knowledge in the subjects introduced by the apps. They 
worked in teams, designing, programming and preparing for the instruction of their products to 
their foreign peers. They were enthusiastic and satisfied with their results and their efforts to 
make their products as attractive as possible. The preparation periods and the learning 
workshops after each App was introduced were really happy and memorable moments in our 
classrooms. All the original objectives were justified in the best way.  
There was no significant difference with what we had initially planned except for our decision 
to cover only one of the Apps the Turkish school was planning to teach because the meeting 
in Turkey was held in April and we would have very little time to reproduce and evaluate both 
of them at the closing of the school year and exam periods. Therefore, for time saving 
reasons we decided to do only one 
 

 

5.5.1. Participants' Profile 

Please describe the background and profile of the participants involved in the learning, 
teaching or training activities and how the participants were selected. 
 
This partnership was set up partly as a result of a long-term cooperation between the 

coordinating school and three of the participating schools, namely the Turkish, Hungarian and 

Italian school  with which we worked together in previous European projects and which 

proved to be extremely reliable partners, with very organized IT departments. Their 

experience and expertise was a key factor for inviting them in this project. The Portuguese 

and the Spanish schools were selected among many other schools firstly because they had 

previous experience with similar projects in the past and secondly for their sincere interest in 

the concept of our project. All schools have a similar background concerning the profile of 

their students and teaching staff. They are all secondary education institutions, situated in 

small provincial cities or towns. In almost every partner school there are students coming from 

low economic or social levels. There are also immigrants and young working people already 

supporting their families financially. As it was mentioned earlier we decided to involve young 

students in their mid or late teens and in some cases young adults and very few of older age, 

due to the variable structure of the partner institutions.  At the beginning of the project our 

school communities were informed about its implementation and students were invited to be 

candidate members of the working teams. We selected those who had some basic digital 

knowledge and basic communication skills in the English language, motivation, interest and 

willingness to work and cooperate. In some schools with IT departments the majority of the 

team members came from the ones who were following IT studies. We tried to include as 

many people as possible and really engage them in every learning activity.  

Regarding the teachers, in every school there were at least two basic people following the 

project responsibilities, mainly teaching IT and foreign languages and other teachers of 



different subjects, who formed the pedagogical teams depending on their skills and interest in 

being familiarized with the creation of digital products, coding and programming. There were 

clear tasks and roles in all stages such as communication, monitoring, evaluation and 

dissemination plans.  The teachers who organized the learning activities were mostly IT 

teachers with linguistic competence in English. 

 

6. Follow-up 

6.1. Impact 

What was the project's impact on the participants and participating organisations 
involved in the project? 

 

The ones who participated in the implementation stages, including the participant 

organisations, accomplished a high level of development. Teachers and students from 

different or similar professional, social and cultural backgrounds joined together in a effort 

to reach common goals and objectives. Our key target group was our students. They were 

given the opportunity to feel as creators and inventors instead of just being passive users of 

their smart devices. Their needs and interests guided them into conceiving ideas for the 

creation of a digital app. They made efforts to design their product and make it as attractive 

and user-friendly as possible. They noted down the steps and programming commands and 

helped with the production of the teaching material. They experienced group work in their 

classroom first and they prepared for the sharing of their outputs with their European peers. 

They gained digital, cultural and linguistic knowledge. They were involved in activities which 

required research, programming, designing, debating, reaching conclusions and delivering 

presentations. Therefore they developed leadership abilities and become more self-

confident. 

The teachers involved on the other hand, were happy to participate in a project that allowed 

them to advance their digital and linguistic skills even more. The more experienced ones 

were able to exchange knowledge, good practice and expertise. The ones with lower 

knowledge if ICT learnt a great deal of basics and are now motivated to enhance their 

lessons with user-friendly software and teaching material. There were teachers who 

theoretically were not digitally competent but provided the information and resources used 

in the building of the apps, depending on the educational topic they were connected, such 

as English vocabulary, Art, History of Art, Math, Biochemistry, Sports etc. Their contribution 

was essential.  They worked together with local and European peers and supported mutual 

learning. It was a great opportunity for the exchange of education practices and models. 

