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The HANDSON toolkit: A teacher training hands-on activity on ICT in education

The Hands-On ICT project aims at facilitating and accompanying educators in the inclusion of
ICT in education. It is funded by the Lifelong Learning Programme and targeted at educators
from SE, VET and HE as well as teacher trainers from all these sectors.

The rationale behind the HANDSON project is that
1) ICT is just the means to an end;
2) educators need accompaniment in the process of including ICT in the classroom; and
3) the best approach to professional development is peer-mentoring.

Incorporating ICT in education is a process that requires a set of intertwined and
time-consuming tasks such as defining the purpose, searching, selecting, setting up, including
the ICT tools in the classroom, troubleshooting and evaluating their impact.

To minimize these difficulties the
HANDSON project team have
prepared an interactive activity based
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Working in pairs, educators will design an ICT-based learning activity that meets their goals and
is adapted to their contexts and students’ needs. The design process they will learn during the
activity can be applied any time they want to create a learning activity that meets both their
educational challenges and the students’ characteristics.
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