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IO3 FINAL REPORT
INTRODUCTION TO 3D4VET
3D4VET project aims at developing innovative curricula based on the usage of new digital technology
to implement in the additive manufacturing industry, in line with the priority related to open and
innovative education, training and youth, imbedded in the digital era.
Furthermore, the new curricula will be adapted to the ECVET point system to guarantee an easy
recognition in all partner countries, thus contributing to the transparency and recognition of skills and
qualifications to facilitate learning, employability and labour mobility.
On the other hand, project activities will also enable the production of 3D printers, which will allow
VET providers to create their own equipment. This promotes the sustainable investment, performance
and efficiency in education and training, improving the quality and innovation of the learning process.
The project will also contribute to improve the knowledge of learners in one of the Key competencies
defined by the European Commission (ICT), thus it will allow final beneficiaries to increase their
employability.

IO3 RATIONALE
This third intellectual output has been devoted to the design and development of an online
collaborative platform for trainers, supporting the learning processes and for community building and
sustainability.
The platform that has been created in order to facilitate the exchange of information and experiences
among teachers and trainers (peer‐to‐peer learning) by making available a repository of Open
Educational Resources (OER) aimed at providing teachers and trainers with materials and information
relevant for their classes.
This online platform constitutes itself a repository of the different resources that allows teachers and
trainers to design their own training courses.
Teachers who belong to the different Consortium members are able to obtain resources, interact with
other teachers and mentors, as well as become themselves mentors or trainers to other teachers
without any restrictions, apart from receive the acknowledgement of existing mentors and trainers in
the platform.
This collaborative platform has been created thanks to the contribution of all project partners.

3
The European Commission support for the production of this publication does not constitute an endorsement of the contents which reflects
the views only of the authors, and the Commission cannot be held responsi‐ble for any use which may be made of the information contained
therein.
3D4VET 2017‐1‐ES01‐KA202‐03800

RESULTS
This intellectual output contains 6 activities that has been developed during more than a year. The
design of the collaborative platform has been carried out by INCOMA, who was the activity
coordinator, with the inputs and collaboration of all the partnership.
The results achieved in each of the activities are the following:

A1 – Analysis of existing platforms and repositories
Between June and August 2018, a desk research has been carried out by INCOMA in order to analyse
existing platforms and repositories related to 3D printing and education. All the information collected
during this research has been uploaded in the collaborative platform in order to have more Open
Resources to be shared with trainers, teachers and others that are interested in 3D printing training.
This document is in Annex 1.

A2 – Design of mentoring system
INOVA has developed an online mentoring system for the platform users by adapting the Mentoring
Circles methodology, which combines peer learning with mentoring and coaching. In this sense,
between February and April 2019 INOVA analysed the platform structure, its objectives and main users
to create a Mentoring Circles guideline adapted to a digital context and the possible discussions and
debates that could arise in the forums. In addition, in September 2019, they issued a video tutorial no
clarify the way of using this methodology.
The Guidelines and the link to the video in YouTube are in Annex 2.

A3 – Draft design of platform features and needs
Once analysed the existing platforms and repositories related to 3D printing and taking into account
the results of the Capacity Building activity (IO2‐A5) and the pilot testing with students (IO2‐A6),
INCOMA developed a draft design of platform features and needs. The platform has been firstly
created in English and then all main titles of the platform has been translated in all partner languages
(Spanish, Italian and Croatian).
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The platform has been developed in Moodle. INCOMA started the platform development on July 2018
and the User’s Guidelines were created when the platform was completed and after the partners’
contributions in the fine‐tuning activity (October 2019). The User’s Guidelines have been translated in
all partner.
The Users’ Guidelines as well as the link to the collaborative platform are in Annex 3.

A4 – Development of specific contents and adaptation of existing contents
The consortium, headed by IES Antonio de Ulloa, has developed video tutorials to explain different
contents. They were created in Spanish and then in English. These video tutorials are part of the
training contents that has been developed in IO2 and tested by teachers, trainers and students. So, all
resources developed in IO2 has been updated in the collaborative platform.
Instead of including everything in a repository section, the partnership agreed during the partner
meeting in Venice from 18th to 19th February 2019 that it was better to separate the training in two
different modules, one for hardware and the other for software, instead of including everything in the
repository. In addition, we have also included a repository section with the results of the activity 1 of
this intellectual output 3 and some partners’ contributions.
This activity was developed between April and July 2019.

