
MakeMyFuture 

Modules

VET Maker Based modules for industry 4.0

2022



MakeMyFuture - Improving Digital Competences for Advanced Manufacturing
Industries through Maker Education 

R2 - MakeMyFuture Modules 

If you have any questions regarding this document or the project from which
it is originated, please contact: Paolo Cioppi Assindustria Consulting, via Curiel,
35 61121 Pesaro (PU) 
Email: p.cioppi@assindustriaconsulting.it 

The editing of this document was finished on December 2023 
Project website: https://www.makemyfuture.eu/
 
MakeMyFuture is an Erasmus+ Cooperation Partnership in vocational
education and training. 
Project Number: 2021-1-IT01-KA220-VET-000034613 

The European Commission support for the production of this publication does
not constitute an endorsement of the contents which reflects the views only
of the authors, and the Commission cannot be held responsible for any use
which may be made of the information contained therein. 

This document has been created by the collaboration of the whole
MakeMyFuture partnership: Assindustria Consulting s.r.l. (IT)-project
Coordinator, Learnable (IT), Polo 3 (IT), FabLab München e.V. (DE), Technology
Park of Andalucía (ES), MCAST (ML), Pedagogical University of Krakow (PL), IES
Martin de Aldehuela (ES). 

This document is licensed under a Creative Commons attribution-
noncommercial-share alike 4.0 international

mailto:p.cioppi@assindustriaconsulting.it


Contents

Introduction..........................................................................................3

Methodology.........................................................................................4

Modules...................................................................................................6

    P1. Additive Manufacturing technician................................6

    P2. CNC operations technician................................................11

    P3. CAD/CAM Technician............................................................22

    P7. Robot machines technician for Industry 4.0.............31

Conclusions...........................................................................................38

Glossary...................................................................................................39



Introduction

The MakeMyFuture Modules is the second result of MakeMyFuture project, an
Erasmus+ KA2 Cooperation Partnership project in Vocational Education and
Training, co-funded by the European Commission. The project aims at
supporting VET teachers in implementing maker-based activities for
providing VET students with advanced digital competences, in line with the
changes of Industry 4.0.

This document provides a maker-based training path for VET students
aiming to support the achievement of advanced digital competences in line
with the Profiles previously identified by the R1 MakeMyFuture Competence
Framework. 

The training path has been designed, and structured into modules in order to
gradually align the learning outcomes of VET students with the advanced
digital competences required by Industry 4.0. 
The modules have a clear framework describing timing, type of activity, tools
and materials needed, steps to be implemented, assessment methodology
and skills, knowledge and competences acquired. It combines a
knowledge/theoretical component with original hands-on activities based on
the main digital technologies used by Fablabs and Industry 4.0 in partner
countries (Italy, Spain, Germany, Malta, and Poland). 

Industry 4.0 technologies are considered by the European Union as
horizontal technologies “enabling” multiple sectors that are expected to be
decisive in tomorrow’s economy (EC, 2019 Curriculum Guidelines for Key
Enabling Technologies and Advanced Manufacturing Technologies). Despite
the great potential of these technologies in supporting youth employment,
there is a lack of appropriate and multidisciplinary curricula providing related
digital skills. This is identified as a key barrier also to the development of
innovation and digital transformation (EC 2020 Youth Employment Support:
a bridge to jobs for the next generation).

In this document, in addition to the detailed description of the profiles, you
can find also a description of the methodology implemented by the
MakeMyFuture partnership. This will enable other organisations and
countries to do the same process and adapt the Modules to their contexts
and interests.
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Phase 1

Methodology

This document has been produced by the MakeMyFuture partnership based
on a process involving different stakeholders.

During the first phase, the partnership mapped the profiles
highlighted in the Competence Framework with the
technologies and activities used by the Fablabs, in order to select
the most relevant profiles that could be implemented with the
Making approach in the different partner countries. The partners
selected the following 4 profiles:
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Based on this, specific learning outcomes were associated for each module.

Profile 1. Additive Manufacturing technician

Profile 2. CNC operations technician

Profile 3. CAD/CAM Technician

Profile 7. Robot machines technician for Industry 4.0



Phase 2

During the second phase, the leading partner (FabLab
München e.V.), in collaboration with the partnership and
especially with the schools, defined the framework, contents
and layout for the modules taking into account the VET
curricula. 

Phase 3 Finally, each partner contributed to the development of the
modules according to the specific expertise.
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Profile 1. Additive Manufacturing technician

Competences acquired

C1. Ensures a smooth and reliable basic operation of 3D printing machines,
setting up, maintaining and repairing additive manufacturing and 3-D
printing equipment.

Modules
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Module 1. Introduction to Additive Manufacturing

Duration: 10 hours  EQF:4  ECVET: 0,4 C  

Activity 1 - Presentation

Step 1: Present students with an overview of what additive manufacturing is

Activity 2 - Individual research (it can be done also as homework)

Step 1: Ask students to autonomously research the different additive manufacturing
systems and take note of their main features

Step 2: Ask students to provide a chart for every system found (the chart should be
provided in advance and include: the name of the system, how the system works,
how it is used by industry 4.0, what are the pros and cons at industrial level)

Activity 3 - Group work 

Step 1: Divide the students in groups

Step 2: Ask groups to share the information found at individual level and to prioritise
the most used additive manufacturing systems.

Step 3: Ask groups to create a presentation for the different additive manufacturing
systems 



7

Activity 4 - Open discussion

Step 1: Ask students to discuss together as a whole group in order to create a list of
additive manufacturing systems actually used by industry 4.0, describing their main
features. The teacher guides the discussion and provides extra information if needed. 

Tools and materials needed: Internet connection, PC.

Learning Outcomes acquired:

K1 To describe what additive manufacturing is and how the different
systems work

K2 To recognise the advantages, opportunities and benefits of the different
systems of Additive Manufacturing

Assessment methodology: the achievement of the learning outcomes will be
evaluated assessing the information included in the presentations provided by
the student groups.

Module 2. Develop Prototype and Product: 3D printing
software preparation / slicing / G-Code generation

Duration: 13 hours  EQF:4 ECVET: 0,5 C

Activity 1 - Presentation of different 3D printing systems and slicing tools (2
hours)

Presentation of the teacher: 

Step 1: Students get an overview of 3D printing systems like FDM printer, Resin
Printer and Lasersinter machines and the most popular printers and its use in
industry 4.0

Step 2: Students get an overview of different slicing tools to produce G-Code and
pictures for the printers to finally produce a 3D object out of a 3D design

Step 3: Students summarise the most popular 3D printers and slicers and its use for
industry 4.0
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Activity 2 - Slicing and G-Code Generation for FDM Printer (6 hours)

Step 1: Teacher presents two popular slicers for FDM printing - Cura and Prusa Slicer
(30 minutes)

Step 2: Teacher demonstrates the slicing with Cura with different settings (45
minutes)

Step 3: Teacher demonstrates the slicing with Prusa Slicer with different settings (45
minutes)

Step 4: Pupils get a stl. file and try to prepare a printing file choosing either Cura or
Prusa Slicer (3 hour)

Step 5: Teacher helps the students to get the file preparation right and sums up again
what has to be taken into account before starting the print (1 hour)

Activity 3 - File preparation for Resin Printer (4 hours)

Step 1: Teacher presents how to prepare a file for resin printing (30 minutes)

Step 2: Pupils prepare the files for resin print (2,5 hours)

Step 3: Teacher helps the students to get the file preparation right and sums up again
what has to be taken into account before starting the print (1 hour)

Activity 4 - Open discussion

Step 1: Pupils present their results and discuss the problems, difficulties or smooth
running of their file preparation (1 hour)

Tools and materials needed: slicing software, PC, internet

Learning Outcomes acquired:

S1 To prepare and manage the files for printing
K3 To describe the sequence of process step
K4 To describe how to prepare and manage the files for printing

Assessment methodology: The achievement of the learning outcomes will be
assessed through the evaluation of the piece projects realised by the students.
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Module 3. Processing Techniques with different types of 3D
printing machines

Duration: 35 hours EQF:4 ECVET: 1,3 C

Activity 1 - Overview (2 hours)

Step 1: Present the students with an overview of the quality standards and indicators
of the additive manufacturing products; maintenance indicators and diagnostic
techniques and the more appropriate printing material for the specific 3D printer in
relation to the specific field of application.