There was constructive dialogue, social interaction and communication.  

The participating organisations had the opportunity to promote and highlight the excellence 

of both teachers and pupils to their local communities. They embraced the need for 

developing a strategy and openness to globalization and more importantly to the increasing 

digital economy by opening their labs to fresh educational approaches connected with the 

globally rising digital trade. Their staff and learners are encouraged and motivated to 

develop new competences. The schools located in deprived areas are more competitive by 

taking pride in producing highly-skilled outputs and a supplementary digital material that 

will enrich the typical school text books and is a product of their own human resources.  



They have gained a new perspective on providing more contemporary and personalized 

education. They are now being connected to a community of likeminded organisations and 

this is expected to bring more constructive cooperation and targeted orientation. 

 

Outside of the participating organisations which were the project's target groups and 

other relevant stakeholders? What was the project's impact on them and how did the 

results reach them? 

Our external partners were people from institutions related to education or to the 

implementation of innovative digital projects.  We addressed to people who are responsible 

for the use of ICT in education, university departments, IT professionals, municipality SA 

companies, schools in Europe, IT teachers and students in our areas and abroad etc. They 

were on our mailing lists when we forwarded our outcomes and we redirected them to our 

web tools which were constantly updated with new information. We invited them to our 

school events to promote our project and earn their support. We offered to give access to all 

the supplementary material we used for our products. They could reach our online 

instructions and tutorials. Our foreign colleagues as external partners and their students 

were given the opportunity to download the apps, test them and evaluate them. They came 

in touch with integrated and ready-for-use products that were results of a well-coordinated 

effort among peers.  

 By following the progress of our work the external and more professional stakeholders 

could keep pace with the younger generations’ educational needs and achievements. They 

followed our educational practices, widened their focus area, made suggestions and had 

their role in upgrading our curriculum.  Additionally they gained shared knowledge of a more 

successful market orientation in education concerning the learning resources necessary to 

teachers and learners. 

 

How has the project contributed to the achievement of the most relevant priorities (as 

outlined in the description section)? To which extent was the expected impact reached? 

The P@ls project aimed at promoting the need for innovative education by connecting 

educational institutions on local, national and European level. We intended to implement a 

project of wide scope by including as many people and institutions as possible. We had a 

wide focus group hoping to stress the need for more personalised learning, more innovation 

in the class, more motivation for the learners, more encouragement for personal 

development for the teachers, more effort to connect acquired knowledge and skills, more 

effective ways to reach certain desired results and objectives, more participatory 

educational methods, more transnational cooperation and more opportunities for creativity 

and innovation in a world that is constantly changing.   

Students and teachers focused on digital competence. Our learning activities were carried 

out with one of the most successful and popular online tools available. It was a nice 

opportunity to learn some basic programming and an enjoyable way to work in their teams 

and learn things. School became more attractive and the classroom climate was 

transformed. They were happy to see the results of their efforts. They tried to be 

competitive, productive and creative. They developed a strong commitment to the project 

from the beginning. They designed logos, they created cultural presentations related to the 



topics of their apps, they used the English language as skillfully as possible, they traveled and 

met their peers, they made friendships, they shared traditions, customs and habits. There 

was no distinction among the participants because they all had the same opportunities. On 

the contrary, they realized that nothing is beyond human potential as long as you are 

confident and committed. 

 

What was the impact of the project at the local, regional, European and/or international 

levels? Please provide qualitative and quantitative indicators. 

The long-term goal of the P@ls project was to be able to spread the need for school 

transformation. We tried to include as many people and institutions as possible by inviting 

them to follow the activities and results of the project. With continuous posts on the 

eTwinning project space, the project website and social networking pages but more 

importantly with our P@LSNET site, which was forwarded to schools and educational 

institutions coming from our home cities, local regions as well as from other places across 

Europe we developed a focus group that would try our outputs and provide feedback.  They 

accepted our invitation and responded well. They had to install a QR code scanner on their 

mobiles or tablets and run the 11 apps. Then they had to provide some feedback by 

answering a short questionnaire with rated choices. 

https://docs.google.com/forms/d/1Xo59OVA15i7iHBMM-

CzPP0Hp8l9HAlO4mk3j7kI1Z6Y/edit   

We received approximately 120  responses for the 11 apps presented on the P@LSNET 

https://pals2erasmusplus.wixsite.com/palsnet ,  which came from teachers, secondary 

education students and university students from Greece, Italy, Bulgaria, Slovakia, France, 

Lithuania, Latvia, Romania, Spain and Sweden. 