A5 – Implementation and fine‐tuning of the platform
After the pilot testing of the training contents and having the students’ and teachers’ feedback,
partners tried the platform structure as well as the platform contents during the summer 2019 and
they gave INCOMA several feedbacks. The comments and suggestions contained in the different
feedbacks were analysed and followed in most of the cases, arriving to the current structure and design
of the platform.

A6 – Final report
This final report of the Intellectual Output 3 has been realised within the expected schedule, it was
issued on November 2019, and it describes the activities carried out, as well as the results achieved.
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CONCLUSIONS
The collaborative platform has been developed on time during the second part of the project
execution. It has been designed in Moodle having a repository which includes other resources of 3D
printing (website, other European projects, other repositories, etc.), as well as the training developed
in IO2, that is divided in two different sections: hardware and software.
The platform has been designed user‐friendly, including a very visual User’s Manual, and with an easy
access. Although the main target group are teachers and trainers, it can be also useful for students and
all the people who are interested in this field.

6
The European Commission support for the production of this publication does not constitute an endorsement of the contents which reflects
the views only of the authors, and the Commission cannot be held responsi‐ble for any use which may be made of the information contained
therein.
3D4VET 2017‐1‐ES01‐KA202‐03800

ANNEXES

ANNEX 1.‐ ANALYSIS OF EXISTING PLATFORMS AND REPOSITORIES
ANNEX 2.‐ MENTORING CIRCLES METHODOLOGY ADAPTED TO 3D4VET
ANNEX 3.‐ PLATFORM USERS’ GUIDELINES

7
The European Commission support for the production of this publication does not constitute an endorsement of the contents which reflects
the views only of the authors, and the Commission cannot be held responsi‐ble for any use which may be made of the information contained
therein.
3D4VET 2017‐1‐ES01‐KA202‐03800

IO3‐A1 ANALYSIS OF EXISTING 3D PRINTING PLATFORMS
AND REPOSITORIES
This activity aims to analyse the existing platforms and repositories related to the field of 3D printing
and education. The resources obtained will be deployed to generate contents and community (social
networking / communitiy management).
The resources found after the research are the following:
 https://3dprinting.com/what‐is‐3d‐printing/ : it is a good starting point to be introduced in the
world of 3D printing. This website constitutes also a guide on where to find the most suitable
training regarding your training needs and in which contents can be applied the 3D printing
technologies, among other contents.
 https://www.createeducation.com/ : it is a very complete website with open resources for
primary and high school students. You can find there free resources, teacher’s guides,
tutorials, etc.
 https://www.coursera.org/courses?query=3dprinting : free MOOC trainings from Universities
from all over the world.
 https://www.3dhubs.com/what‐is‐3d‐printing : although it is a hub to sell 3D printed issues, it
has a well organise explanation about 3D printing, its evolution and kind of printers.
 https://newatlas.com/3d‐printing/ : it mainly offers news about the last researchs and
advances in 3D technology.
 https://3dprintingindustry.com/ : this is a kind of hub of 3D printing companies, and there are
also some contents explaining what is the 3D printing technology, some guides and news.
 http://3d4vet.eu/?page_id=391&lang=en: another Erasmus + project, which also includes an
e‐learning platform.
 https://all3dp.com/1/free‐stl‐files‐3d‐printer‐models‐3d‐print‐files‐stl‐download/ : repository
of 3D printing contents.
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 https://www.aula3d.es/: Spanish company which provides online 3D printing training (paying).
 https://www.sculpteo.com/en/: different information about 3D printing, how to print and
different printers.
 http://3dhelp.euda.eu/: this is an Erasmus + project that responds to the need derived from
the growing of the 3D printing market of the EU.
 https://alison.com/course/3d‐printing‐with‐windows‐10: this is a platform with free training
that also contains some trainings about 3D printing technologies.
 https://www.udemy.com/topic/3d‐printing/: it’s a repository of different training, but it’s not
for free.
 https://www.aniwaa.com/blog/the‐best‐free‐3d‐printing‐online‐courses/: it’s a repository of
free 3D trainings.
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Online Circles™ for 3D4VET
By Inova Consultancy
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Introduction
Acquiring new skills and knowledge opens up the possibility for students to pursue a new career path, or to
incorporate fresh forms of knowledge to an existing profession. Such transitions imply change and the use
or development of soft skills.
Soft skills are the cluster of personality traits, social graces, facility with language, personal habits,
friendliness, and optimism that mark people to varying degrees. Soft skills complement the hard skills, which
focus on technical requirements or technical knowledge. Soft skills can be categorised as following:
Personal Qualities
▪
▪
▪
▪