Activity 2 - Preparation and calibration of FDM Printer (6 hours)

Step 1: The teacher presents to the students how to prepare and set up the specific
additive manufacturing system, which materials have to be used, do’s and dont’s and
how to do the calibration and change of filament, etc (1 hour)

Step 2: Guide the students in setting up the printer. The teacher will guide the
process by following the steps below, i.e. setting up bed leveling and axis travel,
setting up coordinate origin positioning, extruder control, and loading the print
material. (4 hours)

Step 3: Ask students to share any difficulties encountered during the activity. The
teacher will guide the discussion and will provide useful tips, if needed. (1 hour)

Activity 3 - Start an FDM print (12 hours)

Step 1: At least one Ultimaker and one Prusa Printer have to be organized

Step 2: Each student should have the possibility to start a print by himself, transfer
files to the printer (SD Card, USB Stick, WLAN ), change the material of the printer, do
the calibration, check the smooth running of the print and remove his print on both
printers - so everyone can do the whole process of starting and removing a print. (11
hours)

Step 3: Presentation and discussion on the results - difficulties, problems, what went
well, what did not work (1 hour)
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Activity 4 - Demonstration of the preparation of a resin printer (1,5 hours)

Step 1: Teacher presents the preparation of a resin printer and explains the materials
used and the do’s and dont’s (1 hour)

Step 2: Students sum up and describe what they learnt (30 minutes)

Activity 5 - Start a print with Resin Printer (12 hours)

Step 1: At least one Resin Printer should be organized

Step 2: Each student should have the possibility to start a print by himself and clean
the printed object and the printer after the print (11 hours)

Step 3: Presentation and discussion on the results - difficulties, problems, what went
well, what did not work (1 hour)

Activity 6 - Open discussion 

Students share their results and their learning with each other (1 hour)

Tools and materials needed: Prusa Printer, Ultimaker Printer, Resin Printer,
Resin, Filament FDM, Sidecutter.

Learning Outcomes acquired:

S2 To properly prepare and set up at least 1 additive manufacturing system
S3 To properly operate basic tasks using at least 1 additive manufacturing
system
S4 To check and ensure the quality of the products
K5 To describe the quality standards and indicators of the additive
manufacturing products
K6 To describe maintenance indicators and diagnostic techniques
K7 To understand the more appropriate printing material for the specific 3d
printer, with respect to the object to be printed.

Assessment methodology: The achievement of the learning results will be
evaluated, assessing the quality of the pieces made by the students.
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Profile 2. CNC operations technician

Competences acquired

C2. Operates basic tasks using a Computer numerically controlled (CNC)
machine.

Module 1. Introduction to CNC

Duration: 25 hours EQF:4 ECVET: 0,9 C

Activity 1 - Lesson - machine tools

Step 1: Present students with a general overview of what a CNC machine is.

Step 2: Present students with a brief history of machine tools starting from the early
wood lathes until the modern fully automated machining centres. 

Step 3: Summarise what was discussed.

Activity 2 - Open discussion - CNC machine tools advantages and
disadvantages

Step 1: Present students with a brief summary of activity 1. 

Step 2: Guide an open discussion comparing and contrasting a modern CNC machine vis
a vis a manual machine tool. CNC machine advantages and disadvantages should
emerge from this discussion where these points are listed on the whiteboard. 
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Activity 3 - Lesson - How a CNC works

Step 1: Present students with a brief summary of activity 2. 

Step 2: Present students how a CNC machine works. (A G code program is fed through
the input device, it is read by the MCU, the CLU converts the instructions into electric
signals, these are sent to the axes drives which move the machine head or table and the
workpiece is cut to the desired shape.)

Activity 4 - Demonstration

Step 1: Present students with a brief summary of activity 3. 

Step 2: Show students a demonstration of a working CNC machine is shown to the
students. (No set-up is required at this stage. The demo should show the capabilities of
the machine)

Activity 5 - Lesson - Applications of CNC

Step 1: Present students with the applications of CNC in manufacturing engineering.
The teacher will introduce different processes requiring CNC machine tools including;
lathes, milling machines, laser cutters, laser welders, laser hardening, water jet cutters,
plasma cutters, EDM, wire EDM and additive manufacturing machines. 
For each CNC machine, typical products are shown. 

Activity 6 - Industrial visit
Step 1: An industrial visit is organised to show some of the machines described in
Activity 3 in action. 

Activity 7 - Quiz - Select the best CNC machine to manufacture a given product.

Step 1: Have students take an educational quiz (can also be online) in which they are
asked to select the best CNC machine tool to produce a given product.  
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Tools and materials needed: A CNC vertical milling machine with different
cutters, a work holding device (eg. vice) and raw material (eg. aluminum flat bar
20mm thick), a classroom equipped with a computer, audio-visual system (big
screen, or projector) and whiteboard. 

Learning Outcomes acquired:

K1 To describe what a CNC machine is and how it works.

Assessment methodology: This module is best assessed by a class examination.
Students are to be assessed on their knowledge of each activity of the module.

Module 2. The CNC milling machine

Duration: 75 hours EQF:4 ECVET: 3 C

Activity 1 - Lecture - CNC milling overview

Step 1: Present students with a general overview of the CNC milling machine. Videos
could be shown of different machines being used in different industries (electronics,
automotive, aviation, marine, etc.)

Step 2: Narrate and discuss any experiences of working with a CNC milling machine. 

Activity 2 - Workshop session - CNC milling machine parts

Step 1: Present students with a brief summary of activity 1.

Step 2: Illustrate the different machine parts of a CNC milling machine. Including; The
machine table, ball screws, axes drives, spindle, spindle drive, rails, ATC, tool
magazine, MCU, HMI, coolant, oil, electronics cabinet…

Step 3: Ask students to individually sketch and label a CNC vertical milling machine. . 
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Activity 3 - Workshop session - Cutters

Step 1: Present students with a brief summary of activity 2. 

Step 2: Show the students the different milling machine cutters including; a face mill,
an end mill, a slot drill, a ball nose cutter, a twist drill, a spot drill and a chamfering
cutter. 

Show the students the cutter geometry. (Students do not need to learn the
mechanics behind the cutting process but only to know that the cutter geometry is
different for different materials.)

Step 3: Show the students the different cutter materials, solid cutters and cutters
with replaceable inserts. Different cutter coatings are also shown and the advantages
of different coatings are discussed. 
Typical cutter prices are also of interest to students. 
 

Activity 4 - Lecture - Machining parameters

Step 1: Present students with a brief summary of activity 3. 

Step 2: Present students with the cutting parameters in milling. Cutting parameters
include; RPM, feed, type of cutter, cutter material, depth of cut, the width of cut, feed
per tooth and cutting speed. Up-milling and down-milling are also discussed and a list
of advantages and disadvantages is compiled. 

Step 3: Students are presented with 2 ways to decide the cutting parameters - either
by using a specialised app or by using machining charts and performing a calculation. 
Both ways are described and discussed in detail. 

