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Abstract

This deliverable documents the initial notes and conversations of the OUC team in formulating the proposal
PROMISE: A Participatory Approach to Analyzing the Impact of Digital Technologies in School Communities,
a proposal to the Horizon Europe call HORIZON-CL2-2025-01-TRANSFO-07 (RIA): Impact of the learning
environment and the use of digital tools in everyday life on key skills and competence development, with a
deadline of 15 September 2025.

Keyword(s): Initial Notes and Strategy, Pre-concept Note, Proposal Preparation
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1. About this Deliverable

1.1. Role of the deliverable

This deliverable documents the initial notes and conversations of the OUC team in formulating the proposal
PROMISE: A Participatory Approach to Analyzing the Impact of Digital Technologies in School
Communities, a proposal to the Horizon Europe call HORIZON-CL2-2025-01-TRANSFO-07 (RIA):
Impact of the learning environment and the use of digital tools in everyday life on key skills and
competence development, with a deadline of 15 September 2025.

1.2. Relationship to other PINNACLE deliverables

This is the first deliverable in WP3. It documents the team’s initial steps in developing a concept
to pitch for the above mentioned call. At this initial stage (i.e., pre-concept note), emphasis was
placed on understanding the call and making a link between the PINNACLE scientific work, and
the goals and expected outcomes of the Horizon call.

1.3. Structure of this deliverable

The deliverable contains two elements. First, it includes a presentation used in our initial
meetings, to discuss the objectives and expected outcomes of the call. Secondly, it
includes the very first iteration of our concept note. The final version of the concept note,
which was shared with the Cyprus National Contact Point, is provided in Deliverable
D12.
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Overview

e PINNACLE Project: Goals & Overview

e HE Cluster 2 Target Call:
HORIZON-CL2-2025-01-TRANSFO-07 - Impact of the learning environment and the use of digital tools in
everyday life on key skills and competence development

e PINNACLE Key Activities and Results to Date

e  Bridging from PINNACLE to the “PROMISE” proposal
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Objectives

Scientific Objectives
1. Establish aframework for evaluating deployed Al applications, from the user perspective in real
life contexts.
2. Develop the protocols (key processes, data flows, analytics).
3. Integrate Al evaluation tasks in our course, Al in Everyday Life.
4. Validate the approach with the data that we collect with novice users.

Bridge2Horizon Call Objective

5.

Write a Horizon Europe proposal to build and expand.



Abstract of the PINNACLE Proposal

Generative Al and foundation models dominate the current conversations on the potential of Al to transform every aspect of human digital activity. Available
models are powerful and multimodal, generating “human-like” responses to questions or prompts across vast subject domains, and exhibit increasing
understanding of both linguistic and visual expression. Foundation models (e.g., the GPT family), which are easily adaptable for use in downstream applications,
are transforming Al into a general-purpose technology; it is simply impossible to predict the range of innovations that will result from this transformation.
System-focused evaluations (i.e., capability testing) are key to understanding a model’s range of behaviors but tell us nothing about how the user experiences
an application built upon it, and the extent to which the Trustworthy principles (e.g., privacy, fairness, accountability) are perceived as being respected. Thus,
there is a crucial need to involve the public in Al Evaluation, in the spirit of Participatory Al. In PINNACLE, we shall develop and validate a new methodology
for user-sourced evaluations of deployed Al applications, integrating our methodology into an ongoing course, Al in Everyday Life, offered to the
public. The methodology and the course shall serve as key socio-technical infrastructures, on which we aim to seek significant R&l funding. Thus,
PINNACLE contributes towards the transformation of the RTDI system, strengthening R&I capacities and the uptake of advanced digital technologies, of key
importance to the local economy and society. Through PINNACLE, the Host Organization will develop new capacities, within the area of Al Evaluation and
Participatory Al, enhancing its potential for participation in Horizon Europe, and targeting Pillar Il, Cluster 2 (e.g, Transformations).



