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1. Preface-Digise5.0 in a Nutshell  
DigiSE5.01 is an Erasmus+ project with a duration of 30 months, bringing together six (6) partners 

(three (3) universities and three (3) organizations) from four (4) EU (European) countries (Greece, 

Italy, Belgium and Poland). The project’s consortium brings extensive experience in EU and 

international collaborations and projects and is characterized by a collective and diverse capacity 

in the fields of digitalization, social entrepreneurship, Social Economy (SE) education and 

innovative teaching methodologies in different fields of education and training. 

Figure 1: Overview of DigiSE5.0 consortium 

The main aim of DigiSE5.0 project is to support SE educators to equip their students with digital 

skills to drive SE digital transition, by exploiting the educational potential of Digital Value Creation 

(DVC) and Living Labs (LLs) approaches, featured into an action-oriented and multistakeholder 

pedagogical scheme, the Digital Value Creation Labs (or DVCLabs). The combination of DVC and 

LLs aims at further facilitating the process of designing new SE business models and identifying 

opportunities for enabling new collaborative and forward-looking training schemes between 

academia, Tech4good ecosystem, and Social Economy Entities (SEEs).  

 
1 Main title of the project: Unlocking the capacity of future social entrepreneurs to effectively drive digital transition by embedding 

a forward looking and competence-oriented training programme in Social Economy Education. Learn more about the project 

on its official website: https://digise5.eu/.  
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The collaborative journey of DigiSE5.0 project towards addressing existing gaps in SE education 

and shaping the future of digital social entrepreneurs includes a variety of research and training 

activities throughout the project’s lifespan; beginning with the mapping of existing HE initiatives in 

SE faculties, powered by DCV and LLs, and expanding the focus on these programmes through an 

in-depth exploration of their practical applications through interviews while pinpointing 

challenges and opportunities for their uptake in SE education in Higher Education Institutions 

(HEIs). The synthesis of both findings will be incorporated in a ‘Study for embedding Digital Value 

Creation Labs in SE faculties’, consisting of the final result under Work Package (WP) 2 activities. 

In the following WPs, the DIGISE5.0 partners will join their forces to: 

• Develop a Capacity Building Programme to train SE educators through a Living Labs 

seminar and a MOOC (Massive Open Online Course) with the main goal to effectively equip 

their students to drive SE digital transition (under WP3); 

• Develop a DigiSE5.0 curriculum and deliver innovative competence- and challenge-based 

learning activities, powered by DVCLabs (the project’s pedagogical approach), targeted to 

students of SE faculties through a short-term Accelerator Programme (WP4). 

Through innovative teaching tools, collaborative learning spaces, hands-on experiences and 

flexible training pathways and resources, DigiSE5.0 supports the digital transformation of the SE 

sector, a growing part of the economy focused on people, communities, inclusion and 

sustainability under a joint vision to enhance both educators’ and students’ digital skills, innovative 

initiative-taking, creativity to accelerate SE digital transition.   

__________________________________________________________________ 

2. Report’s Aim  
The present report is part of WP2 key results and its primary goal is to present a contextual 

analysis and main findings of the online desk research that was conducted by all partners. The 

state of the art and initial mapping were based on the following topics:  

i) Identification of existing educational programmes offered by HEIs in SE-related faculties 

which utilize the DVC and/or LLs approaches, to capitalize on learning objectives underpinning the 

DigiSE5.0 approach; and 

ii) Mapping of applied good practices established and implemented by organizations or 

foundations (beyond university) which operate at local, national or European level towards 

effectively equipping students or other societal groups (e.g., young adults, social entrepreneurs, 

citizens, cooperative members, etc.) with digital skills to address societal challenges and drive SE 

digital transition either within academic or community level.   

Another critical objective of the desk research and mapping activity is to investigate potential 

pathways offered by existing mapped practices that can result in creating interdisciplinary links 

between the SE and Tech4Good ecosystem. Emphasis was also given on capturing the impact of 

collaboration in existing models/educational programmes, with a particular focus on exploring 

opportunities and challenges that enable or impede the establishment of cooperation between 

universities, SEEs and Tech4Good ecosystem.  

The present state of the art report sets the scene for the foundational component of the DigiSE5.0 

project and provides useful insight about the alignment of existing initiatives with the Digital Value 

Creation and Living Labs philosophy or pinpoint obstacles related to the level of collaboration of 
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academia with Tech4good ecosystem and the extent which different academic institutions in each 

country invest in the digitalization for good and the implementation of digital technologies in SE 

education.  

In terms of partners’ responsibility and assigned roles, STIMMULI leads WP2 activities and, in more 

detail, it has the leading role for the following tasks: i) research design, ii) online mapping and desk 

research activity, iii) contextual analysis, being integrated in this report, with key contribution by 

all partners who provided valuable input both during research and analysis of national findings, 

iv) development of the project’s final result (A Study for embedding Digital Value Creation Labs in SE 

faculties).  

In the next chapters, the report focuses first on presenting an overview of the research 

methodological guide (Chapter 3) that was designed to provide guidance to all partners for the 

initial mapping activities and subsequent WP2 research-based activities. Next, in Chapter 4 the 

report gives emphasis on the brief description of key concepts characterizing the project’s 

philosophy (e.g. Living Labs, Tech4goodEcosystem, Digital Value Creation, etc.), while on Chapter 

5 an overview of the DVC and LLs application in existing SE curricula is provided, based on partners’ 

online mapping, accompanied with an analysis on identified challenges hindering the 

implementation of digital technologies and tools in SE education or the collaboration between 

universities and Tech4good ecosystem. Chapter 5 is enriched with the presentation of 23 mapped 

practices both at national level, considering the project’s 4 countries (Greece, Italy, Belgium, 

Poland) and in some cases at international level. The report concludes with Chapter 6 and a 

summary of the main conclusions from the research findings emerged by desk research and 

online mapping activity.  

__________________________________________________________________ 

3. Research & Methodological Design  
Chapter 3 presents the primary scope and steps of WP2 research design process which were 

followed by DigiSE5.0 partners, under Stimmuli team’s guidance (WP2 leader).  

To begin with, the main idea and scope for the development of the research methodological guide 

was to provide guidance to all partners about desk research and mapping activities together with 

the selection criteria to be used and the analytical methods to be applied. More specifically, the 

research guide included detailed information about: 

• an overview of the main aim and key objectives of WP2 research tasks; 

• a theoretical background and the rationale behind DigiSE5.0 importance and the gaps that 

the project addresses;  

• an outline of the project’s common research methodology underpinning all WP2 

interconnected research activities that will ensure the collection and elaboration of high-

quality findings with transferable elements to the DigiSE5.0 approach; 

• a part dedicated to the evaluation and expected impact of all foreseen activities, including 

both quantitative and qualitative indicators;  

• a session focused on keywords and providing common working definitions of main 

concepts of the project (LLs, DVC, Tech4good ecosystem, etc.):  
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• a dedicated Annex with a common template that was designed for the collection of good 

practices in each partner country and key guiding questions for the findings of desk 

research activity.  

 

3.1 Methodological Approach and Roadmap of WP2 Research Activities   
WP2 adopts a data triangulation approach, focusing on the collection of both primary (through 

interviews) and secondary data (through desk research) to ensure a comprehensive and data-

driven analysis. The initial research phase which relates to the secondary data collection includes 

online mapping and comparative analysis of more than 20 identified good practices, forming the 

theoretical basis for the final result and main deliverable of WP2 (i.e., the Study), and exploring 

current trends and successful strategies in driving the digital SE transition in Higher Education 

Area (HEA). The primary focus of the exploration of existing educational models and initiatives is 

on partner countries (EL, PL, IT, BE); however, to enrich the geographical scale and the research 

findings, additional research was conducted by some partners at European or international level. 

Further information about the specific number of mapped practices and their elements, aligned 

either with DVC or LLs, is presented in section 5.3 of Chapter 5.  

As already highlighted, the findings integrated in the synthesis of the current state of the art report 

are complemented with primary data and findings of eight (8) semi-structured interviews that 

partners have conducted (as second research task under WP2), as part of the analysis of case 

studies that were developed, following the mapping activity. The case studies include an in-depth 

exploration of a specific number of mapped initiatives, being selected and distinguished jointly by 

partners, based on specific conceptual and practical criteria, with the aim to explore further 

barriers, opportunities and integration pathways that impact on their integration and 

effectiveness in SE HEIs. The interviews conducted with stakeholders and main actors involved in 

the implementation of selected good practices (as in-depth case studies) serve as a crucial 

methodological tool enabling the additional collection of experts’ insights, stakeholder 

perspectives, and detailed implementation experiences. By engaging directly with individuals 

responsible for or engaged with each examined case study, the DIGISE5.0 consortium’s research 

is more enriched, shedding light both on challenges encountered by key actors (either from 

academia or from the local ecosystem), success factors that contribute to their effective 

implementation and transferrable elements of these educational programmes/initiatives within 

SE curricula. Briefly, the analysis of completed eight cases studies focused on the following 

structure: 

• Introduction (including the scope of the initiative, its objectives, duration, organization 

responsible for it); 

• Stakeholder involvement (including key actors contributing to the initiative’s success, 

primary motivations for developing the initiative and the collaboration with individual 

stakeholders and, where relevant, challenges and benefits of collaborating with 

stakeholders in the initiative); 

• Use of Digital Technologies and/or Living Labs approach (including the benefits and 

challenges of using these approaches and relevant tools as also details on how the impact 

of the project is measured and evaluated); 
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• Practical transferability (by describing the pedagogical approach(es) used and the 

benefits students can gain from the initiative and how it aligns with the teaching of SE or 

how it can contribute to SE education); 

• Conclusions (including lessons that can be learned from the initiative and future plans for 

its expansion or further development in Higher Education (HEA) and especially in SE 

education.  

• References  

The completed case studies (task led by KUE, with the entire consortium’s contributions) along 

with an interview guide and a customized template that were designed for the analysis of case 

studies, will be showcased in more detail in the WP2 final deliverable (Study, entitled as “Integrating 

Digital Value Creation Labs in SE studies”) which combines both state of the art and case studies 

findings. These research findings will be integrated into a solid and practical document, offering a 

concrete methodology for establishing cooperation among academia, SEEs and Tech4Good 

ecosystem and further exploring the potential of SE faculties to serve as “enabling” organizations 

for equipping SE students with digital skills, as future social entrepreneurs or pioneering actors 

within the SE Tech4Good ecosystem. The Study will set the foundation of the upcoming Capacity 

Building Programme (WP3) and Curriculum (WP4) content and implementation strategy. 

Regarding the remaining WP2 tasks, following the development of the Study (final 

result/deliverable), all university partners and COOPSEU will organize consultation workshops 

(in form of local workshops) with the active engagement of experts, tech4good stakeholders and 

university educators in order to present the content of developed Study and collect feedback that 

will feed into its final edition. Additionally, an online, open-access knowledge-sharing 

depository will be established in WP2 (task led by AUTH, with key suggestions by partners), in 

parallel to research activities, with the aim to store and disseminate research findings and case 

studies, integrated in a virtual learning environment, in form of a DigiHub. The design and 

streaming of the depository will store the deliverables developed throughout the project, including 

WP2 results (state of the art report, Study, case studies) and other material that will be co-

developed under WP3 and WP4. The repository will ensure broad accessibility to project outputs, 

fostering knowledge transfer and capacity-building efforts across SE faculties, Tech4Good 

stakeholders, and SEEs.  

WP2 activities will be completed with the translation of the final Study in all partners ’ national 

language and a scientific publication which will be prepared by the DigiSE5.0 consortium in a 

joint effort to promote the new knowledge developed, increase the visibility and maximize the 

impact of the main result of WP2 (Study). By widely disseminating the research findings to the 

broader academic community, WP2 aims to influence educational policy and institutional decision-

making regarding the integration of digitalization within SE faculties. Figure 2 illustrates the whole 

roadmap and collaborative journey of WP2 activities: 
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Figure 2: WP2 research activities roadmap 

__________________________________________________________________ 

4. Introduction to Digital Value Creation & Living Labs concepts 
Social Economy is commonly presented through the 

established literature as a continuous endeavor and an 

evolving landscape, in which organizations strive to fulfill 

social missions in economically sustainable ways. 

Digital transformation has become a catalyst in this realm, 

giving rise to the notion of digital value creation – the 

process of leveraging digital technologies and strategies to 

enhance the value delivered to stakeholders. In essence, 

“digital value creation” involves using digital tools and 

capabilities to optimize processes, improve efficiency, create 

innovative products or services, and ultimately generate more 

value for customers and the business2”. This concept extends 

beyond private-sector competitiveness; in social enterprises and 

nonprofits, digital value creation also means amplifying social impact and public value. For 

example, employing data platforms or mobile apps can help a social enterprise co-create value 

with marginalized communities, scaling up outreach and engagement. 

Such digital social innovation – defined as the use of digital technologies to develop novel 

solutions (products, services, processes) for addressing societal needs – merges technological 

innovation with social value creation. Recent research emphasizes that successful digital social 

innovations require not just technology, but also supportive cultural, organizational, and 

ecosystem factors3. 

 
2 Trabert, Thomas & Beiner, Sebastian & Lehmann, Claudia & Kinkel, Steffen. (2022). Digital Value Creation in 

sociotechnical Systems. Procedia Computer Science. 200. 471-481. 10.1016/j.procs.2022.01.245.  
3 Gouveia S, de la Iglesia DH, Abrantes JL, López Rivero AJ. Transforming Strategy and Value Creation Through 

Digitalization? Administrative Sciences. 2024; 14(11):307.  

https://doi.org/10.3390/admsci14110307 

Photo source: Freepik  
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https://www.eurofound.europa.eu/en/european-industrial-relations-dictionary/social-economy#:~:text=Social%20economy%20,intended%20to%20be%20economically%20viable
https://www.researchgate.net/publication/359103725_Digital_Value_Creation_in_sociotechnical_Systems
https://doi.org/10.3390/admsci14110307
https://www.freepik.com/free-vector/collab-concept-illustration_10733823.htm#fromView=search&page=1&position=4&uuid=a5b0a85a-b5bb-482b-a206-f1742c916372&query=co-creation++
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In fact, a systematic study by Buck et al. identified a broad set of success factors for digital social 

innovation initiatives, underlining the interdisciplinary and collaborative effort needed to “make 

the most” of digital innovation for social good4. 

Parallel to digitalization, Living Labs (LLs) have emerged as a prominent approach to collaborative 

innovation, offering a framework well-suited for the social economy. LLs are broadly defined as 

user-centered, open-innovation ecosystems that operate in real-life environments. In practical terms, a 

Living Lab is often described as a physical or virtual space where public–private–people 

partnerships (the “4Ps”) come together to co-create, prototype, validate, and test new 

technologies, services, products, or systems in real-life contexts5. 

These multi-stakeholder networks include firms, public agencies, universities, civil society 

organizations, and end users, all collaborating as co-innovators. Such inclusive, in vivo 

experimentation environments are distinctly characterized by the active role of users and 

communities in the innovation process. Indeed, as Hossain et al. note, Living Labs epitomize the 

quadruple-helix model of innovation, emphasizing cross-sector partnerships and user 

involvement as key drivers6. This participatory ethos aligns closely with social economy values, 

where co-operation and community engagement are paramount. Notably, in the European 

context, Living Labs are seen as instruments to increase citizen participation and social 

cohesion, mobilizing diverse stakeholders to tackle societal challenges collectively. They have 

been applied across domains – from urban sustainability to healthcare and education – to develop 

solutions that address public needs while grounding innovation in local contexts and user 

experiences. 

Bringing these concepts together, digital value creation and 

Living Labs are complementary facets of social 

innovation in the digital age. On one hand, digital 

technologies provide new avenues for social economy 

organizations to create and capture value – not only 

economic value, but also social and environmental value. On 

the other hand, Living Labs provide the methodological and 

organizational framework to realize this potential through co-

creation and experimentation with the community. A social 

enterprise, for instance, might use a Living Lab approach to 

develop a digital platform in collaboration with its 

beneficiaries, ensuring the solution is human-centered and truly 

beneficial. This integrative approach helps bridge the gap between technological possibilities and 

societal needs. Early evidence from research indicates that when social innovators engage users 

via living-lab style experimentation, they can refine digital solutions for greater local relevance and 

 
4 Christoph Buck et al. (2025). Making the most of digital social innovation: An exploration into success factors. Journal of 

Business Research, 190, 115215. DOI: 10.1016/j.jbusres.2025.115215, 

https://ideas.repec.org/a/eee/jbrese/v190y2025ics0148296325000384.html.   
5 Westerlund, M., Leminen, S., & Habib, C. (2018). Key constructs and a definition of living labs as innovation platforms. 

Technology Innovation Management Review, 8(12), 51–62. 

https://doi.org/10.22215/timreview/1205 
6 Mokter Hossain, Seppo Leminen, Mika Westerlund, A systematic review of living lab literature, Journal of Cleaner 

Production, Volume 213, 2019, Pages 976-988, ISSN 0959-6526, https://doi.org/10.1016/j.jclepro.2018.12.257. 

(https://www.sciencedirect.com/science/article/pii/S0959652618339830) 

Photo source: Freepik 

https://www.socialinnovationatlas.net/fileadmin/PDF/volume-2/03_Ecosystem-and-Infrastructures-for-SI/03_02_Living-Labs-for-SI_Edwards-Schachter.pdf#:~:text=involving%20a%20plethora%20of%20labs%2C,in%20the%20provision%20of%20public
https://ideas.repec.org/a/eee/jbrese/v190y2025ics0148296325000384.html
https://doi.org/10.22215/timreview/1205
https://doi.org/10.1016/j.jclepro.2018.12.257
https://www.sciencedirect.com/science/article/pii/S0959652618339830
https://www.freepik.com/free-vector/isometric-tecnology-abstract-background_3103227.htm#fromView=search&page=2&position=43&uuid=1b85041f-eac7-4a2c-9779-00d42a619449&query=tech+for+good+
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empowerment. In manufacturing and other industries, studies have similarly found that human-

centric design and worker participation (principles akin to Living Labs) are key to overcoming 

challenges in digital value creation.  

Thus, for the social economy, digital value creation and Living Labs together offer a path to 

sustainable innovation: digital tools enable scale and efficiency in creating social value, while living 

lab processes ensure that innovation remains user-driven, inclusive, and grounded in real-world 

impact. The following chapters will delve deeper into these concepts, exploring theoretical 

underpinnings and practical applications that illustrate how social economy actors can harness 

digital innovation and living-lab methodologies to amplify their mission-driven impact. 

__________________________________________________________________ 

5. Application Of DVC and LLs In University Curricula and SE 
Sector  
Chapter 5 provides initially a general overview of importance and application of DVC and LLs 

approaches in HEA in three partner countries (Poland, Greece and Italy7) and next it draws 

attention to a variety of identified enabling (opportunities) and hindering (challenges) factors 

playing a crucial role in enhancing or impeding respectively the embeddedness of these 

approaches into academic education– especially in the field of SE and social entrepreneurship. 

Furthermore, the Chapter analyzes the extent to which these factors enhance or not the 

collaboration between universities and Tech4good ecosystem as well as the deployment of digital 

tools and technology into SE education. The Chapter is also enriched with a presentation of 23 

total mapped good practices at national or European level which are established either by HEIs or 

civil society organizations (e.g., foundations or tech innovation centers/hubs), documenting their 

particular contribution to the utilization of DVC and LLs in education and current trends in the 

collaboration between universities and the Tech4Good ecosystem. 

 

5.1 Digital Value Creation (DVC) and Living Labs Integration in National ΗΕ 
Curricula   

• Poland  

According to existing literature, it is widely discussed that currently DVC and LLs (as pedagogical 

approaches) are not systematically integrated into academic education in Polish HE settings, 

especially in the context of SE and social entrepreneurship education. Although new management 

models and digital innovation are starting to appear in some, yet scattered, academic initiatives 

and in the SE ecosystem, yet a unified approach has not been officially established towards the 

systematic embeddedness of these approaches in HE SE curricula. Most courses and programmes 

focus mainly on traditional aspects of management, financing and administration of SE units, 

leaving the emerging aspect of digitization on the sidelines. Indicatively, among the universities 

offering courses related to SE are the University of Warmia and Mazury in Olsztyn8  which offers 

 
7 One should be aware, that typically it is 4 -Belgium included- but the partnership did not manage to extract 

available findings. 
8 For more information, please consult with: https://wl.uwm.edu.pl/en.  

 

https://wl.uwm.edu.pl/en
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postgraduate studies in the management of social organizations, the Academy of Social and 

Medical Sciences (ANSiM)9 where students can acquire knowledge about social entrepreneurship 

and Krakow University of Economics (KUE) which provides postgraduate programmes focused on 

social entrepreneurship and management of social enterprises. However, these programmes still 

do not prioritize the use of digital technologies as tools to support the functioning and evolution 

of SE education to be aligned with the trends of digital transformation.  

More specifically, regarding the utilization of Digital Value Creation approach and application of 

digital technologies, research findings showcase that as topic it is not yet formally present as an 

educational model in Polish curricula; nevertheless, there are valuable initiatives supporting the 

development of students’ digital competences. A first example comes from the Academy of Social 

Entrepreneurship10 run by the University of Warsaw (UW) which runs social entrepreneurship 

courses through which students develop innovative technology projects to support social goals 

(e.g. the PROspołeczni initiative). Additional initiatives from UW incorporating facets of DVC (Digital 

Value Creation) and LLs (Living Labs) approaches into its social entrepreneurship programmes 

include the UW Incubator, which supports students in social economy business projects by 

offering training, workshops and assistance in commercializing research results. Programmes 

such as BraveCamp, STARTER - an e-learning course, and Makerspace@UW (using several tools 

such as Autodesk Inventor, Anaconda, Slic3r Prusa, Visual Studio Code, etc.) that aim to promote 

innovative solutions using modern technologies. In addition, UW fosters links with the business 

environment through the Centre for Technology and Knowledge Transfer, facilitating cooperation 

between science and the private sector and NGOs. In this way, the university combines education, 

business development and digital technologies, engaging in promising ways in pro-social 

solutions. Other initiatives, indirectly related to DVC, are the following:   

• Digital Creators Foundation – conducts training on new technologies in education, 

including the use of digital platforms. 

• Digital Poland Projects Center (CPPC) – implements projects to improve teachers' digital 

competences. 

• Value Creation – offers training in the digital transformation of organizations, although it 

is not directly aimed at SE. 

On the other hand, the approach of Living Labs, which, until recently, was a lesser-known curiosity, 

is now gaining increasing importance in Poland. Related initiatives are springing up in large 

numbers in university centers all over Poland, meeting with great interest. LLs are relatively well 

known in Poland, especially as social and technological innovation laboratories, involving various 

stakeholder groups. However, they are still rarely used in the context of SE education. 

Examples of LL initiatives in the country include: 

• School Living Lab – a project which aims at developing students' innovation skills, formerly 

known as ‘Code for Green’, and is implemented since 2018 in the city of Polkowice, 

Września and Poznań.  