Step 4: Divide the students into 2 groups, giving them an example where stock
material needs to be machined. Group 1 will calculate the machining parameters and
Group 2 will use the app. The results will then be compared with each other. 
Another example is repeated and the student groups now swap methods.
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Activity 5 - Workshop session - machine introduction (2, 3 students per CNC
machine, 100% supervision)

Step 1: Show the students how to switch on the machine, health and safety labels -
what they mean and why are they important. 

Step 2: Show the students the different machine modes, software menus and how to
move the machine axes using the jog and hand wheels.

Step 3: Show the students how to set up the tool magazine and label the tools in the
machine’s tool register. 

Step 4: Show the students how to align the work-holding device to the work table and
secure it in place. A dial indicator is needed for this. Then show them how to align and
secure stock material ready for machining. 

Step 5: Ask students to operate the CNC machine in MDI mode. First by facing the
stock material and then other operations such as peripheral milling and cavity milling.
It is good that they try both up milling and down milling and the surface finish of both
cuts is compared. 

Step 6: Show the students how to remove the workpiece and how to clean the
machine from the generated swarf. Students are encouraged to collect samples of
swarf generated in different operations and compared them together. The colour,
thickness, and length of the swarf are indicative of the health of the machining
process. An appreciation of this is important. 

Tools and materials needed: A CNC vertical milling machine with different
cutters, a work holding device (eg. vice) and raw material (eg. aluminum flat bar
20mm thick), a classroom equipped with a computer, audio-visual system (big
screen, or projector) and whiteboard. 

Learning Outcomes acquired:

K2 To describe the work cycle and steps to operate a CNC machine
S2 To set up a CNC machine properly

Assessment methodology: Learners are assessed through a short individual
assessment after the completion of all activities. The students are to be
supervised when operating the machine and a checklist of what was learned or
achieved by each student individually could be filled by the supervisor. An
interview assessing the student’s knowledge of the milling machine parts and
their function could also be carried out. 
.
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Module 3. The CNC process

Duration: 25 hours EQF:4 ECVET: 0,9 C

Activity 1 - Lesson - Tolerances

Step 1: Present students the manufacturing processes and natural variation in
manufacturing. 

Step 2: Present students what are manufacturing tolerances and their importance in
engineering. 

Step 3: Present students the standards when writing tolerances.

Step 4: Present students geometric dimensioning and tolerancing. Symbols used and
their meaning.

Activity 2  - Classwork - Engineering drawings

Step 1: Present students with a brief summary of activity 1.

Step 2: Show the students a presentation on orthographic drawings.

Step 3: Assign students an exercise in which they receive orthographic projections of
different parts and draw an isometric view of the parts. 
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Activity 3 - Lesson - The CNC process

Step 1: Present students with a brief summary of activity 2. 

Step 2: Discuss the CNC process with the whole class as the process starts from the
engineering drawings and transforms the stock material into something of value. 
In general, the CNC process is; Drawings → stock material selection → machining
sequence → machine tool choice → work holding device selection → cutting tool
selection → plan tool paths → calculate process parameters → operational planning → G
Code generation → simulation → part machining → part inspection. 

Activity 4 - Class exercise - operational plans

Step 1: Present students with a brief summary of activity 3

Step 2: Divide the students in groups of 2. Each group is given the engineering
drawings if a part and they are given 30 minutes to write a standard operational plan
(handouts need to be prepared beforehand). Each group presents his operational
plan to the rest of the cohort. Discussions are encouraged. 
This activity is to be repeated until students can master the planning of simple
engineering components. 

Activity 5 - Workshop session - the calliper and micrometre screw gauge

Step 1: Present students with a brief summary of activity 4. 

Step 2: Give to the students engineering parts, a digital calliper and a digital
micrometre and they are shown how to use them. 

Step 3: Show the students a presentation on how to take care of a precision
instrument. 

Step 4: Give the students an engineering part and its drawing. The student measures it
and writes a measurement report. (The tolerances on the part drawing are to be
written in such a way that both instruments need to be used).  
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Tools and materials needed: a classroom equipped with a computer, audio-
visual system (big screen, or projector) and whiteboard; a workshop equipped
with a surface plate, electronic callipers and micrometres; a number of
engineering components together with their engineering drawings. 

Learning Outcomes acquired:

K3 To describe the quality standards and indicators for CNC operations and
products.
S1 To interpret the technical-mechanical drawing in CAD.
S4 To check and ensure the quality of the product.

Assessment methodology: Students are assessed individually by 2 assignments.
The first assignment (60%) is a home assignment where the student is
presented with an engineering drawing and he applies his knowledge of the
CNC process to write an operational plan to machine the part from scratch. 
The second assignment (40%) is done in the workshop where the learner is
given a physical part and its engineering drawing and he needs to measure all
the dimensions, write a measurement report and finally accept or reject the
part. 
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Module 4. Basic G - Code programming

Duration: 50 hours EQF:4 ECVET: 1,8 C

Activity 1 - Lesson - G00, G01, M03, M04, G90, G91

Step 1: Present students the machine axes and the need for a standard cartesian
coordinate system. Introduce students to G90 and G91.

Step 2: Present students the difference between G and M codes. Common G and M
codes including G00, G01, M03 and M04.

Examples: 
A facing operation. 1.
machining a workpiece with drilling operations only.2.
machining a workpiece with straight slots.3.

Activity 2 - Lesson - G20, G21, G70, G71, M05, M06

Step 1: Present students with a brief summary of activity 1

Step 2: Present students more G codes - G20, G21, G70, G71

Step 3: Present students modal and non-modal letter addresses

Step 4: Present students M05 and M06, Program structure - Setup phase, material
cutting phase, shut down phase. Show them an example of a short G-Code program
and split into its different phases.
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Activity 3 - Workshop session - Datum setting and auto mode machining.
(2, 3 students per CNC machine, 100% supervision)

Step 1: Show the students how to probe the workpiece with an edge finder and to set
the workpiece datum on the CNC machine. 

Step 2: Ask students to write a short G - code program for a given workpiece
(parameters are all given) and machine the part in automatic mode. 

Step 3: Ask students to measure the part and accept or reject it. In case the part is not
acceptable, students are to think and reflect to find out any possible reasons why. 

Activity 4 - Lesson - Circular interpolation

Step 1: Present students with a brief summary of all G codes covered.

Step 2: Present students the G02 and G03

Step 3: Assign students an exercise in which they have to write the G-Code program of
a part with circular features. 

Activity 5 - Lesson - Cutter compensation

Step 1: Present students with a brief summary of all G codes covered.

Step 2: Present students the Cutter diameter compensation and Cutter length
compensation

Step 3: Present students the G04

Step 4: Show students a programming example
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Activity 6 - Lesson - Canned cycles

Step 1: Present students with a brief summary of all G codes covered.

Step 2: Present students the Canned cycles - G80, G81, G83

Step 3: Show students a programming example using canned cycles.

Activity 7 - Lesson - Subroutines

Step 1: Present students with a brief summary of all G codes covered.

Step 2: Present students what are subroutines and how to use them. 

Step 3: Show students a programming example using subroutines.

Tools and materials needed: a classroom equipped with a computer, audio-
visual system (big screen, or projector) and whiteboard; a workshop equipped
with a surface plate, electronic callipers and micrometres; a number of
engineering components together with their engineering drawings. 

Learning Outcomes acquired:

S3 To properly operate basic tasks on a CNC machine.

Assessment methodology: An individual assessment is to be carried out in a
workshop where the learner is given an operational plan, a tools list and a set-
up sheet to manufacture the part autonomously and ascertain its quality. 

