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Introduction

« As digital transformation is a multidimensional
phenomenon with multiple facets, SALTO Digital began
2024 its work to develop a common methodology to
identify, analyse good practices on the digital
transformation (digital priority) in the projects. Analysed Good Praciices on e Digtal Priocty

In Erasmus+ and European Solidarity Corps Projects

For this purpose, a Framework for identifying good How Can the Digital Priority

practices on the Digital Priority was published in 2024 Be Implemented in Projects?
(also known as “The Rubric”)

In 2025, we continued to analyse more in-depth the
Erasmus+ and European Solidarity Corps projects based
on the rubric and its dimensions.
SALTO ...
« The goal was to both analyse good practices in the :
projects and introduce an initial phase methodology for s
analysing projects.
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Abstract

The potential use of artificial intelligence programs such as a ChatGPT to analyze qualitative data raises any
number of questions, most notably whether it is possible to produce similar results without the demanding

process of manual coding. In addition, there are questions about both the simplicity of using ChatGPT for
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Introduction

Erasmus+

EU grogramme for ocucatan, raining, youth and sport

« A commonly known characteristic with
Erasmus+ and European Solidarity Corps
projects is the vast richness of the project
data. Rtinsicioeih Projects lists for download

Thes page lists all the proscts tunded by the European Commission under the Efasmuss programme,

You can cowrioad the follawing Excel oe CSV files to do your own analyss on the data

A great opportunity and a starting point for T Temnve

discovery, exploration and creating a first st e s s e ol i
phase methodology are the project lists
including all publicly available project data. e e T . T e e e o e

Erasmise Leaming N Accradded's 1 AT oied bratoed 2 0 b e OVE WIER Schaokires LLESTEANT Yhen
Erasnuse Loaming N Accrodded 2 AT et brokde0 ho JAT BLONMEN N2 Ot Niseumid
Crasruse Leameg N Accredded 2021 b AT Na \ Arel dar N Slagrord P Landbaaus,
Leaming W Accradied 2021 . 2 No i A BMIungene Crpmn ety Dorfetrsess Stosermiars AT
£ Loaming N Accrotted Y01 No WL vy MO0 O ArDagsiaa Virattorg AT
. . . Lmammg N Acredied 3001 o i DoAY un T Grs Accredtats JAKOMINE Steetmuare AT
The challenge, however, remains with ver | S (i 1 e Ewenimerioloy i
7 I 5 Erasvane Laamng N Acorodaed 2021 y 7 o Lavgun de Grwan Fs du LovProv. Masm BE
Leaming N Azzredted 3001 2 Mo 5 e HET GEMIRegcnsd PWILLEBRCRépon oo HE
M M M M Erovruse Leaming N Accrodied $121 21.1-EE foox D Yes NO 1] CHL 3 Reset VIdININ Qs taechaiel Régon de BE
aree number o rojects I1n these lists wit { Enavrune Lnamen §Accrobdad 21 : : Ne e grranPeuraban . BE
EravTise Leamryg N Accredted 2021 3 ¢ No hegpe: CNO Armes Schaokre Disteterids Prov. Arde BE
5 Erowmuse Loamng N Acoreded Y0 | » T2 0 No L Frawsony 20 0res Neusyala BE
M M M § Crawruss Lasng ¥ Accrodted 2001 4 3 2% 00 N e ol et (G £ Pyew (FumiiG
some projects including more adata than the Erovms Lowmrg W crmttedSn2s ‘ Vo imleyes o WA S Crgen 175
. Loaming N Accredted 3021 : PR 5 0 No G
Lamnig N Accrwd e T2 1 oy Na

Lessming W Accradted T021 4 : - 00 o No 1D e F : 3 N

Ot e r. 3 Liamang W Accrotted 202 2 No 2 wha b Regonal FRanasshe Hini mds C2

| mamryg W Accreaded 300 0 No NATICON Euisic ey KLENENT =

Leaming N Accredited 2024 - e I No
Lo N AcGrodtea 2021 < 7 No DE CHANCENMeO-prmn Aty Hosds NORDRHE DE
Loamng W Accradded 7021 3 No hetpes e wetlgenun Noo-gren Famanger GERLIN DF
Loamng N Accradded 2021 OE e e fradoed D No No s dogn DE Vadoshao fe Sohookire Zenemen BADEN W DE
Ly & Accredded ¥ witial bradaut No 3 2

In addition, how to identify projects that are P nUIIGR miESS  SmEm aE 2 L R,
relevant for our examination (digital priority).

