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1 Introduction 
Based on the Competencies Schema described in R5.1, different processes are taken into 
account to discover the culture and build creative items. These students who create 
multimedia elements will acquire competencies (soft skills) accredited through virtual badges. 

Each time a student/learner does a training pill, activity, or final multimedia element will have 
the opportunity to train competencies that, in the end, could be accredited by badges as a 
reward for their achievement. 

This R5.2 Result will give the platform the requirements to implement the accreditation of 
competencies through action (by doing). The objective is to implement a dynamic and 
attractive evaluation system that encourages and motivates the learner to go further, giving 
them challenges (PBL principles) to increase their knowledge and get the opportunity to put 
them into direct practice. 

Ten badges had been designed corresponding with the ten soft skills selected in R5.1.  

In the following sections, the design process of the badges is described and also the decision 
tree to help the evaluation of those competencies by the teachers and its implementation in 
the O-city platform. 

2 The creative process of the design of the badges 
The proposed badges represent each of the ten competencies of the O-City project.          

2.1 Icons 

The colours and fonts of the main O-City logo were used to design the icons.  

2.1.1 Colours  

Regarding the colours, we always looked for 3 tones of the same colour, to be able to have 
different possibilities of leftovers and lights.  

The use of different colors in each icon depends on the icon itself and the color compatibility 
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2.1.2 Typography 

On the other hand, the typography used is the secondary one of the main logo. 
 

 

 

 

 

2.1.3 Versions 

 
The versions represent 3 options:  
 
1. Icon representing the competency for presentations in which you can see the icon 
and the text indicating which competency it is are included. 
 
2. Icon represents the competency for users in their profile. This shows the name of 
the competency, the icon, and the level of this one. 
 
3. Four icons represent the levels of each competence (Knowledge and ability in levels 1, 2, 
and 3).



 

 

2.2 Badges 

Here there is the proposal of the badges for the ten competences In O-City: 

 

SPOTTING OPPORTUNITIES CREATIVITY 

    

WORKING WITH OTHERS CRITICAL THINKING 

    



 

 

 

SUSTAINABLE THINKING LEARNING THROUGH EXPERIENCE 

    

PLANING AND MANAGEMENT INFORMATION AND DATA LITERACY 

    
 

 

 



 

 

 

VIRTUAL COMMUNICATION AND COLLABORATION DIGITAL CONTENT CREATION 

    
 
 
 

2.3 Levels 

Levels of achievement of the competencies will be shown: 

1. First, by the turn-on of the icon (from a greyscale to a coloured icon) 
2. Second, by the turn-on of three different stars depending on the level of achievement. 

You can see the deployment of each icon on the following pages. 

 

 

 



 

 

Spotting Opportunities 
This icon is represented by a telescope as it is intended to show the similarity between finding new opportunities and discovering new stars in the universe. 

Competence: 

  
KNOWLEDGE ABILITY LEVEL 1 ABILITY LEVEL 2 ABILITY LEVEL 3 

    
 



 

 

Creativity 
Creativity represented with the mental capacity to innovate and create using different tools 
 

Competence: 

  
KNOWLEDGE ABILITY LEVEL 1 ABILITY LEVEL 2 ABILITY LEVEL 3 

    



 

 

Working with others 
Teamwork is represented by two hands joining. Good projects require a good team and a great ability to work together. 

Competence: 

  
KNOWLEDGE ABILITY LEVEL 1 ABILITY LEVEL 2 ABILITY LEVEL 3 

    



 

 

Sustainable thinking 
A light bulb represents thinking and sustainability defined by a plant. Sustainable thinking represents a commitment to your surroundings' social, environmental, 
and economic causes. In this way, the individual must think beyond oneself, focusing on the surroundings, which can be represented by nature. 

Competence: 

  
KNOWLEDGE ABILITY LEVEL 1 ABILITY LEVEL 2 ABILITY LEVEL 3 

    



 

 

Learning through experience 
Experiential learning is one of the most modern learning methods and proves an absorption of content. Represented by a puzzle under construction to show the 
creative learning proposed by the concept. 

Competence: 

  
KNOWLEDGE ABILITY LEVEL 1 ABILITY LEVEL 2 ABILITY LEVEL 3 

    



 

 

Planning and management 
Planning can be clearly represented using lists. Therefore, this idea is used for the representative icon. 

Competence: 

  
KNOWLEDGE ABILITY LEVEL 1 ABILITY LEVEL 2 ABILITY LEVEL 3 

    
 



 

 

Information and data literacy 
Data information is represented using graphics, usually digital. For this reason, it is expressed in a simple way by a display showing a simple bar graph. 

Competence: 

  
KNOWLEDGE ABILITY LEVEL 1 ABILITY LEVEL 2 ABILITY LEVEL 3 

    
 



 

 

Communication and collaboration in digital environments 
The keyword of this competence is communication, which is why it is clearly represented in the icon. In this case, as it is a digital environment, it is shown through 
the idea of text bubbles, the way messages are represented in online chats. 

Competence: 

  
KNOWLEDGE ABILITY LEVEL 1 ABILITY LEVEL 2 ABILITY LEVEL 3 

    



 

 

Digital content creation 
Digital content can be very varied. However, for simplicity, the idea of a phone has been used as a representation of the digital, together with the image of the 
video and photo as a representation of the possible content. 