• Students Living Labs – university programmes involving students in solving real social 

problems. 

 
9 More information available at: https://www.wsns.lublin.pl/.  

10 For more information, visit: https://www.uw.edu.pl/akademia-przedsiebiorczosci-spolecznej/.   

https://www.uw.edu.pl/akademia-przedsiebiorczosci-spolecznej/
https://digitalcreators.eu/?lang=en
https://www.gov.pl/web/cppc
http://www.cfg.edu.pl/school-living-lab/
https://wsiz.edu.pl/wp-content/uploads/2023/09/Students-Living-Labs-Toolkit_PART_2_OF-THE-PROJECT_EN-3.pdf
https://www.wsns.lublin.pl/
https://www.uw.edu.pl/akademia-przedsiebiorczosci-spolecznej/
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• Energa Living Lab11 – an initiative from the energy sector that involves the residents of 

Gdynia in testing new energy management technologies. 

Finally, with regards to the activities carried out by SE actors, they are often part of the LLs concept 

and overall philosophy, as these actors rely on extensive collaboration, often involving local 

communities in their activities. Creativity and innovation of ideas are very often sought-after 

themes among these actors and to achieve this they usually turn to the assistance offered by 

various types of entities and institutions that support their development. 

• Greece  

Regarding the Greek case, although there has been some progress in integrating the LL approach 

into SE education – particularly with initiatives like kalomathe.gr or participatory initiatives that 

aim at nurturing real-co-creation and interdisciplinary collaboration between students, SE 

stakeholders and academia through local living labs, as the international paradigm of the 

Erasmus+ Social Economy 4Ces – it is generally observed that the country appears to fall behind 

in adopting more systematically the Digital Value Creation (DVC) approach in SE education. Digital 

tools are primarily used to deliver online education through digital platforms or relevant tools 

rather than to teach and train students how to create value by leveraging digital resources.  

Despite any critical limitations from Greek SE-related faculties in embedding DVC in SE study 

programmes, existing activities striving for equipping SE students, as future digital social 

entrepreneurs, with know-how on emerging digital technologies and tools are worthy being 

mentioned. Particularly, the postgraduate programme in ‘Social and Solidarity Economy’ (SSE)12 of 

Hellenic Open University embeds the DVC approach in their curriculum as the learning process is 

articulated with a digital platform. Moreover, the ‘Seminar on Digital Innovation and SSE’13, a good 

practice launched by the University of the Aegean, appears to be the only program that directly 

focuses on developing digital skills within its educational framework, by combining elements of 

innovation in the Digital Age and SSE. An additional Greek example which covers elements of DVC 

and LLs and focuses on engaging students with digital problem-solving and collaborative learning 

to develop digital-driven solutions is the ‘Social Innovation Hackathon’, an initiative of University 

of Macedonia (UoM).  

All the above mapped existing educational programmes and practices illustrate the increasing 

effort for the integration both of DVC and LLs approach in SE education. However, it is quite 

evident that SE faculties in HEA still lack systematic adoption of these methodologies, and any 

current initiatives are often limited to extracurricular activities rather than to courses or actions 

that are officially oriented towards the formal curricula’ integration. 

• Italy  

Concerning the Italian educational programmes, the DVC & LLs approaches appear to be 

important, but they are still very limited and mainly apparent in STEM-related programs and fields. 

While in the curricula of Social Economy (SE) / Social Entrepreneurship education it seems that 

they are not widely developed. Nevertheless, the five good practices identified (presented in 

more detail in section 5.3) by UNIBO (the project’s Italian partner) are existing paradigms that 

 
11 This is an initiative that took place 7 years ago, https://media.energa.pl/pr/387563/energa-living-lab-

optymalizuje-zuzycie-pradu-i-obniza-rachunki. 
12 More information available at: https://www.eap.gr/en/social-and-solidarity-economy-2/.  
13 More information available at: 

https://kedivim.aegean.gr/epimorfotikaview/course.php?c=501cc0fce301e560b6aa1bc924a60fa8378179a1. 

https://kalomathe.gr/
https://socialeconomy4ces.auth.gr/
https://media.energa.pl/pr/387563/energa-living-lab-optymalizuje-zuzycie-pradu-i-obniza-rachunki
https://media.energa.pl/pr/387563/energa-living-lab-optymalizuje-zuzycie-pradu-i-obniza-rachunki
https://www.eap.gr/en/social-and-solidarity-economy-2/
https://kedivim.aegean.gr/epimorfotikaview/course.php?c=501cc0fce301e560b6aa1bc924a60fa8378179a1
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demonstrate the value of these methodologies in Italian HEIs. Indicatively, with respect to LL 

approach, the project ‘Teach-BEASTs - Teaching to BE Aware Students’ utilizes project-based 

Learning and design thinking to promote innovation and interdisciplinary collaboration or the 

‘Terracini in Transition’ project adopts the Living Lab approach to test sustainable solutions in 

universities, by providing a platform for students, professors, and researchers to conduct research 

and teaching activities, benefiting both the community and businesses.  When it comes to DVC 

utilization, the Master in ‘Artificial Intelligence and Innovation Management’ trains professionals in 

artificial intelligence and digital transformation, enhancing digital value creation. Additionally, the 

‘Savona Campus Living Lab Smart City’ integrates ICT and smart energy technologies to create a 

model of sustainability and applied innovation for urban areas, where students, professors, and 

researchers engage in research and teaching while serving the community and business sector.    

• Belgium  

In Belgium, both Flemish and Francophone higher education systems have made significant 

strides in integrating Digital Value Creation and Living Labs into their education and innovation 

strategies. In Flanders, policy documents from the Flemish Government and higher education 

councils (e.g. VLHORA) highlight the importance of digital and sustainability transitions, calling for 

curricula that promote co-creation, stakeholder engagement, and societal impact. Flemish 

Universities of Applied Sciences (UAS) embody this shift, embedding collaborative and practice-

oriented pedagogy into programs that address real-world problems, aligning closely with Living 

Lab methodologies. Similarly, in Wallonia-Brussels, the ARES framework14 encourages 

interdisciplinary learning and citizen participation, with an emphasis on critical digital literacy and 

societal engagement, reinforcing the principles behind DVC and LLs in educational policy15. 

At the University of Antwerp, the Bachelor of Social-Economic Sciences exemplifies curriculum-

level integration of DVC. By combining sociology, economics, and data science, the program 

fosters a mindset of social innovation and problem-solving. While it doesn’t explicitly adopt a Living 

Lab label, its focus on real-world socio-economic analysis, interdisciplinary learning, and 

collaboration with external stakeholders mirrors core LL principles. Likewise, FARI – AI for the 

Common Good, led by VUB and ULB in Brussels, bridges research, education, and civic 

engagement. Through its postgraduate “AI for the Common Good” academy and city-scale AI 

experimentation hub, FARI offers a living-lab style learning environment where students develop 

and test socially impactful AI solutions in collaboration with citizens and local institutions16. 

Outside formal HE curricula, Déclic en PerspectivES and DIGI SEII represent powerful examples 

of living-lab pedagogy in non-formal and vocational education. Déclic en PerspectivES offers 

immersive bootcamps and ideation labs that guide young people through social entrepreneurship 

journeys, employing co-creation, community engagement, and experiential learning. It 

complements HE by offering spaces for project incubation and design thinking that are rarely 

available in academic settings. Similarly, DIGI SEII, coordinated by the Sociale Innovatiefabriek, 

 
14 ARES (2019). Orientations stratégiques pour l'enseignement supérieur. Decree on Student Engagement in Societal Projects, 

2012. See also: “Éducation à la citoyenneté dans l’enseignement supérieur.” 
15 Belgian and regional policy documents and analyses on digital education and innovation (Flemish Government policy 

notes; ARES Council recommendations), file:///C:/Users/User_1/Downloads/2030-Digital-Decade-roadmap-Belgium.pdf 

and Flemish Government (2019–2024). Policy Note on Education and Labour. See also: VLHORA Position Paper on Higher 

Education and Societal Transitions (2021).  
16 VLHORA (2023). Universities of Applied Sciences and Practice-Oriented Research in Flanders. Retrieved from www.vlhora.be.  

file:///C:/Users/User_1/Downloads/2030-Digital-Decade-roadmap-Belgium.pdf
https://www.vlhora.be/
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supports digital innovation in social enterprises through tailored training, coaching, and 

stakeholder-driven hackathons. Both initiatives emphasize real-world application, interdisciplinary 

collaboration, and digital empowerment, directly contributing to the DVC agenda in Belgium’s 

social economy landscape. 

Finally, numerous Belgian institutions—especially UAS and applied research hubs—are 

experimenting with campus-based living labs, such as Arteveldehogeschool’s ClimateLab. These 

initiatives immerse students in interdisciplinary teams working with community partners to 

design, test, and implement sustainable or socially responsible innovations. Across these 

examples, the pedagogical shift is clear: Belgian higher education is increasingly adopting co-

creative, participatory, and impact-driven learning models that blend theory and practice. 

 

5.2 Digital Development and Cooperation Between Academia with Tech4good 
Ecosystem - Challenges & Opportunities 
 

 

 

Poland  

In the Polish context, the cooperation between universities and the Tech4Good ecosystem is still 

very limited. There is a lack of structures enabling the exchange of knowledge and experience 

between the academic community and digital innovation sector. Although there are initiatives 

such as the programme ‘Connect & Scale Up’17 that facilitates the transfer of knowledge and 

technology between academia, the private sector, and social enterprises, fostering collaboration 

across these fields, their impact on the SE sector is marginal. The lack of structured cooperation 

mechanisms between universities and organizations developing digital technologies hinders the 

implementation of new solutions in SE education. In the context of these limitations, initiatives 

such as ‘CoopTech Hub’ and ‘PLZ Platform’, which promote digital management models for 

cooperative and social organizations, stand out positively. Specifically, the PLZ Platform provides 

tools for participatory management of SE organizations, digital voting, resource sharing and 

decentralized management, while the CoopTech Hub plays an educational role in the integration 

of new technologies in cooperatives. However, these initiatives have not yet been widely 

integrated into academic programmes, highlighting the lack of further opportunities for digital 

value creation between academia, Tech4good ecosystem, and SEEs.  

Greece 

The good practices review conducted by AUTH did not demonstrate clear collaboration between 

universities and the Tech4Good ecosystem, except for the case of ‘Kalomathe.gr’, which involves 

three cooperatives oriented towards integrating technology in SE activities and organizations, such 

as: i) Open Tech (specializing in web development and promotion, ii) P2P Lab which focuses on the 

intersection of technology and the commons and iii) Sociality which is active in research, building 

online presence for organizations, developing digital tools and organizing workshops on digital 

 
17 ‘Connect & Scale Up’ is an accelerator programme that supports startups, social organizations, and 

businesses in developing innovative technologies. The program plays a significant role in the digitalization of 

cooperatives and social enterprises, helping them integrate into the digital economy and enhance their 

operational efficiency. 

Opportunities 
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skills. At general level, such kind of collaborations seem to be underdeveloped in Greece, reflecting 

at the same time the country's low adoption of the Digital Value Creation (DVC) approach at the 

national level and the low level of basic digital skills coverage (52,4%), being ranked below EU 

average of 55.6%, according to the 2024 edition of the Digital Decade report (Kralj, 2024). This 

shortage stresses the need for more investment in the human capital’s digital development for 

advancing digital skills in the Greek HEIs and SE sector and, therefore, for accelerating the digital 

transformation process.  

With regards to the additional good practices collected by Stimmuli, in the 1st example (the ‘Social 

Innovation Hackathon’) facets of DVC and LLs methodologies are implemented but mainly in the 

framework of an extracurricular, project-based learning context. The hackathon fosters 

interdisciplinary collaboration by bringing together students, SE stakeholders, and Tech4Good 

representatives, allowing participants to experiment with digital solutions related to SE challenges. 

However, the event's short-term nature limits its impact on being integrated in SE studies, as 

students gain exposure to digital entrepreneurship and technological applications without a 

formalized, structured pathway for continued engagement within SE faculties. While the 

hackathon does facilitate collaboration between universities and the Tech4Good ecosystem, this 

interaction is episodic rather than sustained, and the initiative does not provide long-term 

institutional mechanisms for embedding digital competencies into SE education. 

Furthermore, additional initiatives at EU level, such as the example of the ‘Social Economy 4Ces 

(SE4Ces)’ project, represent a more structured attempt to integrate DVC and LLs into SE curricula. 

In particular, the project promotes closer partnerships between HEIs active in Social Economy, SE 

organizations and community stakeholders through the establishment of local living labs in 4 EU 

countries (Greece, Italy, UK, Spain) with the aim to build up an international Masters programme 

on Social Economy and Community Development Strategies. The project actively fosters 

collaboration between universities and the Tech4Good ecosystem, utilizing AI-based digital 

matching platforms and a ‘Wiki Platform’18, an open-access digital repository to facilitate 

continuous knowledge exchange. Unlike the hackathon model, which relies on short-term 

engagements, SE 4Ces lays the foundations for establishing permanent frameworks for 

experiential learning, embedding digital tools and participatory methodologies into SE education. 

However, despite its progressive approach, initiatives like SE4Ces still encounter challenges in fully 

embedding digital transformation methodologies within traditional SE curricula, particularly due 

to institutional inertia, limited faculty expertise in digital tools, and funding constraints. 

Italy  

Most Italian mapped cases are examples of collaboration between universities and the Tech4Good 

ecosystem, demonstrating the connection of Italian HEIs with Tech4Good ecosystem and 

leveraging, in most cases, advanced digital tools to address social and environmental challenges 

or with a focus on developing innovative and socially responsible business models (such as the 

example of Contamination Lab). Although in some of the mapped practices the use of LLs approach 

is not explicitly implemented, the emphasis of existing practices on co-creation of ideas, students’ 

familiarization with real-world challenges and engagement of several stakeholders (from 

professors to businesses, research organizations and tech-oriented start-ups) lay the foundation 

for further future opportunities and direct links between academia and the job market.  

 
18 The SE4Ces project’s Wiki Platform is available at: https://socialeconomy4ces-wiki.auth.gr/index.php?title=Homepage.  

https://socialeconomy4ces-wiki.auth.gr/index.php?title=Homepage
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Poland  

Digital Value Creation plays an important role in Poland. The very rapid development of technology 

is leading to very rapid growth of the economy worldwide. In 2023, Poland's digital economy was 

worth more than 10% of Poland's GDP, contributing to the maintenance of nearly 1.5 million jobs. 

Poland is a country with huge potential in this topic but faces significant threats to the 

development of this sector. Some of the most critical risks include problems with legislation and 

the adjustment of the legal framework to the rapidly changing level of technological development. 

Another problem is the slow development of the digital society - a very large number of people 

have no or very limited digital skills. With regards to the case of SE, a huge challenge in introducing 

digitalization is the high cost of undertaking such activities. Activities carried out in this context 

are usually conducted bottom-up and on their own by individual entities. Despite the limited 

scope, there are still examples of well-planned and executed activities in Poland in this regard, 

which could become a very good example worth following. In the educational sphere, the 

implementation of new digital technologies in SE curricula at the national level faces several 

significant barriers, including primarily the lack of technological infrastructure in universities, 

which limits the possibility of teaching based on the experimental use of digital tools. Many 

universities do not have adequate digital laboratories, and access to large datasets that could be 

used in SE research is limited. Another problem relates to the insufficient level of digital literacy 

among academic staff. Most SE educators have not been trained in new technologies, which 

means that the digitization of SE is not perceived as an important topic in the curricula. 

Additionally, financial constraints are another challenge hindering the digitization of SE 

education. The lack of funds for the development of digital laboratories, the purchase of licenses 

for specialized software or the funding of research into the application of new technologies in the 

SE means that universities are unable to test modern solutions. Finally, regulatory barriers are 

also significant. The Polish legal system lacks clear guidelines on the use of blockchain technology 

or artificial intelligence in the management of SE organizations, which makes universities and 

social entities cautious about implementing them. Risks related to privacy and data security are 

another factor hindering the use of digital technologies in this sector. The lack of training courses 

and interdisciplinary programmes that combine SE with modern technologies means that changes 

in teaching approaches are implemented very slowly. 

Greece  

In the Greek educational setting, the integration of emerging digital technologies such as 

Blockchain, IoT, and AI into SE curricula in Greece faces several structural and institutional barriers. 

A key challenge is the lack of sufficient digital literacy among SE educators, as most faculty 

members are unfamiliar with advanced digital tools, making it difficult to integrate them into 

teaching. SE education remains theoretically driven, with limited hands-on digital training, 

where most students rely on external mentors as part of temporary trainings or workshops, 

complementary to their SE studies, rather than on faculty’s courses for improving their digital 

expertise.  

Another barrier is the absence of structured curricular integration of both approaches. Even with 

the legacy of valuable cases such as the SE4ces project, where alternative collaborative models of 

teaching and digital tools have been promoted, such as the ‘SE4CEs Wiki Platform’ – a digital 

Challenges 
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platform for sharing SE-related educational material and offering inspiration to educators and 

students in the field of SE – it is evident that DVC and LLs still operate outside formal curricula in 

Greek SE faculties, limiting their long-term impact and added value. Universities also struggle with 

funding constraints, lacking resources for AI-driven analytics, blockchain applications, and IoT-

based platforms. In addition, bureaucratic rigidity further slows institutional adoption of digital 

learning models. Considering these barriers, collaboration between universities and the 

Tech4Good ecosystem is often short-term and project-based, without permanent institutional 

frameworks. DigiSE5.0 addresses these gaps by creating Digital Value Creation Labs (DVCLabs), 

embedding AI, blockchain, and digital tools into SE education while strengthening university-

industry partnerships and ensuring faculty upskilling. By overcoming these barriers, DigiSE5.0 will 

institutionalize digital transformation in Greek SE curricula, ensuring a sustainable, innovation-

driven learning model. 

Italy  

According to the mapped Italian cases, which are all related to HEIs and less directly to SE curricula, 

it is widely observed that the integration of emerging technologies (blockchain, IoT, AI) and digital 

platforms into SE educational programs in Italy presents both structural and methodological 

challenges. With regards to the structural challenges, examples of impeding factors on which the 

limited embeddedness of digital technologies in HE curricula are attributed are the following: 

• Lack of faculty training and change resistance: Many professors lack adequate 

preparation to teach how to implement AI, blockchain, and IoT, making their integration 

into courses difficult. Moreover, older university professors tend to resist change for 

cultural and generational reasons, hindering the introduction of digital methodologies in 

courses. Younger faculty members, on the other hand, have not always been socialized to 

use these technologies. 

• Bureaucracy and complex regulations: Universities face bureaucratic practices and 

slow, complex processes that delay the adoption of new technologies and hinder the 

creation of digital experimentation spaces. The maintenance of advanced infrastructures 

represents an additional obstacle. 

• Implementation of sustainability: The integration of sustainability measures is often 

fragmented and uncoordinated, making it difficult to adopt innovative practices in 

academia systematically19. 

• Funding access: Adopting emerging technologies requires significant investments, but 

funds allocated for digitalization in educational programs are still limited. 

Concerning barriers related to applied methodologies in existing SE curricula, mapping 

findings lead to the following two hindrances:  

• Traditional educational structures: Italian universities still follow rigid educational 

models, with little flexibility in adopting new technologies and innovative methodologies. 

• Difficulties in collaboration with businesses: Although partnerships between 

universities and the private sector are increasing, structured programs that allow students 

to work directly with innovative businesses are still lacking. Differences in objectives 

 
19 At institutions such as the University of Bologna (UNIBO), reporting on the Sustainable Development Goals 

(SDGs) is actively conducted to communicate and monitor the university’s progress toward the United 

Nations 2030 Agenda. These reports often highlight how sustainability goals are pursued through the 

promotion of technology use and social entrepreneurship. 
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between universities and businesses can make integrating digital technologies into 

educational pathways difficult. 

However, literature indicates a progressive digitalization already starting in primary schools20. This 

means that the new generations of students are currently growing up with an education 

increasingly based on digital technologies. In about ten years, future university students and 

faculties in HEA will be more inclined to use digital technologies, facilitating an expected and 

socially driven transformation of educational models. 

Belgium  

Despite promising momentum, several challenges temper the growth of higher ed–Tech4Good 

cooperation. Scaling up successful pilot projects remains difficult – as Belgium’s AI strategy notes, 

world-class research outputs and social startups often struggle to reach systemic scale or broader 

markets. Ensuring inclusion and diversity is another concern: about 40% of Belgian citizens are still 

at risk of digital exclusion, highlighting the need for greater digital literacy and access in any tech-

driven social initiative. Sustainable funding and governance structures are critical issues as well; 

many collaborations rely on short-term grants or ad-hoc arrangements, raising questions of 

longevity and coordination. On the other hand, clear opportunities are emerging. There is strong 

policy momentum and support for “technology for public good” – the AI4Belgium roadmap 

explicitly calls for ambitious investment (≥€1 billion by 2030) and collaboration across all 

stakeholders to ensure technology improves society. This political will, coupled with European 

Union innovation funds, offers unprecedented backing to scale initiatives and address resource 

gaps. Moreover, the interdisciplinary nature of these partnerships enriches learning and 

innovation: by bringing together computer scientists with sociologists, or students with social 

entrepreneurs, Belgian projects are spurring creative solutions and new pedagogies that blend 

technical and social perspectives. Such cross-pollination not only drives innovation in addressing 

community needs but also prepares a new generation of professionals who are adept at both 

digital skills and ethical, inclusive thinking.  

In sum, Belgium’s evolving cooperation between higher education and the Tech4Good ecosystem 

is characterized by a dynamic interplay of challenges (scalability, inclusion, resources, governance) 

and opportunities (novel innovations, interdisciplinary capacity-building, and robust policy 

support) – a balance that will shape how far these collaborations can advance the common good 

in the digital age. 

 

 
20 Avvisati, F. et al. (2013), “Review of the Italian Strategy for Digital Schools”, OECD Education Working Papers, 

No. 90, OECD Publishing. http://dx.doi.org/10.1787/5k487ntdbr44-en.  

Buffardi A., Taddeo G., Calzone S., Mazza C. (2021) "What Do Italian Students and Teachers Ask About Digital? 

Data and Reflections From Schools Participating in National Operational Programs " Italian Journal of 

Sociology of Education, 13(1), 95-133. DOI: 10.14658/PUPJ-IJSE-2021-1-5.  

Salmieri, L. (2019). The Rhetoric of Digitalization in Italian Educational Policies: Situating Recep-tion among 

Digitally Skilled Teachers. Italian Journal of Sociology of Education, 11(1), 162-183.doi:10.14658/pupj-ijse-

2019-1-8.  

Carbone, D., & Calvi, C. (2024). The Digitisation of Italian Schools and the Pandemic Trigger: Actors and Policies 

in an Evolving Organisational Field. Societies, 14(6), 94. https://doi.org/10.3390/soc14060094. 

