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Glossary  
 

This document contains glossary prepared during preparation of pedagogical concept 

within the realization of project SP4CE by consortium partners. 

All definitions are presented below. List will be adjusted / extended according to the 

needs during the development of final version of the portal.  

Active listening: a communication technique used in counselling, training 

and conflict resolution, which requires the listener to feedback what they hear to 

the speaker, by way of re-stating or paraphrasing what they have heard in their 

own words, to confirm what they have heard and moreover, to confirm the 

understanding of both parties. 

Adult education:  a practice in which adults engage in systematic and sustained 

self-educating activities in order to gain new forms of knowledge, skills, attitudes, 

or values. It can mean any form of learning adults engage in beyond traditional 

schooling, encompassing basic literacy to personal fulfilment as a lifelong 

learning. 

Affinity group: a group formed around a shared interest or common goal, to 

which individuals formally or informally belong. Affinity groups are generally 

precluded from being under the aegis of any governmental agency, and their 

purposes must be primarily non-commercial.  

AI (artificial intelligence) models of creativity: deals with solving non-

quantified, unstructured problems. Its task is about knowledge representation and 

reasoning and to build intelligent, rational, and autonomous agents.  

Assessment: in education refers to the wide variety of methods or tools that 

educators use to evaluate, measure, and document the academic readiness, 

learning progress, skill acquisition, or educational needs of students. 

 

Audio: transmission, reception, reproduction of sound. 

AutoCAD: a commercial software application for 2D and 3D computer-aided 

design (CAD) and drafting — available since 1982 as a desktop application and 

since 2010 as a mobile web- and cloud-based app marketed as AutoCAD 360. 

Behaviourism: in education focuses on one particular view of learning: a change 

in external behaviour achieved through using reinforcement and repetition to 

shape behaviour.  

Beneficiary: in the broadest sense is a natural person or other legal entity who 

receives money or other benefits from a benefactor.  

https://en.wikipedia.org/wiki/Communication
https://en.wikipedia.org/wiki/Counselling
https://en.wikipedia.org/wiki/Conflict_resolution
https://en.wikipedia.org/wiki/Paraphrasing
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Blended Learning: a formal education program in which a student learns at least 

in part through delivery of content and instruction via digital and online media 

with some element of student control over time, place, path, or pace. In blended 

learning approach the face-to-face classroom methods are combined 

with computer-mediated activities. 

Brainstorming: process for generating creative ideas and solutions through 

intensive and freewheeling group discussion. Every participant is encouraged to 

think aloud and suggest as many ideas as possible, no matter seemingly how 

outlandish or bizarre. Analysis, discussion, or criticism of the aired ideas is 

allowed only when the brainstorming session is over and evaluation session 

begins.  

Brain writing: a technique similar to Brainstorming. There are many varieties, 

but the general process is that all ideas are recorded by the individual who thought 

of them. They are then passed on to the next person who uses them as a trigger for 

their own ideas. 

Career path: the way that you progress in your work, either in one job or in a 

series of jobs.  

Certification: refers to the confirmation of certain characteristics of an object, 

person, or organization. This confirmation is often, but not always, provided by 

some form of external review, education, assessment, or audit. 

Challenging: encourage clients to take responsibility and to be accountable, 

validate client understanding, perception and commitment to plans, and hold 

clients to account for progress and follow through. 

Cluster: a number of things growing fastened, or occurring close together or a 

number of persons or things grouped together.  

Cognitivism: the psychology of learning which emphasizes human cognition or 

intelligence as a special endowment enabling man to form hypotheses and develop 

intellectually. (Cognitivism) is also known as cognitive development. 

Commercialization: to offer something for sale, or make something available for 

sale. It also includes a move from the laboratory into commerce.  

Constructivism: based on the belief that learning occurs as learners are actively 

involved in a process of meaning and knowledge construction as opposed to 

passively receiving information. Learners are the makers of meaning and 

knowledge. 

