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Introduction

In 2010, Kazakhstan signed the Bologna Declaration and became full member of the Bologna

process.

For 10 years, the country's universities have been successfully implementing the principles of

the Bologna Process, such as the ECTS credit transfer system, accreditation of universities and

educational programs, the issuance of a Diploma Supplement (DS) and others. However, there are

some issues related to the content of the educational process, including the modular principle of

curriculum development, teaching and learning based on competencies and learning outcomes.

Participation in the project will allow rethinking the organization of the educational process based

on Competency Tuning and transferring this experience to secondary specialized educational

institutions. The ALLVET project will be a unique opportunity for colleges to accelerate the process

of implementing the principles of the Bologna Process through trainings on a 10-module

educational program together with Kazakhstani universities and partners from Europe and Russia.



1. Agree on a title that is clear and reflects the goals and objectives of the program.

2. Determine and indicate the duration and level of the program; indicate if the program provides

access to further study

3. Explain the social needs of the program

4. Explain future areas, sectors of employment / professions of graduates

5. Describe the degree profile of the program in terms of general and subject competencies.

Definition of competencies and formulation of learning outcomes at the program level

7. Describe the program structure: blocks/courses/modules with their learning outcomes and

learning, teaching and assessment strategies

8. Check overall program consistency (both at the unit level and across units/programs)

9. Specify how internal quality control will be carried out and improvements identified will be

taken into account

10. Add information about any other aspects that your institution and/or accrediting body

requires to review the program design (redesign) proposal for approval

Stages of developing an educational program



Educational program design

At the stage of designing an educational program, it is necessary to carry out:

• research of the sphere of professional activity of the graduate;

• determination of competencies characteristic of the field of activity corresponding to the

EP and the level of their development;

• formation of learning outcomes of the program:determination of the structure of the EP

and the list of disciplines;

• determination of the relationship between competencies, learning outcomes and

assessment criteria; determination of methods, technologies of learning and teaching,

means of assessing the achievement of learning outcomes by students;

• determining the need for resources

As part of the design of the EP, the collegial body conducts a study of the field of professional

activity, during which it analyzes the documents to form the initial list of competencies (experience

in the application of domestic national qualifications frameworks, industry-specific qualifications

frameworks and professional standards; qualification requirements for positions, OP of leading

foreign organizations of higher and postgraduate education, etc. .).



Definition of the list of competencies

A preliminary list of competencies for each area of training in this professional area is formed
as follows:

• general competencies (behavioral skills and personal qualities) are determined;
• professional competencies are determined (theoretical and practical skills and abilities

specific to this area).
During the study, if necessary, a survey of employers is carried out in order to clarify and

prioritize the preliminary list of competencies compiled on the basis of labor market analysis, OQF
and PS. For this:

• an employer questionnaire is being developed using the initial competencies;
• survey methods are selected:
• quantitative (using standardized surveys);
• qualitative (interviews and focus groups);
• selection of survey participants is carried out - representatives of the surveyed professional

field in which graduates of the EP will work.
To conduct the survey, the collegial body presents the survey participants with a preliminary

list of competencies, the survey participants determine the degree of importance of a particular
competency in the workplace and the level of knowledge of it by a specialist after the end of the
higher and postgraduate education.



Behavioral skills and personal qualities (self-learning and systems thinking; 
transdisciplinarity and cross-functionality; 
ICT competencies; 
knowledge of languages; 
technological literacy; 
creativity; 
entrepreneurial spirit; 
social intelligence, cooperation with team members; 
uncertainty and rapid change in task conditions (the ability to quickly make decisions, respond 
to changing working conditions, the ability to allocate resources and manage your time) -
softskills).

professional skills that allow each specialist to clearly act in any conditions of professional 
activity (hardskills).

2 types of competencies



Ability to make decisions

Ability to solve problems

Ability to work in a team

Communication skills (including negotiations)

Analytical skills

Critical thinking

Creativity and entrepreneurial skills digital literacy

Self-management (time management, organizational skills, stress management)

Language skills

Ability for research work, using the methods and methodology of scientific research

Ability to provide feedback Legal literacy  . 

Be able to prevent and resolve conflicts

Ability to model, design and predict

Ability to perceive and develop knowledge

Ability to use ICT Commitment to a healthy lifestyle

General competencies



Collaborative Virtual Environment (CVE)

Examples of collaborative environments include:

 Marketing: consumer interaction

 Training in dangerous/harmful situations

 Social entertainment, e.g. multi-player games

 Education: distance learning

 Art: interactive installations

 Built environment: architectural walkthroughs

 Medicine: surgery simulation

 Healthcare: virtual reality in phobia treatment



Effective collaboration for e-education

The benefits of using CVE are the following:

 Significantly reduced cost for the composition of a laboratory, as it only requires addition of

the necessary software to the existing Informatics Laboratory.

