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The Project Presentation 
 
Train VET teachers to transform existing trainings into a blended learning or create blended learning 
trainings 
  
Programme: Erasmus+  
Key Action 2: Cooperation for Innovation  
Field: Strategic partnerships in the field of Vocational Education and Training 

Project Duration: 24 months - from 01/09/2020 to 31/08/2022 
 

The issue  

We observe that technology is raising as never and that our trainers need to adapt to this issue to maintain 
high end standard training courses in our VET centres. For several years on-line trainings are getting a new 
standard but VET Learners sometimes got lost in pure distance learning, the results are not like expected 
because often motivation and the necessary user tracking is missing. 
Sometimes they simply miss basic digital competences. 
We want to train our trainers to blended learning as blended learning offers the advantages of onsite 

teaching with distance learning and will be better adapted to VET trainings than on-distance training only.  

Briefly, blended learning is the fusion of online and face‐to‐face contact between teachers and students. 
Blended learning environments include not only the physical presence of teachers and students but also 
the students’ ownership and control of time, place, setting, path, and pace at which their learning takes 
place (Banditvilai, 2016).  
 
Trainers in VET education often are no teachers but people well experienced in the taught subjects or 
context. They may feel challenged by adapting their teachings to a new blended learning style.  
It’s necessary to care for clear concepts in blended learning, develop an appropriate training method, to 

supply the trainers with proven end evaluated material and strategies to create and perform blended 

learning courses. 

That is what we want to achieve during our BlendedVET project. 

The Project's Aims and Objectives 
BlendedVET, aims at creating an online, flexible training for VET trainers who are willing to combine face to 

face and online instruction modalities. Blended learning has become a widespread teaching modality, 

especially in K-12 and higher education. The project will be an answer towards helping VET teachers to 

transform existing trainings into blended learning or create blended learning trainings. More specifically, 

we aim to provide VET trainers with examples of existing blended learnings to inspire them, to give them 

methodology and guidance for developing their own blended learning based on their trainings they deliver. 

For this purpose, we will create a learning package in blended learning (so trainers can directly experience 

the methodology while creating their own content) and a training model which will allow to implement the 

teacher training in all VET centres and on any topics.  

Our outcomes will not be topic related but blended learning methodology related. 

 

Based on the above, our main goals are:  

 Promoting lifelong learning of VET teachers  

 Supporting the innovative approaches and digital technologies for teaching and training 
 
 



Main Activities  

 
A1: Collection and research of blended learning best practices and methods: 

 

The research and definition of learning methods and methodologies combined with the best 

practices research will lead to a guide about blended learning to provide teachers who are willing to 

use blended learning in their practice some theoretical and practical guidance. 

 

A2: Learning package for blended learning curricular creation: 

 

This output will lead to the creation of a learning package for blended learning curricular creation. 

To create this model the partnership will establish the learning objectives, curricular activities (in a 

blended learning form), gather and/or create teaching materials to conduct the activities and 

determine assessment methods. 

 

A3: Blended learning training program model: 

 

The partnership will elaborate and test a Blended learning Training program model. Obviously, 

convinced by the idea that we learn better by experience, we will design the training model in the 

form of a blended learning training. 90% of the course will be online and 10% face to face. The 

developed model course will have a duration of 3 months in total and represent 100 hours.  

 

A4: Learning Platform: 

 

It will lead to the creation of an online platform which will include the examples from output 1 and 

the blended learning package from output 2, the blended learning training program model and the 

experiences form the pilot training output 3 

 

Results  

 

 Theoretical and practical guidance for blended learning creation  

 Blended Learning package  

 Model for implementation of the content and pilot training  

 2 Tutors in each partner country 

 Learning platform with moocs and infographics for training 

  



Blended Learning: Introduction  
 

In this handbook, 50 Best practices and 25 Best Methods in the topic of quality Blended Learning are 

gathered to bring reflective content to trainers in the Vet area.  

It tends to provide examples of Blended Methodology in technical and pedagogical areas and Best practices 

to get examples of study’s and blended learning courses.  

 

Obviously, technologies should be used to enhance teaching, not replace the educator. Commonly there is 

an initial dramatic increase in workload, as quality Blended Learning means adapting a curriculum to suit 

the new delivery, as well as learning new teaching and technology skills.  

 

This handbook on best practices, including an introduction as well as overviews of the benefits from the 

educator and learner perspectives, and validated, practical ways to create Blended Learning. 

 

What is Blended Learning?  

Blended Learning refers to any educational activity that combines traditional classroom face to face 

activities with online activities. In order for the learning to be blended the traditional classroom content 

and the online content should overlap to some extent, and they must compliment and scaffold each other. 