70% of the respondents answered that they are interested in programming, 67% found the 

apps user-friendly with easy navigation, 68 % consider them easily downloadable, 84% find 

them quite useful in their daily life and approximately 80% find their design functional and 

visually stimulating.  

We hope this project is an encouragement and support in their effort to open up to 

technology and digital education, and to induce transformation, modernization, advanced 

teaching practices, personalised learning in relation to participatory methods, class climate 

and learning skills. The results we produced can be a motivation for similar achievements 

supporting the idea of school networking for the exchange of practices, innovation, 

creativity and personal as well as institutional development in a constantly advancing world.  

From the statistical data of Google analytics we noticed that our project website 

http://erasmus-pals.com/  had an average of 360 views per month.  

Additionally there was an open public group facebook page 

https://www.facebook.com/groups/527383094119682/   with 362 members from many 

European countries, coming from the current project and previous collaborations in other 

projects, mainly students and teachers. We hope the posts on this page with information 

about our activities, our meetings, our results, our newsletters etc. can also be a motivation 

for similar efforts in other foreign or local schools. 

 

https://docs.google.com/forms/d/1Xo59OVA15i7iHBMM-CzPP0Hp8l9HAlO4mk3j7kI1Z6Y/edit
https://docs.google.com/forms/d/1Xo59OVA15i7iHBMM-CzPP0Hp8l9HAlO4mk3j7kI1Z6Y/edit
http://erasmus-pals.com/
https://www.facebook.com/groups/527383094119682/


6.2. Dissemination and Use of Projects' Results 

To whom did you disseminate the project results inside and outside your partnership? 
Please define in particular your targeted audience(s) at local/regional/national/EU 
level/international and explain your choices. 
 
The project results were disseminated on multiple, interconnected levels in each institution. 
The target audience was mainly teachers, students, educational institutions and stakeholders 
focusing on the development of digital literacy and educational competences in relation with 
the demands of the working world.  
We felt it was necessary to promote a project that follows the high speed of information and 
communication and the worldwide educational trends.  
Our school curricula, educational approaches and practices, teacher training, school 
development, policies and administration are all currently determined by advanced 
technological evolutions. There is an urgent need for school transformation in order to 
achieve an increase of our students’ interest in learning, upskilled performances, better 
school results and finally better frequency of classes and better school attendance.   
Our first target audience was our own nearest environment so at first there was internal 
dissemination within our own school members. Most dissemination activities started after the 
1st Transnational Meeting in Greece with presentations and projections to Parents’ 
Associations or Parents' Committees in the partner schools, letters and emails to cultural and 
educational institutions in the local areas, Teacher Centres and Secondary Education 
Directorates and Offices, the School Laboratory Centre of Trikala, the local Centre of 
Information and New Technologies of the city of Trikala, Municipal associations and SAs (e-
Trikala), the pupils, teachers and parents of primary, middle and high schools in almost every 
local area of the participating schools. Additionally the project was addressed to University 
institutions as research and development centers, interested in training students whose 
curricula are in line with the needs of the market where some STEM faculty and students of 
the universities were involved : Univesità delle 3 età di Tradate, Insubria di Varese, Università 
di Pisa. The results were also disseminated to local, national and international companies and 
associations that wish to recruit students able to meet the work challenges of the new global 
market in terms of innovation and technological development.  
With the P@LSNET webspace (https://pals2erasmusplus.wixsite.com/palsnet) the project 
was disseminated to ex partner secondary education schools, from previous projects, in many 
European countries: Italy, Latvia, Lithuania, Czech Republic, France, Spain, Portugal, 
Romania, Poland, Sweden, Bulgaria ans Slovakia. 
 