Collaborative learning: a situation in which two or more people learn or attempt 

to learn something together. Unlike individual learning, people engaged in 

collaborative learning capitalize on one another’s resources and skills (asking one 

https://en.wikipedia.org/wiki/Educational_technology
http://www.businessdictionary.com/definition/process.html
http://www.businessdictionary.com/definition/creative.html
http://www.businessdictionary.com/definition/idea.html
http://www.businessdictionary.com/definition/solution.html
http://www.businessdictionary.com/definition/group.html
http://www.businessdictionary.com/definition/participant.html
http://www.businessdictionary.com/definition/analysis.html
http://www.businessdictionary.com/definition/criticism.html
http://www.businessdictionary.com/definition/evaluation.html
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another for information, evaluating one another’s ideas, monitoring one another’s 

work, etc.).  

Community of practice: a group of people who share a craft and/or a profession. 

It can evolve naturally because of the members' common interest in a particular 

domain or area, or it can be created specifically with the goal of gaining 

knowledge related to their field.   

Connectivism: a hypothesis of learning which emphasizes the role of social and 

cultural context. 

Cost effective: economical in terms of the goods or services received for the 

money spent.  

Creativity: a phenomenon whereby something new and somehow valuable is 

formed. The created item may be intangible (such as an idea, a scientific theory, a 

musical composition or a joke) or an original physical object (such as an 

invention, a literary work or a painting). 

Creativity mind set: to be highly creative you first need the right creative mind-

set. Having the outlook, attitude and beliefs that empower and support you to be 

as creative as you can. Without this creativity will be compromised and limited. 

Living in a creative state of mind or with a creativity mind-set means ability to 

live in a way that allows you to think, feel and act with deep personal freedom, 

purpose and values. Being creative allows embodying joy and authenticity into 

goals and objectives in life. Because how people feel about creativity effects how 

they feel about everything in life. The creative mind-set sets the stage for your 

professional success as well as your life purpose. 

Creative Thinking: specific thought processes which improve the ability to be 

creative. Being in an optimal state of mind for generating new ideas. To think 

deliberately in ways that improves the likelihood of new thoughts occurring. To 

maximize the ability of the brain to think of new ideas. The ability to think of 

original, diverse and elaborate ideas. A series of mental actions which produce 

changes and developments of thought. The process of exploring multiple avenues 

of actions or thoughts. Sometimes called divergent thinking because thought 

patterns and areas of belief are expanded. 

Creativity techniques: methods that encourage creative actions, whether in the 

arts or sciences. They focus on a variety of aspects of creativity, including 

techniques for idea generation and divergent thinking, methods of re-framing 

problems, changes in the affective environment and so on. They can be used as 

part of problem solving, artistic expression, or therapy. Some techniques require 

groups of two or more people while other techniques can be accomplished alone. 

These methods include word games, written exercises and different types of 

improvisation, or algorithms for approaching problems. 

https://en.wikipedia.org/wiki/Creativity
https://en.wikipedia.org/wiki/Divergent_thinking
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Curiosity: possessing knowledge, information, or understanding: very knowing 

about transportation costs; Showing clever awareness and resourcefulness; shrewd 

and worldly. 

Demand: a buyer's willingness and ability to pay a price for a specific quantity of 

a good or service. Demand refers to how much (quantity) of a product or service is 

desired by buyers at various prices.  

Distance Education: a generic term used to define the field of distance learning 

which is a mode of delivering education and instruction, often on an individual 

basis, to students who are not physically present in a traditional setting such as a 

classroom.  

Distance Learning: a mode of delivering education and instruction, often on an 

individual basis, to students who are not physically present in a traditional setting 

such as a classroom. Distance learning provides access to learning when the 

source of information and the learners are separated by time and distance, or both. 

e-learning: the delivery of a learning, training or education program by electronic 

means. E-learning involves the use of a computer or electronic device (e.g. a 

mobile phone) in some way to provide training, educational or learning material.  

Engagement: take time to build rapport with clients, invite clients to review and 

reflect on the previous action plan, help clients to define their requirements, 

discuss client expectations of the coaching to be delivered.  

 

ESOMAR -

World Association of Opinion and Marketing Research Professionals:  an 

organisation for encouraging, advancing and elevating market research 

worldwide. 

Eurostat: the statistical office of the European Union situated in Luxembourg. Its 

task is to provide the European Union with statistics at European level that enable 

comparisons between countries and regions. 

