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Involving older learners in technology workshops: principles and good practice

Purpose and aims of this guidance: 

In the initial project proposal it was noted that training materials would be produced that would enable older learners to:

· Get the most out of simulation centres

· Test ‘cutting edge’ technology

· Become digital citizens
· Have a go and learning to use new technologies

The Open University as the coordinator has drawn the key points from the pan European technology workshops to develop guidance notes based on our experiences of involving older learners in workshops where engagement with new technologies was the key focus. 
Setting up the workshops
Pre workshop:
Identification of learners motivations for using technology 

individual biographies, focus groups, use in daily life, curiosity
Planning workshop:

Accessibility 
location, pace of workshop, language and cost

Support for learners 
 peer support and paid worker support - but with emphasis on peer support
Learner to technology ratio 

1 to 1 or small group activities (no more than 6 learners)

Technology or web-tools

Selection of technology or use of web-tools – fit with learners interests 
for example: internet to search for family history, Picassa for storing 
digital photographs, Nintendo Wii/Kinnect for physical exercise and 
social engagement.

Plan for active hands-on training approach

Running the workshops

Approach to workshop must acknowledge adult learners as:
knowledge builders and creators, not just recipients of transmitted knowledge 

Learning environment must: 
provide supported space and place where the learners collectively discover and make sense of experiences 

Use of technologies


Usability and accessibility (accounting for visual, auditory and physical 
impairments)
Practical arrangements 

Play, interaction and fun
Pace and support 

Social time 


Tea/coffee/refreshments

Supporting learners

Peer support 

Critical to giving others the confidence to ‘have a go’
Older learner led where possible


Show and tell

Active social engagement with technologies or web-tools

Experiential learning based on supported play and interaction

Supporting future use of new technologies 

access to technology or web tools after workshop – existing local resources, funding, support through existing groups, community peer support. 
Evaluating learning
Issues to explore post workshop
What worked and why?

What didn’t work and why?

Learner experience of participation in workshop (positive and negative)

space, pace, support, opportunity for hands on interaction

Knowledge and skills

any changes e.g. awareness, confidence
Future intentions
Barriers or resources that can support future use of new technologies or web tools
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