Competence: 

  
KNOWLEDGE ABILITY LEVEL 1 ABILITY LEVEL 2 ABILITY LEVEL 3 

    



 

 

Critical thinking 
Critical thinking is about getting the user to analyse and evaluate a problem in order to find a good solution to it. That is why the individual must work on the 
mental and critical capacity (like a gear) to find the best ideas and obtain the best conclusions 

Competence: 

  
KNOWLEDGE ABILITY LEVEL 1 ABILITY LEVEL 2 ABILITY LEVEL 3 
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3 Evaluation of the level of each competence 

3.1 The linkage between competencies and the elements in O-city 

One of the critical factors of the competency schema in O-city is that the referred knowledge 

and skills acquisition would be achieved “by doing”. With “by doing,” we mean that the 

student will work those competencies while he/she is learning how to create different 

multimedia items based on natural or cultural heritage and uploading in the platform. 

The teacher of the different technical skills (multimedia means) can apply different learnings, 

activities and pills available in the o-city courses to enhance the experience of the students in 

their class. The objective of the course is creating a multimedia item concerning a natural or 

cultural heritage element in o-city but additionally (and transversally) the teacher could 

strengthen some other soft skills such as: teamwork, critical thinking, Creativity… etc. 

O-city Platform has a repository of 14 courses of technical, management and soft skills 

available for the teacher to enhance apprenticeship, experience and awareness of the 

students. 

In order to make the linkage between the competences and the different contents in O-city, 

partners were asked to relate each activity in each course with the competence and level of 

the soft skill that a student could achieve while doing each particular activity.  

As an example, the next figures show the activities in the course of Infographics and how they 

are related with a certain level of the “spotting Opportunities” competency 

 

Filled by the partners 
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By crossing the identification of every activity in each course related with all 10 rubrics 

(described in R5.1), we could state a “profile” of the competencies worked through each of the 

14 courses in O-city defining like: 

 

Filled by the partners 
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As a conclusion, after the feedback of the partners, the following linkages between 

competencies and activities, could be done 

a) Technical courses for creating multimedia items could develop the following 

competencies: “Digital content creation” and “Learning through” experience 

b) SCRUM methodology used in the course could develop: “virtual communication and 

collaboration”, “working with others” and “Planning and management” 

c) Working with cultural or natural heritage elements could enhance the “sustainable 

thinking” 

d) Intellectual property contents could help improve “information and data literacy” 

competencies. 

e) Digital marketing tools promote “spotting opportunities” awareness 

f) Using Creativity and critical Thinking concepts while creating a multimedia item would 

develop “creativity” and “critical thinking” competencies. 

That could be reflected in the next figure:   
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3.2 Decision tree to evaluate soft skills 

Once the competences are designed and the badges created, they will be 
incorporated into the O-city platform to be implemented and tested by 
the teachers through the evaluation of activities done by the students 
and, especially, in evaluating the final Result as a multimedia item 
uploaded in O-city platform. 

To help this evaluation, O-city platform has implemented a Decision tree 
or group of questions that a teacher could answer to define the level of 
the competencies achieved by the authors in uploading process of every 
multimedia item. This implementation in the o-city platform looks like the 
following figures:  
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Form to be completed by the teacher un the moment of uploading a 
multimedia element 

 

For every multimedia item, the teacher can evaluate the skills achieved by 
the team  answering first the areas that have been developed in each 
course. 
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At a minimum, Multimedia competencies would have been developed 
during the course.  

In that step, the teacher can fulfil that form with the evaluation of the 
level of achievement of the competencies “Digital content creation” and 
“Learning through experience” that he or she sees in the multimedia 
element.  

Every competency has a number of dimensions or questions that helps the 
teacher to evaluate the achievement of the competency. It has a drop-
down element which ask for the level of achievement:  

1. knowledge,  
2. Ability Level one 
3. Ability level 2 
4. Ability level 3 

In each competency, there is a “I” button which shows the rubric of each 
competency in order to know the definition of each level in each 
dimension or question. 

The result of the evaluation updates the personal competency portfolio of 
each author of the multimedia item (As shown in annex 1) 

Knowledge 
Ability Level 1 
Ability Level 2 
Ability Level 3 
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If the teacher has explained and promoted E-SCRUM methodology he/she could also evaluate 

“working with others”, “Planning and Management” and “Communication and collaboration in 

Digital environments” competencies as the same manner as before. 

The following print screens show the rest of the forms to get the other competencies 

evaluated. 
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In summary, each competency has 3-4 key elements that define it. The teacher should 

evaluate every component of each competency. There is a dropped-down symbol in the 

platform where the teacher should choose the level of achievement of that competence by the 

authors of the multimedia element.  

There is an “i” symbol next to the name of each competence, where the teacher could link to 

the entire rubric in order to consult the definitions of each level. 

The student will collect the results of these evaluations in a personal certification. The more 

elements uploaded to the platform, the more competencies will train and achieved. 

 

 

 

 

Knowledge 
Level 1 
Level 2 
Level 3 

Information 
abot the 
rubrics 
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4 Conclusions 
This R5.2 Results Report explains the process to design de badges and levels associated with 

the 10 competencies defined in O-city. 

The students will acquire competencies “by doing” in courses that aim to create a multimedia 

item of a cultural or natural heritage element. It depends on the teacher in incorporating other 

activities or exercises that develop other soft skills. There are plenty of activities, pills, and 

contents in the courses in the learning platform of o-city accessible to teachers for developing 

those competencies. 

The student, in the end, will have a record of competencies and levels achieved by interacting 

as an author in the orange platform. 

 

5 Anex I: Author’s profile 
A summary of the evaluation of each uploaded multimedia item is added to the personal 

profile of each author. An individual author’s profile will be kept in the platform and will be 

updated with any new level achieved through new multimedia items added in the O-city 

platform 
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