Evaluation: a systematic determination of a subject's merit, worth and 

significance, using criteria governed by a set of standards. 

Expertise: special skill or knowledge; the skill or knowledge an expert has. 

Facilitator: involves helping individuals and groups explore a range of issues and 

challenges through the use of a variety of tools and techniques. 

Flexibility: an ability to cope with changes in circumstances and think about 

problems and tasks in novel, creative ways. 
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Focus group: a form of qualitative research in which a group of people are asked 

about their perceptions, opinions, beliefs, and attitudes towards a product, service, 

concept, advertisement, idea, or packaging.  

Formal education:  normally delivered by trained teachers in a systematic 

intentional way within a school, academy/college/institute or university. 

Graphics: visual images or designs on some surface, such as a wall, canvas, 

screen, paper, or stone to inform, illustrate, or entertain. 

Group tutorials: something that provides special, often individual instruction, 

especially: a book or class that provides instruction in a particular area; a program 

that provides instruction for the use of a system or of software. 

 

HR management: Human Resource Management is primarily concerned with the 

management of people within organizations, focusing on policies and on systems. 

HR departments and units in organizations typically undertake a number of 

activities, including employee benefits design employee recruitment, "training and 

development", performance appraisal, and rewarding (e.g., managing pay and 

benefit systems).  

ICT (Information and Communication Technologies): refers to technologies 

that provide access to information through telecommunications. It focuses 

primarily on communication technologies which include the Internet, wireless 

networks, cell phones, and other communication mediums. 

iLab2:  European Lifelong Learning project with its major objective being the 

improvement of the quality of vocational education and training through the use 

of  i-Labs (innovation laboratories) in the didactic processes.  

Images: one of the many types of media and may be photos, drawings, logos or 

graphs. 

Informal education: a general term for education outside of a standard school 

setting 

Innovation: a new idea, more effective device or process.  

Innovation Management: the concept encompasses an integrated approach to 

managing all dimensions of innovation, from innovation in products, services and 

business processes to organisational and business models, through continuous 

monitoring, development and improvement processes. 

Intellectual Property Rights: a term referring to creations of the intellect for 

which a monopoly is assigned to designated owners by law. 

http://techterms.com/definition/telecommunications
http://techterms.com/definition/internet
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International Labour Organization: an United Nations agency that is dealing 

with labour issues, particularly international labour standards, social protection, 

and work opportunities for all. 

Knowingness: possessing knowledge, information, or understanding e.g. very 

knowing about creativity importance. Showing clever awareness and 

resourcefulness; shrewd and worldly. 

Learning experience: refers to any interaction, course, program, or other 

experience in which learning takes place, whether it occurs in traditional academic 

settings (schools, classrooms) or non-traditional settings (outside-of-school 

locations, outdoor environments), or whether it includes traditional educational 

interactions (students learning from teachers and professors) or non-traditional 

interactions (students learning through games and interactive software 

applications). 

Learning Management System: a software application for the administration, 

documentation, tracking, reporting and delivery of electronic educational 

technology (also called e-learning) courses or training programs. 

Learning outcome: the specification of what a student should learn as the result 

of a period of specified and supported study. Learning outcomes are concerned 

with the achievements of the learner rather than the intentions of the teacher 

(expressed in the aims of a module or course). They can take many forms and can 

be broad or narrow in nature.  

Learning theory:  conceptual frameworks describing how information is 

absorbed, processed, and retained during learning 

Learning-to-learn skills: ability to pursue and persist in learning to organise 

one's own 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 in order to learn successfully. This competence 

means gaining, processing and assimilating new knowledge and skills as well as 

seeking and making use of guidance. Learning to learn engages learners to build 

on prior learning and life experiences in order to use and apply knowledge and 

skills in a variety of contexts: at home, at work, in education and training. 

Motivation and confidence are crucial to an individual's competence. 

Lead-user: users of a product or service that currently experience needs still 

unknown to the public and who also benefit greatly if they obtain a solution to 

these needs. Because lead users innovate, they are considered to be one example 

or type of the creative consumer’s phenomenon, that is, those customers who 

adapt, modify, or transform a proprietary offering.  

http://www.investopedia.com/terms/u/united-nations-un.asp
https://en.wikipedia.org/wiki/Labour_(economics)
https://en.wikipedia.org/wiki/International_labor_standards
https://en.wikipedia.org/wiki/Equal_opportunity
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Leonardo da Vinci programme: a sub-programme within Lifelong Learning 

Programme funded practical projects in the field of vocational education and 

training.  