What kind of dissemination activities did your partnership carry out and through which 
channels? Please also provide information on the feedback received. 
 
The main dissemination tasks started at an early to set up a target educational community of 

recipients. During open meetings there was internal dissemination within our school 

communities for continuous improvement and organizational development. There were 

presentations and posts on our websites and social network pages and posters displayed in 

visible corners of the school buildings. 

The Greek school organized a conference attended by the Head and members of the local 

Directorate  of Secondary Education (D.S.E), School Advisors, Head teachers of Vocational 

and General Lyceums and High Schools, the Head of the School Lab Center, the Head of the 

local Center of Information and New Technologies, educators and representatives of the e-

trikala SA Municipal Company with expertise in innovative IT projects. During the presentation 

there was emphasis on the methodology, goals and expected results.  

- http://energospolitis.gr/epal-imerida-erasmus/   

The project website http://erasmus-pals.com/  was created in the first two months with 

information about the rationale, objectives, activities, educational resources, methodology, 

outputs, meetings, meeting reports and a rich photo gallery for activities. There are links for 

publications and newsletters, a News feed area and scheduled events. The website was 

linked to all partner school websites and other web spaces such as our eTwinning space : 

http://energospolitis.gr/epal-imerida-erasmus/


https://twinspace.etwinning.net/25514   and social network webpage 

https://www.facebook.com/groups/527383094119682/?ref=bookmarks  and was included in 

our promotional material as well.  

Five newsletters have been produced until July 2018 and forwarded by emails to recipients 

related to education and innovative digital technology. (the links are mentioned above and are 

displayed on the project website http://erasmus-pals.com/latest-news/ )  

There have been press announcements informing the local public for the progress of our 

work.  

There were TV interviews in Hungary (http://vigadokisuj.hu/erasmus-pls/ ). Also in Portugal  

(https://www.youtube.com/watch?v=36QVpG5vL2k ) for the program “Prós & Contras”, 

dedicated to the 30 years of Erasmus, broadcast live from Lisbon, where the Headmaster of 

the “ Agrupamento de Escolas de Barcelos” referred to the impact of Erasmus on young 

people and emphasized  on the importance of this project. 

Another TV interview in Spain (https://youtu.be/3a8ce82ZLys  ) where one of the Spanish 

teachers and two pupils were interviewed.  

There  were presentations in schools in Hungary and on the Open Day of the school 

displaying the project among the activities of high priority. 

1. http://kisujszallas.hu/files/kisb_2016_10_08.pdf   

2. http://kisujszallas.hu/files/kisb_2017_11_11.pdf   

3. http://kisujszallas.hu/files/kisb_2018_10_11.pdf   

In Italy the project was brought to three events of national importance with about 3000 

participants who downloaded the Italian app: 

- Faberlab    (http://www.asarva.org/2017/03/lappetito-di-tecnologia-vien-mangiando-e-

il-faberlab-piace-alleuropa/ ) 

- Bergamoscienza : festival of scientific inventions, held by CONFINDUSTRIA 

BERGAMO, UBI BANCA, CHAMBER OF COMMERCE AND THE SAN RAFFAELE 

UNIVERSITY OF MILAN where schools can participate with STEM projects disseminating 

scientific knowledge. The Italian school presented the RUNE@T app. 

https://www.bergamoscienza.it/it  

- Science Under 18: association in Milan, disseminating scientific knowledge and good 

practices produced by schools of all levels. The project was presented in a symposium and a 

conference. The attendees were provided with documentation about our products.  

http://www.scienzaunder18.net/joomla0/index.php/en/   

In the two years of the project, we have reached thousands of  students and families, with 

access to the project website. About 2000 experts, among which university professors and 

students received the newsletters. 

In Spain there were events with parents and the project was on display in the school monthly 

bulletin (reaching 400 families). There was contact with the Teachers’ Centre where the 

Spanish school was invited to give a speech about the project.  The Town Hall website 

reported the welcoming event. The Spanish school will soon present the project to the local 

Civic Centre, whose main activity is to allow the inhabitants of the area a free access to new 

technologies.  