PINNACLE vision
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HORIZON-CL2-2025-01-TRANSFO-07:
Impact of the learning environment
and the use of digital tools in everyday
life on key skills and competence
development



Call Description

Projects should contribute to all of the following expected outcomes:

° Provide analyses of the impact of digital tools in **everyday life on wellbeing** and **how children learn*
° Provide **analyses and evidence-based recommendations** on how to provide opportunities for high quality education that uses digital
technologies in ways that support the **wellbeing of the school community (students, teachers and school leaders).**

Notes on the Scope:

° Expansion and normalization of children’s use of digital technologies - including **Generative Al - in everyday life** and the impact on their
learning and well-being.

° Proposals should propose methods that address the complex nature of the topic under study, the existing data and the **rapid changes in the
technological landscape. **

° Proposals are encouraged to use **mixed methods approaches, and deepen inter- and transdisciplinary research in education** (including from
SSH disciplines), involving multiple perspectives, with the aim to improve learning and educational settings.

° Proposals can choose on which aspect of student well-being (cognitive, emotional, social) and skill development they focus. Proposals should
**include the voice of children and young people and other relevant stakeholders as part of the data collection**.



Relation to PINNACLE

e PINNACLE methodology can serve as the primarily methodology / data collection infrastructure,
enabling us to capture rich data on what happens in “everyday life.

e Our methodology is participatory - it can be used to bring together stakeholders in the school
community (students, parents, teachers, leaders).

e Challenges:

o  Our methodology was designed to involve laypersons in evaluating the Al applications that they use in
everyday life, with respect to EU Trustworthy Al principles. — Can the same concept be used to involve
people in monitoring their technology use and wellness? (Young children?)

o  Weshould “package” the entire PINNACLE program in a way that can be adopted by school communities,
involving them in monitoring the impact of digital tech and Al on their community — Tone up the
participatory / citizen science approach.



“PROMISE" (tentative acronym and title)

A Participatory Methodology for Measuring the Impact of “Everyday Al” on Children’s Development

Focus on the well-being of the school community and its members (children, their
parents/caretakers, teachers, leaders), with the goal of producing empirical evidence of the impact
of Al on children’s learning and well-being.

Conduct research on the measurement of people’s use of Al-enabled technologies in “everyday
life.” (Previous research has demonstrated that self-reports are not enough.)

Design a methodology and validate it.

Policy recommendations based on our pilots / validation exercises. (“How to provide high-quality
education that uses digital tech in ways that support school well-being.”)

C,D, & E activities to promote its uptake by school communities.



PINNACLE Key Results to Date



WPs Overview

WP1 - Project Management

D

— P3

P4

User Tasks for Al
Evaluation in Context

Framework Design
and Protocols

Coordination of
Horizon Europe
Proposal

.

wWP6

Al Evaluation in Education

Phase 1 Phase 2 Phase 3

[ WP2 - Dissemination and Exploitation Activities




Open and distance-learning course

- Home Dashboard My courses
”Deadline” for Data Collection Synchronous Meeting / Data Analysis
N/A

1. Introduction 30 April (today) x
2. Fundamentals of Al Systems 5 May 7 May Alin Everyday Life
¥ General Information
3. Trustworthy Al and Ethical Issues 12 May 14 May
Announcements Course  Participants  Grades  Competencies
4. Machine Learning and Big Data 19 May 21 May
v Pre-course Assessment
5. Vision Technologies 26 May 28 May
@ General Attitude towards Al v i Collapse all
6. Language Technologies 2 June 4 June General Information ollapse
® Al Literacy
7. Search Technologies 9 June 11 June ey Welcome to the Alin Everyday Life
8. Personalization Technologies 16 June eTine ¥ Unit 1: Introduction In this space, you will find current announcements concerning the course. It is also the place where you can
R interact with others, by posting, replying and commenting, in the Forum.
9. Final Presentation from CyCAT 25 June Q FreRecerdodylca e
Practice Assignment
O Quiz1 E Announcements
My courses ~ Unit2: Fundamental... &
Course overview v Unit 3: Trustworthy Al &
v -
! Uik & achinaloa 'a Pre-course Assessment

2 (T ety Before we begin, we'd like to get to know a bit about your experiences with Al applications. Please answer as
honestly and accurately as you can. As you will see, the two questionnaires concern your attitudes towards Al in

v Unit 6: Language Te... & general, as well as your current level of Al literacy.