Lifelong Learning: the ongoing, voluntary, and self-motivated pursuit of 

knowledge for either personal or professional reasons. It enhances social 

inclusion, active citizenship, and personal development, self-sustainability, 

competitiveness and employability. 

Living Lab: a research concept, a user-centred, open-innovation ecosystem, often 

operating in a territorial context (e.g. city, agglomeration, region), integrating 

concurrent research and innovation processes
 

within a public-private-people 

partnership. The concept is based on a systematic user co-creation approach 

integrating research and innovation processes. These are integrated through the 

co-creation, exploration, experimentation and evaluation of innovative ideas, 

scenarios, concepts and related technological artefacts in real life use cases.  

Mind mapping: a diagram used to visually organize information. A mind map is 

often created around a single concept, drawn as an image in the centre of a blank 

landscape page, to which associated representations of ideas such as images, 

words and parts of words are added. Major ideas are connected directly to the 

central concept, and other ideas branch out from those.  

Moodle: a free and open-source software learning management system written in 

PHP and distributed under the GNU General Public License, developed on 

pedagogical principles. Moodle is used for blended learning, distance education, 

flipped classroom and other e-learning projects in schools, universities, 

workplaces and other sectors. 

Motivation: internal and external factors that stimulate desire and energy in 

people to be continually interested and committed to a job, role or subject, or to 

make an effort to attain a goal.  

Networking: the process of exchanging information, resources, mutual support 

and opportunities thanks to mutual contacts. 

Non-formal education:  organized (even if it is only loosely organized) form of 

education, which is not part of formal education,  but may or may not be guided 

by a formal curriculum. 

OECD: Organization for Economic Co-operation and Development 

Online Course: web-based, designed to engage and stimulate the learner, and are 

not simply a collection of resources. They provide great flexibility; give an 

opportunity to learn at your own pace, in your own space. 
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Open Educational Resources: freely accessible, openly licensed documents and 

media those are useful for teaching, learning, and assessing as well as for research 

purposes.  

      Open License: a free, copy left license for software and other kinds of works. 

Open Source Software: a computer software with its source code made available 

with a license in which the copyright holder provides the rights to study, change, 

and distribute the software to anyone and for any purpose. Open-source software 

may be developed in a collaborative public manner. 

Osborn's Checklist: a simple tool to support concept generation, Osborn's 

checklist is a comprehensive list of questions about ideas and problems, which can 

be used either individually or in groups. 

Out of the box thinking:  a metaphor that means to think differently, 

unconventionally, or from a new perspective. This phrase often refers to novel or 

creative thinking.  

Peer evaluation: a process whereby students or their peers grade assignments or 

tests based on a teacher’s benchmarks. The practice is employed to save teachers 

time and improve students' understanding of course materials as well as improve 

their metacognitive skills.  

Personal Learning Environments: systems that help learners take control of and 

manage their own learning. This includes providing support for learners to: set 

their own learning goals (with support of their teachers), manage their learning, 

both content and process, communicate with others in the process of learning. 

 

Portfolio: a type of briefcase and it refers to a collection of things depending on 

the term that is following. Examples are asset portfolio, career portfolio, electronic 

portfolio etc.     

Self-assessment: continuing process through which managers at all levels 

evaluates the effectiveness of their performance in all areas of responsibility, and 

determine what improvements are required.  

Service Provider: a company that provides organizations with consulting, legal, 

real estate, education, communications, storage, processing, and many other 

services. 

Skill: the learned ability to carry out a task with pre-determined results often 

within a given amount of time, energy, or both. 

Small and medium-sized enterprises (SMEs): businesses whose personnel 

numbers and either turnover or balance sheet total fall below certain limits. The 

https://en.wikipedia.org/wiki/Business


SP4CE - Strategic Partnership for Creativity and Entrepreneurship 
Grant agreement 2014-1-PL01-KA200-003341 

10 
 

criteria for defining the size of a business differ from country to country and in 

EU they are defined in the EU recommendation 2003/361. 

