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Information literacy (IL) and digital 
competences 

• The European citizens must be able to manage information and
knowledge through a conscious use of such skills.

• Aided by mobile devices, new learning platforms and other
technology, students often overestimate their informational skills
and try to complete their tasks using unvalidated resources.

• The goal of the project is to use a games-based approach to
improve the student learning to avoid fake content and to create
opportunities for an active involvement of students.
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Our Goals

• Aided by mobile devices, new learning platforms and other
technologies, the survey evidenced that students often
overestimate their informational skills and try to complete their
tasks using unvalidated resources.

• A Competency Tree Chart (a Strategy for IL Training) will be
elaborated on the base of the results from the survey and the
Europass digital competences self-evaluation of the students.

• One of the most effective ways to ensure that students become
skilled in handling all information is to include information skills
in the curriculum, centered on the library, but also put into
practice in the classes and combined with the different subjects.
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Questions?

Thank you for 
your attention!