Alin Everyday Life Texvnt

Category 1 KaBnpuep:




Participants

340 Participants (54 English Course, 286 Greek Course)

18-24 0.59% 0%
25-34 8.26% 12.96%
35-44  44.44% 44.44%
45-54  37.76% 31.48%
55-65 15.93% 11.11%
65+ 1.18% 0%

Cyprus 49.25%
Greece 44.25%

Other (e.g., Italy, UK, 5.90%
Portugal, Uganda,
Netherlands)

Employment ALL

Education

Finance /
accounting /
banking
Public
administration

Medical

Not currently
employed
Other (e.g.,
Tourism, IT,
Marketing)

33.33%

9.73%

19.47%

9.73%

3.24%

25.19%

38.89%

9.26%

14.81%

1.85%

3.70%

31.48%

Men 38.05%
Women 61.65%

High school 2.06%
Bachelor 18.88%
degree
Master 68.44%
degree
Doctoral 9.44%
degree
Diploma / 0.88%
Certificate

44.44%
55.56%

5.56%
11.11%

57.41%

25.93%

0%



Challenge 1: Keeping participants engaged

Data collected through 26 May (responses open through 30/6/2025):

User baselines

Bottom-up Task: Recognizing Al-enabled
applications

Bottom-up Task: Evaluating Trust v.
Trustworthiness

Top-down Task: Evaluating Trust v.
Trustworthiness

Pre-course questionnaire

GAAIS: General Attitudes towards Al
AILS: Al Literacy Test

Assignment 1

Assignment 2

Assignment 3

Assignment 4

Assignment 5

341

298

2908

238

168

148

110

60



Challenge 2: Data cleaning and aggregation

e Tradeoffs between respecting participant
privacy and capturing all needed data.

e Leftto their own devices (bottom-up
evaluations), most participants choose to
evaluate ChatGPT. Tradeoff between
authenticity (Which Al-enabled systems did
you use this week?) and having enough data S
to aggregate on a range of different :
applications.

RQ2: Which Al systems did participants evaluate?

Al Systems Evaluated - Unit 1 (2+ mentions) " Al Systems Evaluated - Unit 2 (2+ mentions)

o
£ & & F SIS S
S & F SN TGS
& & S FSS o

Pl

dw




Challenge 3: Crafting the evaluation tasks

RQ1: Is there a difference between asking participants if they frust a
system versus whether it can be “trusted by others”?2

Tasks must be:

e Interestingto perform.
e Nottoo difficult.

e Abletoyieldinsights onthe

trustworthiness of the system under

evaluation.

Dataset

Assignment 1
Assignment 2

Assignment 3

e Across all three assignments, there is a very strong and st
participants’ trust ('l trust it") and their belief that the app can be frusted by others ("worthy of user's

trust”).

e Inallcases, the p-values are below .001, meaning these relationships are highly unlikely to be due to
chance.
e Both Pearson and Spearman results are in agreement, which suggests that the relationship is both linear

Spearman Correlation | p-value
Coefficient (r)

0.79 p<0.001
0.77 p<0.001
0.86 p<0.001

and monotonic across all datasets.

9-> How much do you trust Alexa?*

R

Not at all

|

Pearson Correlation p-value
Coefficient (r)

0.78 p<0.001
0.83 p<0.001
0.89 p<0.001

ip between

3 ‘ 4 “ 5 ‘

Moderately Completely

10-> Do you think Alexa is worthy of users' trust?*

1 2 3

5

Not at all trustworthy

Completely trustworthy



Expected results at the end of course

Key questions

What is the impact of a short course on
participants’ Al literacy?

To what extent do the user-sourced evaluations
produce useful insights on Al trustworthiness?

O

Relevant data

-Pre-/post-course questionnaires: GAAIS, AILS
-Moodle logs (engagement)

-Live session logs (engagement)

-Quizzes (performance)

-Assignments (recognition of Al-enabled systems)

-Bottom-up Assignments (aggregation of
evaluations on particular systems)

-Top-down Assignments (trust v. trustworthiness
across the weeks)



Bridging from PINNACLE to
"PROMISE"



PROMISE

“Translate” the PINNACLE approach to the issue of measuring impact of Al-enable digital devices on
wellness.

e Program for education and school community engagement. Activities for different stakeholders
(children, caregivers, teachers, school leaders).
e Mechanism for measuring wellness and monitoring it over time as a school community.