 

https://mlg.ulb.ac.be/2019/03/18/ai4belgium-launched-today/#:~:text=Innovate%20and%20radiate%20%E2%80%93%C2%A0We%20have,our%20AI%20companies%20through%20an
http://dx.doi.org/10.1787/5k487ntdbr44-en
https://doi.org/10.3390/soc14060094
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5.3 Identified Good Practices in Partner Countries  
During the initial mapping, a total number of 23 good practices were collected by all partners, 

showcasing a rich variety of existing, intriguing practices and initiatives that have been applied by 

different stakeholders, spanning from HEIs to community organizations, foundations and 

technology centers dedicated to digital innovation and, in most cases, to SE educational 

transformation. Table 1 displays the categorization of all mapped practices, either directed to DVC 

or LLs application, in relation to the type of organization/institution that initiated each collected 

practice in each country: 

Type of organization who runs 

the practice(s) 
Number of mapped practices 

Foundations, associations or 

non-profit organizations 

6 from Poland  

1 from Greece  

3 from Belgium  

 

HEIs (including lifelong 

university learning centers  

3 from Greece  

4 from Italy 

1 from Poland (Makerspace) 

1 from Belgium  

 

Tech innovation centers/ 

hubs/ incubators  

1 from Poland (CoopTech Hub) 

 

 

International collaborative 

initiatives  

3 projects  

(TeachBeasts, mapped by 

UNIBO), SE4Ces mapped by 

Stimmuli) and baSE project 

(mapped by CoopsEU) 

 Total: 23  

Table 1: Categorization of collected practices per type of organization and country level 

Before presenting in more detail the collected good practices per country, it is important to notice 

that the DigiSE5.0 consortium was based on a standardized template that was designed by 

Stimmuli in the research design phase for documenting under a common strategy any existing 

good practices in academic area and SE or non-profit sector. The template for the collection of 

good practices focused on the following elements:  

• Name of mapped programme/ initiative 

• Organization/Institution (that has initiated this practice) 

• Target audience 

• Brief description (Objectives, duration, key activities, etc.).  

• Digital technologies/tools used & alignment with Digital Transformation in SE Education 

• Way of Living Labs utilization (if relevant and available)  

• Relevance to the project’s approach (Justification for mapping this specific practice and 

whether it is linked to Digital Value Creation and/or Living Labs approaches). 

• Involved stakeholders (by describing the role of SE educators, students, policymakers, or 

Tech4Good actors in the initiative.) 



 

22 

 

• Impact (Qualitative and or/quantitative) & measured outcomes (by describing any key 

indicators of success, including reach, engagement, and digital skill acquisition) 

• Scalability & Replicability, with the aim to assess (wherever feasible from the online desk 

research phase) whether the practice can be adapted and applied in different SE education 

contexts.  

• Challenges and opportunities, by identifying any obstacles faced and strategies used to 

overcome them. 

• Pedagogical approaches (specify what collaborative approaches methods this practice 

leverages) & competence-based focus (if any)  

• Contact information (if available) 

• Website / reference link 

Even though the primary focus was on national level, the partnership agreed to escalate the 

research, where needed, at the international level, in case of limited findings at country level.  

 

Good practices from Poland  
In the case of Poland, eight (8) good practices were collected in total by the two Polish partners 

(RRDA and KUE). Most mapped practices are initiatives that have been applied and run by 

foundations who focus on the socio-cultural development and digital skills of their target audience. 

In addition, one (1) good practice comes from the HE area, by focusing on the promotion of digital 

technologies application, while the list of practices closes with an online platform established by a 

technology center aiming at accelerating the digitization of cooperatives and SE sector in Poland.  

 

1st practice: GraTy Foundation 

Name of mapped programme/ 

initiative 

Game Based Learning 

Organization/Institution (that has 

initiated this practice)  

GraTy Foundation 

https://fundacja-graty.com/ 

fundacja-graty@fundacja-graty.com  

Country and/or city of the good 

practice application   

The initiative is run in Poland, in the city of Krosno in 

the Podkarpackie Voivodeship. It is run on a national 

scale. 

Target Audience   This activity is primarily aimed at young people, young 

adults, people in crisis, neuroatypical people. 

Brief description (objectives, 

duration, key activities, etc). 

. 

The aim of the initiative is to use games to promote 

education and development in an interesting way, 

and through this also to support social, cultural and 

civic initiatives among the participants. The use of 

games to promote education among the target 

audience is intended to make it easier to reach people 

who would not otherwise be interested in learning 

and personal development, and to take full advantage 

of the opportunities they offer. 

At the same time, the foundation creates a modern 

and dynamic space where participants can undertake 

https://fundacja-graty.com/
mailto:fundacja-graty@fundacja-graty.com
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and develop their own innovative initiatives while 

interacting with others. 

The coworking space created as part of the 

foundation is well-equipped with a wide range of 

office equipment and has internet access, providing 

work comfort and numerous opportunities. 

The foundation was established in 2022. Since then, 

activities have been ongoing and interested parties 

can come forward to take part in ongoing activities 

and initiatives. 

Digital technologies/tools used & 

alignment with Digital 

Transformation in SE Education  

This practice increases the interest of its audience 

through various games and workshops. This is a way 

of increasing interest, especially among young people, 

in the opportunities offered by modern technology. At 

the same time, the use of educational games makes it 

possible to use the participants' interest to learn and 

develop their competences. 

Way of Living Labs approach’s 

utilization (if relevant and available) 

The initiative fits perfectly with Living Labs. The 

Foundation is a place created to promote personal 

development and all kinds of initiatives and creative 

solutions. It creates a special place where different 

people and entities can develop their own ideas 

together and share their knowledge and experience 

with other participants. Through the joint use of the 

solutions presented by those taking part in the 

initiative, they can share their creative ideas and take 

action together, thereby improving their social skills 

and learning to work as a team. 

The foundation's activities have a positive impact on 

building social competences and building 

relationships, as well as enabling people to develop 

passions and acquire new skills. 

Relevance to the project’s approach   The practice described is a very interesting initiative 

that fits in with the project. The use of games to 

promote learning and personal development is an 

excellent way to increase interest among younger and 

deprived people in learning and education. By using 

interesting and innovative ways of acquiring 

knowledge and skills, these activities can reach a huge 

number of people who have previously shown a lack 

of interest in similar initiatives. 

The use of games and activities, which are mainly 

associated with entertainment, as a means of 

enabling a more interesting approach to education 
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and development can, in a practical way, encourage 

more activity on the subject and positively influence 

interest in new developments. The use of VR 

technology will help to attract attention and promote 

modern solutions and technologies. 

Involved stakeholders   The facilitators of this initiative are responsible for 

keeping participants engaged through appropriately 

guided activities. 

Impact (Qualitative and 

or/quantitative) & Measured 

Outcomes   

A quantitative indicator would be the number of 

people who would be interested in the applied 

solutions. Attracting a large number of people 

belonging to the target group would indicate the 

possibilities offered by this initiative in terms of 

increasing interest in the activities presented within 

the target group. This would show the breadth of 

possibilities offered and the large group of people the 

activities could reach. 

Scalability & Replicability  The practice can be further adapted in different 

contexts without too many problems. The popularity 

of games of all kinds has continued to grow in recent 

years. It is very easy to access educational games, and 

this market continues to grow by offering more and 

more opportunities. The use of modern technology 

such as VR technology is not a problem. Prices are 

increasingly accessible, and operation is easy enough 

not to be a challenge.  

The Game Based Learning initiative, using educational 

games for learning and development, is increasingly 

appearing in various papers and articles as an 

effective way of getting audiences interested in 

learning as an interesting and intriguing activity. At 

the same time, the use of different types of games 

accustoms users to the use of technology, which is 

increasingly involved in our daily lives - private and 

professional. 

Challenges & opportunities  Games are very often associated solely with 

entertainment. The opportunities presented by their 

use in education are not as widely known, especially 

among older people. A very common theme is 

excessive computer use among children and young 

people.  

Overcoming such prejudices would be possible by 

promoting responsible use of games as a way of 

increasing interest in education and encouraging 
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personal and professional development among 

younger people. At the same time, showcasing 

educational games as a way of increasing the user's 

skills and familiarity with the technology, which is 

being used more and more widely, could also increase 

interest among the older part of the population. 

Pedagogical approaches  The initiative seeks to increase the passion for games 

among the target audience combined with using their 

involvement to promote social, cultural and civic 

initiatives among them. Reaching out to younger 

people through games would simultaneously support 

their development in other fields, including personal 

and social development. 

Website / reference link https://fundacja-graty.com/  

 

2nd practice: OPTEA Foundation 

Name of mapped programme/ 

initiative 

Vocational activation of people with disabilities 

through the development of digital competences. 

Organization/Institution (that has 

initiated this practice) & contact 

information   

OPTEA Foundation 

Jasionka 953, 36-002 Jasionka 

(OPTEA Foundation Secretariat) 

ul. Krzyżanowskiego 4A, 35-329 Rzeszów 

https://www.optea.org/pl/ 

Country and/or city of the good 

practice application   

The good practice described here originates from 

Poland. The OPTEA Foundation has its headquarters 

in Jasionka, while its secretariat is located in Rzeszów 

(Podkarpackie Voivodeship). 

The activities of the OPTEA Foundation extend not 

only to the Podkarpackie Voivodeship, but to the 

whole of Poland. 

Target Audience  The target audience for the OPTEA Foundation is 

people with disabilities who face unemployment and 

exclusion. 

Brief description (objectives, 

duration, key activities, etc).  

The core activity of the OPTEA Foundation is the 

vocational activation of people with disabilities. To 

this end, numerous activities are carried out to 

mediate between disabled jobseekers and employers. 

It organizes numerous professional events, providing 

an opportunity to make new acquaintances and 

contacts.  

The OPTEA Foundation also carries out numerous 

activities to develop the competences of disabled 

jobseekers. This gives them the chance to acquire new 

skills and increase their value on the labor market. 

https://fundacja-graty.com/
https://www.optea.org/pl/
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Counselling is offered to help identify aptitudes, as 

well as tailor-made training and courses to increase 

employability. 

Digital technologies/tools used & 

alignment with Digital 

Transformation in SE Education  

As part of its activities, the OPTEA Foundation 

supports the acquisition of digital competences by 

people with disabilities, which are extremely 

important in today's labor market. The acquisition of 

digital competences by people with disabilities gives 

them a great opportunity to get a job that is more 

accessible to people with disabilities and well paid. 

Way of Living Labs approach’s 

utilization (if relevant and available) 

The Foundation engages in activities that promote the 

testing of new technological solutions in everyday life. 

Organizing workshops and training sessions allows 

people to experiment with digital tools that support 

participants in learning and acquiring new skills. 

The Foundation is committed to equal opportunities, 

organizing internships, work placements, training and 

counselling support. This approach fosters the 

creation of social and professional inclusion, 

especially in the context of people with disabilities, 

enabling them to participate more fully in the digital 

economy. It also engages participants in a variety of 

activities to support the development of 

entrepreneurial competences. 

Relevance to the project’s approach   The practice described is relevant to the project 

because of its impact on the professional market and 

society. Increasing digital competences through 

courses and workshops that broaden the range of 

skills and experience of people with disabilities has an 

extremely important educational role, which thus 

supports the digital transformation in Poland. By 

increasing the number of people working in the 

sector, activities of this kind have a significant impact 

on its future - particularly in supporting people who 

would otherwise struggle with disability and exclusion 

alone and fail to find their place in the labor market. 

Involved stakeholders   Intermediaries between disabled jobseekers and 

employers are of great importance in this practice. 

These intermediaries, knowing the requirements of 

employers and the competences possessed by job 

seekers, can advise job seekers on the best courses of 

action and on noteworthy development paths. 
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Guidance plays a huge role in this case. It allows them 

to define a career path and make decisions that will 

have a direct impact on their future. 

Course and training providers are also not to be 

overlooked. These include specialists in various fields 

who have the knowledge needed in each case and 

who are able to pass on this knowledge, transforming 

it into concrete skills and competences that will 

determine the future of the people taking these 

courses. 

Impact (Qualitative and 

or/quantitative) & Measured 

Outcomes   

A concrete measurable indicator in this practice is the 

number of people who have taken the courses in 

question and for whom these courses have enabled 

them to gain employment in a particular profession. 

Scalability & Replicability  The problem of disability and exclusion of such 

people is relevant regardless of country or region. 

Because of the type of challenges such people face, in 

many cases they have to overcome numerous 

obstacles. In many cases, they require assistance and 

support. Support for the acquisition of relevant 

competences (including digital competences) is a 

project that can be organized and introduced, as 

much as possible to be replicated and adopted. 

Challenges & opportunities  A very big challenge in this case is the question of 

maintaining the high quality of the services provided, 

so that the courses and training provided actually 

translate into employment for these people in the 

future. It is also necessary to know the existing labor 

market and the requirements of employers so that 

career counselling for people with disabilities will 

have a positive impact on their future. 

Pedagogical approaches  As part of this practice, the practitioners point to the 

target audience to the opportunities available and 

help them find the best direction for their future. 

Through courses and training, they influence the 

development of competences. Digital competences 

are very important here, as they offer great 

opportunities and are an extremely future-oriented 

career direction in the global changes currently taking 

place. At the same time, this direction is more easily 

accessible for people with disabilities, especially in 

terms of mobility problems. 

Website / reference link https://www.optea.org/pl/  

 

https://www.optea.org/pl/
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3rd practice:  Makerspace@UW 

Name of mapped programme/ 

initiative 

Makerspace@UW – Creative Space for Prototyping 

Organization/Institution (that has 

initiated this practice) & contact 

information   

Inkubator Uniwersytetu Warszawskiego 

ul. Krakowskie Przedmieście 26/28, 00-927 Warszawa, 

Poland 

Contact: Inkubator UW - makerspace@uw.edu.pl 

Country and/or city of the good 

practice application   

Poland, Warsaw 

 

The initiative is implemented at the national scale, 

with a focus on benefiting students, researchers, and 

staff at the University of Warsaw. 

Target Audience   The primary beneficiaries are students, doctoral 

candidates, and employees of the University of 

Warsaw. The space is intended for those interested in 

prototyping, innovation, and practical applications of 

their academic projects. 

Brief description (objectives, 

duration, key activities, etc.).  

Makerspace@UW is a coworking and prototyping 

space created by the University of Warsaw, specifically 

to help students, researchers, and employees of the 

university develop practical projects. The space 

includes specialized workshops such as 3D printing, 

electronics, woodworking, sewing, and computing. 

• Objectives: To foster innovation, creativity, and 

hands-on learning among university students and 

staff, facilitating the development of prototypes that 

could be used in business development or 

technological advancements. 

• Duration: Ongoing (continuous). 

• Key activities: 

• Access to specialized workshops (3D printing, 

woodworking, sewing, electronics, etc.). 

• Free workshops and training on using different tools 

and equipment. 

• Support for developing prototypes and 

collaborating with experts. 

• Networking and collaboration opportunities in a 

community-oriented environment.  
Digital technologies/tools used & 

alignment with Digital 

Transformation in SE Education  

Makerspace@UW incorporates various digital 

technologies such as: 

• 3D printers (Prusa i3 MK3(S)): Utilization of 

digital modeling and manufacturing tools. 

mailto:makerspace@uw.edu.pl
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• Electronics workstations: Use of 

microcontrollers (Arduino), oscilloscopes, and 

other digital tools for prototyping. 

• Computing workstations: Software tools like 

Autodesk Inventor, Anaconda, Visual Studio 

Code for design and development purposes. 

This initiative aligns with the digital 

transformation in Social Enterprise (SE) 

education by providing hands-on experience 

with emerging technologies like IoT (Internet 

of Things), programming, and digital 

fabrication. By engaging with these tools, 

students gain practical experience that 

enhances their digital skills and encourages 

the application of these skills in real-world 

projects.  
Way of Living Labs approach’s 

utilization (if relevant and available) 

Makerspace@UW can be considered a Living Lab 

approach in practice. This space functions as an 

experimental environment where students can test, 

develop, and refine ideas through real-world 

prototyping and collaboration. This setting supports 

the development of solutions that can be iterated 

upon based on feedback, which is a hallmark of the 

Living Labs methodology.  
Relevance to the project’s approach   This practice is closely linked to the Digital Value 

Creation and Living Labs approaches as it integrates 

academic research and student-driven innovation in a 

physical space designed to facilitate the development 

of market-ready prototypes. Makerspace@UW 

provides students and researchers the opportunity to 

create digital solutions, which aligns with the idea of 

digital value creation through hands-on engagement 

with technology. 

Involved stakeholders   SE educators: Provide training and mentoring to 

students in using the tools and technologies available 

in the space. 

Students: Primary creators of projects and 

prototypes, engaging in collaborative work and 

innovation. 

Tech4Good actors: Offer guidance on how 

prototypes could be applied in the real world, helping 

students link their projects to sustainable and socially 

responsible business models. 
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University staff and researchers: Contribute their 

expertise and help students refine their projects.  
Impact (Qualitative and 

or/quantitative) & Measured 

Outcomes   

  Qualitative: 

Increased student engagement in interdisciplinary 

projects and innovation. 

Development of market-ready prototypes by 

students. 

Positive feedback from students who gain hands-on 

experience in both digital and physical prototyping. 

 Quantitative: 

High participation rates in workshops and 

reservations for workspace usage. 

Successful completion of projects that have been 

presented at academic conferences or integrated into 

startup ventures.  
Scalability & Replicability  The current practice is highly scalable and replicable. 

The model can be adapted by other universities or 

institutions to foster innovation and hands-on 

learning. It can be applied in other contexts, such as 

in private companies or other academic 

environments, to bridge the gap between academia 

and industry. Other institutions could follow the 

example of Makerspace@UW by offering 

collaborative spaces with access to specialized tools 

for prototyping and development. 

Challenges & opportunities   Challenges: 

Managing the demand for the space and tools due to 

limited capacity. 

Ensuring consistent access to specialized equipment, 

which requires maintenance and constant updates. 

Navigating the logistical aspects of the educational 

space, such as coordinating schedules and training for 

students. 

Opportunities: 

Expanding the available resources and toolkits to 

include more advanced technologies. 

Strengthening collaboration with external companies 

and startups to ensure students’ prototypes are 

developed in real-world contexts. 

Creating a broader network for startups to emerge 

from these student projects.  
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Pedagogical approaches  The space follows collaborative learning and 

experiential learning methods, where students 

learn through hands-on work, collaboration, and real-

world problem-solving. This approach is aligned with 

competence-based education, where students gain 

practical and transferable skills. The integration of 

digital fabrication tools encourages students to 

engage in critical thinking, design, and iteration 

processes—important elements in entrepreneurial 

and social enterprise education. 

Website / reference link https://makerspace.uw.edu.pl/  

 

4th practice: Fundacja Q 

Name of mapped programme/ 

initiative 

Support to those in need through the development of 

digital competences 

Organization/Institution (that has 

initiated this practice) & contact 

information   

Q Foundation 

ul. Jana Pawła II 4, 39-460 Nowa Dęba 

https://fundacjaq.pl/ 

+48 530 282 061 

kontakt.fundacjaq@gmail.com 

Country and/or city of the good 

practice application   

Q Foundation operates in Poland. It has offices in 

three provinces - Podkarpackie (Nowa Dęba and 

Rzeszów), Małopolskie (Kraków) and Śląskie 

(Katowice). It operates on a national scale. 

Target Audience   The Q Foundation's target audience is people in need, 

in need of support and struggling with exclusion. They 

include younger and older people as well as people 

with disabilities, regardless of nationality and gender. 

Brief description (objectives, 

duration, key activities, etc.).  

The Q Foundation supports its target audience 

through various outreach activities. Among these 

activities is a course in basic digital competences, 

aimed at people with a low level of familiarity with 

technology. Through the development of basic digital 

competences, the foundation enables such people to 

better position themselves in times of digital 

transformation, where these skills are often needed 

in everyday life and their lack is a significant challenge. 

The lack of basic digital competences is also 

dangerous, due to the increasing threats such as fake 

news and scams, which, due to the development of 

technology and different types of tools, are often 

difficult to recognize. 

The Foundation also runs workshops on 

communication through social media. They enable 

https://makerspace.uw.edu.pl/
https://fundacjaq.pl/
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people who have had no previous experience with 

this type of communication to get an easier idea of 

how it works. They also allow participants to acquire 

more advanced skills that can also prove useful in 

their professional lives, such as reaching target 

groups or monitoring and analyzing results. 

Digital technologies/tools used & 

alignment with Digital 

Transformation in SE Education  

As part of its activities, the foundation supports the 

development of digital competences among people 

with less digital literacy. It familiarizes them with the 

possibilities offered by basic programmes such as 

documents and spreadsheets, mail and image editing. 

Participants also can become more familiar with the 

use of search engines and social media. The 

competences developed also include data analysis 

and searching for sources and recognizing the 

reliability of information found on the Internet. 

Way of Living Labs approach’s 

utilization (if relevant and available) 

The activity run by the Q Foundation allows 

participants to familiarize themselves with technology 

and strengthen their competences. The courses 

provide the opportunity to acquire new competences 

with the help of people who can provide the most 

important information, dispel doubts and show 

solutions on the spot. The digital competence 

courses, soft skills workshops and psychological 

support provided by the Q Foundation help people 

who have difficulty finding their way in the modern 

world and who cannot cope with the challenges they 

face. 

Relevance to the project’s approach   The development of basic digital competences is 

extremely important, due to the large number of 

people who lack such skills. Carrying out a digital 

transformation is made more difficult when many 

people have difficulty adapting to the technological 

challenges that already exist. Education on this topic 

will allow these people to better adapt to the current 

situation and prepare for technological 

developments, leading to more advanced tools and 

solutions that will be widely used in the future. 

Involved stakeholders   Individuals who deliver courses and training or impart 

knowledge to participants play an important role in 

this initiative. They should do so in a way that is 

accessible and draws participants' attention. The 

people taking part in such courses often have very 

little understanding of the subject and it is therefore 
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important to properly convey the basics to them so 

that they benefit from participating in this initiative. 

Impact (Qualitative and 

or/quantitative) & Measured 

Outcomes   

An important measurable indicator in this case is the 

number of people who have benefited from the 

courses, workshops and other types of assistance 

offered. 

Scalability & Replicability  The large number of people who lack basic digital 

competences is not just a problem in Poland. The 

entire European Union is struggling with this problem. 

Therefore, such initiatives are an important step that 

prepares society for digital transformation. 

Challenges & opportunities  The challenge here is to be able to reach the people 

targeted by the initiative. The solution to this problem 

is to carry out extensive promotion of this type of 

solution to interest the target audience and 

encourage them to participate. 

Pedagogical approaches  This initiative makes use of face-to-face meetings with 

course participants, where they can get the 

knowledge and skills they need, as well as being able 

to get help with topics they are not coping with. This 

relates largely to digital competences, but it is also 

important to adapt them more generally to life in the 

current reality of digital transformation and rapid 

technological development. 

Website / reference link https://fundacjaq.pl/  

 

5th practice: Avalon Foundation 

Name of mapped programme/ 

initiative 

Support for the development of professional 

competence of people with disabilities. 