Self-esteem
Sociability
Self-management
Integrity/honesty

Interpersonal Skills
▪
▪
▪
▪
▪
▪

Participating as a member of the Team
Teaching others
Serving Client / Customers
Exercising Leadership
Negotiating
Working in cultural diversity teams

In order to make these transitions smooth, Inova has developed a unique peer mentoring process which
brings together skilled facilitation using action learning techniques, coaching and mentoring, combined with
career development and self-reflection tools.
For the 3D4VET project, Inova has developed an adaptation of the Mentoring Circles™ to be incorporated into
online forums, this is followed by a guide for mentors and mentees aimed to ensure an effective development
of the Circles™ in an online environment.
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1. What are the Mentoring Circles™?
Mentoring
Mentoring is a powerful and popular technique for people to learn things related to their personal,
social and professional skills. The word “mentor” comes from the name Homer gave to Télémachus
(educator, tutor, and teacher), the son of Odysseus.
It was believed that a mentor should be a more experienced person who assists another person to
be aware of their own abilities and personal improvement. However, a mentor can be anyone able to
interact with others in a supportive manner, and on a more equal basis. This kind of mentoring can
cultivate growth and learning, and it can work to the mutual benefit of both mentor and mentee.
No doubt, experience, skills and competences are more valuable resources in a mentoring
relationship than age or position. Also, open and clear communication, trust and assertive
cooperation of both parties are essential. The mentoring process can be thought of as a two-way
street where knowledge and skills are passed from mentor to mentee and from mentee to mentor in
order to aid in the growth of each party.
Mentoring is an effective method of developing strategies through an informal process.
Consequently, the procedure enables both the mentor and mentee to absorb the culture and
perceived values of the organisation through their personal contact with colleagues.

Mentoring Circles™
Mentoring Circles™ is a methodology developed by Inova, which combines the benefits gained from
one to one mentoring with those from working with a group of peers.
It is a combination of action learning, coaching and peer mentoring principles which provide mentees
with a wider source of support and inspiration for idea generation and greater creativity in problem
solving during crucial times in their life.

When is this useful?
Mentoring Circles™ have proven to be useful during change or transitions stages, i.e., for
employability, entrepreneurial learning or self-development settings like:
Gaining technical qualifications
Looking for a job
Improving self-confidence
Managing professional development
Making a career change
Joining a company
Becoming an entrepreneur
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How they work

Mentoring Circles™ are learner led and learner focused. The concept of the Circles™ is built on the
process of learning as a journey which requires that the individual can be helped to reveal what they
need to know, that some knowledge is already within and needs to be brought forward, and that
shared knowledge and learning from others can be valuable.
The focus is very much on questioning to reveal insights – whether this is through group discussions,
completion of exercises and/or guided questioning from other participants.
The questioning is about discovery, trying to understand more fully any underlying issues which
would be fruitful to explore further. Thus, the focus is on questioning rather than advice giving.
For the 3D4VET project, the integration of Mentoring Circles™ attempts to set a foundation to promote
an efficient and valuable interchange of ideas and creative problem solving for trainers. For this
project, the mentoring principles will be transferred to an online environment rather than the
traditional face-to-face.
In these guidelines the implementation and development of these topics will be explained.

The European Commission support for the production of this publication does not
constitute an endorsement of the contents which reflects the views only of the
authors, and the Commission cannot be held responsible for any use which may be
made of the information contained therein.

6

2. Adapting the Circles™ to an online environment
For the 3D4VET project, the Mentoring Circles™ principles are adapted to promote idea exchange and
problem solving in the form of Online Circles™.
This means introducing mentoring principles for both mentors/facilitators and
participants/mentees of traditional online forums. In the Circles™ online version mentors will
propose topics oriented to students’ softs skills development and to creative problem solving
related to the 3D printing field.
The following topics are proposed for the development of skills for 3D4VET:
a.
b.
c.
d.