.
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Profile 3. CAD/CAM Technician

Competences acquired

C3. Creates basic 2D and 3D Models for CAD/CAM production systems

Module 1. Introduction to CAD/CAM and its use

Duration: 8,5 hours EQF:4 ECVET: 0,3 C

Activity 1 - Face-to-face presentation  (2h)

Step 1: Present students with an overview of what CAD/CAM is and its use for work

Step 2: Give students a brief description of the difference between CAD and CAM.

Step 3: Summarise what was discussed
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Activity 2 -  Group work (4h)

Step 1: Divide the students into groups of 2-3 to work out the different 2D
technologies, including data types:

Students are asked to elaborate on software types from less complex and easy to
use-to hard-to-learn and very complex 

Students are asked to do research and write down their results, finding good
practice examples on the internet

Students are asked to find jobs where 2D technologies are used

Step 2: Divide the students into groups of 2-3 to work out the different 3D
technologies, including data types:

Students are asked to elaborate on software types from less complex and easy to
use-to hard-to-learn and very complex 

Students are asked to do research and write down their results, find good practice
examples on the internet

Students are asked to find jobs where 3D technologies are used

Step 3: Let each group of students show the results (what software they found, its use
and the kind of jobs where it is relevant to know about them) and guide the
discussion. 

In the end, all groups vote for the best software to use for the purpose of learning
CAD/CAM 
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Activity 3 - open discussion (2h)

Step 1: Guide the discussion on the different software types. Students are asked to
compare the software programs elaborated for 2D and 3D and their use guided by the
teacher through a template.

Step 2: Lead the discussion on the importance of CAD/CAM for the labour market. The
teacher can present a PowerPoint or video on the topic. The students are then asked
to discuss the relevance of work and the different work situations in which CAD/CAM
is important, also drawing on the material shown by the teacher. 

Activity 4 - class examination (30 min)

Step 1: Have students take a short test about what they learned and elaborated. 

Tools and materials needed: a classroom equipped with a computer, Internet
connection, 2D and 3D programs, beamer and whiteboard. 

Learning Outcomes acquired:

K1 To recognize and understand different files and data types and their use
K2 To present the different techniques and tools for creating a basic 3D
Model for CAD/CAM systems

Assessment methodology: This module is assessed by a class examination.
Students are to be assessed on their knowledge of each activity of the module.
 

.
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Module 2. CAD Software handling - 2D/3D modelling with
CAD

Duration: 50 hours EQF:4 ECVET: 1,8 C

Activity 1 - Lesson - History of Engineering design, from pencil and paper to
CAD to simulations and generative design

Step 1: Present students with an overview of what is 2D and 3D design. Design vs.
drafting (drafting is drawing only, design involves calculations, trials and testing).
Cloud-based CAD and its benefits. 

Step 2: Present students with how to install a particular CAD software (such as Fusion
360) at home. (Students are encouraged to install such software at home). 

Step 3: Show students how to learn from a tutorial on the internet. (Eg. search on
youtube how to install Fusion 360).

Activity 2 - Practical session using 2D sketching tools to create a 3D model.

Step 1: The instructor opens a blank sheet and introduces the students to the basic
2D sketching tools (drawing a line, rectangle, circle, etc.) The sketch is then extruded
to create a 3D body.

Step 2: The students then are given enough time to repeat the sequence of operations
and draw the same body on their own. 

Step 3: The different viewing options are shown to students. (Eg. Pan, zoom, orbit,
visual style, snap, grid etc.)
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Activity 3 - Practical session using 2D sketching tools to create a 3D model

Activity 2 is repeated with more complex 2D sketching tools (arc, polygon, spline, slot,
mirror, pattern, etc.). 

More complex 3D tools are then introduced in the same manner. (Eg. revolve, sweep,
loft, hole)

When introducing students to these drawing tools it is important to present real-life
products where these tools are needed to draw the model. For example, to draw a
cup, the revolve tool is used. To draw a mug, the revolve tool and the sweep tools are
used. 

Tools and materials needed: a PC with CAD software for each student, a
classroom equipped with a computer, an audio-visual system (big screen, or
projector) and a whiteboard. 

Learning Outcomes acquired:

S1 To properly use 3D Modelling software
K3 To describe the main steps for creating a basic 2D and 3D Model for
CAD/CAM systems

Assessment methodology: an individual assessment is given where students
need to draw a number of 3D models (with increasing complexity)from a given
part drawing (or isometric view) including dimensions. 

Activity 4

Activity 3 is repeated drawing parts requiring other tools eg. fillet, chamfer, shell,
draft, scale, join etc. and also construction entities eg. points, axes and planes.



27

Module 3. Manufacturing using CAM programs

Duration: 50 hours EQF:4 ECVET: 1,8 C

Activity 1 - Lesson - Activity 1 - Overview - frontal lesson

Step 1: Present students with an overview of the industrial 2D and 3D Modelling
software available.

Step 2: Show students the main steps to be followed for creating a basic 2D or 3D
Model for CAM production systems (Sketching, extrude, revolve, sweep, etc)

Activity 2 - How to read engineering drawings - frontal lesson

Step 1: Present the students the parameters to take into consideration when reading
an engineering drawing

Step 2: Present the students real engineering drawings to be discussed with the class.

Activity 3 - Guided 3D Model - Simulation

Step 1: Guide students in a step by step process to create a basic 3D model

Activity 4 - Individual work

Step 1: Provide each student with a basic engineering drawing.

Step 2: Ask them to create a 3D Model starting from the drawing. The teacher will
provide a checklist with the main steps to be followed.

Step 3: Ask students to present the work done.
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Tools and materials needed: a computer lab with a big screen displaying the
teacher's monitor and a PC for each student.

Learning Outcomes acquired:

K3 To describe the main steps for creating a basic 2D and 3D Model for
CAD/CAM systems

Assessment methodology: the achievement of the learning outcomes will be
evaluated by assessing an individual assignment where the student is
presented with an engineering drawing and he/she is to draw the 3D model of
the part. It is suggested to have about 3 or 4 drawings with increasing
complexity.
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Module 4. CAD/CAM Workflow from 3D model to CNC
Milling

Duration: 18 hours EQF:4 ECVET: 0,7 C

Activity 1 - Lesson - machining strategies  (2 hours)

Step 1: Present students with a general overview of machining strategies for 3 axis
CNC milling machines.

Step 2: Summarize what was discussed.

Activity 2 - Practical activity - CAM preparation of a 2.5 milling operation (8
hours)

Step 1: Present students with an overview of the practical activity. Give an
introduction to the used software (e.g. EstlCAM or Fusion360), highlighting 2.5D
milling features

Step 2: Students use the CAM software to prepare a toolpath for a 2.5D milling
operation, including cutouts, drilled holes, tabs and engraving, starting from a 3D
model prepared for this task. Presents parts of the workflow and asks students to
repeat it.

Step 3: Use milling simulation for a preview of the toolpath. 

Step 4: Students present the results of their work, discussion of problems and pitfalls
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Activity 3 - Practical activity - CAM preparation of a 3D milling operation (8
hours)

Step 1: Present students with an overview of the practical activity. Give an
introduction to the used software (e.g. EstlCAM or Fusion360), highlighting 3D milling
features

Step 2: Students use the CAM software to prepare a toolpath for a 3D relief milling
operation, including a roughing and a finishing path, starting from a 3D model
prepared for this task. Present parts of the workflow and ask students to repeat it.

Step 3: Use milling simulation for a preview of the toolpath. 