PROMISE Objectives

The Main Objective of PROMISE is to develop and validate a methodology to facilitate data-driven, large-scale analyses of the impact of
Al-enhanced digital technologies on children’s development and well-being, which can support evidence-based policy making, at both the local
and macro level.

Specific Objectives:

1. Uncover fundamentals and design a methodology for understanding children’s use of and experiences with Al-enabled digital
technologies in everyday life.

2. Engage school communities in actively monitoring students’ use of / experiences with Al-enhanced digital technologies with reference
to EU key competences and well-being.

3. Develop an extensible, cloud-based platform and mobile application for conducting large-scale, user evaluations of experiences with
Al technologies in everyday life, based on experience sampling.

4. Validate the approach via pilot studies in diverse contexts.

5. Distill a policy roadmap and set of initial recommendations.

6. Define a communication and exploitation strategy, ensuring long-term sustainability of the outputs.



Work Packages Sketch

WP1: Foundations & Requirements

WP2: Citizen Science Mechanisms for Measuring Al Impact in the School Community
WP3: Back-end: Platform & Pilots

WP4: Front-end: Platform & Pilots

WP5: Pilot Studies

WPé: Policy Scenarios & Recommendations

WP7: Communication, Dissemination & Exploitation

WP8: Project Management



Potential Consortium



PROMISE Consortium

Country Key Expertise
1. Open University of Cyprus (OUC), Coordinator CcY R&I: Crowdsourcing and citizen science, Al Literacy, Educational
Leadership
2. CARDET (Center for the Advancement of Research and Development CYy R&l: Educational Technology, Wellbeing and Career Development of
in Educational Technology) Teachers
3. University of Trento IT R&l: Computational Social Science, Digital Sociology
4. Trient Consulting Group IT SME: &D, security, privacy, exploitation

5. R&l: Education - (cognitive or emotional development issues?)
6. R&l: Policymaking, Stakeholder Engagement
7. SME: Communication & Dissemination




PROMISE:

A PARTICIPATORY APPROACH FOR MONITORING THE IMPACT OF DIGITAL TECHNOLOGIES
ON CHILDREN WITHIN THE SCHOOL COMMUNITY CONTEXT

1. EXCELLENCE

1.1 Objectives and Ambition
1.1.1 PROMISE General Objectives

European children are engaging with digital technologies (DigTech) at increasingly younger ages and are spending
more and more time behind screens.' During the COVID-19 pandemic, daily screentime significantly increased over
pre-COVID baselines, which had already exceeded pediatric guidelines in many regions*. While screentime and
“problematic media use” have fallen since then, researchers have described a “new normal,” with greater usage of
digital technologies than in the pre-COVID era.’ Given the increased presence of DigTech in children’s daily lives,
it is imperative to understand and document the impact of DigTech on young people’s development and well-being.

To date, research findings are mixed, and progress is hindered by methodological limitations.* There is a lack of
large-scale studies that use objective measures of children’s digital technology usage alongside experience
sampling’ as to record the crucial contextual information that allows for understanding the interplay between
influences in the physical and digital environments. It is especially challenging to capture younger children’s daily
use of and experiences with DigTech. Researchers often rely on parental and/or retrospective reporting, which can
suffer from memory distortion and may fail to authentically reflect children’s own voices.® Overall, there is a gap in
the research on DigTech use by the under 12s and its impact on these developing youngsters.’

Another challenge is that the “new norm” in increased DigTech usage has been accompanied by a new norm in the
underlying technology. Generative Al (GenAl) models are rapidly being incorporated into the DigTech used by
youngsters, enhancing interactivity with “humanlike” capabilities, such as natural language and visual understanding.
There is a surge of excitement surrounding the possibilities for using GenAl-enhanced DigTech in education®, and
how it might be used in primary and secondary classrooms’. However, we do not yet have concrete evidence of the
efficacy of Al-enhanced DigTech in promoting learning and competence development. At the same time, the
potential dangers of the use of GenAl, particularly by younger children, are many and include safety concerns (e.g.,
risk of manipulation, social biases), the promotion of unintended social values, and even skill degradation.'