11 Erssmus+ Leaming i Accredded ¢021 & Acrested ongonyg No 3+ DE Targ dee KNon prves Karobrens SAWEURT DE
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Keyword analysis

To start highlighting relevant projects from the
very large datasets, we started the creation of
certain keywords that would "capture”
relevant projects.

Keywords were created iteratively with the
help of Al tools.

First, Al was taught to understand the task,
then a small project list was given to
aggregate relevant keywords found from the
data.

Keywords were searched from columns
"Project title, "Topics”, and "Project summary”.

This iteration continued until saturation was
acceptable.

Internet

Internet of Things

loT

Large Language Models
Learning Management System
MIL

MOOC

Massive Open Online Courses
Media and Information Literacy
OER

Open Badges

SELFIE

STEAM

STEM

Science, Technology, Engineering,

Mathematics

VR

XR

advanced digital skills
artificial intelligence
automation

blended learning
blockchain

chatbots

cloud computing

data protection

digital

digital assessment

digital citizenship

digital competence

digital divide

digital education

digital education ecosystem
digital education hub
digital games
digitalinclusion

digital learning environment
digital literacy

digital pedagogy

digital resilience
digital skills

digital storytelling
digital transformation
digital transition
digital twins

digital wellbeing
distance learning
e-assessment
e-learning

ecosystem

edtech

educational technology

m-learning
machine learning
media education
media literacy
metaverse
microlearning
mobile learning
online learning
online safety
open educational resources
open learning
programming
robotics

robots

serious games
simulation

smart education
telepresence
Tinkering
transformation
video games
virtual

virtual classroom
virtual exchange
virtual learning environment
virtual reality

Erasmus+

Enriching lives, opening minds.
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Finding projects from datasets s s ¢ o — KeywordMatches per

Project Idei Project Titl Total Keywords Match P .
I‘Oj ect (TO p 329)1 -1-IT02-

By having a first version of ready-to-use keyword
list, it was now possible to continue searching
for projects that would have one or more of
these keywords in the project data.

Rationale: The more keywords found in the project
data, the more interesting for further examination
(more keywords=more activities and/or depth of
activities=more digital transformation)

Again, Al was utilized to conduct screening that
would be exhausting, if not economically (time,
accuracy, efficiency) very hard.

Prompts were created for Al to understand the
task, and to find, highlight, and to create
heatmaps with keywords in project data.

B N O U b W N

e
HOo

2021-1-1TO Supporting
2021-1-LVCInnovative
2021-1-1T0 Brand New
2021-1-ESCDIGITAL TR
2021-1-ESCEcoThings:
2021-1-ROi Digitalizatic
2021-1-CYC Accessible
2021-1-ESCOpen Digit:
2021-1-ESCDigital Ganr
2021-1-PTCENVIRONM
2021-1-1TO SupporTing
2021-1-LVCTransformz
2021-1-ESCOpen and ¢

5 2021-2-PLCroboSTEANM

2021-1-CYC Guidelines

7 2021-1-NL(Engaging Li

2021-1-1TO E-CR.AF.T.:
2021-1-1TO Schools in 1
2021-1-SK( Digital tool
2021-2-NL(STEAMAALI
2021-1-1TO Empowerin
2021-1-CZ(Love Earth
2021-1-1T0 Closing the
2021-1-LVC Developin

6 2021-1-BGtSupporting
7 2021-1-RO{Improving

2021-1-PTCHow to ma

29 2021-1-ROM@THGA

SALTO....