Step 4: Students present the results of their work, discussion of problems and pitfalls

Activity  4 - Practical activity - CAM preparation of a 2.5 milling operation

Step 1: Present students with an overview of the practical activity. Give an
introduction to the used software (e.g. EstlCAM or Fusion360), highlighting 2.5D
milling features

Step 2: Students use the CAM software to prepare a toolpath for a 2.5D milling
operation, including cutouts, drilled holes, tabs and engraving. Presents parts of the
workflow and asks students to repeat it.

Step 3: Review of work, discussion

Tools and materials needed: PCs, CAM software

Learning Outcomes acquired:

S2 To prepare 3D Models for CNC production

Assessment methodology: the achievement of the learning outcomes will be
assessed through the evaluation of the work realized by the students. 
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Profile 7. Robot machines technician for Industry 4.0

Competences acquired

C7. Makes the setup, operation, and maintenance of a robotic machine for
industry 4.0

Module 1. Robotics systems in the Industry 4.0.

Duration: 10 hours (2,5 hours each activity) EQF:4 ECVET: 0,4 C

Activity 1 -  Introduction lecture - Overview on robotics and automation

Step 1: Present students with an overview of:
definition and origin of robotics
different types of robotics
various generations of robots
the basic structure of a robot
Asimov's laws of robotics

Activity 2 -  Group work - Types and functions of robots (and sensors) for
robotic application

Step 1: Present students the types of applications of robotic solutions in Industry 4.0
and the brief sensor characteristic.

Step 2: Divide the students into 3 groups (the manipulation robotic system group, the
mobile robotic system group, and the data acquisition robotic group).

Step 3: Ask groups to design a plan to apply a specific type of robot in an industry of
their choice. The plan should also assume the potential benefits of the proposed
solution and how the various sensors will be used.

Step 4: Lead and moderate the discussion, during which each group presents its plan
for using robots in industry.
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Activity 3 - Lecture and multimedia presentation - Human-robot interaction
and collaborative robots

Step 1: Present students the basics of HRI:
main features of human-computer interaction
definition of artificial intelligence
basic principles of NLU and learning psychology
types of collaborative robots

Step 2: Show the students videos demonstrating the work and operation of COBOTS
(e.g. Kuka, Rethink Robotics, ABB, Fanuc).

Step 3: Lead and moderate the discussion on the videos watched and HRI.

Activity 4 - Group work - Exam preparation

Step 1: Ask students to prepare questions for a quiz. 

Step 2: Divide the students into two or more groups. Students are asked to compete
in groups, trying to correctly answer the questions asked by the opposing group. The
group with the most points wins.

Tools and materials needed: Laptop, projector, charts.

Sample literature:
M. Gurgul, “Industrial robots and cobots: Everything you need to know about
your future co-worker”, Michal Gurgul, 2019.
M. P. Groover, M. Weiss, R. N. Nagel, N. G. Odrey, A. Dutta, “Industrial
Robotics: Technology, Programming and Applications”, McGraw-Hill, 2017.
J. J. Craig, “Introduction to robotics: Mechanics and control”, 3rd Edition,
Pearson/Prentice Hall, 2005.

Learning Outcomes acquired:

K1 To describe robot components, characteristics and applications.
K4 To list types of collaborative robots (collaborative, Anthropomorphic
Systems, Cobots, etc…).

Assessment methodology: at the end of the module, students take an exam
(based on the issues discussed in the activities, 60% pass threshold). Students
from the group that won the quiz received an additional point to their exam
score.
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Module 2. Human-robot interaction

Duration: 60 hours EQF:4 ECVET: 2,2 C 

Activity 1 -  Robotic arm presentation (2h)

Step 1: Show students videos about robotic arms in Industry 4.0, giving them
information about arm robots - kinematics and applications, type of movements
(point-to-point, controlled, safe), Forward kinematics and Inverse kinematics, and
different automation systems components such as an interpreter, path planner and
path generator. 

Step 2: Present students the industrial robotic arm components and their
functionality.

Activity 2 - Presentation of the TINKERKIT-BRACCIO (2h)

Step 1: Present students the Thinkerkit Braccio components and their functionality
such as the servos and the Arduino microcontroller.

Step 2: Introduce the Arduino IDE and programming language to the students.

Activity 3 - Group activity - the TINKERKIT-BRACCIO (14h)

Step 1: Divide students into groups of 4. The groups will explore the robotic arm and
its functionalities.  

Step 2: Ask each group to realize a specific task for the arm.

Step 3: Ask each group to present the result of their work to the class. The results will
be tested and evaluated.  
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Activity 4 - Workshop session – industrial arm introduction (2, 3 students per
machine, 100% supervision) 42h

Step 1: Show students how to program an industrial robotic arm to do basic tasks

Step 2: Show students how to setup and monitor an industrial robotic arm. 

Step 3: Ask students to perform basic programming, setup and monitoring activities
with the industrial robotic arm.

Tools and materials needed: The TINKERKIT-BRACCIO powered by Arduino,
some PCs to install the Arduino programming language, an Internet
connection to download examples and the Arduino IDE to be installed,
Instruments to measure electrical quantities, an Industrial robotic arm

Learning Outcomes acquired:

S1 To be able to program a robotic arm to do basic tasks.
S2 To setup and monitor an industrial robotic arm.

Assessment methodology: The students are evaluated according to the
following coordinates:

observing their project work activities during mini hackathons
testing their outcomes via quiz/questionnaire
evaluating their group presentations

The teacher is going to evaluate not only hard skills but also soft skills such as
creativity, leadership, teamwork, autonomy, etc.
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Module 3. Risk analysis and design of robotic cells using
cobots

Duration: 25 hours (12h of face to face or online classes and 13h hours of
personal work) EQF:4 ECVET: 0,9 C
 
Activity 1 -  Face-to-face presentation. Theoretical background (5 hours)

Step 1: Present students Robotic cells designs fundamentals

Step 2: Present student risk analysis management.

Step 3: Present students maintenance approaches. 

Activity 2 - Group work for solving an industrial case of the study by
simulation (8 hours)

Step 1: Introduce students to robotic cell simulation activity

Step 2: Divide students into small groups asking them to solve the risk analysis of the
case of use.

Activity 3 - Group work studying an actual industrial case of study (10 hours).          

Step 1. Show the students a description of the layout and elements of the robotics
cell, focusing on Failure mode and effects (FMEA)  analysis.

Step 2. Divide students into small groups to develop the FMEA analysis.

Step 3. Ask the groups to diagnose and solve a failure.

Tools and materials needed: internet connection, laptop, free simulation software

Activity 4 - Open discussion about the obtained solutions of activity 2 (2 hours)          

Step 1. Ask each group to present the results (solutions found)

Step 2. Lead the discussion as a whole class on the basis of the results shown.

Step 3. Ask each group to evaluate the work done by the other groups using a checklist
provided by the teacher.
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Module 4. Advanced robot programming

Duration: 25 hours (12h of face to face or online classes and 13h hours of
personal work) - EQF:4 ECVET: 0,9 C

Activity 1 -  Face-to-face presentation - Theoretical background (10 hours)

Step 1. Present students the Industrial Robot programming foundations.

Step 2. Show students the Robot task geometrical model.

Step 3. Show the students the Industrial robot-specific programming languages.

Step 4. Show the students Off-line programming and simulation.

Activity 2 -  Group work for solving an industrial case of study by simulation (8
hours)

Step 1. Present the students the case of study presentation based on typical robot
activities

Step 2. Task model definition: Ask students to identify the working frames in order to
realise the definition of the robot movements and object interaction.

Step 3. Guiding students in the development of the first robotic programme for task
execution by means of offline robotic programming.

Step 4. Simulation and validation: Ask the students to debug the robot programme
using robot simulation software.