Challenges of pursuing a career in 3D printing
Skills development for 3D printing
Overcoming issues during the training
Sharing of best practices

There is no limitation about how many people can join the Online Circles™, however, it is required to
have a mentor/facilitator to monitor and ensure the process is conducted in a fruitful way.

Basic considerations for the Online Circles™
The following are basic considerations for implementing the Circles™:
a. It is a relationship involving regular online or on-side meetings between the mentor and
mentee, although the frequency and duration of the meetings can vary considerably.
b. Mentoring is a mechanism for sharing experience between two parties – a two-way street
– with benefits for both players.
c. It is voluntary and informal. The process is not compulsory and highly regulated.
d. It is governed by an explicit agreement – although the content of this may change over the
course of the relationship.
e. It is not time limited
f. It must be respectful and confidential between the parties.
g. It is a learning process – beyond planed issues mentors and mentees learn about
themselves, about each other, and about relationships.
h. It is about sharing power, knowledge, social and professional experience even if the parties
normally differ in status.

Ground rules
The following rules must always be considered both by mentors and mentees:
o
o

Confidentiality
Respecting others’ intellectual property and ideas.
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o
o
o
o
o
o
o

Attendance and commitment
Use of time
Questioning and levels of challenge
Giving feedback
Respect
Communication style
Different types of ‘helping’ in the group- what people would prefer. What helps? What
hinders?

3. Guidelines for mentors
Most of the skills needed for mentors and mentees are the ones that have a wide application in other
areas of social life. For example, for mentors the most important skills are the ability to listen and to
draw out the thoughts and ideas of another person, in this case the mentee. Such skills are commonly
used by many people in their day-to-day lives, but practice in them within a well-thought-out
training programme will normally make a mentor far more effective. Good training underpins the
success of all effective mentoring programmes.
These guidelines aim to support mentors in stablishing the Online Circles™ as a tool to develop soft
skills and to make use of the opportunities that their acquired knowledge that the 3D4VET project
can bring.
1.

The first thing for the mentor to consider are the ground rules for Online Circles™. During the
first forum posts, the mentor must highlight the “ground rules” for the programme. This
introduces the concept of mentorship, the goals, and the conditions needed to undertake
mentoring effectively.

2. Secondly, the mentor will implement the GROW model and key mentoring skills during the
programme. This will help develop the desired skills. Introduction to the GROW model (Goal
setting, reality check, options and alternatives, what to do), a coaching model used to structure
mentoring conversations particularly aimed at those new to mentoring.
The GROW Model

The European Commission support for the production of this publication does not
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The GROW Model is the basic guideline for a mentor/facilitator. It shows him or her how to phrase
questions, how to set the ground to introduce new topics, and the questions that need to follow
to encourage participants to come up with their own solutions and develop self-learning.
3. Encouraging participation. It can sometimes be difficult for participants to prioritise which topic
or personal goal they would like to work on. Some questions that may help include:
a.
b.
c.
d.
e.
f.

What’s the issue/goal participants want to address during the Circle?
Why is it relevant now?
Who owns this goal/need/issue/problem?
How important is it on a 1-10 scale?
How much energy do you have for a solution on a 1-10 scale?
Do you want to focus on several issues in the Circle? If so, how do you want to prioritise
them?

Some issues and goals are so complex to be achieved that sequential steps are needed; thus, the
mentor needs to be flexible and keep participants on track.

4. Follow up questions. Mentors can use the following questions to encourage discussions and
solution-finding:
a.
b.
c.
d.

How are you feeling?
What’s been happening?
What actions did you take?
What progress have you made?

5. The mentor will cover any extra resources which are applicable for the topic. This will include
videos, reading materials, case studies and other OERs for mentors. The mentor can focus on
positive psychology, the Circles™ in action, and case studies.
6. Summary and actions. Ask participants to summarise their actions and commit to their goals or
actions.
7. Closing. Ascertain what people have learned in the Online Circles™. You can ask:
a. What have you learned in the Circle?
b. Have you learnt anything from others?
c. What have you learned about yourself?
Close the Circle. Mentors may now introduce a new topic if needed to continue the interaction
and knowledge development among participants.
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4. Guidelines for Mentees
Every mentee participating in the online forum will be given the opportunity to discuss one individual
issue/topic, followed by group support and members acting as a sounding board for individuals to
bounce ideas and potential solutions to problems/issues.
Just as a mentor needs to be briefed, the mentees will also need to be informed about their
participation in the Online Circles™ in order to ensure that they are conscious of what is expected of
them and to prepare them.