Organization/Institution (that has 

initiated this practice) & contact 

information   

Avalon Foundation - Direct Assistance to the 

Disabled 

ul. Domaniewska 50A, 02-672 Warszawa 

https://www.fundacjaavalon.pl/ 

+48 22 266 82 36 

kontakt@fundacjaavalon.pl 

Country and/or city of the good 

practice application   

The good practice comes from Poland. 

The foundation is headquartered in Warsaw, but the 

activity is carried out throughout Poland - it is 

implemented on a national scale. 

Target Audience  The target audiences are people with disabilities, 

chronic illnesses and spinal injury. Support is also 

provided to the families of those requiring support, 

who also have to cope with the situation. 

https://fundacjaq.pl/
https://www.fundacjaavalon.pl/
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Brief description (objectives, 

duration, key activities, etc.).  

The goal of the initiative is to provide support to those 

in need who belong to the targeted recipients. This 

assistance includes a variety of activities aimed at 

improving their lives and restoring their ability to be 

active in various spheres of life. The assistance 

includes a wide range of support, including financial 

assistance, strengthening of social skills and 

development of professional competence through 

training and internships. As part of the assistance, 

computer workshops are offered to develop their 

knowledge and skills under the guidance of 

experienced trainers. In this way, they directly 

strengthen the digital competencies of these 

individuals and help them to do better in the future. 

Digital technologies/tools used & 

alignment with Digital 

Transformation in SE Education  

The internship allows the target audience to 

strengthen their digital competencies under the 

guidance and support of experienced instructors, so 

people can effectively develop their digital skills. 

Way of Living Labs approach’s 

utilization (if relevant and available) 

Activities are carried out that support the targeted 

recipients in finding employment and career 

development. These activities are carried out through 

counseling, workshops, individual support and job 

placements. They allow the target recipients to find 

their career path, acquire new competencies and find 

employment. All this is carried out with the direct 

support of counselors and instructors, who work with 

participants to find the best path for their 

development. 

Relevance to the project’s approach   This practice supports the development of basic 

digital competencies and the acquisition of 

professional competencies and finding employment 

among those most in need. In this way, it allows them 

to find their way in society and bring them back to the 

labor market. By doing so, it directly increases the 

number of people who have the skills and 

competencies to carry out a successful digital 

transformation. 

Involved stakeholders   Instructors and counselors are directly involved, 

providing support to participants and working with 

them to find a path of personal and professional 

development for them. 

Employers also benefit from this practice. Through 

cooperation with the foundation, various entities can 
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gain employees with the right competencies, acquired 

through training and workshops. 

Impact (Qualitative and 

or/quantitative) & Measured 

Outcomes   

The impact of the practice can be measured by the 

number of participants in the workshops offered to 

develop digital and professional competencies, as 

well as by the number of people who subsequently 

gained employment in occupations requiring these 

competencies. 

Scalability & Replicability  The practice can be replicated as much as possible. 

Increasing digital competence through tailored 

counseling and workshops is feasible in any country. 

Challenges & opportunities  A very big challenge in this case rests with those who 

conduct counseling and workshops. The activities 

carried out concern people with special needs who 

require more attention, support and effort. At the 

same time, finding the right career path for people 

with special needs is often a challenge. 

The solution is the appropriate experience of 

instructors, who should have high skills as well as a lot 

of empathy and understanding. This will allow them 

to provide the right assistance that will make a 

significant difference in the lives of these individuals. 

Pedagogical approaches  The practice involves direct contact between 

counselors and trainers and participants. By learning 

in a supportive environment and with the help of 

experienced mentors, these individuals can gain 

important competencies, including digital 

competencies. At the same time, by helping them find 

a career path, these individuals will be able to put 

their acquired skills into practice through internships 

and support in finding employment. 

Website / reference link https://www.fundacjaavalon.pl/  

 

6th practice: Fundacja Akademia Rozwoju 

Name of mapped programme/ 

initiative 

Support for personal and professional development 

Organization/Institution (that has 

initiated this practice) & contact 

information   

Akademia Rozwoju Foundation 

ul. Katedralna 5/20 lok. 3, 37-700 Przemyśl 

https://akademia-rozwoju.org/ 

+48 602 126 569 

biuro@akademia-rozwoju.org 

Country and/or city of the good 

practice application   

The country of origin of the practice is Poland typically 

applicable at national level. Activities are carried out 

mainly in the Podkarpackie region.  

https://www.fundacjaavalon.pl/
https://akademia-rozwoju.org/
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Target Audience   The target audience is local communities. Activities 

are aimed at supporting the development of 

competence and entrepreneurship of people who, 

discovering new opportunities and finding motivation 

to act, will positively affect their surroundings and 

local community. 

Brief description (objectives, 

duration, key activities, etc.).  

Activities are based on support for personal and 

professional development. Among the activities 

carried out are educational activities, training and the 

implementation of various projects. At the same time, 

as part of its activities, the foundation inspires 

development and action, as well as creating the right 

environment and space for the emergence of 

innovative ideas. 

Digital technologies/tools used & 

alignment with Digital 

Transformation in SE Education  

As part of its activities, the foundation carries out 

activities that support the development of 

competence and entrepreneurship. Extensive digital 

competence development activities are aimed at 

people with little experience in this area. As part of the 

projects, activities were carried out to support the 

basic skills that are needed in everyday life. They 

concern, among other things, the use of computers, 

basic programmes, mail and social media. They 

develop the ability to search and analyze information 

and support the ability to take full advantage of the 

opportunities offered by the Internet. 

Way of Living Labs approach’s 

utilization (if relevant and available) 

With the support of counselors and through the 

implementation of courses and training, participants 

have the opportunity to develop their social and 

professional competencies, as well as their 

commitment and innovation in the labor market. In 

this way, it builds the region's human resources and 

technological potential and supports the local 

community. 

Relevance to the project’s approach   This practice supports the development of digital core 

competencies in local communities. Through 

personal and professional development, as well as 

enhancing competence and entrepreneurship, it 

supports digital transformation. 

Involved stakeholders   Ongoing activities involve counselors and course and 

training providers. Involves the local community 

extensively. 



 

37 

 

Impact (Qualitative and 

or/quantitative) & Measured 

Outcomes   

The results of the activities carried out can be 

measured by the number of people taking the 

courses, who thus increase their digital competence. 

Scalability & Replicability  The practice is as replicable and adaptable as 

possible. Rapidly changing reality and technology 

means that many people cannot keep up with the 

demands of the labor market. Such people, by 

strengthening their motivation for personal 

development and professional competence, can once 

again regain the chance to regain their commitment 

and support and develop their local communities. 

Challenges & opportunities  Conducting activities that develop competencies and 

support personal and professional development 

requires experience and skills from those conducting 

these activities. 

Pedagogical approaches  Activities are conducted through courses and training, 

conducted with experienced instructors. As part of 

the activities, participants receive access to the 

knowledge and skills they need. Contact with an 

advisor helps them learn about their own potential 

and the most appropriate directions for development. 

The development of digital competencies allows them 

to better match their skills to the requirements of the 

labor market and prepare for the challenges that 

await them. 

Website / reference link https://akademia-rozwoju.org/  

 

7th practice - PLZ Platform by CoopTech Hub 

Name of mapped programme/ 

initiative 

PLZ Platform by CoopTech Hub – Digital Solutions for 

Social Economy 

Organization/Institution (that has 

initiated this practice) & contact 

information   

CoopTech Hub – the first technology center dedicated 

to cooperative and social economy innovation in 

Poland. 

https://www.hub.coop  

Country and/or city of the good 

practice application   

Country: Poland 

City: Warsaw 

Scale: National, with potential for international 

replication 

The initiative operates at a national level, providing 

digital infrastructure and education for cooperatives 

and social enterprises across Poland. This model and 

technological solutions can be adapted 

internationally. 

https://akademia-rozwoju.org/
https://www.hub.coop/
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Target Audience   • Social enterprises & cooperatives – to facilitate 

digital governance and financial management. 

• Policymakers & local governments – to explore 

digital governance solutions for cooperative 

ecosystems. 

• Trade unions & labor organizations – to support 

democratic decision-making, worker participation, 

and digital rights advocacy. 

• Social activists & community leaders – to promote 

participatory governance and digital inclusion in 

social economy initiatives. 

• Local residents & cooperative members – to 

engage in co-creation processes and digital 

community-building efforts. 

• Social educators – to integrate digital tools and 

cooperative governance concepts into social and 

community education. 

Brief description (objectives, 

duration, key activities, etc).  

The CoopTech Hub & PLZ Platform is a long-term 

initiative designed to digitally transform social 

economy organizations by providing them with 

innovative tools for management, governance, and 

community participation. 

Objectives: 

• To digitize social economy organizations and 

cooperative governance. 

• To develop a digital infrastructure that 

enhances transparency, participation, and 

resource-sharing within cooperatives. 

• To educate SE stakeholders on the benefits of 

digital transformation. 

• To facilitate financial sustainability and digital 

sovereignty for social enterprises. 

Key activities: 

• Development of the PLZ Platform, a digital 

ecosystem for cooperatives. 

• Training programs and workshops on digital 

skills for SE actors. 

• Implementation of blockchain-based 

governance models. 

• Creation of a digital marketplace for 

cooperative products and services. 

Status: 

Ongoing – continuously expanding with new digital 

features and reaching more cooperatives. 
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Digital technologies/tools used & 

alignment with Digital 

Transformation in SE Education  

CoopTech Hub and PLZ Platform integrate cutting-

edge digital technologies to modernize social 

economy education and practice: 

• Blockchain – Secure, transparent, and 

decentralized decision-making for 

cooperatives. 

• AI-driven analytics – Providing insights into 

financial health and operational efficiency of 

SE organizations. 

• Digital cooperative governance – Enabling 

online voting, participatory budgeting, and 

resource-sharing. 

• Platform-based economy tools – Creating a 

decentralized marketplace for SE actors. 

These tools enable educators, students, and SE 

leaders to understand and apply digital governance, 

smart contracts, and AI-driven decision-making within 

their organizations. 

Way of Living Labs approach’s 

utilization (if relevant and available) 

CoopTech Hub applies Living Labs methodology by 

engaging real-world SE stakeholders in co-designing 

and testing digital governance models. Through an 

iterative, user-centered approach, cooperatives 

actively participate in shaping and optimizing PLZ's 

functionalities. 

PLZ Platform can be partially considered as an 

example of a Living Lab, as it incorporates key 

elements such as co-creation, user participation, and 

real-world experimentation with digital tools in the 

social economy sector. The platform actively engages 

cooperatives and social enterprises in shaping its 

functionalities, allowing them to test and adapt 

innovative governance and resource-sharing 

solutions in real operational conditions. Moreover, its 

use of blockchain, AI, and decentralized digital 

infrastructure aligns with the technological dimension 

often found in Living Labs.  

Relevance to the project’s approach   The initiative aligns with Digital Value Creation (DVC) 

and Living Labs (LLs) by enabling cooperative 

enterprises to generate value through digital 

governance models, providing hands-on experience 

with digital innovation tools, and demonstrating how 

digital transformation strengthens cooperative 

resilience. The PLZ Platform embodies these 

principles by offering practical digital tools for SE 
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governance, allowing users to co-create, experiment, 

and refine solutions in an open, real-world 

environment, making it a Living Lab-like initiative. 

Involved stakeholders   Cooperative educators and researchers – Develop 

training materials and case studies. 

Social entrepreneurs and cooperative leaders – Pilot 

digital governance solutions. 

Tech4Good organizations – Contribute to blockchain, 

AI, and data solutions. 

Policymakers and municipal actors – Explore the role 

of digital platforms in urban cooperative economies. 

Impact (Qualitative and 

or/quantitative) & Measured 

Outcomes   

Key indicators of success include 100+ cooperatives 

onboarding onto the PLZ Platform, increased digital 

literacy among cooperative leaders, and greater 

transparency in decision-making. The initiative also 

fosters expanded community engagement through 

digital participation tools and growing adoption of AI-

driven financial management in social enterprises. 

Additionally, PLZ enhances digital skills development 

for SE students by providing hands-on experience in 

financial management, data analysis, and blockchain 

applications in cooperatives, with measurable 

outcomes such as user engagement, completed 

simulations, and obtained certifications in digital 

social economy. 

Scalability & Replicability  The PLZ Platform and CoopTech Hub model can be 

adapted to various social economy education 

contexts by expanding partnerships with universities, 

integrating digital cooperative governance into SE 

curricula, and developing localized versions of PLZ for 

different economic and cultural settings. Its open 

structure allows it to function as a digital social 

economy lab, enabling universities to use it for 

cooperative management simulations, digital 

decision-making training, and real-case analysis. 

Additionally, PLZ can support Living Labs experiments 

in other EU countries, where cooperative governance 

and digital transformation are key priorities.  
Challenges & opportunities  Challenges: 

• Limited digital skills among SE leaders – 

Addressed through training and capacity-

building. 
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• Regulatory uncertainty around blockchain 

governance models – Engaging policymakers 

to develop SE-friendly digital policies. 

• Financial sustainability – Exploring alternative 

funding models, such as cooperative 

investment pools. 

Opportunities: 

• Growing interest in platform cooperativism as 

an alternative to corporate digital 

monopolies. 

• Potential integration of digital cooperative 

education into higher education programs. 

• Increasing demand for decentralized 

governance models in social enterprises. 

Pedagogical approaches  The initiative employs experiential, collaborative 

learning methods through: 

Hands-on training with digital platforms for SE 

management. 

Problem-solving workshops using AI, blockchain, and 

digital governance tools. 

Competence development in digital leadership, 

cooperative economy, and tech ethics. 

Website / reference link https://www.hub.coop/  

https://plz.pl/vision/  

 

8th practice - Sprawniwpracy.pl   

Name of mapped programme/ initiative An online platform to support employment 

activation of people with disabilities (PwD):  

Sprawni w pracy 

(https://www.sprawniwpracy.com) 

Organization/Institution (that has initiated 

this practice) 

 Inclusion Foundation  

[Polish: Fundacja Integracja] 

(non profit organization) 

Country and/or of the good practice 

application  

Poland, nationwide initiative 

https://www.hub.coop/
https://plz.pl/vision/
https://www.sprawniwpracy.com/
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Target Audience  • People with disabilities seeking employment 

• Employers looking to hire people with 

disabilities 

Brief description (objectives, duration, key 

activities, etc). 

 

The web portal is an online platform offering 

job listings specifically for people with 

disabilities. It enables employers to post job 

offers that reach candidates with various 

disabilities.  

The advertisements on the portal are 

prepared and provided by employers. Once 

logged in to the site, candidates can create 

their profiles, including information about 

themselves and/or their professional 

portfolio. As logged-in participants, they have 

access to job offers and can respond to offers 

from the portal. The application goes directly 

to the employer, who will contact the 

candidate directly if they are interested.  

Administrators appointed by the Integration 

Foundation are responsible for moderating 

the service. 

The service moderators are responsible for 

the transparency, content, and form of the 

advertisements and candidate profiles. 

However, we are not in a position to check 

every offer or verify the candidate, so we are 

not responsible for the information provided 

by the parties in direct correspondence. We 

are also not responsible for the continuity of 

contact between the candidate and the 

employer, and we do not mediate in any 

negotiations concerning the conditions of 

employment.  

Using the service is free of charge for both the 

employer and the user. 

The portal is regularly always updated and 

accessible. 

The Integration Foundation is responsible for 

the moderation of the service. 

Digital technologies/tools used & alignment 

with Digital Transformation in SE Education 

Digital technologies/tools used:  

• Online recruitment portal 

• Job and candidate database 
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• Online application forms 

This initiative contributes to the integration of 

digital skills and technologies into social 

economy (SE) by providing a digital platform 

that facilitates employment opportunities for 

people with disabilities. It enhances digital 

literacy among job seekers by familiarizing 

them with online job application processes, 

database navigation, and digital 

communication tools. Additionally, the 

platform helps employers leverage digital 

recruitment tools, fostering a more inclusive 

hiring process. Although advanced 

technologies such as AI, blockchain, or IoT are 

not explicitly mentioned in this initiative, the 

recruitment portal and digital database lay the 

groundwork for future innovations in 

accessible employment solutions. 

Way of Living Labs approach’s utilization (if 

relevant and available) 

No available information on the use of the 

Living Labs approach in this initiative. 

Relevance to the project’s approach The initiative supports digital value creation by 

enabling people with disabilities to access job 

offers through an online platform, aligning 

with the goals of digital transformation in 

social economy education. 

Involved stakeholders  • People with disabilities 

• Employers 

• Public authorities (State Fund for 

Rehabilitation of People with Disabilities 

(Państwowy Fundusz Rehabilitacji Osób 

Niepełnosprawnych, Bank Gospodarstwa 

Krajowego) 

• Business  

• General public 

Impact (Qualitative and or/quantitative) & 

Measured Outcomes  

Measured Outcomes 

• Reach: The platform serves as a dedicated 

online space for people with disabilities to 

find job opportunities, increasing their 

access to employment. 

• Engagement: Regular activity on the portal 

from both job seekers and employers 

suggests active participation in the hiring 

process. 
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• Digital Skill Acquisition: Users gain practical 

experience in navigating digital job search 

platforms, submitting applications online, 

and interacting with potential employers 

through digital communication tools. The 

initiative helps to bridge the digital divide by 

equipping job seekers with essential online 

skills relevant to the modern labor market. 

• Employer Participation: Companies actively 

engaging with the platform demonstrate an 

increased awareness and willingness to 

recruit employees with disabilities, fostering 

greater inclusivity in the workplace. 

Scalability & Replicability The model of a recruitment portal for people 

with disabilities can be adapted in other 

countries and social economy education 

contexts. The initiative demonstrates a strong 

potential for scalability, as digital job-matching 

platforms are widely applicable and can be 

customized based on regional and national 

employment policies. 

Examples of its replicability include: 

• Regional Expansion: The portal's model can 

be implemented in various regions within 

Poland, connecting local businesses with job 

seekers. 

• International Adaptation: Similar platforms 

could be developed in other countries, with 

adjustments to accommodate different legal 

and accessibility standards. 

• Collaboration with Educational Institutions: 

Universities and vocational schools could 

integrate the platform into career 

counseling programs, teaching students 

with disabilities how to navigate digital job 

markets effectively. 

• Integration with Assistive Technologies: The 

system could be further enhanced by 

integrating AI-powered job-matching 

algorithms and accessibility features for 

visually impaired users, making it even more 

inclusive.  

Challenges & opportunities 

 

Challenges: 
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• Digital Accessibility: Some job seekers may 

face difficulties navigating digital job 

platforms due to limited accessibility 

features, requiring ongoing improvements 

in website usability and compatibility with 

assistive technologies. 

• Employer Awareness & Engagement: Many 

employers may lack knowledge or 

motivation to hire individuals with 

disabilities, leading to a limited number of 

job postings specifically catering to this 

audience. 

• Technological Barriers: Some users may 

have low digital literacy, making it 

challenging for them to effectively utilize the 

platform. 

• Legal and Administrative Hurdles: 

Differences in employment regulations and 

disability rights across regions may slow 

down the adaptation of similar platforms in 

other countries. 

Opportunities: 

• Enhancing Accessibility: Implementing AI-

driven accessibility features, such as voice 

navigation and text-to-speech capabilities, 

could make the platform more inclusive. 

• Raising employer awareness: Conducting 

workshops and awareness campaigns to 

educate employers on the benefits of hiring 

people with disabilities. 

• Partnerships with educational institutions: 

Collaborating with universities and 

vocational schools to provide training for 

users with disabilities on digital job search 

skills. 

• Expansion into new markets: The model can 

be scaled to include other marginalized 

groups, such as senior citizens or people 

from economically disadvantaged 

backgrounds. 

Pedagogical approaches 

(Specify what collaborative approaches 

methods this practice leverages) & 

competence-based focus (if any) 

-  
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Website / reference link https://www.sprawniwpracy.com 

 

Good practices from Greece  
In the case of Greece, five (5) good practices were collected totally by AUTH and Stimmuli, including 

in particular: one educational platform operating as an association and providing digital 

educational content in SE education, one HE master’s programme showcasing how issues in SE 

relate to the topic of digital commons, one university-led seminar focusing on skills and concepts 

in digital innovation and SSE and student-centered annual event focused on entrepreneurship, 

digital transformation and social innovation. The fifth mapped practice (SE4Ces project) is included 

in the list of international initiatives as an EU-funded project in the area of SE education.  

 

1st practice - Educational platform ‘Kalomathe’ 

Name of mapped programme/ 

initiative 

Educational platform “Kalomathe” 

(https://kalomathe.gr/, https://edu.kalomathe.gr/ ) 

Organization/Institution (that has 

initiated this practice) & contact 

information   

Kalomathe is an association of individuals, 

collectives, and organizations that support the 

development of the Social and Solidarity Economy 

(SSE) in Greece.  

Email: sseeduplatform@gmail.com  

Country and/or city of the good 

practice application  

 

It operates as a national coalition/association, with 

participating organizations and individuals from 

various cities across Greece. 

Target Audience  

 

The primary beneficiaries are individuals already 

involved in social economy (SE) initiatives or those 

interested in starting new ones. However, it is also 

aimed at SE students. 

Brief description (objectives, 

duration, key activities, etc.). 

 

Kalomathe.gr is an educational platform 

collaboratively designed to support students, 

teachers, and lifelong learners by providing access to 

high-quality educational resources, interactive tools, 

and learning opportunities. It deploys digital 

opportunities to promote distance and mutual SE 

education. Its primary objectives include: 

-Support for existing SE initiatives and the 

establishment of new ones; 

-Enhancement of SE educational outcomes; 

-Promotion of equal access to learning materials for 

all people interested in SE; 

-Encourage self-paced SE learning; 

-Diffusion of good SE practices and share know-how.  

The project began in 2017 and is ongoing. It is 

designed as a long-term initiative to continuously 

adapt to the evolving needs of the SE community. 

Key activities include: 

https://kalomathe.gr/
https://edu.kalomathe.gr/
mailto:sseeduplatform@gmail.com
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-Development and distribution of digital educational 

content (e.g., videos, quizzes, and exercises). 

- Offering tools for personalized learning paths and 

progress tracking. 

-Organization of workshops and events for advancing 

SE. 

-Providing an online platform for peer-to-peer 

learning. 

Digital technologies/tools used & 

alignment with Digital 

Transformation in SE Education 

 

Kalomathe.gr is a digital, open educational platform 

that provides access to open educational resources 

(OERs) and tools, such as videos, quizzes, and 

exercises, to encourage SE learning. Additionally, it 

facilitates networking and knowledge exchange 

among SE stakeholders through online forums and 

organized workshops (both physical and online), thus 

fostering innovation in SE practices. 

Way of Living Labs approach’s 

utilization (if relevant and available) 

Kalomathe operates through an open and 

participatory process, engaging SE educators, 

researchers, practitioners, supporting institutions, 

and SE initiatives. All educational materials developed, 

collected, and uploaded in the platform are the result 

of a collaborative effort involving these stakeholders. 