Learning Outcomes acquired:

K3 To list the advantages and disadvantages of collaborative robotics
K6 To describe maintenance indicators and diagnostic techniques
S3 To be able to detect risks and safety problems while a robot is running
S4 To do basic maintenance operations

Assessment methodology: Evaluation of the quality and contents of the
presentations - Final test.
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Activity 3 - Group work for solving an actual industrial case of study (10
hours)         

Step 1. Allow students time to study the workflow of a real robot cell to develop the
geometric model of the tasks, following the methodology described in Activity 2, step
2.

Step 2. Guiding students in the development of the robot programming and
communication with the other elements of the robotic cells to perform the specified
tasks.

Step 3. Program validation: Ask the students to debug the robot program in the real
cell by using the methodology described at Activity 2, step 4.

Tools and materials needed: Internet connection, laptop, robot off-line
programming and simulation software.

Learning Outcomes acquired:

K2 To present what advanced and collaborative robots are and how they
work 
K5 To present differences between collaborative robots and industrial robots

Assessment methodology: 
Evaluation of the quality and contents of the presentations.
Final test.

Activity 4 - Open discussion about the obtained solutions of activity 2 (2
hours)

Step 1. Ask each group to present the results (solutions found)

Step 2. Lead the discussion as a whole class on the basis of the results shown.

Step 3. Ask each group to evaluate the work done by the other groups using a
checklist provided by the teacher.
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Conclusions

The MakeMyFuture Modules as you could experience are focused on
maker-based training path for VET students aiming to support the
achievement of advanced digital competences in line with the needs of
Industry 4.0.

These modules provide a collection of lessons to guide VET schools,
teachers or educators who need to improve VET students' employability
and access to the labour market in Europe, as well as to promote the
inclusion and motivation of VET students, particularly those with low
academic performance.

We have selected specific profiles, such as Additive Manufacturing
Technician, CNC Operations Technician, CAD / CAM Technician and Robot
Machines Technician to orient your teaching activities towards the
profiles most in demand in Industry 4.0.

Through the modules, the teacher will be able to provide students with a
range of digital skills for Industry 4.0 by exploiting technologies used in
Fablabs and maker labs. This is because these tools are based on the
same technologies used in advanced manufacturing industries.

We hope that many VET teachers are now encouraged to implement
maker-based activities into their lessons soon, for providing VET students
with advanced digital competences, in line with the changes of Industry
4.0.
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Glossary

3D modelling
It is the process of developing a mathematical coordinate-based
representation of any surface of an object (inanimate or living) in three
dimensions via specialised software by manipulating edges, vertices, and
polygons in a simulated 3D space.
Source: “What is 3D Modeling & What's It Used For?". Concept Art Empire.
2018-04-27. Retrieved 2021-05-05.

3D scanning
It is the process of analysing a real-world object or environment to collect
data on its shape and possibly its appearance (e.g. colours). The collected
data can then be used to construct digital 3D models.
Additive Manufacturing
It is a manufacturing process that builds layers to create a three-
dimensional solid object from a digital model.
To print a 3D object, the manufacturer uses a computer-aided design
(CAD) program to create a digital model that gets sliced into very thin
cross-sections called layers. During the print process, the 3-D printer
starts at the bottom of the design and builds up successive layers of
material until the object is finished.
Source: Techtarget.com 2016: 3-D printing (additive manufacturing)

Advanced digital skills
At the advanced spectrum of digital skills are the higher-level abilities
that allow users to make use of digital technologies in empowering and
transformative ways such as professions in ICT. 
Source: UNESCO (2018) Digital skills critical for jobs and social inclusion.

Assessment of learning outcomes 
The process of appraising knowledge, know-how, skills and/or
competences of an individual against predefined criteria (learning
expectations, measurement of learning outcomes). Assessment is
typically followed by validation and certification.
Source: European Commission, EU Science Hub

Basic digital skills
Set of skills that enable individuals to understand how technology can
support communication, creativity and innovation, and be aware of their 
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opportunities, limitations, effects and risks.
Basic digital skills allow a basic ability to use digital devices and online
applications (for instance to access, filter and manage information, create
and share content, communicate and collaborate), and are considered a
critical component of a new set of literacy skills in the digital era, with
reading, writing, and numeracy skills.
Source: Council Recommendation of 22 May 2018 on key competences for
lifelong learning. 2018/C 189/01.

Basic skills 
The skills needed to live in contemporary society, e.g. listening, speaking,
reading, writing and mathematics.
Source: Cedefop, Terminology of European education and training policy.
A selection of 100 key terms, 2008.

Build plate
The surface on which 3D prints are built

CAD
It stands for Computer Aided Design.

CAM
It stands for Computer-aided manufacturing.

CIM
It stands for computer-integrated manufacturing

CNC milling machine
Milling is the process of machining using rotary cutters to remove
material by advancing a cutter into a workpiece. This may be done in
varying directions on one or several axes, cutter head speed, and
pressure. Milling covers a wide variety of different operations and
machines, on scales from small individual parts to large, heavy-duty gang
milling operations. It is one of the most commonly used processes for
machining custom parts to precise tolerances.
Milling can be done with a wide range of machine tools. The original class
of machine tools for milling was the milling machine (often called a mill).
After the advent of computer numerical control (CNC) in the 1960s,
milling machines evolved into machining centers: milling machines
augmented by automatic tool changers, tool magazines or carousels,
CNC capability, coolant systems, and enclosures. Milling centers are
generally classified as vertical machining centers (VMCs) or horizontal
machining centers (HMCs).
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Competence 
The ability to apply learning outcomes adequately in a defined context
(education, work, personal or professional development).
Source: Cedefop (2017). Defining, writing and applying learning
outcomes: a European handbook.

Competence-oriented teaching
It is a framework for teaching and assessment of learning based on
predetermined "competencies," which focuses on outcomes and real-
world performance. 
Source: "What Is Competency-Based Learning?". TeachThought. 2016-04-
18. Retrieved 2020-11-08.
Competency-oriented instruction goes beyond acting on the conscious
control of students' thinking and acting. The action alone does not
produce any competence. Only the awareness of the individual action
steps and the repeated reflections on their execution lead to the
acquisition of area-specific and ultimately general competence. An
essential prerequisite for the acquisition and later use of competences is
the motivation and willingness to act. The student should be offered
learning situations that enable independent and autonomous work and
establish relationships between individual subjects or within the work
process.

Constructionism
It is the creation by learners of mental models to understand the world
around them. Constructionism advocates student-centred, discovery
learning where students use what they already know, to acquire more
knowledge. Students learn through participation in project-based
learning where they make connections between different ideas and
areas of knowledge facilitated by the teacher through coaching rather
than using lectures or step-by-step guidance.
Source: Alesandrini, K. & Larson, L. (2002). Teachers bridge to
constructivism. The Clearing House, 119–121.

Cultural awareness and expression
Cultural knowledge includes an awareness of local, national and
European cultural heritage and their place in the world. It covers a basic
knowledge of major cultural works, including popular contemporary
culture. It is essential to understand the cultural and linguistic diversity in
Europe and other regions of the world, the need to preserve it and the
importance of aesthetic factors in daily life.
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Source: European Commission, Directorate-General for Education, Youth,
Sport and Culture, Cultural awareness and expression handbook – Open
method of coordination (OMC) working group of EU Member States’
experts on ‘cultural awareness and expression, executive summary,
Publications Office of the European Union, 2016.

Curriculum
Inventory of activities related to the design, organisation and planning of
an education or training action, including definition of learning
objectives, content, methods (including assessment) and material, as well
as arrangements for training teachers and trainers. 
Source: Cedefop, Glossary. Terminology of European education and
training policy.