What’s in it for mentees?
▪
▪
▪
▪
▪
▪
▪

Online Circles™ enable them to share problems, issues, opportunities and challenges with
others;
provide a safe yet challenging environment where ideas for getting developing skills and
acquiring new knowledge can be explored and tested;
enable participants to generate more insight into a situation they are facing, perhaps
helping them to generate more options and solutions;
help participants to find the next steps forward in furthering ideas to get back into work or
start a business;
encourage development of self-reflection and self-belief;
offer an opportunity to meet and network with others facing similar issues;
offer an opportunity to make new contacts / friends and expand networks.

Preparation
1.

The mentee must prepare for his or her participation in the Online Circles™. They need to know
the ground rules and agree to comply with them. This will set the foundations for an effective
mentor-mentee relationship. The mentee should express their expectations for the programme
at this point.

2. The mentee should set and define their goals during the mentoring session. Goal definition is
paramount in the Online Circles™ methodology. The mentee will explore SMART goals (specific,
measurable, attainable, realistic, time-based), a technique used to design achievable goals for
themselves (See annex 1).
3. Participation and commitment. Mentees must commit to answer to the mentor’s questions, bring
in new ideas and collaborate with topics and questions.
4. Mentees can collaborate sharing additional resources including videos, reading materials, case
studies and other OERs for the other participants.
5. Be accountable. If you commit to a goal or action, be accountable to yourself and the Online
Circles™ participants.
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5. An example of using Circles™ in a professional
setting
In this section we will present an example of how to use the Circles™ so trainers can encourage
learners to explore the professional options of 3D printing technologies.
1.

Use the GROW model to help your learners explore their options for using 3D printing technology.
Mentors/facilitators may use some of the following exploratory questions:
a.
b.
c.
d.
e.
f.

What options do you have for using 3D printing technologies?
What challenges do you think 3D printing technologies could solve?
Do you see any applications of 3D printing technologies in your daily lives?
What about at school?
In your community?
What are the draw backs of using 3D technology, or there any?

2. The facilitator can pick one of the options brainstormed in point 1 and elaborate using the
following questions to look into the topic:
a.
b.
c.
d.
e.
f.

What skills do you think you need to pursue that path?
How can you know if you have the relevant skills?
Do you need extra training?
What other paths could you pursue with this training?
Where can you look for opportunities to get relevant experience?
What will you do if things do not go as expected i.e. you do not find relevant training, or
you need funding for the training?

Some issues and goals are so complex that sequential steps are needed; thus, the mentor
needs to be flexible and keep participants on track.
3. Follow up questions. After the initial explorations, mentors can use the following questions to
encourage discussions and solution-finding. At this point, mentees are encouraged to make an
action plan and commit to it:
a.
b.
c.
d.

How are you feeling?
What’s been happening?
What actions did you take?
What progress have you made?

4. As mentioned before, at this point it is a good idea to use external resources that can inspire or
encourage participants. Some recommendations are, case studies from entrepreneurs in the 3D
industry, current research trends on 3D printing, attend relevant events or watch videos
available online.
5. Summary and actions. Ask participants to summarise and commit to their goals or actions.
-

Use SMART Goals
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-

Ask participants “On a scale of 1-10, how committed are you to achieving this action?” This
helps them to think about whether they will really undertake the tasks needed. If the score
is less than 10, ask them “what is needed to make this score higher?”

6. Ascertain what participants have learned in the Online Circles™. You can ask:
a.
b.
c.
d.

What have you learned in this exercise?
Have you learnt anything from others?
What have you learned about yourself?
How can you use this exercise in the future?

7. Close the Circle. Mentors may now introduce a new topic if needed to continue the interaction
and knowledge development among participants.

6. Preparing mentors for the Online Circles™
The following test has been prepared to assess the degree of understanding and readiness for
mentors/facilitators to conduct the Online Circles™. Some questions may have more than one
correct answer.
1.