Furthermore, in light of GenAl, there is reason to question the impact of DigTech on the well-being of school
communities, and all relevant stakeholders, including not only children, but the adults who care for them,
teach them, and/or take decisions on their educational needs. GenAl and its foundation models have significantly
changed the ways in which DigTech is developed, deployed and then used. The general-purpose nature of GenAl
(e.g., in applications such as ChatGPT), means that young people use it in ways not anticipated by developers,
researchers and caretakers. Likewise, novel applications built from foundation models appear on the market and are
adopted by young people at a rapid pace. Thus, to have validity in the new era of GenAl, any study of the impact of
DigTech on children’s development must include inquiry into their experiences “in the wild.”

" EU Kids Online Survey: https://www.eukidsonline.ch/files/Eu-kids-online-2020-international-report.pdf

2 Choi, E. J., King, G. K., & Duerden, E. G. (2023). Screen time in children and youth during the pandemic: a systematic review and meta-
analysis. Global Pediatrics, 6, 100080.

3 Eales, L., Giammanco, O., & Ferguson, G. M. (2025). Is this a return to normal? Longitudinal trajectories of child screen and problematic
media use across the COVID-19 pandemic in the United States. Journal of Children and Media, 19(2), 431-451.

4 Orben, A., & Przybylski, A. K. (2019). The association between adolescent well-being and digital technology use. Nature human

behaviour, 3(2), 173-182.

5 Dienlin, T., & Johannes, N. (2020). The impact of digital technology use on adolescent well-being. Dialogues in clinical neuroscience, 22(2),
135-142.

6 Vilaysack, B., Cordier, R., Doma, K., & Chen, Y. W. (2016). Capturing everyday experiences of typically developing children aged five to seven
years: A feasibility study of experience sampling methodology. Australian Occupational Therapy Journal, 63(6), 424-433.

7”Messena, M., & Everri, M. (2023). Unpacking the relation between children’s use of digital technologies and children’s well-being: A scoping
review. Clinical Child Psychology and Psychiatry, 28(1), 161-198.

8 Giannakos, M., Azevedo, R., Brusilovsky, P., Cukurova, M., Dimitriadis, Y., Hernandez-Leo, D., ... & Rienties, B. (2024). The promise and
challenges of generative Al in education. Behaviour & Information Technology, 1-27.

% Marzano, D. (2025). Generative Artificial Intelligence (GAl) in Teaching and Learning Processes at the K-12 Level: A Systematic

Review. Technology, Knowledge and Learning, 1-41.

10 Kanders, K., Stupple-Harris, L., Smith, L., & Gibson, J. L. (2024). Perspectives on the impact of generative Al on early-childhood development
and education. Infant and Child Development, 33(4), e2514.



Perhaps most strikingly, the rapid uptake of GenAl-enhanced DigTech influences the ways in which children interact
socially with others, and the ways in which they communicate.'' ' A recent study of Gen Alpha’s (born 2010-2024)
digital language provided evidence that adults — including parents and moderators of DigTech spaces — literally do
not speak the language."® Given their perceived superiority in “understanding the lingo,” young digital natives are
often reluctant to seek help from adults when encountering problems in digital spaces.'* '* There is a real risk that
the growing divide between children and adults, in terms of communication practices and digital competences, might
negatively impact social well-being in the school community, and thus, children’s development and learning.

The Main Objective of PROMISE is to develop and validate a participatory approach for monitoring the
impact of DigTech on children within the school community, examining the relationships between the school
environment, “everyday” DigTech usage at home and school, the communication and digital competences of both
children and adults, and ultimately, the outcomes for learning and social well-being. We focus on primary and
secondary school communities, conducting both longitudinal and cross-sectional analyses, to understand key
influences on children, as well as differences, across stages of their development. The methodology and tools
delivered by PROMISE will facilitate data-driven, large-scale analyses, which can be used by the school
community to monitor the impact over time, in the spirit of citizen science. Thus, the PROMISE approach will
support evidence-based policy making, at both the local (i.e., school) and macro (i.e., European) levels.