 Mistakes of both teacher and learners cannot cause any problem for the lab or user.

 The interaction with the virtual environment can motive the users.

 This idea allows the simulation of laboratories that could only exist in computers and could

not be realized in real conditions.



Effective collaboration for e-education

Given above can be summarized as follows:

 Geographical location is not that important any more

 Communicating and sharing information, data or

knowledge is a team-formative component

 Cultural and professional diversity may lead to

significant innovations and increased performance

 Reduced discrimination factors caused by prejudices

or biases

 All team communication can be protocolled and

analyzed



ICT tools for collaboration

A sampling of the different kinds of online collaboration

tools includes:

 Computer-mediated - the ability to use text and data to

work on projects remotely through the use of email, text

messaging, online project management software and

linked databases

 Asynchronous collaboration - allows staff members to

react to, and collaborate with, each other’s projects, even

when these responses can’t be instantaneous

 Synchronous collaboration - the goal is working

together from multiple remote job sites in a real- time

environment



ICT Tools for Meetings and Communication

The most popular examples of virtual

collaborations with meetings and communication are:

Skype - allows users to instantly connect with one

another through chat and video conferencing

Zoom – is a software for online meetings

Yammer - is a network will provide real-time

communication and file sharing that’s only accessible

by staff who have a valid company email address or an

approved IP



ICT Tools for File Sharing

The most popular examples of virtual

collaborations with File sharing systems are:

Google Docs - remains one of the most trusted

collaboration tools

Dropbox – allows users to simply create a folder

within the program that saves and shares large files

One Drive - is a file hosting service that Microsoft

operates.



ICT Tools for Project Management

ICT tools for PM help in the planning and management

process of the project and can be used by either the project

manager or the project team.

Asana - keeping track of to-do lists and project statuses is a

challenge in any collaboration, especially those that are being

produced and managed by large companies

Basecamp – set the standard for online project management

systems when it was launched in 2004, well before most

companies even realized they would need a way to track

assignments for remote workers

Trello - It’s now being used by well over 10 million people,

making Trello one of the most popular, and successful, project

management collaboration tools available.



Essential conditions to improve distance learning

To effectively harness the power of the ICT to improve learning, the following essential

conditions must be met:

• Students and teachers must have sufficient access to digital technologies and the Internet

in their homes, classrooms, schools, and teacher education institutions.

• High quality, meaningful, and culturally responsive digital content must be available for

teachers and learners.

• Teachers must have the knowledge and skills to use the new digital

tools and resources to help all students achieve high academic standards.



During the first months of the pandemic, teachers had to scramble and find the best ways to

set up a virtual classroom that would keep their students engaged.

Here are some examples of tools that could help to engage students:\

• Kahoot! is a global learning platform company that wants to empower everyone, including

children, students, and employees, to unlock their full learning potential.

• Pear Deck is designed to support proven strategies in daily classroom instruction, making it

easy for teachers to follow the best practices that reduce achievement gaps and improve

outcomes for all students.

• Visme - is an online design tool that anyone can use to create presentations, infographics,

concept maps, schedules, reports and more.

Examples of tools for creating interactive activities



Kahoot!
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From the student’s perspective

Pear Deck 
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From the teacher's perspective

Sectoral questionnaireMultiple choice test\questionnaire



Visme

Visme is an online design tool that anyone can use to create presentations, infographics, concept maps, schedules, 
reports and more.



EdPuzzle
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Paste the link from YouTube and click 
“Search” button

Choose the moment on timeline and 
enter question and answers

Another option is open-ended questions Or you can put your own text commentaries



Conclusion

CVE should be simple and convenient to use and have great capabilities, work on any operating system

and it should provide a serious technical level of implementation of electronic technologies.

CVEs needs for enhanced communication and community in education and have proposed that these needs

may be met through the thoughtful application of CVEs. We have paid particular attention to the mechanisms

by which rich communication and sociability may be supported and have discussed these within the context of

the latest thinking in CVEs and CSCW. Finally, we have outlined a proposed CVE-based solution for

education. Our belief is that the CVE can become the unifying element in which many of the tools of education

are deployed: it can provide the opportunity for planned and unplanned social encounters to take place, and

provide tools for these encounters to enjoy enriched communication and improved synchronous work practices.

Further, the 3D spatial metaphor itself is known to be a powerful mechanism for personal or collaborative

knowledge exploration and information retention.
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