What is the Mentoring Circles™ methodology?
a. A methodology which encourages all participants to sit in a circle.
b. A methodology which combines the benefits gained from one to one mentoring with those
from working with a group of peers.
c. An approach to mentoring where the mentor shares knowledge and the mentees are silent.
d. A form of mentoring which centres the needs and concerns of the mentor.

2. When are Online Circles™ useful?
a. To gain technical qualifications.
b. When an individual is looking for a job.
c. In order to improve self-confidence.
d. As a method for managing professional development.
3. What role does the mentor play?
a. The mentor imparts all of their knowledge and ignores the knowledge of others.
b. The mentor gives advice.
c. The mentor must listen and draw out ideas.
d. The mentor ensures that the session revolves around their own goals rather than the
mentees’.
4. What should the mentee be aware of in an Online Circles™ environment?
a. What a mentoring programme is all about - what the aims of the programme are and what
the potential benefits are to the mentees.
b. What a mentoring relationship is and what the role of a mentor is.
c. What the limitations of the relationship are as well as the benefits.
d. The more they are prepared to put into the relationship, the more they will get out of it.
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5. What does GROW stand for?
a. Get it right or wrong.
b. Goal setting, reality check, options and alternatives, what to do.
c. Good rules to open new windows.
d. Globally renowned opportunities to expand worldwide.
6. What is a key skill for a mentor?
a. Listen to mentees’ needs and provide solutions.
b. Listen and draw out the ideas of the others in order to ask the right questions.
c. Listen and let participants conduct the sessions.
d. Focus on participants’ questions and give many possible answers for them to choose
from.
7. Who can be a mentor?
a. Only people with a coaching certification
b. Only psychologists or counsellors can be mentors
c. Good networkers and communicators; tactful and sensitive individuals.
d. Only 3D printing specialists

Answers: (1a, 2 all, 3c, 4all, 5b, 6b, 7c)

7. Recognition System for mentors
After completion of an Online Circles™ mentors will undertake a final self-assessment to evaluate
their knowledge and any changes that they might have undergone during the mentoring process.
This is an essential mechanism for gathering feedback and evaluation in order to assess success of
the process and to adapt and revise it.

Facilitator’s Recognition Log
Online Circles TM

DATE( ) TOPIC ( )

▪

What was your experience of facilitating the Online Circles™

▪

How do you feel the participants engaged?

▪

Is there anything you would change in the facilitation process?

▪

Any other thoughts/reflections?

The European Commission support for the production of this publication does not
constitute an endorsement of the contents which reflects the views only of the
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made of the information contained therein.
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Annexes
Annex 1. Goal setting tips - SMART
If you write your goals down, you have a higher chance of achieving them. Visualising goals also helps to
make them come alive. Before you start to write goals think about the following questions.
▪
▪
▪
▪
▪
▪
▪
▪
▪
▪
▪
▪

What time do you have available?
What’s your energy and appetite for achieving this goal?
What level of knowledge does it require?
Will you need any new knowledge?
How are you going to achieve that?
Can you guess how much effort is required in relation to the how much the outcome is worth to you?
Is it a very large goal that needs to be split into sub goals?
What’s the timescale?
Are there any quick wins?
Do you need to gain support to achieve your goals? Who from- colleagues, your family, friends? How
will you do this? Can you organise goals into a framework- Short term, Medium term, and Long term?
Do you know other people who have achieved goals like this- can you learn from them and model
your behaviour on their success?
Are you able to write your goals using the SMART format?

Specific

Defines exactly what is your focus.

S
Measurable

Is capable of being measured and has a clear outcome described.

M
Attainable/ agreed

Is achievable.

A
Realistic

R
Timed/time specific

Expresses a goal which is achievable but which may have some element of
stretch and challenge.

Specifies an end date or a date by which the objective will be achieved.

T
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Working out Deadlines
Inevitably we all need to make plans in our career development and setting yourself deadlines can keep you
on track and keep you motivated! Try out doing a timeline for any task you set yourself. You can use these to
forward plan, to review past decisions or to map highs and lows and general events. Use a scale of time which
makes sense to you- years, months, weeks, whatever is appropriate.

