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Games
Please select below the games used during the training sessions.

□ Puzzle Cubes

□

□

□

□
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Training observation instruments for learners

During the training sessions: Yes Neutral No Comment

Content

1
Did you feel engaged in different
activities?

2
Did you feel that your memory
preservance is improved?

3 Did you feel confused or stressed?

4
Is there anything, which still is unclear
for you?

Training methods

1
Did you understand every task and
explanation given by your trainer?

2
Did the trainer encourage you to
actively participate?

3
Did the trainer provide enough
explanation and support during the
sessions?

4
Was the duration of the training
enough?

Global appreciation

1
Did the training meet your
expectations?

2
Did you feel comfortable during the
training sessions?

3
Did the training motivate you to
continue using digital technologies on
daily basis?

What was the most positive regarding the training realisation for you?
______________________________________________________________________________________________________________________
______________________________________________________________________________________________________________________
______________________________________________________________________________________________________________________

Do you think the training and activities could be improved? If yes, how?

______________________________________________________________________________________________________________________
______________________________________________________________________________________________________________________
______________________________________________________________________________________________________________________
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1) Training observation instruments for trainers

Name: _______________________________________________________________________________________________

Partners’ organisation: __________________________________________________________________________

User sensitive design Yes Rather No Comment

Accessibility

1
Presentation of the content at
appropriate speed

2 Allow users to go back

3
Allow user control and support user
preferences

4 Clear and precise instructions

5
Navigation info consistent and
consistently placed

6
Clear layout and organization
(buttons etc.)

Pedagogic design

1 Learning objectives clearly stated

2
Content proposed in a clear and
logical way

3 Content helps reflection and review

4
Content demonstrates applying
knowledge to real situation

5 Activities keep the learner involved

6 Activities appropriate for learner

7 Accurate, valid, up-to-date, no errors
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