Relevance to the project’s approach  

 

Kalomathe is highly relevant to the project’s approach 

as it aligns mainly to Living Labs methodologies, while 

also being itself an online educational platform. 

Kalomathe operates as a collaborative and 

participatory platform, engaging SE educators, 

researchers, practitioners, and institutions in the co-

creation of educational content. This mirrors the 

Living Labs approach, which emphasizes user 

involvement and real-world experimentation. 

Through videos, quizzes, workshops, forums, and 

peer-to-peer learning, the platform creates a dynamic 

ecosystem where stakeholders can learn, test, refine, 

and share innovative SE solutions. 

Additionally, its use of digital technologies, such as 

interactive learning materials, online forums and 

personalized learning paths, fosters innovation and 

scalability in SE practices. 

Involved stakeholders  

 

SE educators, researchers, practitioners, supporting 

institutions, and SE initiatives participate in 

Kalomathe's governance, collaboratively planning and 

developing all its activities. 
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Impact (Qualitative and 

or/quantitative) & Measured 

Outcomes  

 

Kalomathe has enhanced social economy (SE) 

education and innovation by providing access to open 

educational resources (OERs) and tools that support 

learning and collaboration. Additionally, it has created 

a dynamic network of stakeholders as mentioned 

extensively within the hereunto text. This network has 

recently facilitated the development of the “KOINON” 

network, a network of SE organizations based in 

Thessaloniki, and the establishment of an energy 

community. 

The platform’s educational materials are organized 

into the following 9 units/lessons: 

1-Introduction to Social Solidarity Economy; 

2-Team: The Core of an SE Initiative; 

3-Choosing an Economic Activity; 

4-The Institutional Context of SE; 

5-Marketing for SE; 

6-Business Plan for SE Initiatives; 

7-Commons; 

8-Community Economic Development; 

9-Energy Communities. 

Scalability & Replicability 

 

OERs from Kalomathe are also used as 

supplementary reading material by postgraduate 

students in the Master’s Program on Social and 

Solidarity Economy at the Hellenic Open University. 

Additionally, online educational materials on SE 

targeting similar audiences have been developed 

internationally. Examples include a MOOC on Social 

and Solidarity Economy by the ILO 

(https://www.itcilo.org/courses/mooc-social-and-

solidarity-economy) and online lessons by RIPESS 

(https://edu.ripess.eu/?lang=en). 

Challenges & opportunities 

 

One of the main challenges for the association is 

securing the financial resources needed to sustain its 

operations. The current administrative board is 

exploring various strategies to address this issue, 

including applications for EU-funded programs and 

national funding on a regional level aimed at 

supporting SE. 

Regarding the platform itself, while the first three 

educational units included discussion forums for each 

respective topic, these forums have seen limited 

activity. To date, there have been only 4 comments 

across all 3 forums, contributed by 2 users, which is 

https://www.itcilo.org/courses/mooc-social-and-solidarity-economy
https://www.itcilo.org/courses/mooc-social-and-solidarity-economy
https://edu.ripess.eu/?lang=en
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probably the reason why the rest of the 6 units did not 

involve a forum21. 

Pedagogical approaches 

 

The platform fosters collaboration through: 

• Peer-to-Peer Learning: Users can engage in 

discussion forums to share experiences and 

insights. 

• Participatory Content Creation: Educational 

materials are co-developed by SE educators, 

researchers, practitioners, and organizations, 

ensuring relevance and practicality. 

Additionally, ‘Kalomathe’ emphasizes skill 

development through theoretical and practical 

learning. The platform offers educational units on 

foundational SE concepts (e.g., commons, community 

economic development) as well as practical skills like 

“Marketing for SE” and “Business Planning for SE 

Initiatives.”, including soft skills development. Unit 2, 

for example, focuses on team-building, a critical skill 

for SE initiatives. 

Website / reference link https://kalomathe.gr/  

 

2nd practice - Concepts and Skills in Digital Innovation and the Social and Solidarity Economy 

Name of mapped programme/ 

initiative 

Concepts and Skills in Digital Innovation and the Social 

and Solidarity Economy (seminar) 

Organization/Institution (that has 

initiated this practice) & contact 

information   

KEDIBIM, University of Aegean in collaboration with 

@popsi (+30 210 4629300, seminars@apopsi.gr ) 

Country and/or city of the good 

practice application  

Greece 

Target Audience  People interested in engaging with SE. 

Brief description (objectives, 

duration, key activities, etc.). 

 

The University of the Aegean in collaboration with 

@popsi organizes and implements a 40-hour training 

program that provides knowledge on a) Innovation in 

the Digital Age and b) Social and Solidarity Economy. 

The program aims to help trainees to: 

-Acquire some basic digital skills. 

 
21 However, there has been some initial resistance from members regarding the adoption of certain tools, 

which were seen by some as unnecessary or overly complex. To address this, the network developed user-

friendly manuals and guides, supporting members in familiarizing themselves with the digital tools. As a 

result, many members have since incorporated these tools into their broader personal and professional 

routines. 

https://kalomathe.gr/
mailto:seminars@apopsi.gr
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-Understand basic concepts of the social and solidarity 

economy and identify related advantages and 

disadvantages. 

-Create original texts and audiovisual content. 

-Use appropriate platforms for information on funding 

methods as well as promotion. 

-Explore opportunities for collaborative initiatives 

and/or the establishment of social enterprises that will 

provide services and develop synergies with local 

economic actors. 

The program is structured in 3 modules:  

1-Introduction to digital innovation and the basic 

principles of the social and solidarity economy 

2- Development of skills for the social economy and 

the creation and operation of a social enterprise 

3-Development of digital skills and sustainability in the 

SSE. 

Digital technologies/tools used & 

alignment with Digital 

Transformation in SE Education 

Not clear from the initial mapping stage. Not specified. 

This dimension is further elaborated in the ‘Study’ 

(final WP2 result) in the section of case studies.  

Way of Living Labs approach’s 

utilization (if relevant and available) 

Not relevant.  

Relevance to the project’s approach  

 

The initiative may be linked to Digital Value Creation, 

though there is insufficient information available 

online to specify how it contributes to integrating 

digital technologies into SE education. 

Involved stakeholders  

 

The training program is organized through a 

collaboration between the Training and Lifelong 

Learning Center of the University of the Aegean-

KEDIBIM (Department of Geography) and the company 

'Apopsi,' which specializes in providing educational 

services. 

Impact (Qualitative and 

or/quantitative) & Measured 

Outcomes  

Not specified. 

Scalability & Replicability 

 

There is not enough relevant information to assess in 

depth its scalability and replicability. However, it 

seems that it is highly adaptable and replicable in 

different SE education contexts due to its universal 

themes (digital innovation and SE), modular structure, 

and practical focus. By leveraging partnerships, digital 

delivery methods, and local adaptations, it can be 

successfully implemented in diverse settings, from 
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universities to community organizations and online 

platforms. 

Challenges & opportunities 

 

Not specified. This dimension is further elaborated in 

the ‘Study’ (final WP2 result) in the section of case 

studies.  

Pedagogical approaches 

 

Not specified. This dimension is further elaborated in 

the ‘Study’ (final WP2 result) in the section of case 

studies. 

Website / reference link https://kedivim.aegean.gr/epimorfotikaview/course.p

hp?c=501cc0fce301e560b6aa1bc924a60fa8378179a1  

 

3rd practice - Post-Graduate Studies Programme in “Social and Solidarity Economy” 

Name of mapped programme/ 

initiative 

Post-Graduate Studies Programme in “Social and 

Solidarity Economy” (Social and Solidarity Economy 

(KAO) » HOU ) 

Organization/Institution (that has 

initiated this practice) & contact 

information   

Social and Solidarity Economy is a Post-Graduate 

programme provided by the Hellenic Open University, 

a recognized HEI in Greece with innovative online 

teaching methods and a plethora of education 

programmes. 

Email: kao@eap.gr  

Country and/or city of the good 

practice application  

 

Greece 

It is situated in the city of Patras, but the programmes 

and classes are online nonetheless. The programme 

has a national reach where the registered students 

reside in various places in Greece. 

Target Audience  The programme has a wide range in terms of 

audience including graduates of social sciences 

mainly, members of social enterprises, public servants 

as also policy makers. 

Brief description (objectives, 

duration, key activities, etc.). 

 

Post-Graduate Studies in “Social and Solidarity 

Economy” is an ongoing, bi-annual programme with a 

minimum duration of two years. The main objectives 

can be unfolded in the academic/theoretical side and 

in the applied knowledge. The first objective is related 

to the theoretical and epistemological knowledge that 

is being acquired by students and can be utilized in 

research. The second objective concerns the training 

of SE practitioners that can enhance their ability to 

operate within this scope. 

Digital technologies/tools used & 

alignment with Digital 

Transformation in SE Education 

 

As mentioned in the description of the Programme 

and the Hellenic Open University, all classes are 

online. This fact allows students involved in the 

programme to access a variety of resources related to 

https://kedivim.aegean.gr/epimorfotikaview/course.php?c=501cc0fce301e560b6aa1bc924a60fa8378179a1
https://kedivim.aegean.gr/epimorfotikaview/course.php?c=501cc0fce301e560b6aa1bc924a60fa8378179a1
https://www.eap.gr/en/social-and-solidarity-economy-2/
https://www.eap.gr/en/social-and-solidarity-economy-2/
mailto:kao@eap.gr
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the Social Economy through an online structured 

depository and curriculum. In addition, the 

Programme sheds light on issues of the Social 

Economy that are related to the digital transition such 

as digital commons. Thus, students are becoming 

familiar with terms and concepts that are aligned to 

the digital transformation within the scope of SE and 

can implement this knowledge in cases where it is 

applicable. Apart from the theoretical aspects of the 

Programme and the attendance digital tools, the 

students have the opportunity to be taught of a 

specialized software that is related to Wikipedia. 

Through this approach the students can contribute to 

a commons - based peer production in Wikipedia. 

Way of Living Labs approach’s 

utilization (if relevant and available) 

Whilst there is no direct utilization of living labs 

approach, the post-graduate studies programme and 

mostly its educators provide actively indirect support 

to various ventures across Greece. This can occur 

through the networks created, maintained and 

enhanced within the framework of the programme as 

also through the multidisciplinary knowledge of its 

educators.  

Relevance to the project’s approach  

 

The relevance of the programme to the approach of 

the project is significant to a great extent. In particular 

the direct Digital Value that is created through an 

education that utilizes modern information and 

communication technology on the one hand makes 

evident that the programme is a key player in the 

digital transition within the scope of SE. On the other 

hand the education in key concepts of the SE such as 

digital commons provides enhanced insights to 

students aiming to lead the SE of Greece into the 

digital era. 

Apart from the Digital Value Creation, the Programme 

is considered as a reference point for the SE education 

by academics in Greece and abroad. This fact allows 

its educators to instrumentalize their connections and 

networks aiming to support any ventures related to SE 

and many times these ventures are being expressed 

as living labs. 

Involved stakeholders  

 

SE educators have a main role in the learning 

procedure since it is a structured up-down education 

programme.  



 

53 

 

Impact (Qualitative and 

or/quantitative) & Measured 

Outcomes  

 

Within the scope of the SMART principle the 

Programme has Specific, Measurable, Achievable, 

Relevant and Time-Bound indicators explained in 

detailed in a relevant booklet (in Greek). 

https://www.eap.gr/wp-

content/uploads/2024/06/Quality-Indicators-

2024_KAO__repaired.pdf  

Scalability & Replicability 

 

Even Though the Programme is hosted by a renowned 

HEI and its reach is nationwide, it has the potential to 

be replicated and embedded in other universities in 

Greece and abroad. This can be proved firstly since 

the HOU itself adopted many of its elements from the 

equivalent British Open University and secondly from 

the well-structured programme of the Post-Graduate 

studies. 

Challenges & opportunities 

 

A challenge that can be identified by the programme 

is that the number of the students is declining due to 

the prolonged financial crisis experienced in Greece 

and lately to inflation. However, the educators of the 

Programme utilize a direct communication campaign 

to potential students through online Q&A sessions 

and a strategy to increase visibility. 

The increase in the students number is an opportunity 

since it will contribute to expanding a deep 

understanding of SE to more people and therefore 

multiply the impact of the Programme. 

Pedagogical approaches 

 

As part of an online curriculum the pedagogical 

approach of the Programme includes various tasks 

that are undertaken by students during the semester 

and exams at the end of each module. Even though 

the approach allows limited initiative in collaborative 

learning, however it promotes concepts such as peer-

to-peer learning and production, democratization in 

production and education and other terms related to 

participatory methods. 

Website / reference link https://www.eap.gr/en/social-and-solidarity-

economy-2/  

 

4th practice - Social Innovation Hackathon UoM 

Name of mapped programme/ 

initiative 

Social Innovation Hackathon UoM 

 

Organization/Institution (that has 

initiated this practice) & contact 

information   

Full Name: University of Macedonia / Panepistemio 

Makedonias  

 Abbreviation: UoM 

https://www.eap.gr/wp-content/uploads/2024/06/Quality-Indicators-2024_KAO__repaired.pdf
https://www.eap.gr/wp-content/uploads/2024/06/Quality-Indicators-2024_KAO__repaired.pdf
https://www.eap.gr/wp-content/uploads/2024/06/Quality-Indicators-2024_KAO__repaired.pdf
https://www.eap.gr/en/social-and-solidarity-economy-2/
https://www.eap.gr/en/social-and-solidarity-economy-2/
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Country and/or city of the good 

practice application 

 

Greece, Thessaloniki 

A nationally implemented practice. 

 

● Contact Person: Professor Aikaterini Sarri, email: 

ksarri@uom.edu.gr  

Target Audience  

 

Regardless of experience or background, the initiative 

remains accessible to all.  

Nevertheless, taking into consideration its main 

aspects, social entrepreneurs, SE students, AI 

technicians, Big Data Analysts, Tech4Good 

representatives and startup founders and 

students from all fields of study will be among the 

main beneficiaries of the initiative. 

All of the above-mentioned target groups participate 

in groups of 4-6 to the initiative and get rewarded for 

the innovation behind their proposals. 

Brief description (objectives, 

duration, key activities, etc.). 

 

The Social Innovation Hackathon UoM is an annual 

event organized by the University of Macedonia to 

promote entrepreneurship, digital transformation, 

and social innovation. It provides a collaborative 

environment where students work on innovative 

solutions addressing social and economic challenges 

using digital technologies. Students are monitored by 

and extract inspiration for innovation from a plethora 

of mentors and leaders. 

The first edition (2023) focused on "Digital Nomads", 

while the second edition (2024) expanded into 

multiple domains, including: 

● Artificial Intelligence (AI) 

● Internet of Things (IoT) 

● Big Data 

● Robotics 

● Urban Mobility 

● Sustainable Food & Health 

● Energy & Circular Economy 

The hackathon is endorsed by the University of 

Macedonia and its Research Funding Account 

(ELKE), ensuring credibility and academic recognition. 

Participation is free of charge. 

Digital technologies/tools used & 

alignment with Digital 

Transformation in SE Education 

 

Digital Technologies/Tools Used & Alignment with 

Digital Transformation in SE Education: 

● Artificial Intelligence for problem-solving and 

automation; 

mailto:ksarri@uom.edu.gr
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● Blockchain for transparency in social 

entrepreneurship models; 

● Internet of Things for smart urban 

development; 

● Big Data & Analytics for social impact 

measurement; 

● Digital Learning & Innovation Platforms for co-

creation and knowledge sharing. 

This initiative contributes to enhancing digital literacy 

and empowering students to develop data-driven 

social innovation solutions aligned with Digital 

Transformation in SE Education. 

Way of Living Labs approach’s 

utilization (if relevant and available) 

The Living Labs approach is embedded within the 

Social Innovation Hackathon UoM through its 

collaborative, hands-on, and interdisciplinary 

structure. 

● The hackathon facilitates co-creation and real-

life testing of social innovation solutions, 

ensuring that students work in dynamic teams 

with mentors from industry and academia.  

● Participants leverage AI, IoT, Big Data, and 

Blockchain technologies to design and test 

social economy solutions in a realistic, low-risk 

setting, akin to Living Labs' iterative 

experimentation processes.  

The hackathon promotes multi-stakeholder 

engagement, integrating the expertise of SE 

educators, students, policymakers, and 

Tech4Good representatives, mirroring the 

quadruple helix model of Living Labs. 

Relevance to the project’s approach  

 

The Social Innovation Hackathon UoM aligns with 

Digital Value Creation and Living Labs approaches, as 

it: 

✔ Provides a real-life experimental environment for 

testing social innovation ideas; 

✔ Fosters a multilateral and cross-disciplinary 

collaboration -a key factor of LLs- between students, 

educators, and entrepreneurs; 

✔ Promotes digital skill development in SE faculties. 

Involved stakeholders  

 

SE Educators & University Professors: Provided 

mentorship and workshops. 

Students: Developed innovative solutions and 

engaged in hands-on problem-solving. 
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Tech4Good Representatives & Startup Founders: 

Acted as mentors, workshop facilitators, and judges. 

Local Policy & Innovation Bodies: Supported the 

initiative as part of Thessaloniki’s innovation 

ecosystem. 

Impact (Qualitative and 

or/quantitative) & Measured 

Outcomes  

 

The initiative’s impact extends to multiple fields. More 

specifically: 

● Over 150+ students participated in both 

editions; 

● Increased engagement in interdisciplinary 

collaboration; 

● High demand for future hackathons, proving 

strong scalability; 

● Enhanced digital competencies among 

students, particularly in AI, IoT, and data 

analytics; 

● Winning teams received funding and financial 

motivation to continue developing their 

projects (1st prize: €1.000; 2nd prize: €800; 3rd 

prize: €600).  

Scalability & Replicability 

 

This hackathon model can be easily adapted to other 

universities and regions, fostering: 

I) New partnerships with SE educators & 

digital innovation hubs; 

II) Expansion to international collaborations 

through Erasmus+ or Horizon Europe 

projects; 

III) Integration into university curricula as a 

structured educational program. 

Challenges & opportunities 

 

Challenges: 

● Initial hesitation from students unfamiliar 

with digital entrepreneurship, to join the event 

and to be able to present their ideas. 

● Need for stronger institutional support to 

sustain and expand the initiative, since the 

action of one university can always be 

enhanced through a collaboration with other 

HEIs. 

Opportunities: 

● Creation of a permanent innovation lab at 

UoM, which is transferable and replicable for 

future adaptations. 
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● Development of structured training modules 

to extend digital transformation education 

beyond the hackathon. 

Pedagogical approaches 

 

The initiative employs: 

● Experiential Learning, through hands-on 

problem-solving and real-world application. 

● Collaborative & Peer-to-Peer Learning, since 

students from different fields are working 

together. 

● Competency-Based Training, through the 

focus on digital entrepreneurship, problem-

solving, and innovation. 

Website / reference link I) https://www.thessinnozone.gr/2nd-social-

innovation-hackathon/  

II) https://entreinno.gr/  

 

Good practices from Italy  
In the case of Italy, four (4) good practices were collected, representing a diverse array of higher 

education initiatives and innovation ecosystems. These include: one Master’s programme hosted 

by Bologna Business School of the University of Bologna, focusing on Artificial Intelligence and 

Innovation Management in business transformation; one university-based Living Lab established 

at the Savona Campus of the University of Genova, which integrates smart city technologies 

and sustainable energy systems; one sustainability transition initiative led by the School of 

Engineering and Architecture of the University of Bologna, engaging the academic community 

in co-creating ecological solutions through a Living Lab approach; and one interdisciplinary 

entrepreneurship and digital innovation programme, the Contamination Lab of the University 

of Pisa, supporting start-up development and collaborative learning through hackathons, boot 

camps, and international networks. 

 

1st practice - Master in Artificial Intelligence and Innovation Management 

Name of mapped programme/ initiative Master in Artificial Intelligence and Innovation 

Management 

Organization/Institution (that has initiated 

this practice) & contact information   

Bologna Business School, University of 

Bologna 

Director: Maurizio Gabbrielli 

(maurizio.gabbrielli@unibo.it) 

Programme coordinator: Federica 

Giannattanasio 

(federica.giannattasio@bbs.unibo.it) 

(artificialintelligence@bbs.unibo.it) 

Country and/or city of the good practice 

application 

Italy, Bologna 

https://www.thessinnozone.gr/2nd-social-innovation-hackathon/
https://www.thessinnozone.gr/2nd-social-innovation-hackathon/
https://entreinno.gr/
mailto:maurizio.gabbrielli@unibo.it
mailto:federica.giannattasio@bbs.unibo.it
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Target Audience  

 

The Master's program is designed for those 

who aim to work in digital transformation and 

innovation, with a particular focus on artificial 

intelligence (AI) applications in business 

contexts: 

● Graduates from science, economic, and 

technological disciplines. 

● Professionals and managers seeking to 

acquire advanced skills in AI, innovation, 

and digital management.  

Brief description (objectives, duration, key 

activities, etc). 

 

The Master’s program aims to train 

professionals with a strong foundation in AI 

and digital innovation, equipping them to 

address modern businesses' challenges 

through AI and emerging technologies. 

The program lasts 12 months and combines 

theoretical lessons, practical activities, and 

project work. At the end of the program, 

students complete a thesis project. 

The Master’s program is currently ongoing, 

with continuous updates to align with market 

needs. 

Digital technologies/tools used & 

alignment with Digital Transformation in 

SE Education 

 

Although not directly linked to SE Education, 

the Master's program integrates advanced 

digital tools and technologies, such as AI, 

machine learning, and computer vision, to 

drive digital innovation in education. Students 

gain practical experience applying these 

technologies to real-world cases and business 

projects. 

Way of Living Labs approach’s utilization (if 

relevant and available) 

The initiative does not explicitly mention the 

use of the Living Labs approach. However, 

students engage with real-world challenges 

through collaborations with businesses and 

practical projects integrating theory and 

practice to develop innovative solutions. 

Relevance to the project’s approach  

 

The Master's program equips students with 

the skills to lead digital transformation in 

organizations. Hence, it aligns with digital 

value creation through artificial intelligence 

and innovation management. 
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Involved stakeholders  

 

● The primary beneficiaries of the Master's 

program are recent graduates or early-

career professionals seeking to acquire 

essential technical skills to navigate digital 

transformation in businesses while 

maintaining a strong focus on managerial 

and business aspects. 

● Faculty: Professionals and academics 

specializing in Artificial Intelligence, 

Innovation, Digital Transformation, and 

Management. 

● Partner companies, research institutions, 

and industry associations collaborating to 

ensure the program meets market needs 

and drives innovation. 

Impact (Qualitative and or/quantitative) & 

Measured Outcomes  

 

The program aims to train professionals 

capable of integrating AI into business 

processes, enhancing efficiency, and driving 

innovation. Success indicators include the 

employability of graduates in key roles such as 

AI Manager and Business Analyst, as well as 

students' ability to develop innovative projects 

during the Master’s program. 

Scalability & Replicability 

 

The Master's model is scalable and replicable 

across educational and geographical contexts. 