SOLIDARITY

KA220-SCH-
000034442

m2021-1-LVO1-
KA220-SCH-
000027689

W 2021-1-IT02-
KA220-SCH-
000029596

m2021-1-ES01-
KA220-SCH-
000034390

m2021-1-ES01-
KA220-SCH-
000034349

m2021-1-RO01-
KA220-SCH-
000030045

m2021-1-CY01-
KA220-SCH-
000027701

m2021-1-ESO1-
KA220-SCH-
000027770
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Analysis

As the methodology for highlighting projects was sound in
both accuracy and relevancy and checked both by Al tools
and researchers, it was time to still narrow down what
projects would be taken into further analysis.

Conveniency sampling was necessary to maintain reasonable
amount of projects.

Accredited projects were excluded since available project
data at this stage was not available.

Current programme cycle projects (2021-2025), all sectors,
KA1 and KA2 and ESC projects were all included for finding
matching projects with this methodology.

Again, Al tools were utilized. As we agreed on which projects

were taken for further analysis, we trained the Al to assist in
the analysis based on SALTO Digital s Rubric.

SALTO ...

Erasmus+ Key Action 1 >>

nnovative and Educational Immersian in Programming and Cybersecurity
Learmn, 5“1 e, Innovate
> A o'W

{ Young People
sstonalising Program for Education Renavation

) C cation, and Artificlal Intelligence In Education
hM" SCH njmdu I N 0 L-arn and Teach Easily with Technology

Erasmus+ Key Action 2 >>

KAZ20.VET - Digital Transformation of the VET Sector

KAZ20-VET - Al for Female

KAZ20-VET - Bots and Artificial Intelligence

KAZ20-ADU - Supporting the Digital Transformation of Soclal Economy Organisations
KA220-ADU - Making Adult Education lively through Artificial Intelligence

KAZ20-HED - Volumetric 3D Teachers in Educational Reality

KA220-HED - Digital Curator Training & Tool Box

KA220-SCH - Digitalization for Kindergartens and Primary Schools

KAZ20-5CH - Security and Privacy in Academic Data Management At Schoals
KA220-YOU - Trust in Truth: Digital Literacy in a Post-pandemic Time

European Solidarity Corps >>

ESC30-50L - DIgIRISK-Young Initiative Community

n the Feld of Artficial Intelligences {Al) for Europe's Bright Future

EUROPEAN
SOLIDARITY
CORPS

Erasmus+

Enriching lives, opening minds.



Rubric for identifying best practices on the Digital Priority in the projects

Dimensions:
Limited evidence Emerging Developing Advanced
1. nmm Digrtal echnoiogy W used Intennional use of digital look Integrating new SGRAL methods Davétupng new degital sducabion
Digital technology is focus on enabiing new processes and and processes for new and processes for
new P and hods in learneg and tsacting ur | lesening and teachieg h and h
used purposeful and methods Momeeer, Fitnl youth work | methods for youth work approaches / methods of youth
meaningful in order 1o | roughts oo the wse of diges work,
enable new processes tools for educabonsl purpoess of
and methods Yourh work May be presanted,
2a. Enhancing hasic A project offers to parapants Learning of the basic digital skils in a | In additon to previcus, a project is | Foous of the dasic digtal ckils
w and Intentional learning project is Based on a well-defined | enharcing partiopants’ capabilties | learmed In 8 project Is also on the
1 ities on basic digital competence framework (0.9 o Wam nam basic dygital skills by computational thinking that < a
competences for the skilts focusad on the use of Digeomp or curmicubum) focumsng on metacognitive sialls, | bass e, for understanding of
digital transformation | digta tocls or enveonments, .. learning-to-loarn, learning | Artificial Trrefigence and Fom
{wew v.g. Digital Compatsnce In adabon, dicstal skils lnarned are and p Lt dgonthers woek,
framework Tor otzens Digfomg not focused only on the use of related digital skills,
&2 ana SELFIE Tooks) individual digital tool or emireament, Crical thnking, thinking strategies
but more generalised skills ke g metacogntens are emphastzed
and data | v, m & luncametal part of digtal
commuenication and skils In arder to understand and
b { digital SValaLo cutcomes produced try Al
creation, safety or problem
seiving.
2b. Enbancing A project offers to partiopems Learning of advanced dgital skills » | In adaition to previcus, s project it | Focus of advance digital skils
intentional learning & project is based on & well- anhanang partcgants’ capabiities | Wamed in the project s 3
P itins an # 1o cortivucualy mam nem advanced | capal to cruate new digital
and competances for | goial skilis focused on the use | or curriculum, dighal ki¥s by focusing on solutions and knowledge for the
the digital of dighad tools or envirnnments, computational thinking and new situations / futurs
transformation: In pddtion, digital skile lewrned are | metacognitive skills, e.g. scenarios.
+ dgital GTgMIoe, recheska or not focused on the use of digtal tooks | hearning-to-learn, learning
ArcMieClind! Orign or emironmerts, but more and pi
+ devwicpmet of spoe, WA, generalized skills Sike digital system thinking and design
:ﬂ‘ﬁ'- o e -t architecture dasign, data kil related advanced digital
M“"‘""‘ o ""':‘"“ . analytics or software competences,
"M‘” o il developmuent.
* Exbarsetsnily
« date snah@ox, mang and
PR o
+ pograrmming asd traning <f