Digital manufacturing
It is an integrated approach to manufacturing that is centred around a
computer system. As more automated tools have become used in
manufacturing plants it has become necessary to model, simulate, and
analyse all of the machines, tooling, and input materials to optimise the
manufacturing process.
Source: "Digital Manufacturing -- The Factory of the Future is Here Today,
in: IndustryWeek". Jan 10, 2017.

DIY
It stands for “do it yourself”. 

Employability
Combination of factors which enable individuals to progress towards or
get into employment, to stay in employment and to progress during their
careers. Combination of factors which enable individuals to progress
towards or get into employment, to stay in employment and to progress
during their careers.
Source: Cedefop, 2008, based on Scottish Executive, 2007; The Institute
for Employment Studies, 2007.

Extruder
The “hot glue gun” of your 3D printer; uses filament to draw out the
layers of 3D printed parts.

Filament
Material used to build 3D printed parts. Filaments are mostly made of 
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plastic material having a diameter of either 1.75mm or 2.75mm.
(Sometimes referred to 2mm and 3mm colloquially). 

FMS
It stands for Flexible manufacturing system.

Formal learning 
Learning occurs in an organised and structured environment (e.g. in an
education or training institution or on the job) and is explicitly
designated as learning (in terms of objectives, time, or resources). Formal
learning is intentional from the learner’s point of view. It typically leads to
validation and certification.
Source: CEDEFOP 2008, Europe.

G-Code
G-code (also RS-274), which has many variants, is the common name for
the most widely used numerical control (NC) programming language. It
is used mainly in computer-aided manufacturing to control automated
machine tools. 
G-code is a language in which people tell computerised machine tools
how to make something. The "how" is defined by g-code instructions
provided to a machine controller (industrial computer) that tells the
motors where to move, how fast to move, and what path to follow. The
two most common situations are that within a machine tool such as a
lathe or mill, a cutting tool is moved according to these instructions
through a toolpath cutting away material to leave only the finished
workpiece and/or, an unfinished workpiece precisely positioned in any of
up to 9 axis around the 3 dimensions relative to a toolpath and, either or
both can move relative to each other. The same concept also extends to
non-cutting tools such as forming or burnishing tools, photoplotting,
additive methods such as 3D printing, and measuring instruments. 

Hard skills
Technical and job-specific abilities, which can be applied effectively in
almost all jobs in a majority of companies, occupations and sectors and in
personal life and which are thus perceived as highly transferable.
Source: European Commission, Transferability of Skills across Economic
Sectors, 2012.

ICT Skills/digital competences
Digital competences involve the confident and critical use of Information
and communication technology (ICT) in the general population and 
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provide the necessary context (i.e. the knowledge, skills, and attitudes)
for working, living, and learning in the knowledge society. Digital
competences are defined as the ability to access digital media and ICT, to
understand and critically evaluate different aspects of digital media and
media contents, and to communicate effectively in a variety of ICT-
influenced contexts.
Source: EU Commission (Skills panorama) 2015, Europe

Inclusive education
A process of strengthening the capacity of the education system to reach
out to all learners can thus be understood as a key strategy to achieve
Education for All. As an overall principle, it should guide all education
policies and practices, starting from the fact that education is a basic
human right and the foundation for a more just and equal society. 
Source: UNESCO 2009.
Inclusive schools are based upon a child-centred pedagogy capable of
successfully educating all children, including those who have serious
disadvantages and disabilities. The merit of such schools is not only that
they are capable of providing quality education to all 31 children; their
establishment is a crucial step in helping to change discriminatory
attitudes, in creating welcoming communities and in developing an
inclusive society. 
Source: UNESCO 1994. 

Industry 4.0
Industry 4.0 has been defined as a name for the current trend of
automation and data exchange in manufacturing technologies, including
cyber-physical systems, the Internet of things, cloud computing and
cognitive computing, and the creation of the smart factory.

Informal learning
Acquisition of knowledge, know-how, information, values, skills, and
competences in the framework of daily activities – work, family, or leisure
– which are not explicitly designated as learning activities in terms of
objectives, time, or learning support.
Source: Cedefop, Glossary. Terminology of European education and
training policy, (accessed 03/2023).

Key skills / key competences 
This includes knowledge, skills, and attitudes needed by all for personal
fulfillment and development, employability, social inclusion, and active
citizenship.
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Source: Council Recommendation of 22 May 2018 on key competences for
lifelong learning. 2018/C 189/01.
It includes:

Communication in the mother tongue;1.
Communication in foreign languages;2.
Mathematical competence and basic competences in science and
technology;

3.

Digital competence;4.
Learning to learn;5.
Social and civic competences;6.
Sense of initiative and entrepreneurship;7.
Cultural awareness and expression.8.

Source: European Commission (2007), Key competences for lifelong
learning.

Knowledge 
The outcome of the assimilation of information through learning.
Knowledge is the body of facts, principles, theories and practices that is
related to a field of study or work.
Source: Cedefop, Glossary. Terminology of European education and
training policy, (accessed 03/2023).

Laser cutting
Technology that uses a laser to cut materials, and is typically used for
industrial manufacturing applications, but is also starting to be used by
schools, small businesses, and hobbyists. Laser cutting works by directing
the output of a high-power laser most commonly through optics. Laser
optics and CNC (computer numerical control) are used to direct the
material or the laser beam generated. A typical commercial laser for
cutting materials involves a motion control system to follow a CNC or G-
code of the pattern to be cut onto the material. 

Learning outcomes/learning attainments 
The set of knowledge, skills, and/or competences an individual has
acquired and/or can demonstrate after completion of a learning process,
either formal, non-formal, or informal.
Source: UNEVOC/NCVER 2009, Global.

Learning by doing
Instructional model in which the learner acquires knowledge, skills, or
competencies by repeating an action or a task, with or without prior 

https://en.wikipedia.org/wiki/Laser
https://en.wikipedia.org/wiki/Cutting
https://en.wikipedia.org/wiki/Laser_optics
https://en.wikipedia.org/wiki/CNC
https://en.wikipedia.org/wiki/G-code
https://en.wikipedia.org/wiki/G-code
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instruction. or Learning acquired by transforming one’s mental assets
through confrontation with reality, resulting in new knowledge and skills.
Source: Cedefop, Glossary. Terminology of European education and
training policy, (accessed 03/2023).

Learning to learn
The ability to pursue and persist in learning, and to organise one's
learning, including through effective management of time and
information, both individually and in groups. This competence includes
awareness of one's learning process and needs, identifying available
opportunities, and the ability to overcome obstacles to learn successfully.
Source: EU, European Adult Learning Glossary, 2010.

LED
A light-emitting diode (LED) is a semiconductor light source. The
advantages of LEDs are e.g. lower energy consumption, longer lifetimes,
smaller sizes, and faster switching. LEDs only work when voltage is
applied in the forward direction of the diode. 

Maker
Maker culture encourages new applications of technologies, and the
exploration of intersections between traditionally separate domains and
ways of working including metal and wood-working, electricity,
electronics, and computer programming. Maker Communities is a global
movement that focuses on health (food), sustainable development,
environmentalism and local culture. 

Makerspace
A makerspace is a collaborative work space inside a school, library or
separate public/private facility for making, learning, exploring, and
sharing that uses high-tech to no-tech tools. These spaces are open to
kids, adults, and entrepreneurs and have a variety of maker equipment
including 3D printers, laser cutters, CNC machines, soldering irons, and
even sewing machines.
Source: Makerspaces.com, What is a Makerspace? 