Its modular structure and practical approach 

allow adaptation for institutions looking to 

integrate AI and innovation management into 

their curricula. 

Challenges & opportunities 

 

The main challenges include rapid adaptation 

to technological advancements and the need 

to update the curriculum continuously. 

However, these challenges present an 

opportunity to keep the program at the 

forefront, preparing students to tackle the 

ever-evolving technology market dynamics. 

Pedagogical approaches 

 

The Master's program adopts an experiential 

pedagogical approach, combining theoretical 

lessons with practical activities and project 

work. This method allows students to apply 

the knowledge gained in real-world contexts, 

developing both technical and managerial 

skills essential for managing technological 

innovation. 
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Website / reference link https://www.bbs.unibo.eu/master-

fulltime/artificial-intelligence-2/#gref  

 

2nd practice - Campus of Savona "Living Lab Smart City" 

Name of mapped programme/ initiative Campus of Savona "Living Lab Smart City" 

Organization/Institution (that has initiated 

this practice) & contact information   

University of Genova  

Stefano Bracco (Stefano.Bracco@unige.it); 

Mansueto Rossi (mansueto.rossi@unige.it); 

Paola Laiolo (Paola.Laiolo@unige.it) 

Country and/or city of the good practice 

application 

Italy, Savona 

Target Audience  

 

● Professors and researchers for research 

and teaching in engineering degree 

programs and postdoctoral studies on 

smart city sectors such as energy, smart 

buildings, sustainable mobility, and well-

being. 

● All individuals working and studying on 

campus. 

● The general public and external 

stakeholders, demonstrating the Smart 

City concept. 

● Businesses can leverage the Living Lab to 

evaluate the feasibility of implementing 

this approach within their operational 

environment. 

Brief description (objectives, duration, key 

activities, etc). 

 

The Savona University Campus has been 

transformed into a Living Lab for the City of 

the Future by integrating smart ICT and energy 

technologies to reduce its carbon footprint. 

Between 2014 and 2017, two major research 

infrastructures were established: 

● Smart Microgrid Polygeneration (SPM): 

A smart microgrid providing electrical 

and thermal energy to the campus, 

funded by the Italian Ministry of 

Education, University, and Research. 

● Smart Energy Building (SEB): A nearly 

Zero Emission Building (n-ZEB) 

connected to the SPM, funded by the 

Italian Ministry of Environment and 

Protection of Land and Sea. 

Together, the SEB building and the SPM 

network form a model of an intelligent urban 

https://www.bbs.unibo.eu/master-fulltime/artificial-intelligence-2/#gref
https://www.bbs.unibo.eu/master-fulltime/artificial-intelligence-2/#gref
mailto:Stefano.Bracco@unige.it
mailto:mansueto.rossi@unige.it
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district, enabling the University of Genoa to 

generate 50-70% of its energy consumption 

while significantly reducing carbon dioxide 

emissions. 

Digital technologies/tools used & 

alignment with Digital Transformation in 

SE Education 

 

Although not directly linked to SE Education, 

the initiative enables students and researchers 

to learn through supervision and control 

systems, energy management platforms, and 

optimization algorithms. IoT technologies with 

sensors and actuators are employed for smart 

energy management and building automation. 

Some projects also incorporate machine 

learning for energy forecasting and 

cybersecurity measures to protect digital 

infrastructures. 

Way of Living Labs approach’s utilization (if 

relevant and available) 

This Living Lab adopts smart technologies in 

the ICT and energy sectors to demonstrate a 

real-world application of the Smart City 

concept. 

Relevance to the project’s approach  

 

This is an example of a Living Lab within a 

public higher education institute. The 

infrastructures and facilities developed have 

helped bridge the gap between theoretical 

lessons and real-world applications, allowing 

students to gain hands-on research 

experience during their studies while directly 

observing the practical implementation of 

classroom concepts. 

Involved stakeholders  

 

The University of Genoa, the Italian Ministry of 

Education, University and Research, the Italian 

Ministry of Environment and Protection of 

Land and Sea, and the Liguria Region. 

The infrastructures have also contributed to 

improving the quality of research at the 

University of Genoa in sustainable energy and 

electrical systems through collaborations with 

national and international universities, 

companies, and institutions, including within 

European projects. 

Faculty and researchers use the lab for 

teaching and research activities. Some 

students undertake internships and thesis 

projects, often in collaboration with partner 

companies. 
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Seminars, summer schools, and training 

courses are organized and open to external 

professionals. External companies are also 

involved in the maintenance of the 

infrastructures. 

Impact (Qualitative and or/quantitative) & 

Measured Outcomes  

 

In addition to technology performance and 

energy efficiency measures, they use green 

metrics to improve the university’s ranking.  

The Living Lab is also part of the International 

Sustainability Campus Network 

(https://international-sustainable-campus-

network.org/) 

Scalability & Replicability 

 

The Living Lab model developed at the Savona 

Campus is highly replicable in similar contexts 

such as ports, hospitals, military barracks, or 

shopping centers, where a single entity 

manages the energy infrastructure. Its 

application in urban areas is more complex 

but feasible in newly developed districts or 

large-scale redevelopment projects. 

Challenges & opportunities 

 

The main challenges include the operational 

management of SPM, bureaucratic practices 

related to energy regulations, and the 

maintenance of advanced infrastructures. 

Additionally, coordinating heterogeneous 

devices and ensuring service continuity adds 

further complexity.  

Despite these challenges, the project has 

attracted public and private funding and 

continues evolving with new technologies and 

collaborations. 

Pedagogical approaches The pedagogical approach is based on 

experiential learning: students interact directly 

with the Living Lab infrastructure, analyze real-

time data, and develop practical projects. 

Website / reference link https://campus-

savona.unige.it/en/progetti/Energia2020  

 

3rd practice - Terracini in transition 

Name of mapped programme/ initiative Terracini in transition 

Organization/Institution (that has initiated 

this practice) & contact information   

University of Bologna  

Alessandra Bonoli 

(alessandra.bonoli@unibo.it) 

https://campus-savona.unige.it/en/progetti/Energia2020
https://campus-savona.unige.it/en/progetti/Energia2020
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Country and/or city of the good practice 

application 

Italy, Bologna 

Target Audience  

 

● University students at the University of 

Bologna, particularly those from the 

School of Engineering and Architecture, 

who actively participate in the project 

through research and experimentation. 

● Professors and researchers, who can use 

the project as an opportunity to integrate 

sustainability topics into their courses, 

develop case studies, and apply 

experiential and interdisciplinary learning 

methodologies. 

● University’ staff, involved in the 

operational management of the 

sustainable transition of university 

buildings. 

Businesses and organizations active in 

sustainability collaborate to test new 

technological and ecological solutions. 

Brief description (objectives, duration, key 

activities, etc.). 

 

It is a continuously evolving Living Lab that 

integrates research, teaching, and 

experimentation to create a more sustainable 

academic environment.  

The project aims to transform the School of 

Engineering and Architecture into a Living Lab 

for sustainability, engaging students, faculty, 

and technical-administrative staff in testing 

innovative solutions for ecological transition. 

Currently ongoing, the initiative raises 

environmental awareness through mapping 

the adoption of sustainable practices such as 

smart resource management and sustainable 

mobility, and the active involvement of the 

academic community in events and 

workshops. 

Through collaboration with public institutions, 

businesses, and organizations, the project 

facilitates knowledge sharing and the 

implementation of new technologies to 

monitor, improve, and replicate the model in 

other university and urban contexts. 
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Digital technologies/tools used & 

alignment with Digital Transformation in 

SE Education 

 

Although not directly linked to SE Education, 

the project aims to transform the School of 

Engineering and Architecture at the University 

of Bologna into a living lab for sustainability. 

While it primarily focuses on sustainability 

measures and interventions, no specific digital 

tools or technologies are mentioned. 

Way of Living Labs approach’s utilization (if 

relevant and available) 

The initiative adopts the Living Lab approach 

to drive change and innovation toward a more 

sustainable future by engaging researchers, 

faculty, technical administrative staff, and 

students in co-creating and implementing 

sustainability measures at the Terracini 

campus, fostering active participation and 

interaction among stakeholders. 

Relevance to the project’s approach  

 

It aims to facilitate the transition to new 

sustainability models by adopting university-

wide transition strategies. This process creates 

new opportunities and valuable feedback for 

research, teaching, and the sustainable 

management of university buildings, 

integrating the Living Lab paradigm into higher 

education. 

Involved stakeholders  

 

Students and faculty from the School of 

Engineering and Architecture actively 

participate in testing sustainable solutions, 

integrating the project into teaching and 

research. 

Technical and administrative staff contribute 

to managing and implementing environmental 

strategies on campus. 

Policymakers and academic administrators 

support the project to develop sustainability 

strategies that can be replicated in other 

contexts. 

Businesses, public institutions, and other 

organizations collaborate by providing 

expertise, technologies, and resources to 

enhance the effectiveness of initiatives and 

expand the project's impact. 

Impact (Qualitative and or/quantitative) & 

Measured Outcomes  

 

The project aims to reduce environmental 

impact and enhance university buildings' 

sustainability by adopting. The living lab 

approach facilitates the transition to new 
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sustainability models, creating opportunities 

and valuable feedback for research, teaching, 

and sustainable building management. 

Scalability & Replicability 

 

Transition initiatives act on a single system and 

aim to expand by triggering participatory 

processes that influence each other. This 

enables models to spread, benefiting the local 

community, the entire university, and the city 

of Bologna. By promoting new skills and better 

strategies, a more resilient system is created, 

one that responds more effectively to ongoing 

environmental and social changes. 

Challenges & opportunities 

 

The main challenges include implementing 

sustainability measures and interventions 

from both a technical, structural, and social 

perspective. However, these challenges offer 

the opportunity to engage various 

stakeholders, including researchers, faculty, 

technical administrative staff, and students, in 

co-creating sustainable solutions. Additionally, 

the living lab approach facilitates the adoption 

of best practices to reduce impacts and 

improve university building sustainability. 

Pedagogical approaches 

 

The project promotes a pedagogical approach 

based on active participation and experiential 

learning. The project encourages practical 

learning and awareness of real environmental 

challenges by involving students, faculty, and 

technical-administrative staff in co-creating 

and implementing sustainability measures. 

This integrated approach helps develop cross-

disciplinary skills and fosters greater 

sensitivity to sustainability among all 

participants. 

Website / reference link https://site.unibo.it/multicampus-

sostenibile/en/promoting-

sustainability/terracini-in-transition  

 

4th practice: Contamination Lab 

Name of mapped programme/ initiative Contamination Lab 

Organization/Institution (that has initiated 

this practice) & contact information   

University of Pisa 

clab@unipi.it 

Country and/or city of the good practice 

application 

Italy, Pisa 

https://site.unibo.it/multicampus-sostenibile/en/promoting-sustainability/terracini-in-transition
https://site.unibo.it/multicampus-sostenibile/en/promoting-sustainability/terracini-in-transition
https://site.unibo.it/multicampus-sostenibile/en/promoting-sustainability/terracini-in-transition
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Target Audience  

 

● University students (master’s and PhD 

candidates) interested in developing 

entrepreneurial and innovation skills. 

● Professors and researchers who use the 

lab as a tool to promote interdisciplinarity 

and collaboration with the private sector. 

● Startups and entrepreneurs who can 

participate in hackathons and boot camps 

to develop innovative ideas. 

● Policymakers and public sector actors 

collaborating in creating a sustainable 

innovation ecosystem. 

Businesses and organizations in the 

technology and social sectors are involved in 

co-creating and developing innovative 

solutions. 

Brief description (objectives, duration, key 

activities, etc.). 

 

Initially created to introduce academic 

entrepreneurship concepts to aspiring startup 

founders, it has evolved into a broader 

program focused on entrepreneurship 

education and innovation. It aims to train the 

academic community and foster collaboration 

between the university and local stakeholders. 

Today it supports the development of 

innovative and socially responsible business 

models.  

Key activities include seminars on social 

innovation, hackathons for rapid idea 

development, boot camps to turn concepts 

into projects, and interdisciplinary training 

programs such as "Startup and 

Multidisciplinarity: A Road Map" and I-Lab, 

which offer tools for project design and market 

validation. 

The initiative is ongoing and continues to 

adapt to digital and sustainable transition 

challenges. 

Digital technologies/tools used & 

alignment with Digital Transformation in 

SE Education 

 

Although not directly linked to SE Education, 

the Contamination Lab integrates digital tools 

to support innovation, including: 

● Data analysis and Big Data. 

● Digital design thinking through 

collaborative platforms. 
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● Artificial intelligence and automation 

applications for developing innovative 

business models. 

● Triple Layered Business Model Canvas, 

incorporating environmental and social 

analysis into traditional business models. 

● Digital innovation ecosystems, with 

international collaborations such as Circle 

U and Start For Future. 

Way of Living Labs approach’s utilization (if 

relevant and available) 

The initiative does not explicitly mention the 

use of the Living Labs approach. However, it 

fosters interaction between academia, 

businesses, institutions, and the community 

by developing interdisciplinary projects and 

testing new solutions in real-world contexts. 

Relevance to the project’s approach  

 

It promotes the co-creation of projects 

through methodologies such as Design 

Thinking, System Thinking, and Participatory 

Design. Aligned with the principles of Digital 

Value Creation, it fosters co-creation, 

experimentation with new technologies, and 

integration between universities and 

businesses. 

Involved stakeholders  

 

● Students and researchers participating in 

innovation and entrepreneurship 

programs. 

● Faculty and academics leading training 

processes and collaborating with 

businesses. 

● Startups and companies engaging with the 

Lab to develop innovative projects. 

Policymakers and public institutions support 

the creation of sustainable innovation 

ecosystems. 

Impact (Qualitative and or/quantitative) & 

Measured Outcomes  

 

The impact is assessed through both 

quantitative and qualitative methods. 

Quantitative impact: 

● Number of participants: Over 1,200 

people participated in the Lab’s 

activities, demonstrating broad 

engagement with the initiative. 

● Projects developed: 120 projects were 

launched through hackathons and 

incubation programs, showcasing 
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tangible effects on innovation and 

startup creation. 

● Funding and awards: €50,000 in grants 

and prizes were allocated to support 

entrepreneurial ideas, fostering the 

development of new businesses and 

innovative solutions. 

Qualitative impact: 

● Growth of the innovative ecosystem: 

The Lab has contributed to the 

creation of new startups and 

strengthened collaboration between 

universities, businesses, and 

institutions. 

● Development of entrepreneurial and 

digital skills: Participants gained key 

competencies in business innovation, 

design thinking, and market validation, 

enhancing their readiness for the job 

market. 

● Expansion of international 

collaborations: The program has been 

integrated into European innovation 

networks, fostering connections 

between students, companies, and 

incubators on a global scale. 

● Impact on sustainability and social 

entrepreneurship: The adoption of 

models such as the Triple Layered 

Business Model Canvas has enabled 

the development of business solutions 

with positive environmental and social 

impact. 

Scalability & Replicability 

 

The Contamination Lab model is highly 

scalable and replicable, thanks to its modular 

structure and the ability to adapt to different 

university and territorial contexts. It has 

already been integrated into European 

innovation networks such as Start For Future 

and Circle U, demonstrating its potential for 

international expansion. 

Challenges & opportunities 

(Identify any obstacles faced and strategies used 

to overcome them) 

The main challenges include: 
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● The need to constantly adapt training 

programs to new technologies and 

market needs. 

● The effective involvement of diverse 

stakeholders with different interests. 

Opportunities arise from the growing demand 

for entrepreneurial and digital skills, the 

potential to create new innovative startups, 

and the expansion of the international 

network. 

Pedagogical approaches 

(Specify what collaborative approaches methods 

this practice leverages) & competence-based 

focus (if any) 

The Contamination Lab is based on an 

experiential and collaborative approach, 

combining: 

● Design Thinking and System Thinking 

for solving complex problems. 

● Project-Based Learning through 

hackathons and practical workshops. 

● Open innovation, involving companies 

and institutions in real-world 

challenges. 

Website / reference link https://contaminationlab.unipi.it/en/home-

english/  

 

Good practices from Belgium  
In the case of Belgium, four (4) good practices were collected, reflecting a geographically and 

institutionally diverse spectrum of initiatives in Social Economy Education and digital 

transformation. These include: one multidisciplinary Bachelor’s programme in Social-Economic 

Sciences hosted by the University of Antwerp, integrating socio-economic analysis with digital 

tools and real-world projects; one practitioner-oriented training initiative, Déclic en PerspectivES 

ASBL, operating across Brussels and Wallonia to support social entrepreneurship through 

experiential learning and blended formats; one regional initiative, DIGI SEII, developed by the 

Sociale Innovatiefabriek to foster digital innovation and inclusive industries across Flanders and 

Brussels-Capital; and one AI-focused collaborative platform, FARI – AI for the Common Good, led 

jointly by Vrije Universiteit Brussel (VUB) and Université libre de Bruxelles (ULB), which 

positions Brussels as a living laboratory for ethically driven, human-centric digital transformation. 

 

1st practice - Bachelor of Social-Economic Sciences 

Name of mapped programme/ initiative University of Antwerp - Bachelor of Social-

Economic Sciences 

Organization/Institution (that has initiated 

this practice) & contact information   

University of Antwerp 

https://www.uantwerpen.be/en/study/progra

mmes/all-programmes/social-economic-

sciences/contact/ 

https://contaminationlab.unipi.it/en/home-english/
https://contaminationlab.unipi.it/en/home-english/
https://www.uantwerpen.be/en/study/programmes/all-programmes/social-economic-sciences/contact/
https://www.uantwerpen.be/en/study/programmes/all-programmes/social-economic-sciences/contact/
https://www.uantwerpen.be/en/study/programmes/all-programmes/social-economic-sciences/contact/
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Country and/or city of the good practice 

application 

Antwerp, Belgium 

(Region of Flanders – Dutch speaking) 

Target Audience  Students interested in socio-economic policy, 

business, economics, and related fields. 

Brief description (objectives, duration, key 

activities, etc.) 

 

The Bachelor of Social-Economic Sciences at 

the University of Antwerp is a multidisciplinary 

program that combines sociology, economics, 

and business. It aims to develop competencies 

related to socio-economic policy, business, 

and economics in an international 

environment. 

Digital technologies/tools used & 

alignment with Digital Transformation in 

SE Education 

 

Data analysis tools, statistical software, and 

digital platforms for learning and 

collaboration. 

The program integrates digital tools and 

technologies into the curriculum, fostering 

digital skills and innovation in the social 

economy sector. A more in-depth analysis is 

needed to understand how much. 

Way of Living Labs approach’s utilization (if 

relevant and available) 

The program engages students in real-world 

projects and collaborations, aligning with the 

Living Labs approach to test and refine socio-

economic solutions. 

Relevance to the project’s approach  The program aligns with Digital Value Creation 

and Living Labs by focusing on real-world 

application and stakeholder engagement in 

the development of socio-economic solutions. 

Involved stakeholders  Students, faculty, and industry partners 

collaborate on projects, fostering innovation 

and knowledge exchange. 

Impact (Qualitative and or/quantitative) & 

Measured Outcomes 

The program contributes to the development 

of digital skills and competencies in the social 

economy sector, enhancing students' 

employability and innovation capabilities. 

The University of Antwerp's Bachelor of Social-

Economic Sciences program has seen a 

significant increase in student enrollment over 

the past few years. Quantitative data, we could 

find, include: 

• Over the last two years, the number of 

first-year students in the program has 

increased by 44%. 

• In the current academic year, 144 

students started the program. 
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• Over the past 10 years, more than 300 

students have graduated from the 

Dutch-language program in Social-

Economic Sciences. 

• Of the students who graduated 

between 2011 and 2020, 94.7% found 

jobs within six months of graduation. 

• The program is unique in Flanders and 

has been offered in English since the 

academic year 2021-22, making it the 

University of Antwerp's first English-

taught Bachelor program. 

Scalability & Replicability 

 

The program's multidisciplinary approach and 

focus on real-world application can be 

replicated in other educational settings, 

promoting digital skills and innovation. 

The key point for replicability of this program 

is the collaboration between faculties of 

Economics and Sociology. 

Challenges & opportunities 

 

Challenges include ensuring the relevance of 

the curriculum to evolving socio-economic 

needs. Opportunities lie in leveraging digital 

technologies to enhance learning and 

innovation. 

Pedagogical approaches The program employs project-based learning 

and interdisciplinary collaboration. More 

details are not disclosed on their website 

Website / reference link https://www.uantwerpen.be/en/programmes/

bachelor/bachelor-of-social-economic-

sciences/  

 

2nd practice - Déclic en PerspectivES 

Name of mapped programme/ initiative Déclic en PerspectivES 

Organization/Institution (that has initiated 

this practice) & contact information   

Déclic en PerspectivES ASBL 

https://declic-en-perspectives.be/contact/ 

0471/87.89.39 

Country and/or city of the good practice 

application 

Brussels-Capitale and Wallonia, Belgium 

Regional scope (French speaking) 

Target Audience  Students, educators, social entrepreneurs, 

and individuals interested in meaningful social 

entrepreneurship projects. 

Brief description (objectives, duration, key 

activities, etc). 

 

Déclic en PerspectivES is an initiative that 

organizes training courses in Brussels and 

Wallonia to support social entrepreneurship. It 

https://www.uantwerpen.be/en/programmes/bachelor/bachelor-of-social-economic-sciences/
https://www.uantwerpen.be/en/programmes/bachelor/bachelor-of-social-economic-sciences/
https://www.uantwerpen.be/en/programmes/bachelor/bachelor-of-social-economic-sciences/
https://declic-en-perspectives.be/contact/
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offers three main programs—Explore, Dare, 

and Create—designed to help participants 

develop their talents and skills in social 

entrepreneurship. These programs provide 

training courses that engage participants in 

real-world projects, fostering a hands-on 

learning experience. 

Digital technologies/tools used & 

alignment with Digital Transformation in 

SE Education 

 

Online platforms for training and 

collaboration, digital communication tools, 

and project management software. 

It blends online and offline activities. 

The initiative integrates digital tools to 

facilitate training and collaboration, enhancing 

participants' digital skills and preparing them 

for the modern social economy landscape. 

Way of Living Labs approach’s utilization (if 

relevant and available) 

Déclic en PerspectivES employs a Living Labs 

approach by engaging participants in real-

world social entrepreneurship projects. This 

hands-on approach allows students and 

educators to test and refine their ideas in a 

collaborative environment. 

Relevance to the project’s approach  

 

This initiative is highly relevant to Social 

Economy Education as it provides practical 

training and support for social entrepreneurs. 

The involvement of educators ensures that the 

training is grounded in academic research and 

best practices, while maintaining the focus on 

VET more than formal education. 

Involved stakeholders  

 

SE enterprises, educators, students, and 

policymakers who collaborate to support 

social entrepreneurship projects. 

Impact (Qualitative and or/quantitative) & 

Measured Outcomes  

 

The available information on Déclic en 

PerspectivES does not provide specific 

quantitative or qualitative impact indicators or 

measured outcomes. 