3. Daveloping a high
performing digital

c change
education and youth
work)

4. Digital padagoay
and. methods

5. Diglital
transformation
supporting other

!l.ll‘ orom » IMWNEE!-

participation, mcloskn) aml
Thervwy (IIke wed-heing)

INEM) seps Mave Been takan &
PO towoards & Jigas
SOLMN scosyitam by sesing
Wiinl tranaformatinn us o
systemic changs of an
erganisation, Honever, o promed
18 101 deveboping systemi
wnatlons of dgntal education
Seosyatenm (w9 tapacity bulding,
pedagogcal aperosctes,
meihnds, Owrodum, digtal
content o digtal skils etc )

Dogltal pedagogy s not
waplicitly integrated in
project,

Digital tools, environment or
comtent is used for supporting
other privrities (/Iheme) (a.g
I learaeng ur othwr aclivims| or
N ngtemectabnn of 8 pregect
0.0, Produong digital matodnm
COMMUNK N and oo -crsalipn
AMONG Partnoms

DIgas Lransfonmabon 1 soe in i

Oigtal ransfomation hss been

Project os wy ge of an
erganisation consisting of
warlous enabilerms [« g Cmaoty
bulking, pedwgogcal prosches,
e iDOds, Cucuum, ghe content
Algam sxibs #te, ) for begh performng
GWEN aducation ecosystem,

A project & aveloping systemi one
OF PO uiablers of Bgnal salucation
ecosysiam (o4, capacky bulksing,

P nw "
part of systamic change of an
whin g

A projct boosts dighta
formation as » vy

hangs of an arganization, whis

Eehully comnecting to £U

and ol

g o TU poll

whinnal and loost

|, LIty buiding ana

Copminy uslitng andl reslbanie o
the crganisation,

In ad&tion, 8 project streegths
ncdusivaness of sducation and

resibenin oF 1he organmatn

I addRion, » project strangthn
wausivenass of aducation and
evirog the (uality of ahaaton

strength the quality of

Al Appvosches, sty
curricuium, diges contant & digital
LR |

Thar ne oF thi Teehnoogy & well
foutiled on ped | thi

oy digival
aconywtem.

A olect s uwng advanoed
o ches and

Rawuvar, It regdicatos radtons
pedagoges approsches sni
mathods, &g g multiple-thoce
auestinn ey

Digital tramsition s bound to
wiher programme poistitios
(thomey) o o project (09 grom +
AURN Lransition [ty aaubion),
RN partickmbion, digital inchaion)

L
methods of deep learming, ke
Drogressive Ingpare Ineming o
protiom -based aming, Leaming
1% Bk o collatiorative
knowledge bullding by warg
RN by, maalerials andl
anvroerrant. Oom axamphe magit
ba Fipped learnng apvonch