In all schools there are posters displaying the QR codes of the 11 apps, which can be 

scanned and installed. Similar posters will be forwarded to other schools in our local areas.  

https://twinspace.etwinning.net/25514
https://www.facebook.com/groups/527383094119682/?ref=bookmarks
http://erasmus-pals.com/latest-news/
http://vigadokisuj.hu/erasmus-pls/
https://www.youtube.com/watch?v=36QVpG5vL2k
https://youtu.be/3a8ce82ZLys
http://kisujszallas.hu/files/kisb_2016_10_08.pdf
http://kisujszallas.hu/files/kisb_2017_11_11.pdf
http://kisujszallas.hu/files/kisb_2018_10_11.pdf
http://www.asarva.org/2017/03/lappetito-di-tecnologia-vien-mangiando-e-il-faberlab-piace-alleuropa/
http://www.asarva.org/2017/03/lappetito-di-tecnologia-vien-mangiando-e-il-faberlab-piace-alleuropa/
https://www.bergamoscienza.it/it
http://www.scienzaunder18.net/joomla0/index.php/en/


With the P@LSNET we made the project known among previous partners in different projects 

abroad, in other European schools. We received 120 responses as feedback.  

The project will continue to be disseminated in Turkey in the new school year. .  

Also it will be presented during an Info Day organised by the Greek school before Christmas 

2018 with teachers and students from local schools and education organisations as guests 

and during the school e- festival in spring 2019 organised by the local Municipality. 

Erasmus+ promotes an open access requirement for all materials produced through its 

projects. In case your project has produced intellectual outputs/tangible deliverables, 

please describe if and how you have promoted their free access to the public. In case a 

limitation was foreseen for the use of the open licence, please specify the reasons, extent 

and nature of this limitation. 

All the outputs we produced during the P@ls Project are available on the project website 

http://erasmus-pals.com/  and the P@LSNET site 

https://pals2erasmusplus.wixsite.com/palsnet  that we created for the promotion of the 

project to a number of schools in different European countries.  There are QR code icons for 

the site visitors in order to view and install the apps and there are also tutorials for their 

creation. Anyone visiting these two sites can have access to them. There are not any 

limitations for the use of these materials. 

How have you ensured that the project's results will remain available and/or will be 

used by others? 

The project results were uploaded on the project site ( http://erasmus-pals.com/  ) 

developed by the Hungarian school  and the P@LSNET  

( https://pals2erasmusplus.wixsite.com/palsnet  ) developed by the Greek school.   The 

P@LSNET site was addressed to a general audience consisting of European schools and 

educational bodies in many countries already mentioned above such as Italy, Spain, Greece, 

Portugal, Romania, Poland, Slovakia, Hungary, Turkey, Latvia, Lithuania, the Czech Republic, 

Bulgaria, France, Sweden. Our  outputs are available for free installment, trial or direct use.  

At the same time there is space for feedback, with the use of online questionnaires. The idea 

was that the main project outcomes and results would be available to a great range of 

people and would be used and reused so as to develop more potential results that will 

renew the learning cycle. This site will remain available long after the project's funding 

period is over. It is our hope that this network site will be further expanded and forwarded 

to more recipients and will be enriched with more digital products that will derive from the 

learning skills we acquired through the current project.  

 

The project's results are also posted on the project website which is linked to the partners’ 

websites and group pages. Finally, the results will remain visible on the eTwinning project 

space. 

 

How did you see the potential to use this project's approach in other projects on a 

larger scale and/or in a different field or area? 

This project has been based on mobile coding to develop applications with different themes 

so as to improve our students’ learning skills. But, coding or mobile coding was not our 

http://erasmus-pals.com/
https://pals2erasmusplus.wixsite.com/palsnet
http://erasmus-pals.com/
https://pals2erasmusplus.wixsite.com/palsnet


preferred dimension. In fact, we have focused on computational thinking. We need new 

approaches, thinking styles and human profiles in both educational or working areas in the 

21st century. For this purpose, we have to create new generations, skillful, qualified, equipped 

with 21st century skills to transform the societies from consumer to producer. Individuals who 

are equipped with the skills of problem solving, critical thinking, creativity, collaboration, 

leadership, having media literacy, adopting team works, entrepreneurship, responsibility and 

productivity will have critic roles in changing  their societies’ future. Coding with computational 

thinking skill can help learners to get well-prepared for such roles. 