The European Commission support for the production of this publication does not
constitute an endorsement of the contents which reflects the views only of the
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PLATFORM USER GUIDELINES
INTRODUCTION
One of the main goals of 3D4VET is to develop a training course about the additive manufacturing of
pieces through 3D printing. It will be based in the definition of the Expert on 3D printing competence,
an innovative profile set according to EU recommendations.
This training has been carried out as pilot testing with teachers as well as with VET students, and now
the training is on a e‐learning platform together with some other learning materials that will help the
exchange of information and experiences among teachers and trainers (peer‐to‐peer learning) by
making available a repository of Open Educational Resources (OER) aimed at providing teachers and
trainers with materials and information relevant for their classes.
The online platform constitute itself a repository of the different resources that will allow teachers and
trainers to design their own training courses.
Teachers will be able to obtain resources, interact with other teachers and mentors, as well as become
themselves mentors or trainers to other teachers without any restriction, apart from receiving the
acknowledgement of existing mentors and trainers in the platform.
This Guide will help all trainers or teachers that are interested in following the training proposed in
this platform or benefit of the contents here contained, to easily learn how to use this e‐learning tool.
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PLATFORM STRUCTURE
The platform is conceived to be user‐friendly and intuitive, but this Manuel is going to try to answer
all the typical questions you might have if you want to access the platform and benefit of the learning
contents.
PLATFORM ACCESS:
You can access the platform trough the 3D4VET project website: https://3d4vetproject.eu/.

Or you can directly go to the e‐learning platform which is in this web address:
http://www.3d4vetmoodle.eu/.
4
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HOW TO CREATE A NEW ACCOUNT AND LOG IN:
Once you are in the platform, you will find a box named “Access to the platform” where you have to
enrol by creating a “new account”. The enrolment has been done just one time:

Press this button and the following form will appear:

The fields marked with
are compulsory.
When you finish to fill in
all data, go to “Create my new account”, then you will receive an e‐
mail in the email address you have provided containing a link to complete the enrolment process.
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The link will redirect you to the 3D4VET platform and your registration will be confirmed! Then, you
could enrol in the different courses and enjoy the contents.
The other times you want to access the platform after your enrolment you will have just to complete
the following data (that you previously provided in the registration process):

HOW TO ENROL IN THE TRAININGS:
Press “log in” and then you will have access to Hardware and/or Software trainings:

If you press “Access” in any of the courses, you will be
automatically enroled and will received a confirmation
email.

6

The European Commission support for the production of this publication does not constitute an endorsement of the contents which reflects
the views only of the authors, and the Commission cannot be held responsi‐ble for any use which may be made of the information contained
therein.
3D4VET 2017‐1‐ES01‐KA202‐03800

First, let’s go to “SOFTWARE” TRAINING. This is the layout of the screen when you access to this

course:
HOW THE TRAININGS ARE ORGANISED:
It is divided in different parts:
‐

GENERAL: there you will find the following contents:
1. Forum Software
Here you can add different discussion topics that will
allow you and your colleagues to share doubs,
comments, suggestions, create debates, etc.
You will find that the first discussion topic is the “3D4VET
– Mentoring circles guidelines”, that you can download
and read. It will provide you with some techniques that
can help you to create and conduct discussions with your
colleagues as well as with your students.

When you are in this forum, you can:
7
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a. Add a new discussion topic: when you press this button, then the following screen appears:

Here you can make contributions by posting a new discussion topic, where you can also add files and
tags.
b. Jump to … other parts of the
“Software course” or going to the
following point:

2. Repository: 3D designs
8
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The repository will be completed with
contents related with this topic and all
participants are invited to make contributions
in order to really create a collaborative
platform.

3. Annex Software: there you can find in PDF format (easy to download) some extra information
that can be interesting to complete the training in software.
After the points contained in the GENERAL part, there is the training developed by the partnership
which you can find in English, Spanish and also in other languages of the partnership (it will be available
later). The structure is similar in all languages:
‐

ENGLISH / SPANISH:

a.

Module I: in PDF, easy to download;

b.
Videos: there are 5 videos that
complete the contents of the module;
c.
Test: if you pass the test (50% of the
responses correct) you will have a
certificate of completion.

If you want to go back to the main page, just press “Home” in the top‐right of the webpage:
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The HARDWARE COURSE has a very similar structure, this is the layout:

As you can see in the images, you can also download the contents in Spanish in the same page.

If you have any doubt, please contact: bgonzalez@incoma.net.
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