A pruject davelops mew digital
methods and teeds Lo suppon
Othar programime geieitiey (29 "
Qresn + gt ransion (fwi
fransibion ), ganl participstion,
digea inchusion) (shemes)

g and high-
performing digital sducation
acorystem

Aot s dewsbaping the new

methods of the digital pedagoyy .

focus 0.0, on tINNMng Mrateges and

metacogoilive skibs The alm & 10

provide learmers with skills to

Craate new solutions 1o new
future

A propct develaps both, digital
transformation and other
Priorttien (themes) s

WL VRWed process with innovative
Mmethods, tnuh aod outcomes

4

[ [ [ ATl NN\ N\

A S N - N\ A\ N R\ R AR\ N\ R\ \ VRN

s

ONE PAGER

How to identify good practices
on the Digital Transformation in

the projects?

Digital Transformation

How is digital technology used purposefully and
1 meaningfully to enable new processes and
methods?

Digital Skills

How does the project enhance digital skills and
competencies for digital transformation?

Digital Education Ecosystem

How does project strengthen a high performing
digital education ecosystem?

Digital Pedagogy

How are digital pedagogy and methods used to
support deep learning?

Synergies with other Priorities

How does the digital transformation synergize
with the programme priorities in the project?

Framework for Identifying
Good Practices in Digital
Transformation

Digital transformation In the
Erasmus+ and European Solidanty
Corps projects is multidimensional,
encompassing a variety of aspects
to consider. The Rubric for
identifying Good Practices on the
Digital Priority serves as & tood foe
getting oeeper insights into digial
transformation within a project.

This rubric provides a structured
framework to identify good
practices in existing projects and to
plan and develop the
implementation of the Gigital
Transformation in new projects,
The framework outines digital
transformation across five key
dimensions and lllustrates practical
Implementation.

See: hittasd/ur SN

~—

SALTO ...

saltodigital.eu
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Analysed Good Practices on the Digital Priority

in Erasmus+ and European Solidarity Corps Projects Digital

Transformation

Project Details ))

Synergies with Digital

Project Let’s be ready for the digital age Sector Vocational Education other Priorities Skills
{Budme pripraveni na digitalne & Training
vedomosti)

2021 - 2022 Action Type KA122

hitps.//erasmus- Participants Slovakia

plus.ec.europa.eu/proj
i15/2021-1-SK01-KA122-VET-000017057 o
Digital Shena

Pedago Education
Project Summary » &y Ecosystem

\ J

This VET mobility project strengthened learners’ digital competence and employability
through hands-on placements in Italy, Ireland, and Germany. Students practised robotics ( 1 = Limited evidence | 2 = Emerging | 3 = Developing | 4 = Advanced ]
and automation, 3D printing with modelling tools, programming, and web creation inside
real tech companies. Tasks included assembling robots, configuring applications, using 3D
devices, and designing websites, while communicating in English and navigating new
workplaces and cultures. A preparatory visit aligned activities with host needs. Reported
gains were stronger technical skills, safe and purposeful technology use, confidence,
independence, and new contacts that support entry to work or further study. The school
also deepened cooperation with foreign companies to host VET internships.

EUROPEAN -
SALTD DIGITAL - ggk'PDSAR'TY Enrichingﬁ\resa,cierrggl{nisnds.



Focus of Digital Transformation

Leamers were gulded to use technology appeopriately and safely, becoming creative and producuve in work, school. and online

leaming, They practised core tasks such as using modelling tools, basic programming, and creating simple websites.

petences fo

Ewdence relates mainly to a preparatory visst by staff to plan mobéities and placements. There s no explicit description of staff
training on foundational digital skills

Students enuazed in robou-:s :md automxbon learned to uperote _'D devacns and CAD tools, and optimisad web apphications in
company contexts. They developed IT application skills end professional terminology used in industry,

The documentation does not report targeted advanced upskilling for staff. Staff involvement appears focused on coordination

and supervision rather than technical training.
Development of digital skills and competences for teaching
There is no explicit account of new digital teaching peractices adopted by teachers. The project’s emphasis is on student

internships rather than on staff pedagogy.

kil nd competences for l2arn

Learners used technology to actueve practical goats in real workplaces, improving independence and confidence through
project-based tasks. They learned to be preductive and safe users of digital tools in varied sattings.