Stakeholder: a person, group or organization that has interest or concern in an 

organization who can affect or be affected by the organisation actions, objectives 

and policies. 

State of the Art:  the level of development (as of a device, procedure, process, 

technique, or science) reached at any particular time usually as a result of modern 

methods at a particular time. 

Strong point: something at which one excels; forte.  

Student-centred learning: refers to a wide variety of educational programs, 

learning experiences, instructional approaches, and academic-support 

strategies that are intended to address the distinct learning needs, interests, 

aspirations, or cultural backgrounds of individual students and groups of 

students. To accomplish this goal, schools, teachers, guidance counsellors, and 

other educational specialists may employ a wide variety of educational methods, 

from modifying assignments and instructional strategies in the classroom to 

entirely redesigning the ways in which students are grouped and taught in a 

school. 

 

Technical viability: refers to the products or service that will be offered. Will the 

product do what it is supposed to do?  

 

Toolkit: a set of tools designed to be used together or for a particular purpose.  

Training Curriculum: a total package of learning activities designed to achieve 

the objectives of the training program. It consists of three primary components 

which are the content or information to be transmitted, the organization of the 

curriculum and the training methods used. 

Tutorial: an article „step by step", the publication allows users to easily learn 

how to use software, programming or creating graphics. This term is also 

computer programs or presentations of performing such functions. 

UNESCO: United Nations Educational, Scientific and Cultural Organization. 

UNE 166000:2006 (standard): a Spanish series of standards for innovation 

management.  

Video: electronic technology based on a sequence of images that can be recorded, 

processed, transmitted and reproduced giving the illusion of movement.  

Virtual community: a community of people sharing common interests, ideas, and 

feelings over the Internet or other collaborative networks. 

http://eur-lex.europa.eu/legal-content/EN/TXT/?uri=CELEX:32003H0361&locale=en
http://www.businessdictionary.com/definition/person.html
http://www.businessdictionary.com/definition/group.html
http://www.businessdictionary.com/definition/interest.html
http://www.businessdictionary.com/definition/concern.html
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Visioning: encourage clients to explore their beliefs and feeling about the subject 

of the coaching, help clients to develop a clear understanding of what they want to 

achieve. Help clients to envisage and to define what success looks like. Encourage 

clients to explain why it is important they are successful and support clients to 

define clear goals and objectives. Help clients to identify potential resources they 

can use to achieve success and identify potential barriers and risks to achieving 

success and to help clients to explore options for overcoming any barriers. 

Vocational education and training: Generally known as career and technical 

education (CTE) or technical and vocational education and training (TVET) it 

prepares people for specific trades, crafts and careers at various levels from a 

trade, a craft, technician, or a high professional practitioner position in careers 

such as accountancy, nursing, etc. Craft vocations are usually based on manual or 

practical activities and are traditionally non-academic but related to a specific 

trade, occupation. It is sometimes referred to as technical education as the trainee 

directly develops expertise in a particular group of techniques. Vocational 

education can be at the secondary, post-secondary level, further education, and 

higher education level.  

Weak point: an attribute that is inadequate or deficient; an imperfection of 

character.  

 

WEB 2.0: the term given to describe a second generation of the World Wide 

Web that is focused on the ability for people to collaborate and share information 

online. It refers to the transition from static HTML Web pages to a more dynamic 

Web that is more organized and is based on serving Web applications to users and 

also includes open communication with an emphasis on Web-based communities 

of users, and more open sharing of information. 

WikiEducator: an international online community project for the collaborative 

development of learning materials, which educators are free to reuse, adapt and 

share without restriction. WikiEducator was launched in 2006 and is supported by 

the non-profit Open Education Resource (OER) Foundation. 

Workplace: the physical location where someone works. Such a place can range 

from a home-office to a large office building or factory. 

 

 

 

http://www.webopedia.com/TERM/W/World_Wide_Web.html
http://www.webopedia.com/TERM/W/World_Wide_Web.html
http://www.webopedia.com/TERM/H/HTML.html
http://www.webopedia.com/TERM/H/Hosting_Services_Provider.html