To achieve our goal, we have defined six SMART Objectives. Each one is specific, having a particular expected
result. We shall continuously monitor and measure progress towards meeting expected results using appropriate Key
Performance Indicators (KPI). The project work plan will enable us to achieve our objectives, which are ambitious,
yet realistic. The work plan outlines particular tasks and milestones, which are time-bound, allowing us to realize
the objectives within the planned 36-months project.

1.1.2 PROMISE Specific Objectives
O1: Uncover the fundamentals and design a methodology for monitoring DigTech usage by school
munity members in everyday life, and its impact on social well-being and learning.
S | The expected result is an integrated methodology for monitoring the impact of DigTech on children’s
development, centered on the school community and its members (students, caretakers, teachers, leaders). It
shall be grounded on a conceptual model that considers the role of DigTech usage and communication and
digital competences (of both children and adults), as well as the school environment (e.g., physical and digital
infrastructures, policies on DigTech use), on outcome variables concerning learning and social well-being.
To overcome current limitations, PROMISE combines objective measures of DigTech usage (via automated
capture of apps use) and experience sampling, to gather nuanced, context-rich data from everyday life
situations. Fundamentals will be discovered via the initial studies with school community stakeholders, to
determine the most ecologically valid set of metrics on usage, competences, learning and well-being.

M | 1 report documenting our methodology; 2 scientific publications describing the methodology and
illustrating applications.

A | The methodology will be refined with an initial set of schools (in our partner countries) and then validated in
an extensive pilot study with diverse school communicates across X EU countries.

R | The team builds on its previous work in developing the methodology and deploying the tools in the school
environment.

T | A robust approach will be in place by M12, as detailed in §3.1. An extended pilot run across diverse socio-
economic school communities will be run from M13 to M30.

02: Engage school communities in actively monitoring the use of digital technologies, including GenAl, with

reference to EU key competences (communication, digital skills) and social well-being.

11 Keidar, D., Opedal, A,, Jin, Z., & Sachan, M. (2022, May). Slangvolution: A Causal Analysis of Semantic Change and Frequency Dynamics in
Slang. In Proceedings of the 60th Annual Meeting of the Association for Computational Linguistics (Volume 1: Long Papers) (pp. 1422-1442).

12 Petrova, Y. A., & Vasichkina, O. N. (2021). The impact of the development of information technology tools of communication on digital culture
and Internet slang. In SHS Web of Conferences (Vol. 101, p. 01002). EDP Sciences.

13 Mehta, M., & Giunchiglia, F. (2025). Understanding Gen Alpha Digital Language: Evaluation of LLM Safety Systems for Content

Moderation. In Proceedings of ACM FAccT, June 2025.

4 Helsper, E. J., & Smahel, D. (2020). Excessive internet use by young Europeans: psychological vulnerability and digital literacy?. Information,
communication & society, 23(9), 1255-1273.

15 |nstitute for the Protection and Security of the Citizen (Joint Research Centre) and Stéphane Chaudron. 2015. Young children (0-8) and digital
technology: a qualitative exploratory study across seven countries. Technical Report. Publications Office of the European Union.
https://data.europa.eu/doi/10.2788/00749



We employ citizen science mechanisms to facilitate a participatory approach to measuring and monitoring
the impact of DigTech on learning and well-being in the school community, as to empower key stakeholders
(students, parents, teachers, leaders) and sustain participation. Educational interventions for both child and
adult members of the communities will be developed and implemented, to promote awareness on the potential
impacts of DigTech, both positive and negative, with special emphasis on the known gaps between children
and adults in terms of digital literacy and communication practices.

1 report documenting our intervention and citizen science mechanisms (e.g., activities, data
collection/processing pipeline, incentives); 1 scientific publication describing the intervention and
illustrating its application in multiple school communities.

Along with activities towards O1, the intervention will be refined with an initial set of schools (in our
partner countries) and then validated in an extensive pilot study in X EU countries.

The team draws on its experience in carrying out both community-based citizen-science projects, as well as
training activities within school communities.

In parallel with the activities supporting O1, a robust approach will be in place by M12, as detailed in §3.1.
An extended pilot run across diverse socio-economic school communities will be run from M13 to M30.