Scalability & Replicability 

 

The Déclic en PerspectivES model can be 

replicated in other regions by adapting the 

training framework to local needs. The focus 

on real-world application and collaboration 

makes it scalable and adaptable. 

Challenges & opportunities 

 

Challenges include ensuring the sustainability 

of the initiative and maintaining engagement 

among participants. The regions of Brussels-

Capital and Wallonia are particularly 
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supportive of SE initiatives; a similar public 

support help to overcome such challenges. 

Opportunities include expanding the network 

of stakeholders and leveraging digital tools to 

enhance training and collaboration. 

Pedagogical approaches 

 

The initiative employs experiential learning, 

collaborative projects, and real-world 

application to enhance participants' skills and 

knowledge in social entrepreneurship. 

Free online seminars are regularly offered to 

widen the audience. 

Website / reference link https://declic-en-perspectives.be 

 

 

3rd practice - DIGI SEII 

Name of mapped programme/ initiative DIGI SEII (Digital Innovation for Social Ecnomy 

and Inclusive Industries) 

Organization/Institution (that has initiated 

this practice) & contact information   

Sociale Innovatiefabriek 

Country and/or city of the good practice 

application 

Flanders and Brussels-Capital, Belgium 

Regional scope (Dutch speaking) 

Target Audience  Social entrepreneurs, students, educators, 

policymakers, and individuals interested in 

digital innovation and social economy. 

Brief description (objectives, duration, key 

activities, etc). 

 

DIGI SEII aims to enhance digital skills and 

innovation within the social economy sector. 

The initiative provides training, resources, and 

collaborative opportunities to support social 

entrepreneurs in leveraging digital 

technologies for their projects. It focuses on 

fostering a more inclusive and sustainable 

economy through digital transformation.. 

Digital technologies/tools used & 

alignment with Digital Transformation in 

SE Education 

 

Online learning platforms, digital collaboration 

tools, data analytics, and project management 

software. 

DIGI SEII integrates digital tools and 

technologies into its training programs, 

enhancing participants' digital skills and 

preparing them for the digital transformation 

of the social economy sector. 

Way of Living Labs approach’s utilization (if 

relevant and available) 

DIGI SEII employs a Living Labs approach by 

engaging participants in real-world projects 

and collaborative learning. This hands-on 

approach allows social entrepreneurs to test 

https://declic-en-perspectives.be/
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and refine their ideas in a supportive 

environment, fostering innovation and 

practical skill development. 

Relevance to the project’s approach  

 

DIGI SEII is highly relevant to Social Economy 

Education as it provides practical training and 

resources for social entrepreneurs to leverage 

digital technologies. The involvement of 

educators and the focus on real-world 

application ensure that the initiative is 

grounded in academic research and best 

practices. 

Involved stakeholders  

 

The initiative involves social entrepreneurs, 

educators, students, policymakers, and other 

stakeholders who collaborate to support 

digital innovation in the social economy sector. 

Impact (Qualitative and or/quantitative) & 

Measured Outcomes  

No statistics or quantitative data publicly 

available 

Scalability & Replicability  Not clear, the model is heavily based on the 

support of the Flanders region. 

Challenges & opportunities 

 

Challenges include ensuring the sustainability 

of the initiative and maintaining engagement 

among participants. 

Opportunities include expanding the network 

of stakeholders and leveraging digital tools to 

expand the impact of the initiative. 

Pedagogical approaches 

 

The initiative employs experiential learning, 

collaborative projects, and real-world 

application to enhance participants' skills and 

knowledge in digital innovation and social 

entrepreneurship. The Living Labs approach 

allows participants to engage in hands-on 

learning and innovation. 

Website / reference link https://www.socialeinnovatiefabriek.be/en/pr

ojects/digi-seii-empowering-social-

enterprises-through-digitalization 

 

4th practice -  FARI - AI for the common good 

Name of mapped programme/ initiative FARI - AI for the common good 

Organization/Institution (that has initiated 

this practice) & contact information   

FARI is an independent, not-for-profit initiative 

led by the Vrije Universiteit Brussel (VUB) and 

the Université libre de Bruxelles (ULB). 

Website https://www.fari.brussels 

Country and/or city of the good practice 

application 

Belgium. 

https://www.socialeinnovatiefabriek.be/en/projects/digi-seii-empowering-social-enterprises-through-digitalization
https://www.socialeinnovatiefabriek.be/en/projects/digi-seii-empowering-social-enterprises-through-digitalization
https://www.socialeinnovatiefabriek.be/en/projects/digi-seii-empowering-social-enterprises-through-digitalization
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The initiative appears to be primarily 

implemented at a regional scale in Brussels, 

with a national and international context. 

Target Audience  Citizens, politicians, companies, and not-for-

profit organizations aiming to address local 

and long-term challenges using AI. 

Brief description (objectives, duration, key 

activities, etc.). 

 

FARI focuses on developing, studying, and 

fostering the adoption of AI, data, and robotics 

technologies in a trustworthy, transparent, 

and ethical manner. The initiative aims to help 

the Brussels region and its inhabitants address 

societal challenges through AI. It involves 

world-leading researchers and experts in AI, 

data, and robotics, with a focus on explainable 

AI, open data, and human-centric robotics. 

Digital technologies/tools used & 

alignment with Digital Transformation in 

SE Education 

 

AI, data analytics, robotics, and ethical 

frameworks for AI governance. 

FARI promotes the integration of AI 

technologies into societal applications, 

fostering digital skills and innovation in the 

social economy sector. 

Not explicitly connected to Social Economy 

Education, but the focus on AI as common 

good seems aligned to the underlying 

principles of Social Economy. 

Way of Living Labs approach’s utilization (if 

relevant and available) 

FARI uses Brussels as a laboratory and testing 

ground for AI applications, engaging 

stakeholders in co-creation and real-world 

experimentation. 

Relevance to the project’s approach  

 

FARI aligns with Digital Value Creation and 

Living Labs approaches by focusing on real-

world applications of AI and involving 

stakeholders in the development and testing 

of solutions. 

Involved stakeholders  

 

Local public bodies, researchers, 

policymakers, companies, and non-profit 

organizations collaborate to address societal 

challenges through AI. 

Impact (Qualitative and or/quantitative) & 

Measured Outcomes  

 

ARI has completed pilot projects in 

administrative simplification, animal welfare, 

and employment, contributing to the digital 

transition of the Brussels region. 



 

76 

 

Scalability & Replicability 

 

The initiative is scalable and replicable in other 

regions, as it focuses on universal themes like 

AI ethics and human-centric technology. 

Replicating it would require a strong 

commitment from multiple universities and 

local public bodies. 

Challenges & opportunities 

 

Challenges include difficult coordination of 

various actors to ensure ethical AI adoption 

and maintaining stakeholder engagement. 

There are also limits in the current legal 

framework to achieve the objectives set by 

FARI. 

Opportunities lie in leveraging AI for societal 

benefits and fostering innovation. 

Pedagogical approaches 

 

FARI employs a hands-on training approach, 

providing actionable AI innovation toolkits and 

context-specific training. 

Beside structured courses and a masters, FARI 

organizes frequent short seminars and 

conference. Non-profit organizations and 

public bodies are eligible for discounts.  

Website / reference link https://www.fari.brussels/  

 

International practices  
The hereunto section presents international practices that the partnership of the project has 

managed to identify, through multilateral and coordinated efforts that led to the following list: 

 

1st practice: the case of ‘Teach-BEASTs’ project 

Name of mapped programme/ initiative 1. Teach-BEASTs – Teaching to BE Aware 

Students 

Organization/Institution (that has initiated 

this practice) & contact information   

University of Bologna (Department of 

Management)  

P.I. Bologna Unit: Matteo Vignoli 

(m.vignoli@unibo.it) 

Country and/or city of the good practice 

application  

Italy, Bologna and Spain, Barcelona 

Target Audience  

 

● Professors and trainers in universities and 

higher education institutions, particularly 

in STEM courses. 

● University students, especially those 

enrolled in STEM programs. 

https://www.fari.brussels/
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Businesses and organizations provide 

students with experiential learning 

opportunities to co-create solutions. 

Brief description (objectives, duration, key 

activities, etc). 

 

Funded by the Erasmus+ program (Key Action 

2 - Cooperation Partnerships in Higher 

Education), the project promotes innovative 

teaching in STEM education.  

It supports educators in adopting active 

methodologies like design thinking and 

project-based learning to enhance student 

engagement and integrate experiential 

approaches into university courses. 

Students develop cross-disciplinary and 

entrepreneurial skills valued in the job market. 

To facilitate implementation, the project also 

creates a digital repository with resources 

such as Miro boards, guides, and project 

management templates. 

Key activities include developing educational 

materials, organizing training for educators, 

and collaborating with universities and 

companies on real-world challenges.  

The project ran from February 1, 2022, to 

February 28, 2025. 

Digital technologies/tools used & alignment 

with Digital Transformation in SE Education 

 

 

Although not directly linked to SE Education, 

the initiative promotes the integration of 

design thinking and project-based learning in 

STEM education. Digital tools include online 

collaboration platforms like Miro, simulation 

software, data analysis, and artificial 

intelligence for optimizing educational 

processes. The innovative methodologies 

applied in projects provide immersive 

experiences for students, helping them 

develop digital skills, problem-solving abilities, 

and expertise in managing complex projects. 

Way of Living Labs approach’s utilization (if 

relevant and available) 

The initiative does not explicitly mention the 

use of the Living Labs approach. However, 

students collaborate on real-world cases with 

businesses and institutions through co-

creation methods. 
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Relevance to the project’s approach  

 

The Project-Based Learning and Design 

Thinking approach aligns seamlessly with 

Digital Value Creation, fostering innovation, 

interdisciplinary collaboration, and stronger 

connections between education and the job 

market. 

Involved stakeholders  

 

● STEM educators and trainers. 

● STEM students. 

● Businesses, startups, research 

institutions, and non-profit organizations 

collaborate with universities to provide 

real-world challenges for students, 

creating a direct link between academia 

and the job market. 

Engages partner universities from various 

European countries. 

Impact (Qualitative and or/quantitative) & 

Measured Outcomes  

 

The impact was measured through various 

indicators, including student engagement, 

digital skill acquisition, and learning 

effectiveness. 

Results were assessed using a detailed 

evaluation framework. Seventy percent of the 

final score was based on evaluating the final 

product, including reports, multimedia 

presentations, and prototypes. Peer review 

accounted for 10%, allowing students to 

assess each other’s contributions and 

fostering accountability in group work. The 

remaining 20% was dedicated to individual 

reflection, where students analyzed their 

learning journey using structured models like 

the Gibbs Reflective Model (1988). 

Engagement was measured through both 

quantitative indicators, such as the number of 

active participants, and qualitative factors, 

including students’ autonomy in selecting and 

developing projects. Higher motivation and 

commitment were observed among students 

who had greater freedom in choosing their 

project topics. Additionally, combining online 

tools and in-person sessions optimized 

participation, with digital platforms 

supporting remote collaboration and in-
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person meetings strengthening teamwork 

and community-building. 

Scalability & Replicability 

 

Pilot testing in selected courses has ensured 

the methodology’s scalability and replicability. 

The PBL and DT methodologies can be 

adapted to various educational contexts, 

making the model scalable and replicable 

internationally. The Teach-BEASTs project has 

demonstrated its applicability across multiple 

universities and can be integrated into other 

disciplines to promote experiential and 

interdisciplinary learning. 

Challenges & opportunities 

 

The main challenges faced include the need 

for faculty training to adopt innovative 

methods, adapting existing curricula, and 

resistance to change within institutions. 

Opportunities arise from the growing demand 

for digital skills in the job market, integration 

with companies and institutions, and the use 

of digital tools to enhance learning. 

Pedagogical approaches 

 

The teaching approach is based on Project-

Based Learning (PBL) and Design Thinking 

(DT), promoting collaborative and hands-on 

learning. Students work on real-world 

problems, develop innovative solutions, and 

acquire cross-disciplinary skills such as critical 

thinking, project management, and 

interdisciplinary collaboration. The learning 

process includes using digital tools, team-

based learning, and iterative feedback. 

Website / reference link https://scienzeaziendali.unibo.it/en/research/

research-projects/european-projects/teach-

beasts-teaching-to-be-aware-students 

 

2nd practice: the case of ‘SE4Ces project’ 

Name of mapped programme/ initiative Social Economy 4 Ces: 

Joining Social Economy Forces towards 

Community development, Connected 

societies, Co-creation of knowledge and 

Collaborative education practices. 

Organization/Institution (that has initiated 

this practice) & contact information   

Lead Coordinator: Aristotle University of 

Thessaloniki (AUTH) 

● Higher Education Institutions: 

Aristotle University of Thessaloniki 
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(GR), University of Essex (UK), 

University of Bologna (IT), 

Autonomous University of Barcelona 

(ES); 

● Social Economy organizations: 

Cooperatives Europe (BE) A.I.C.CO.N 

(IT) FEBEA (BE); 

● Research and Training Institutions: 

Stimmuli for Social Change (GR), 

AN.KA SA (GR). 

Country and/or city of the good practice 

application  

 

It is a European co-funded project; therefore it 

has implemented actions in all partner 

countries as mentioned above. 

Countries: Greece, Italy, Belgium, Spain, 

United Kingdom  

Cities: Thessaloniki (Greece), Bologna (Italy), 

Brussels (Belgium), Barcelona (Spain), and 

Essex (UK).  

Implementation Scale: Supranational 

Target Audience  

 

● SE educators  

● HEI students (undergraduate, 

graduate, and post-graduate)  

● Social enterprises and cooperative 

businesses  

● Policymakers involved in social 

economy  

● Community development 

organizations 

Brief description (objectives, duration, key 

activities, etc.). 

 

The SE 4Ces Initiative is a comprehensive, 

action-oriented project designed to promote 

digital transformation in social economy 

education by integrating Social Economy 

Living Labs (SE Living Labs) into HEI 

curricula. It aims to foster interdisciplinary 

collaboration and enhance innovative learning 

in SE faculties by combining theoretical 

knowledge with practice-based, 

participatory methodologies. The initiative 

emphasizes service learning, digital skill 

development, and co-creation processes 

between students, social enterprises, and 

policymakers. 

Key activities include: 
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● Establishment of SE Living Labs as 

real-life collaborative hubs; 

● Implementation of digital learning 

tools for social economy education; 

● Creation of a Joint Professional 

Master’s Programme on Social 

Economy and Community 

Development; 

● Dissemination of research results and 

best practices through an SE Wiki 

Platform, although the platform 

contains educational material 

especially developed to promote 

experiential and collaborative learning 

in SE, covering topics such as SE theory 

and skills development; 

● Conducting international training 

sessions and service-learning 

activities. 

This initiative is not ongoing since it was 

implemented from 2021-2024, but is 

continuously expanding its scope through 

continuous research, institutional 

partnerships, and EU-backed projects and 

lessons learnt. 

Digital technologies/tools used & alignment 

with Digital Transformation in SE Education 

 

The Social Economy 4CES initiative integrates 

digitalization by developing and promoting 

digital tools, platforms, and methodologies 

that enhance SE education and 

entrepreneurial practices. The focus is on: 

● Use of interactive digital platforms for 

knowledge sharing 

● Development of an SE Wiki Platform 

for open-access resources 

● Integration of AI-based matching tools 

to connect SE organizations with 

students based on skill sets 

● Utilization of digital tools for 

participatory governance and 

community engagement 

● Application of data-driven decision-

making tools to enhance research 

impact. 
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These technological integrations ensure that 

SE actors acquire data-driven insights, digital 

skills, and scalable innovation strategies that 

align with modern digital economy demands. 

Way of Living Labs approach’s utilization (if 

relevant and available) 

 

The Social Economy 4Ces Initiative explicitly 

incorporates Living Labs as a central 

methodology in its approach. The initiative 

applies Living Labs in the following ways: 

● These labs function as co-creation 

spaces where students, social 

enterprises, and policymakers 

collaboratively design and test 

innovative SE models and solutions.  

● The initiative employs interactive 

digital tools, data-driven decision-

making systems, and AI-based 

matching platforms to facilitate 

participatory governance, community-

driven innovation, and collaborative 

learning.  

● SE Living Labs provide an interactive, 

interdisciplinary testing ground for 

experimenting with and refining 

solutions for SE enterprises, ensuring 

real-world applicability of emerging 

technologies.  

● The initiative fosters cross-country 

collaboration among universities and 

social economy stakeholders, creating 

an ecosystem of knowledge-sharing 

and sustainable digital transformation 

practices. 

Relevance to the project’s approach  

 

The SE 4Ces Initiative is directly linked to the 

DigiSE5.0 project, particularly in its emphasis 

on Living Labs methodologies for real-

world experiential learning in social 

economy education. The initiative serves as a 

proof-of-concept for embedding 

interdisciplinary digital education models in SE 

curricula, making it highly relevant for 

replication and further research. 

Involved stakeholders  

 

Higher Education Institutions (HEIs): 

Aristotle University of Thessaloniki (AUTH), 
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University of Bologna (UNIBO), University of 

Bristol, University of Essex, and Ash Berlin.  

Social Economy Networks: Co-operatives 

Europe, FEBEA (Federation of Ethical and 

Alternative Banks), AICCON (Association for 

the Promotion of Cooperative Culture).  

Policy-Makers & Institutions: European 

Commission representatives, SE umbrella 

organizations, and local government entities 

focused on social economy development. 

Impact (Qualitative and or/quantitative) & 

Measured Outcomes  

 

Qualitative Impact: 

● Strengthened interdisciplinary 

collaboration between academia, 

policymakers, and social enterprises. 

● Development of inclusive and 

participatory learning models for SE 

education. 

Quantitative Impact: 

● More than 30 additional organizations 

expected to join the SE 4Ces 

partnership after the project. 

● Ten countries signing Memorandums 

of Understanding (MoUs) for further 

implementation. 

● At least 50 educators trained in local 

training sessions and 20 HEI educators 

participating in international 

workshops. 

Scalability & Replicability 

 

The SE 4Ces model is designed for replication 

across Europe and beyond. The initiative has 

already developed scalable strategies 

through: 

● The SE Living Labs framework, which 

can be easily implemented in other 

universities. 

● The digital knowledge-sharing Wiki 

platform (see: 

https://socialeconomy4ces-

wiki.auth.gr/index.php?title=Homepa

ge), ensuring accessibility to 

educational materials. 

● Service-learning partnerships, which 

allow practical application of 

https://socialeconomy4ces-wiki.auth.gr/index.php?title=Homepage
https://socialeconomy4ces-wiki.auth.gr/index.php?title=Homepage
https://socialeconomy4ces-wiki.auth.gr/index.php?title=Homepage
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theoretical concepts in diverse socio-

economic contexts. 

Challenges & opportunities 

 

Challenges Identified: 

● Limited digital skills among 

educators: The project addresses this 

through structured capacity-building 

workshops.  

● Resistance to change in traditional 

SE education: Overcome by 

integrating SE stakeholders into co-

creation processes.  

● Funding sustainability: The initiative 

is working toward 

institutionalization within partner 

HEIs to ensure long-term impact. 

Opportunities identified: 

● Strong policy backing from the 

European Commission’s Social 

Economy Action Plan (2021). 

● Growing recognition of Living Labs 

as a transformative methodology in SE 

education. 

● Potential for integration into EU-

funded programs such as Erasmus+ 

and Horizon Europe. 

Pedagogical approaches 

 

The Social Economy 4CES initiative employs: 

● Collaborative, participatory education: 

The initiative employs service-learning 

methodologies, encouraging students 

to solve real-world problems in 

collaboration with social enterprises. 

● Competency-Based Learning (CBL): 

Focuses on digital skills acquisition, 

social innovation methodologies, and 

Tech4Good applications in SE. 

● Experiential Learning through Living 

Labs: Embedding students within 

active SE environments, allowing 

hands-on practice with emerging 

digital tools. 

Website / reference link https://socialeconomy4ces.auth.gr/  

 

 

 

https://socialeconomy4ces.auth.gr/
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3rd practice: the case of ‘baSE project’ 

Name of mapped programme/ 

initiative 

baSE Project - Blueprint for Advanced Skills and 

Trainings in the Social Economy 

Organization/Institution (that has 

initiated this practice) & contact 

information   

The BASE project is a Blueprint Alliance for Social 

Economy and Proximity Skills, supported by the 

Erasmus+ programme. 

https://socialeconomyskills.eu 

The coordination team includes Mondragon 

University 

Diesis Network 

Social Economy Europe 

 Country and/or city of the good 

practice application  

EU-wide initiative 

Target Audience  Employees of social economy organizations, 

managers, social entrepreneurs, VET providers, and 

SE practitioners. 

Brief description (objectives, 

duration, key activities, etc.). 

 

The BASE project aims to develop a European strategy 

to address skills mismatches in the social economy 

sector, particularly in digital and green areas. It 

focuses on creating a sectoral skills strategy and 

designing education and training solutions to support 

the growth of the social economy ecosystem. 

Digital technologies/tools used & 

alignment with Digital 

Transformation in SE Education 

 

Digital platforms for training, competence 

frameworks like EntreComp, DigiComp, and 

GreenComp. 

The project promotes digital skills and green 

competencies within the social economy sector, 

aligning with the digital transformation goals. 

Way of Living Labs approach’s 

utilization (if relevant and available) 

The project engages stakeholders in co-creating 

training programs and testing them in real-world 

settings. 

Relevance to the project’s approach  

 

BASE project exemplifies the principles of Digital Value 

Creation and Living Labs by focusing on skill 

development, real-world application, and stakeholder 

engagement. Through its initiatives, BASE not only 

equips individuals with the necessary digital skills but 

also fosters a collaborative environment where 

innovative solutions can be tested and refined, 

ultimately contributing to the digital transformation of 

the social economy sector. 

Involved stakeholders  

 

Social economy federations, research institutions, 

Universities, VET providers, and SE experts collaborate 

to develop and implement training programs. 

https://socialeconomyskills.eu/


 

86 

 

Impact (Qualitative and 

or/quantitative) & Measured 

Outcomes  

 

The project aims to close the skills gap in the social 

economy sector and support the digital and green 

transitions. Information on measurable results is 

expected by the end of the project in 2026 

Scalability & Replicability 

 

The project's framework and training programs are 

designed to be adaptable across different social 

economy ecosystems in Europe. As a Blueprint 

Alliance, replicability is one of the main goals of the 

project. 

Challenges & opportunities 

 

One significant challenge is ensuring the relevance 

and applicability of the training programs to the 

diverse and evolving needs of social economy 

organizations. The sector is characterized by a wide 

range of activities and organizational structures, 

making it difficult to develop a one-size-fits-all 

curriculum. Additionally, keeping up with the rapid 

pace of technological advancements requires 

continuous updates to the training content, which can 

be resource-intensive and demanding for the 

project's coordinators and trainers. 

Another challenge lies in engaging and maintaining 

the participation of stakeholders from various 

backgrounds, including social entrepreneurs, 

policymakers, and educators. Effective collaboration 

requires aligning the interests and expectations of 

these diverse groups, which can be complex and time-

consuming. Furthermore, the project must address 

potential resistance to change from organizations that 

may be hesitant to adopt new technologies or 

methodologies.  