Reported outcomes !ocus on learner cxpellrm‘_c :nd mdus.uy -:xpmuw.

Emerging technologies and innovation in 2duca

The progact exposed learners to robotics, automation, and 3D printing, and supported the creation and optimisation of web
applications, These experiences Introduced innovative tools and workflows used in companies

ptive technoiogic |.€

No data was found of activities that use or reflect on artificial intelligence or related pedagoges. The project’s technology
emphasis lies elsewhere

3 ness andd capacity of institutions

The school strengthened cooperation wtth forelgn companies .md arranged regular internships, showing organisational
copacity for digital-rich mobility. No explict institutional digital strategy or action plan is described

wclusion and addressin 2 digital Inequalitie

hv- text does not rcpor! targ t-d Inclusion actions (for example, gender balance In STEM or tadored support 1o bridge digitsl
gaps). intercultural exposure and canfidence building in work environments are noted.

EU digital too nd framewarks on digital education and skilis

Q-
12

SALTO ...

No explicit references to EU frameworks or tools (for example, DigComp or SELFIE] are present on the project page or in the
dataset entry. Therefore thelr use cannot be confirmed

EUROPEAN
SOLIDARITY

Erasmus+

CORPS Enriching lives, opening minds.



Analysis of Good Practices

Digital Transformation

Work-based mobslities introduced new ways of learning by immersing students in company settings where robotics, automation, 3D printing,
and web development are everyday practices, Practical placement tasks (assembling robots, configuring applications, producing website
designs) ranslated classroom theory Into real production workflows and helped learners use technology safely and purposefully. The
preparatory visit afligned stakeholders and ensured relevance of activities 1o host contexts, strengthening implementation,

The data shows meaningful adoption of technology-enabled methods in authentic workplaces and a deliberate preparation phase; however,
there is no description of an institutional digital plan, quality assurance processes for digital learning, or scalable models beyond mobility,
Overall, the project shifts practices in concrete settings but stops short of systematising them within the organisation,

Digital Skills How does the pr

Learners advanced from general digital use to specialised competence: operating 3D devices and CAD tools, programming, autormating and
assembling robots, and creating and cptimising websites. They also improved English for technical communication and gained confidence
and independence, which supports transfer of skills to further study or empioyment.

The data documents a wide range of demanding, occupation-relevant digital tasks compileted In company environments and cenfirmed
threugh school assessment, indicating robust skill acquisition for learners; yat staff upskilling is not reported, which narrows the breadth of
impact. The strength kes in learner outcomes tied 1o real work artifacts,

Digital Education Ecosystem How does prosect strengthen a high perform

The school deepened ties with foreign companies, anabling regular internships and cross-border exposure to digital tools and
workflows. These connections provided students with contacts and a pathway to continued learning or employment.

Partnerships with host companies and Intermational mobility routes are demonstrated and beneficlal, but there Is no mention of
partcipation in EU-level digital communities (for example, the European Digital Education Hub) or of institutional frameworks that
embed these practices across programmes, The ecosystem |5 outward-facing and functional, though not yet structured as a shared

platform for ongoing co-creation,

SALTO ...

Dlgltal Pedagogy iow are digital pedagogy and methods used (o support deeg leaming

Learning was organised around authentic tasks in industry, with mentoring in stu and practical evatuation back at school (for example,
grades in Practice and Automation). The approach fostered independent problem-soiving and application of professional terminology,
connecting language, technical knowledge, and workplace behaviours

The project shows experiential, project-based learning in real contexts; however, there is no expliot articulation of digital pedagogical
models, educator capacity-bullding, or resources for replication in other classes: The pedagogy Is effective for participants but remains
Implcit rather than codified,

Synergies with other Priorities How does the digital transformation synergize with the programme pr ties in the protect?