: Develop an extensible cloud-based platform and mobile application for conducting large-scale, user

orts of DigTech usage in everyday life, based on experience sampling.
We develop computational mechanisms that operationalize the methodology designed in O1, which allow
evaluating and accommodating diverse DigTech applications, including newcomers to the market. We
introduce a reference architecture enabling authentic, in-situ self-reports on DigTech usage and experience,
and deliver a corresponding technology platform.

Parameters to measure O3 achievement will include the use of resources, reasoning time, as well as easy-to-
use interfaces (UX/UI), including visualizations of usage for the activities supporting O2 (interventions).

We will achieve O3 by using a co-creation and iterative approach, actively involving pilot end-users — both
children and adults - in service design.

R

The consortium has all the competences to smoothly run the service co-creation activities, including
domain, tech and business experts.

T

Iterative tailored service co-design will run in 2 iterations, by M12 to have a first service design version for
the pilots and by M24 a final one, that encapsulates one year of pilot experience (D4.2).

S0O4: Validate the approach via pilot studies.

S

Upon the technological activities performed, we validate the PROMISE services in the X pilot studies, to
iteratively improve the technology, based on user feedback. Openness and transparency are strategically
fostered to enable broad participation.

PROMISE will be validated through X pilots, each of which has specific KPIs, see Table 1.2d. The
indicators are grouped into 3 categories: social (e.g., user trust in the piloted services, impact on wellbeing
in the school community), economic (e.g., pilot service usage increase), technical (e.g., new personal data
collected). The information collected during pilots will be used to produce the assessment results (D5.2,
D5.3).

A key part of the piloting activities is to identify potential critical revisions and updates that may have not
been considered during system design and testing, which will be prioritized and whenever possible tackled
in the project.

The consortium has the necessary expertise and is in the best position to assess the reliability and robustness
of the delivered solutions.

Pilots are designed from M1 and run from M12 (to have an early version of the platform) to M30, to have
time for distilling the related policy recommendations and business model refinements.

: Distill a policy roadmap and a set of policy recommendations on DigTech use in school communities.
Based on the analyses from PROMISE pilots, we shall formulate recommendations for the use of DigTech to
promote high quality educational experiences, which also support social well-being in the school community.

The assessment is based on the comparison of the baselines established at the beginning of the project (initial
competences and measures of well-being), with the results of the later pilots. Based on the final assessment,
a set of policy recommendation will be produced, considering both local and macro levels (for targeted
stakeholders including school community leaders and policy makers at the EU level).

The study will distill a set of principles and criteria that translate the general objectives for EU competences
and social well-being into an actionable set of criteria for future development of educational policies and
curricula.

The consortium includes a dedicated partner (X) working on the educational policy aspects of new and

emerging technologies, with a robust track record on high-level and policy-oriented studies in the area.




T | Policy roadmap will be produced by M36 and policy recommendations by M30.

S06: Define a communication & exploitation strategy, ensuring long-term sustainability of the outputs.

S | To effectively support and accelerate the adoption of its outcomes and realization of their impacts at the EU
level and beyond, PROMISE will establish comprehensive Dissemination, Communication and Exploitation
strategies (see D7.1 and D7.3, and D7.2, D7.4, D7.5) and will report the tailored communication activities
conducted with respect to the identified target groups as well as an exploitation plan for the uptake of the
PROMISE solutions.

M | We will engage >500 stakeholders (through the social media and website channels, newsletter, events and
other engagements) and will strive to maximize its impacts based on the PROMISE strategies.

A | We will: (i) secure best-possible links between the consortium and target stakeholders; (ii) build up interest in taking-
up PROMISE value propositions among targeted audiences; (iii) implement outreach activities to engage earliest
adopters; (iv) support design and deployment of a sustainable exploitation of the outputs post-project..

R | The whole consortium is involved, i.e., practitioners, researchers and business developers will work
together to refine the PROMISE proposition, considering the key requirements to bridge the gap towards
relevant stakeholders.

T | C,D & E Plan by M4 (D7.1), focus: M1-12 communication activities, M13-24 user engagement, M25-36
exploitation & sustainability.
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