The project's focus on the twin transitions—digital and 

green—presents an opportunity to align social 

economy practices with broader European policy 

goals. By integrating sustainability into digital training 

programs, BASE can support social economy 

organizations in contributing to environmental 

objectives, such as reducing carbon footprints and 

promoting circular economy principles. 

The BASE project has potential to influence policy and 

funding decisions by demonstrating the value of 

investing in digital skills for the social economy. By 

showcasing the positive outcomes of its training 

programs, the project can advocate for increased 

support and resources for digital transformation 
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initiatives within the sector. This advocacy can help 

secure the long-term sustainability of the project and 

ensure that the social economy remains at the 

forefront of digital innovation. 

Pedagogical approaches The project employs competence-based training and 

collaborative learning approaches. 

Website / reference link https://socialeconomyskills.eu/base-project/  

__________________________________________________________________ 

6.1 Conclusions 
The DigiSE5.0 WP2 State of the Art Report highlights a critical gap in how digital transformation is 

integrated into higher education programs and into the overall aspects of society focused on the 

social economy. While a few pioneering initiatives across Europe have demonstrated the value of 

linking digital tools with social innovation, most academic curricula remain anchored in traditional 

social economy content, lacking systemic inclusion of digital value creation or participatory 

innovation methods. This disconnect signals an urgent need for curricular reform that embeds 

digital skills, ethical technology use, and collaborative problem-solving at the core of social 

economy education. 

Nevertheless, the report documents promising practices that illustrate how the integration of 

digital and participatory methodologies can enhance both the impact and relevance of social 

economy training. Initiatives such as university-based incubators, challenge-driven hackathons, 

and digital co-creation platforms have enabled students to develop tech-driven solutions to real-

world challenges. These models not only strengthen students’ technical competencies but also 

reflect the participatory ethos of the social economy, where innovation is driven by community 

needs and inclusive processes. 

A key insight from the report is that collaboration between academia and external actors—such 

as social enterprises, civic tech networks, and public innovation agencies—is essential to make 

digital value creation truly effective. Such partnerships enrich the learning process by offering real-

world contexts, mentoring, and access to applied knowledge. Moreover, they ensure that 

education evolves alongside the rapid transformations shaping the digital and social innovation 

landscape. To support this shift, universities must formally incorporate living-lab-style activities 

and digital training into their core curricula, rather than leaving them as optional or extra-

curricular experiences. 

 

6.1.1 Key Takeaways 
• Gap in Digital SE Education Social economy programs in higher education 

have not yet systematically embraced digital 

transformation. Most curricula focus on 

conventional SE topics, with digital skills and 

Digital Value Creation concepts largely absent 

or peripheral. This highlights a need to 

modernize SE curricula to include digital 

competencies for the social economy 5.0 era. 

https://socialeconomyskills.eu/base-project/


 

88 

 

• Isolated Innovations Point the Way Despite the general gap, various good 

practices illustrate how digital tools and Living 

Lab approaches can enhance SE learning. 

Examples include university-based incubators, 

hackathons, and specialized courses where 

students design Tech4Good projects (e.g. AI, 

IoT, or data-driven solutions) to tackle societal 

challenges. These initiatives serve as 

prototypes for integrating technology and 

social innovation in education. 

• Need for Curricular Integration Many of these digital SE learning activities 

currently take place as extracurricular or pilot 

projects rather than embedded coursework. 

The research suggests that formally 

integrating such initiatives into degree 

curricula is essential for sustained impact. By 

bringing challenge-based projects and digital 

labs into the core curriculum, universities can 

ensure all SE students gain practical digital 

experience, not just those who opt into side 

projects. 

• Collaboration with Ecosystems A recurring finding is that successful digital 

social economy education depends on 

collaboration beyond academia. Partnerships 

between universities, Social Economy Entities 

(SEEs), and the Tech4Good ecosystem (e.g. 

tech hubs, social enterprises, policy bodies) 

are crucial. Such collaborations provide 

students with real-world contexts, 

mentorship, and resources, while helping 

academia stay aligned with fast-evolving 

digital social innovation trends. 

• Strategic Curriculum Innovation To address the above gaps and opportunities, 

DigiSE5.0 will develop a new curriculum 

(DVCLabs) and training programs for 

educators. This will introduce competence-

based and challenge-based learning activities 

into SE faculties, using cutting-edge digital 

tools and Living Lab pedagogy. Such a 

curriculum is expected to institutionalize 

digital and social innovation training, 

ultimately accelerating the digital transition of 

the social economy sector in a sustainable, 

scalable way. 
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• Challenges and Enablers Finally, the report notes that certain challenges 

must be overcome for success. Key barriers 

include limited funding and infrastructure for 

digital labs, faculty upskilling needs, and the 

digital divide among learners. Conversely, 

strong policy support (e.g. national Tech for 

Good strategies and EU innovation funding) 

and interdisciplinary collaboration emerge as 

enablers that can help scale these educational 

innovations. Addressing these factors is vital 

for embedding digital value creation in SE 

education and for preparing students to 

advance the common good through 

technology. 

__________________________________________________________________ 

References  
 

I. ARES (2019). Orientations stratégiques pour l'enseignement supérieur. Decree on Student 

Engagement in Societal Projects, 2012. See also: “Éducation à la citoyenneté dans 

l’enseignement supérieur.” 

II. Avvisati, F. et al. (2013), “Review of the Italian Strategy for Digital Schools”, OECD Education 

Working Papers, No. 90, OECD Publishing. http://dx.doi.org/10.1787/5k487ntdbr44-en.  

III. Belgian and regional policy documents and analyses on digital education and innovation 

(Flemish Government policy notes; ARES Council recommendations), 

file:///C:/Users/User_1/Downloads/2030-Digital-Decade-roadmap-Belgium.pdf and 

Flemish Government (2019–2024). Policy Note on Education and Labour. See also: VLHORA 

Position Paper on Higher Education and Societal Transitions (2021).  

IV. Buffardi A., Taddeo G., Calzone S., Mazza C. (2021) "What Do Italian Students and Teachers 

Ask About Digital? Data and Reflections From Schools Participating in National Operational 

Programs " Italian Journal of Sociology of Education, 13(1), 95-133. DOI: 10.14658/PUPJ-

IJSE-2021-1-5.  

V. Carbone, D., & Calvi, C. (2024). The Digitisation of Italian Schools and the Pandemic Trigger: 

Actors and Policies in an Evolving Organisational Field. Societies, 14(6), 94. 

https://doi.org/10.3390/soc14060094. 

VI. Christoph Buck et al. (2025). Making the most of digital social innovation: An exploration 

into success factors. Journal of Business Research, 190, 115215. DOI: 

10.1016/j.jbusres.2025.115215, 

https://ideas.repec.org/a/eee/jbrese/v190y2025ics0148296325000384.html.   

VII. Czyżewska Marta, Pach Janina, Sala Krzysztof,2020, Ekonomia społeczna i przedsiębiorczość. 

Innowacje – środowisko, CeDeWu, Warszawa. 

http://dx.doi.org/10.1787/5k487ntdbr44-en
file:///C:/Users/User_1/Downloads/2030-Digital-Decade-roadmap-Belgium.pdf
https://doi.org/10.3390/soc14060094
https://ideas.repec.org/a/eee/jbrese/v190y2025ics0148296325000384.html


 

90 

 

VIII. Data from the Central Statistical Office, Social economy entities in 2023; 

https://stat.gov.pl/obszary-tematyczne/gospodarka-spoleczna-wolontariat/gospodarka-

spoleczna-trzeci-sektor/podmioty-ekonomii-spolecznej-w-2023-r-,23,2.html. 

IX. Fundacja Inicjatyw Społeczno-Ekonomicznych, www.ekonomiaspoleczna.pl, 

fise.org.pl/programy/ekonomiaspoleczna-pl/. 

X. Gouveia S, de la Iglesia DH, Abrantes JL, López Rivero AJ. Transforming Strategy and Value 

Creation Through Digitalization? Administrative Sciences. 2024; 14(11):307. 

https://doi.org/10.3390/admsci14110307. 

XI. Information and education portal on the social economy, article “Is the digital revolution 

the future of the social economy?”; https://ekonomiaspoleczna.pl/rewolucja-cyfrowa-to-

przyszlosc-ekonomii-spolecznej/. 

XII. Jankowska Barbara, Mińska-Struzik Ewa, Bartosik-Purgat Małgorzata, Götz Marta, Olejnik 

Iwona, 2023, Industry 4.0 technologies adoption: barriers and their impact on Polish 

companies’ innovation performance, European Planning Studies (1029-1049), 

DOI:10.1080/09654313.2022.2068347. 

XIII. Kralj, L. (2024). Greece: a snapshot of digital skills. Digital Skills and Jobs Platfrom. 

https://digital-skills-jobs.europa.eu/en/latest/briefs/greece-snapshot-digital-skills. 

XIV. Living lab Krakow, Krakowski Park Technologiczny, 

www.kpt.krakow.pl/en/laboratories/livinglab/. 

XV. Map of the Polish AI, Digital Poland Foundation, Edition I, Warsaw, 2019; 

www.digitalpoland.org 

XVI. McKinsey Digital, https://www.mckinsey.com/. 

XVII. Mokter Hossain, Seppo Leminen, Mika Westerlund, A systematic review of living lab 

literature, Journal of Cleaner Production, Volume 213, 2019, Pages 976-988, ISSN 0959-

6526, https://doi.org/10.1016/j.jclepro.2018.12.257. 

(https://www.sciencedirect.com/science/article/pii/S0959652618339830) 

XVIII. Nagel David, 2017, The 6 Major Barriers to Technology Adoption in Higher Ed, Campus 

Technology, Woodland Hills, USA; CampusTechnology.com. 

XIX. Nowe projekty na rzecz kompetencji cyfrowych nauczycieli w Polsce, 

https://www.gov.pl/web/cyfryzacja/. 

XX. Piotr Arak, Krzysztof Kutwa, Tomasz Gmurczyk, How much is Poland's digital economy 

worth?, VeloBank S.A., Warszawa 2024; https://www.efcongress.com/wp-

content/uploads/2024/07/ile-warta-jest-cyfrowa-gospodarka-polski-raport-

velobanku.pdf. 

XXI. Salmieri, L. (2019). The Rhetoric of Digitalization in Italian Educational Policies: Situating 

Recep-tion among Digitally Skilled Teachers. Italian Journal of Sociology of Education, 11(1), 

162-183.doi:10.14658/pupj-ijse-2019-1-8.  

XXII. School Living Lab, www.cfg.edu.pl/school-living-lab/. 

XXIII. Szwajca Danuta, Rydzewska Alina, 2022, Digital transformation as a challenge for SMES in 

POLAND in the context of crisis relating to Covid-19 pandemic, Wydawnictwo Politechniki 

Śląskiej, Zabrze  

XXIV. Trabert, Thomas & Beiner, Sebastian & Lehmann, Claudia & Kinkel, Steffen. (2022). Digital 

Value Creation in sociotechnical Systems. Procedia Computer Science. 200. 471-481. 

10.1016/j.procs.2022.01.245. 

https://stat.gov.pl/obszary-tematyczne/gospodarka-spoleczna-wolontariat/gospodarka-spoleczna-trzeci-sektor/podmioty-ekonomii-spolecznej-w-2023-r-,23,2.html
https://stat.gov.pl/obszary-tematyczne/gospodarka-spoleczna-wolontariat/gospodarka-spoleczna-trzeci-sektor/podmioty-ekonomii-spolecznej-w-2023-r-,23,2.html
https://stat.gov.pl/obszary-tematyczne/gospodarka-spoleczna-wolontariat/gospodarka-spoleczna-trzeci-sektor/podmioty-ekonomii-spolecznej-w-2023-r-,23,2.html
https://doi.org/10.3390/admsci14110307
https://ekonomiaspoleczna.pl/rewolucja-cyfrowa-to-przyszlosc-ekonomii-spolecznej/
https://ekonomiaspoleczna.pl/rewolucja-cyfrowa-to-przyszlosc-ekonomii-spolecznej/
https://digital-skills-jobs.europa.eu/en/latest/briefs/greece-snapshot-digital-skills
http://www.kpt.krakow.pl/en/laboratories/livinglab/
https://www.mckinsey.com/
https://doi.org/10.1016/j.jclepro.2018.12.257
https://www.sciencedirect.com/science/article/pii/S0959652618339830
https://www.gov.pl/web/cyfryzacja/
https://www.efcongress.com/wp-content/uploads/2024/07/ile-warta-jest-cyfrowa-gospodarka-polski-raport-velobanku.pdf
https://www.efcongress.com/wp-content/uploads/2024/07/ile-warta-jest-cyfrowa-gospodarka-polski-raport-velobanku.pdf
https://www.efcongress.com/wp-content/uploads/2024/07/ile-warta-jest-cyfrowa-gospodarka-polski-raport-velobanku.pdf
http://www.cfg.edu.pl/school-living-lab/


 

91 

 

XXV. University of Warsaw; https://www.uw.edu.pl/akademia-przedsiebiorczosci-spolecznej/. 

XXVI. VLHORA (2023). Universities of Applied Sciences and Practice-Oriented Research in 

Flanders. Retrieved from www.vlhora.be.  

XXVII. Westerlund, M., Leminen, S., & Habib, C. (2018). Key constructs and a definition of living 

labs as innovation platforms. Technology Innovation Management Review, 8(12), 51–62. 

https://doi.org/10.22215/timreview/1205. 

__________________________________________________________________ 

Annexes 
 

1. Template for the collection of good practices 
The goal of this template’s creation was to map and collect all relevant information from ecah 

identified practice that partners mapped on their national level through online desk research.  

The template was filled fro each mapped practice/ initiative and is presented below:  

Name of mapped programme/ initiative  

Organization/Institution (that has initiated this 

practice) & contact information   

 

Country of the good practice (Greece, Italy, Belgium, 

Poland) 

& 

City of the good practice’s application (if available) 

Note: clarify the scale of the practice/ initiative implemented 

(international or national scale).  

 

Target Audience  

(Specify the primary beneficiaries: SE educators, students, 

social enterprises, policymakers, etc.) 

 

Brief description (objectives, duration, key activities, 

etc). 

Note: Indicate whether the initiative is ongoing, completed, 

or a pilot project. 

 

Digital technologies/tools used & alignment with 

Digital Transformation in SE Education 

(Explain how this practice contributes to integrating digital 

skills (e.g., data analysis, programming, digital tools 

application), digital innovation platforms or digital 

technologies (e.g., such as AI, blockchain, IoT) into SE 

education). 

 

Way of Living Labs approach’s utilization (if relevant 

and available) 

 

Relevance to the project’s approach   

 

https://www.uw.edu.pl/akademia-przedsiebiorczosci-spolecznej/
https://www.vlhora.be/
https://doi.org/10.22215/timreview/1205
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(Justification for mapping this specific practice and whether 

it is linked to Digital Value Creation and/or Living Labs 

approaches). 

 

 

 

Involved stakeholders  

(Describe the role of SE educators, students, policymakers, 

or Tech4Good actors in the initiative.) 

 

Impact (Qualitative and or/quantitative) & Measured 

Outcomes  

(describe any key indicators of success, including reach, 

engagement, and digital skill acquisition) 

 

Scalability & Replicability 

(Assess whether the practice can be adapted and applied in 

different SE education contexts. If available, provide 

examples that prove its replicability).  

 

Challenges & opportunities 

(Identify any obstacles faced and strategies used to 

overcome them) 

 

Pedagogical approaches 

(Specify what collaborative approaches methods this 

practice leverages) & competence-based focus (if any) 

 

Website / reference link  

Collected by:  

(Name of organization that collected the data.) 

 

 

Date of Data Collection (DD/MM/YYYY)  

 

2. List of all identified good practices  
Name of practice Mapped by 

(name of 

partner) 

Country /Scale Link 

Game Based 

Learning 

 

RRDA and KUE Poland • https://fundacja-graty.com/ 

Vocational 

activation of 

people with 

disabilities 

through the 

development of 

digital 

competences 

RRDA and KUE Poland • https://www.optea.org/pl/ 

https://fundacja-graty.com/
https://www.optea.org/pl/
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Makerspace@UW 

– Creative Space 

for Prototyping 

 

 

 

RRDA and KUE Poland • https://makerspace.uw.edu.pl/ 

Support to those 

in need through 

the development 

of digital 

competences 

 

 

RRDA and KUE Poland • https://fundacjaq.pl/ 

Support for the 

development of 

professional 

competence of 

people with 

disabilities 

 

 

RRDA and KUE Poland • https://www.fundacjaavalon.pl/ 

Support for 

personal and 

professional 

development 

 

 

RRDA and KUE Poland • https://akademia-rozwoju.org/ 

PLZ Platform by 

CoopTech Hub – 

Digital Solutions 

for Social 

Economy 

 

 

RRDA and KUE Poland • https://www.hub.coop 

• https://plz.pl/vision/ 

Sprawni w pracy 

(www.sprawniwpr

acy.com)  

– an online 

platform to 

support 

employment 

activation of 

people with 

RRDA and KUE Poland • https://www.sprawniwpracy.com 

https://makerspace.uw.edu.pl/
https://fundacjaq.pl/
https://www.fundacjaavalon.pl/
https://akademia-rozwoju.org/
https://www.hub.coop/
https://plz.pl/vision/
https://www.sprawniwpracy.com/
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disabilities in the 

labor market 

Educational 

platform 

“Kalomathe” 

 

AUTH and 

STIMMULI 

Greece • https://kalomathe.gr/ 

• https://edu.kalomathe.gr/ 

Concepts and 

Skills in Digital 

Innovation and 

the Social and 

Solidarity 

Economy 

(seminar) 

 

 

AUTH and 

STIMMULI 

Greece • https://shorturl.at/jR7ih 

Post-Graduate 

Studies 

Programme in 

“Social and 

Solidarity 

Economy” 

 

 

AUTH and 

STIMMULI 

Greece • https://www.eap.gr/en/social-and-solidarity-

economy-2/ 

 

Social Innovation 

Hackathon UoM 

 

 

AUTH and 

STIMMULI 

Greece • https://www.thessinnozone.gr/2nd-social-

innovation-hackathon/ 

• https://entreinno.gr/ 

Master in Artificial 

Intelligence and 

Innovation 

Management 

 

 

UNIVERSITY OF 

BOLOGNA 

Italy • https://www.bbs.unibo.eu/master-

fulltime/artificial-intelligence-2/#gref 

Campus of Savona 

"Living Lab Smart 

City" 

 

UNIVERSITY OF 

BOLOGNA 

Italy • https://campus-

savona.unige.it/en/progetti/Energia2020 

Terracini in 

transition 

 

 

UNIVERSITY OF 

BOLOGNA 

Italy • https://site.unibo.it/multicampus-

sostenibile/en/promoting-sustainability/terracini-

in-transition 

Contamination 

Lab 

 

UNIVERSITY OF 

BOLOGNA 

Italy • https://contaminationlab.unipi.it/en/home-

english/ 

https://kalomathe.gr/
https://edu.kalomathe.gr/
https://shorturl.at/jR7ih
https://www.eap.gr/en/social-and-solidarity-economy-2/
https://www.eap.gr/en/social-and-solidarity-economy-2/
https://www.thessinnozone.gr/2nd-social-innovation-hackathon/
https://www.thessinnozone.gr/2nd-social-innovation-hackathon/
https://entreinno.gr/
https://www.bbs.unibo.eu/master-fulltime/artificial-intelligence-2/#gref
https://www.bbs.unibo.eu/master-fulltime/artificial-intelligence-2/#gref
https://campus-savona.unige.it/en/progetti/Energia2020
https://campus-savona.unige.it/en/progetti/Energia2020
https://site.unibo.it/multicampus-sostenibile/en/promoting-sustainability/terracini-in-transition
https://site.unibo.it/multicampus-sostenibile/en/promoting-sustainability/terracini-in-transition
https://site.unibo.it/multicampus-sostenibile/en/promoting-sustainability/terracini-in-transition
https://contaminationlab.unipi.it/en/home-english/
https://contaminationlab.unipi.it/en/home-english/
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University of 

Antwerp - 

Bachelor of Social-

Economic Sciences 

 

 

CoopsEU Belgium • https://www.uantwerpen.be/en/programmes/bac

helor/bachelor-of-social-economic-sciences/ 

Déclic en 

PerspectivES 

 

 

CoopsEU Belgium • https://declic-en-perspectives.be 

DIGI SEII (Digital 

Innovation for 

Social Ecnomy and 

Inclusive 

Industries) 

 

 

CoopsEU Belgium • https://www.socialeinnovatiefabriek.be/en/projec

ts/digi-seii-empowering-social-enterprises-

through-digitalization 

FARI - AI for the 

common good 

 

 

CoopsEU Belgium • https://www.fari.brussels/ 

Teach-BEASTs – 

Teaching to BE 

Aware Students 

 

 

N/A International Practice • https://scienzeaziendali.unibo.it/en/research/rese

arch-projects/european-projects/teach-beasts-

teaching-to-be-aware-students 

Social Economy 4 

Ces: 

 

 

N/A International Practice • https://socialeconomy4ces.auth.gr/ 

baSE Project - 

Blueprint for 

Advanced Skills 

and Trainings in 

the Social 

Economy 

 

 

N/A International Practice • https://socialeconomyskills.eu/base-project/ 

 

 

 

 

 

https://www.uantwerpen.be/en/programmes/bachelor/bachelor-of-social-economic-sciences/
https://www.uantwerpen.be/en/programmes/bachelor/bachelor-of-social-economic-sciences/
https://declic-en-perspectives.be/
https://www.socialeinnovatiefabriek.be/en/projects/digi-seii-empowering-social-enterprises-through-digitalization
https://www.socialeinnovatiefabriek.be/en/projects/digi-seii-empowering-social-enterprises-through-digitalization
https://www.socialeinnovatiefabriek.be/en/projects/digi-seii-empowering-social-enterprises-through-digitalization
https://www.fari.brussels/
https://scienzeaziendali.unibo.it/en/research/research-projects/european-projects/teach-beasts-teaching-to-be-aware-students
https://scienzeaziendali.unibo.it/en/research/research-projects/european-projects/teach-beasts-teaching-to-be-aware-students
https://scienzeaziendali.unibo.it/en/research/research-projects/european-projects/teach-beasts-teaching-to-be-aware-students
https://socialeconomy4ces.auth.gr/
https://socialeconomyskills.eu/base-project/


 

96 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

This material is published under Creative Common AttributionNon commercial-Sharealike 

4.0 license. https://creativecommons.org/licenses/by-nc-sa/4.0/legalcode. 

Funded by the European Union. Views and opinions expressed are however those of the 

author(s) only and do not necessarily reflect those of the European Union or the European 

Education and Culture Executive Agency (EACEA). Neither the European Union nor EACEA 

can be held responsible for them. 

https://creativecommons.org/licenses/by-nc-sa/4.0/legalcode