Maker Faires
Maker Faire is a celebration of invention, creativity, and curiosity
showcasing the very best of the global Maker Movement. People of all
ages and backgrounds gather to learn, share, make, and get inspired at
Maker Faires around the world. 
Source: https://makerfaire.com/

https://en.wikipedia.org/wiki/Health
https://en.wikipedia.org/wiki/Sustainable_development
https://en.wikipedia.org/wiki/Environmentalism
https://en.wikipedia.org/wiki/Culture
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MOOC
Massive Open Online Courses (MOOCs) are online courses designed for a
large number of participants that can be accessed by anyone anywhere,
as long as they have an internet connection.
Source: European Commission, Validation of Non-formal MOOC-based
Learning, 2016.

Motivation
Motivation means how people are willing to invest time, energy, and
work to achieve a goal. A high level of motivation seems to go hand in
hand with a pronounced willingness to work hard mentally and
physically to reach a personal goal if necessary, even indirectly. A little
motivated person on the other hand will quickly let go of a target.

Non-formal learning 
Non-formal learning is learning that has been acquired in addition or to
formal learning. In some cases, it is also structured according to
educational and training arrangements, but more flexible. It usually takes
place in community-based settings, the workplace and through the
activities of civil society organisations. Through the recognition,
validation and accreditation process, non-formal learning can also lead to
qualifications and other recognitions.
Source: UIL, UNESCO GUIDELINES for the Recognition, Validation and
Accreditation of the Outcomes of Non-formal and Informal Learning, 2012

Open learning 
An instructional model that gives the learner a degree of flexibility in the
choice of topics, place, pace, or method.
Source: Cedefop, Glossary. Terminology of European education and
training policy, (accessed 03/2023).

Problem-solving
The set of thinking processes or actions involved in the solving of a
problem. 

Project-based learning
A process that fosters learners’ engagement in studying authentic
problems or issues centred on a particular project, theme, or idea. Often
the term ‘project-based’ is used interchangeably with ‘problem-based’,
especially when classroom projects focus on solving authentic problems.
The nexus for the project may be suggested by a teacher, but the
planning and execution of contingent activities are predominantly
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conducted by learners working individually and cooperatively over many
days, weeks, or even months. This process is inquiry-based, outcome-
oriented, and associated with conducting the curriculum in real-world
contexts rather than focusing on a curriculum that is relegated to
textbooks or rote learning and memorization. Assessment is commonly
performance-based, flexible, varied, and continuous. (Adapted from:
Kridel 2010). 
Source: Towards a Learning Culture of Safety and Resilience: Technical
guidance for integrating disaster risk reduction in the school curriculum,
UNESCO, 2014.

Self competence
Self-competence means the willingness and ability as an individual
personality, to clarify, think through and judge the development
opportunities, requirements and restrictions in family, work and public
life, to unfold one's talents and to conceive and develop life plans. It
includes characteristics such as independence, the ability to be critical,
self-confidence, reliability, responsibility and a sense of duty. 

Self-regulated learning
It is the self-directive process through which learners transform their
mental and physical abilities into task-related skills. This form of learning
involves metacognitive, motivational, and behavioural subprocesses that
are personally initiated to acquire knowledge and skill, such as goal
setting, planning, learning strategies, self-reinforcement, self-recording,
and self-instruction.
Source: B.J. Zimmerman, in International Encyclopedia of the Social &
Behavioral Sciences, 2001.

Sense of initiative and entrepreneurship
Sense of initiative and entrepreneurship refers to an individual’s ability to
turn ideas into action. It includes creativity, innovation, and risk-taking, as
well as the ability to plan and manage projects to achieve objectives. This
supports individuals, not only in their everyday lives at home and in
society, but also in the workplace in being aware of the context of their
work and being able to seize opportunities, and is a foundation for more
specific skills and knowledge needed by those establishing or
contributing to social or commercial activity. 

Skill mismatch
The situation of imbalance in which the level or type of skills available
does not correspond to labour market needs.
Source: Cedefop.
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Skill needs
Demand for particular types of knowledge and skills in the labour market
(total demand within a country or region, economic sector, etc.).
Source: Cedefop, 2010.

Slicing
A computational process where a 3D model is converted into several 2D
layers. Slicing is done using specialised computer software and is one of
the process steps necessary for 3D printing a part.

Social competences
Social competences mean the willingness and ability to live and shape
social relationships, to grasp and understand benefits and tensions, and
to engage and communicate rationally and responsibly with others. This
includes, in particular, the development of social responsibility and
solidarity.
Source: OECD, Pisa, 2005.

Soft skills
Skills that are cross-cutting across jobs (see Job-specific skills) and
sectors (see Sector-specific jobs) and relate to personal competences
(confidence, discipline, self-management) and social competences
(teamwork, communication, emotional intelligence).
Source: European Commission, EU skills panorama glossary, (accessed
01/2016).

Soldering
Soldering is a process in which two or more items are joined together by
melting and putting a filler metal (solder) into the joint, the filler metal
having a lower melting point than the adjoining metal. Unlike welding,
soldering does not involve melting the work pieces. In brazing, the
workpiece metal also does not melt, but the filler metal melts at a higher
temperature than in soldering. In the past, nearly all soldiers contained
lead, but environmental and health concerns have increasingly dictated
the use of lead-free alloys for electronics and plumbing purposes.

Spatial imagination
The ability to identify and explain functional relationships between
objects of construction as well as the ability to develop functional
structures in compliance with restrictions and alternatives.

Special needs education 
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Education or training designed to facilitate learning by individuals who
require support and adaptive pedagogical methods to participate in an
education programme and meet learning objectives.
Source: Cedefop, Glossary. Terminology of European education and
training policy, (accessed 03/2023).

STEAM
It stands for Science, technology, engineering, art and maths.

Subject/subject area
A branch of knowledge organised as a discrete learning discipline and
taught systematically over time. Other terms often used interchangeably
include teaching subject, academic subject, academic discipline, and
study area.
Source: UNESCO International Bureau of Education, Glossary of curriculum
terminology, 2013

Transferability of learning outcomes 
The degree to which knowledge, skills and competences can be used in a
new occupational or educational environment, and/or to be validated and
certified.
Source: European Commission, EU Science Hub.

Vector Graphic
Vector Graphic. Unlike JPEGs, GIFs, and BMP images, vector graphics are
not made up of a grid of pixels. Instead, vector graphics are composed of
paths, which are defined by a start and end point, along with other points,
curves, and angles along the way. A path can be a line, a square, a triangle,
or a curvy shape.

Vinylcutter
It is a type of computer-controlled machine. Small vinyl cutters look like
desktop printers. Like a printer controls a nozzle, the computer controls
the movement of a sharp blade over the surface of the material. This blade
is used to cut out shapes and letters from sheets of thin self-adhesive
plastic (vinyl). The vinyl can then be stuck to a variety of surfaces
depending on the adhesive and type of material.
To cut out a design, a vector-based image must be created with software,
usually Adobe Illustrator or Corel Draw. It is then sent to the cutter where
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it cuts along the vector paths laid out in the design. The cutter is capable
of moving the blade on an X and Y axis over the material, cutting it into
any shape imaginable. Since the vinyl material comes in long rolls,
projects with significant lengths like banners or billboards can be easily
cut as well.

Vocational education and training (VET)
Education and training aims to equip people with knowledge, know-how,
skills and/or competences required in a particular occupation or more
broadly in the labour market.
Source: adapted from European Training Foundation, 1997.

Wearables
Wearable technology, wearables, fashion technology, tech togs, or
fashion electronics are smart electronic devices (electronic devices with
micro-controllers) that can be incorporated into clothing or worn on the
body as implants or accessories.