The work responds directly to the Digital Transformation priarity by developing both basic and advanced digital competences through
mobility, while also touching Participation through intercultural interaction and English-language communication in companies, There is
no explicit strand on Environment or targeted Inclusion & Diversity measures beyond general access and confidence-bailding.

algnment with the Digital Transformation priceity is clear in aims and outcomes; partial synergy with Participation is visible, whereas
Erwironment and Inclusion strands are not detailed, The project thus contributes strongly to one horizontal priority and lightly to
another, without comprehensive Integration of all four

EUROPEAN
SOLIDARITY Erasmus+
CORPS Enriching lives, opening minds.




Results of the Analysis on Good Practices of the Digital Priority

Methodology
Utilizing Al tools to crunch very large project lists with hundreds of thousands of
projects is a promising and efficient approach.
However, using Al tools needs a constant reviewing and fact-checking.
Methodology needs further development and iteration.
Creating open access and trained Al Agents for E+ and ESC to communicate
policies and to highlight projects & trends would probably be desirable for NAs, and
early pilot versions have already been promising.
In addition, feeding project lists (excluding sensitive data) for Al to deliver
snapshots, summarize outputs, and create simple cross-tabulation of variables,
heatmaps and sense making of vast project datasets seems very usable approach.

EUROPEAN
SALTU - SOLIDARITY Erasmus+
DIGITAL CORPS Enriching lives, opening minds.



Results of the Analysis on Good Practices of the Digital Priority

Analysed Good Practices in Erasmus+ Key Action 1

* Among the KA1 projects examined, the available evidence focuses mainly on
developing individuals’ competences and activities carried out within digital tools
and learning environments.
At the same time, indications of broader organisational digital transformation are
less evident.
Consequently, the emphasis lies more on enhancing project participants’ digital
competences rather than supporting wider organisational development. Based on
the documented outcomes and information, the most significant impactis in the
improvement of individuals’ digital skills.

SALTO..... - gégﬁn?ﬂ?v Erasmus+

Enriching lives, opening minds.



Results of the Analysis on Good Practices of the Digital Priority

Analysed Good Practices in Erasmus+ Key Action 2

* According to the project results, KA2 projects generate systemic, holistic, and
sustainable practices that are connected to relevant policies.
In addition, the projects have developed and disseminated toolkits, platforms,
digital tools, and organisational strategies.
The examined projects appear well-alighed with EU frameworks, policies, and
programme priorities, clearly showing how their activities relate to broader policy
goals in their outputs.
Overall, KA2 projects demonstrate substantial maturity, particularly in the Digital
Transformation dimension.

EUROPEAN
SALTU - SOLIDARITY Erasmus+
DIGITAL CORPS Enriching lives, opening minds.



Results of the Analysis on Good Practices of the Digital Priority

Analysed Good Practices in European Solidarity Corps Solidarity Projects

 Based on the selected European Solidarity Corps (ESC) project results, the
emphasis is clearly on foundational digital skills and strengthening participants’
agency.

* The projects frequently address synergies with priorities such as inclusion and
participation, which are closely linked to the programme’s broader objectives.
Overall, ESC projects tend to prioritise basic digital competences and supporting
young people’s participation through solidarity projects with focus on the digital

priority.

Erasmus+

Enriching lives, opening minds.

EUROPEAN
SA LTU SOLIDARITY
DIGITAL CORPS



Results of the Analysis on Good Practices of the Digital Priority

Conclusions

* How can projects excel from emerging and developing practices to advanced?

* Systemic and organisational-level dissemination of practices were more common
in KA2. How could these practices be addressed more often in KA1 projects?
Most projects already highlight basic digital skills and competences, what actions
would help future projects address more advanced digital skills development
activities?
Strategic, systemic, and organisational change require additional support, tools,
Instructional resources, and mechanisms.
In this context, introducing and strengthening digital pedagogy is not only an added
value but a strategic necessity, as it provides the holistic framework through which
digital transformation can move from isolated project activities to systemic change
across organisations and programmes.

EUROPEAN
SALTU - SOLIDARITY Erasmus+
DIGITAL CORPS Enriching lives, opening minds.
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