The P@LS project works have tried to make students focus on problem solving, creativity, 

collaboration, media literacy, teamwork and productivity skills. In this meaning, our project can 

be used to create larger projects in the fields of how to help our students acquire 21st century 

skills, STEM education activities, robotics and maker movements. 

The Greek school is participating in two more Ka2 projects. We have taken advantage of the 

learning experience acquired with the P@LS project and made use of the App Inventor tool 

for the creation of an app that is a “Treasure Hunt” and familiarizes the user with the sights of 

a tourist destination. Also in the context of Erasmus+ projects we created teaching material in 

the form of a mobile app that can be downloaded to our smart devices. Moreover, a 

multimedia application for a travel guide using the Google Tour Builder and the EdPuzzle tool. 

The Hungarian school has produced similar apps, one of which was created for the 1st 

transnational meeting of the P@LS project in Greece as well as the creation of a Custom 

TinyWebDB service http://erasmus-pals.com/wp-content/uploads/2017/10/Creating-a-

Custom-TinyWebDB-service.pdf  . The rest of our partners are already making use of the 

project methodology and will continue to do so, for more STEM oriented activities because 

they have qualified teaching staff and well equipped school labs. 

 

6.3. Sustainability 

Which activities and results will be maintained after the end of the EU funding? How 
will these activities be implemented and supported? 
 

We strongly believe that technology is the area that gives young people the tools to succeed. 

The development of digital skills is the key to reducing unemployment. The acquisition of 

such skills can only survive if a certain educational context is developed in order to support 

them. This project gave us the opportunity to experiment with our favourite smart devices in 

order to become more digitally literate and it proved to be effective and more productive 

than other traditional teaching methods. The continuation of our activities and sustenance 

of our outcomes was a challenge for the project and an effective way to ensure long-term 

impact. As this requires early planning, we made efforts from the beginning of our 

cooperation. When the schools joined the partnership, we decided in common that we 

would develop a teaching methodology and produce well documented resource material 

with the purpose of integrating the project results and their implementation into our school 

curricula, as an effort to bring in and adopt innovative learning approaches. The more the 

results will be used in class the further they will develop. Our learners will embrace 

‘computer science’ and ICT only if these practices become part of their daily learning 

process. Additionally, our future students will have the chance to be taught with outcomes 

produced by their former schoolmates in cooperation with foreign peers. This will breathe 

life to our achievements and be regarded as the basis for more research and exploitation.  

We also focused on communication and outreach by trying to showcase our project results 

to a large audience. We made a communication plan and regularly forwarded our mails, 

http://erasmus-pals.com/wp-content/uploads/2017/10/Creating-a-Custom-TinyWebDB-service.pdf
http://erasmus-pals.com/wp-content/uploads/2017/10/Creating-a-Custom-TinyWebDB-service.pdf


updated our webpage, social media profile etc. We created the P@LSNET to reach a larger 

target group. It was forwarded to schools in many European countries and we encouraged 

them to connect it to more interest groups and school networks. We intend to keep these 

online spaces operational for years, to allow access and scope for further development and 

refinement.   

Another step was the involvement and participation of key stakeholders mentioned already 

in a previous area. We addressed to people who come from the field of education and/or ICT 

aiming at initiating a communication dialogue between representatives of educational 

bodies and young people who are experimenting in advanced technology. 

Finally, all partner schools will support sustainability activities and it is our aim to expand our 

acquired knowledge with the production of more results, and further improvements or 

updates of the existing ones by using the P@LSNET as a tool that will be more interactive, 

evolved and enriched with new products so as to reach a larger number of potential users 

and provide more tutorials, implementation support and professional development . 