A Blended Learning activity that is well designed can combine all the benefits of the traditional classroom 

(conversation and interaction) with the benefits of the online classroom (spatial and time flexibility).  

 

Categorisation of teaching-learning arrangements after Allen, Seaman & Garrett (2007)  

Content Delivered 
Online  

Content Delivered in 
Classroom  

Type of Course  Description  

0 %  100 %  Traditional Classroom  This is classroom 
teaching.  

1-29 %  71-99 %  Web Facilitated  Using an online 
teaching tool or 
webpages to do some 
activities.  

30-79 %  21-70 %  Blended  Blended Learning.  

80-100 %  0-20 %  Online  Mostly online, with 
few face-to-face 
meetings.  

 

Jared Stein and Charles Graham (2014, p. 12) define blended learning as a combination of on-site 

with online experience to produce effective, efficient as well as flexible learning. 



 
Five Quality Tips for Blending1  

Learning requires that you as the educator give up some control of the teaching process, and it places more 

responsibility on the learners to be responsible for their own learning. When you put content online the 

learners must engage with it enthusiastically if they want to get the most out of it. To help you in this 

process there are many suggestions throughout this workbook. Here are a few things to start with:  

1. Start with learning outcomes  

As with the development of any educational content, start with the learning outcomes. So, ask 

yourself, what are the key 5-7 big ideas that you want the learners to take away from this course? 

At the end of each class, whether they are online or in the classroom, you can present a bar chart or 

a status bar indicating how much the learners have achieved from each outcome to date.  

2. Teaching leads technology  

There is such a wide range of interesting online tools available, it can be tempting to incorporate 

some of them into your lessons, even if they are not directly relevant. Try to avoid doing this. The 

goal here is to educate the learners, therefore all the technology should be driven by the learning 

outcomes. 

3. Group work can be effective  

One of the most useful things about having the learners online is to put them into groups and get 

them to discuss topics relevant to the learning outcomes. Getting learners to share their knowledge 

and skills with others can be extremely beneficial to all involved. This sort of learning – peer learning 

– is considered extremely impactful for learners. It can be organised in the classroom, but it can also 

be organised online. Online discussion tools can help structure conversations. Learners can easily 

share content and hyperlinks with each other.  

4. Find online resources  

There are a wide range of resources and references available online about almost every topic in 

existence, so this could include newspaper stories, or research papers, or simulations, or videos. 

There is a lot of content available, and with a little search you will be able to locate high quality 

                                                      

 
1
 E+ Project BlendIt Report outcomes  



content. Additionally, as one of the learners’ activities, you could ask them to locate relevant 

reference material.  

5. Assessment should be blended  

If the teaching is blended, it makes sense that the assessment is also blended, so a mixture of online 

and classroom assessment. One of the goals of assessment is to allow the learners to check what 

they have learned. Online tools allow you to do this easily, from multi-choice quizzes to asking the 

learners to collaborate on an article to summarize the content that has been learned. 

 

When Should Educators use Blended Learning?  

Educators should consider using Blended Learning:  

 If you have a group of learners who are geographically dispersed, and it would be more convenient 

for them to meet intermittently rather than regularly.  

 If you want to develop content that might serve to introduce a module, or provide revision content 

for the module.  

 If there is a specific topic you wish to teach that might benefit from multimedia content.  

 

 If less face-to-face content would be helpful to either you or the learners.  

 If more accessibility would benefit the learners.3  

 If your learners have other commitments and it would be helpful if they could do the learning at 

their own pace.  

 If you have a guest lecturer who cannot physically attend the classroom.  

  

The Benefits of Blended Learning 
This section will look at the potential benefits of Blended Learning, focusing first on the reasons why 

Blended Learning can be of use to you, and also be of benefit to your learners.  

Internet-based technologies are fundamentally changing many aspects of society, including business, jour-

nalism, social networking, and leisure time, and these types of innovations are also occurring in education. 

This means that education is now available to a wider and more diverse audience than was previously pos-

sible. It also means that learners can become part of a community of learning where dialogue, debate and 

agreement are possible. This range of dialogue can lead to higher order learning and improved critical 

thinking. 
2 

Blended Learning also represents a novel experience for learners, not just because of the online content, 

but from the combination of the classroom and the online experience. The interface between these two 

distinct forms of learning can result in new attitudes to learning in general, for example more self-directed 

learning competence.  

Blended Learning opens up a world of opportunities for you, the educator. It provides you with more 

opportunities for collaboration with other educators and learners, it gives you an opportunity to develop 

new skills, and it allows you to monitor your learners more effectively. It can also allow you to focus on 

deeper learning through peer learning.  

Once you have developed and delivered the blended content a few times, you will have a significant bank 

of content created, including potentially useful question-and-answers about module specific content, tech-

nical support issues, a bank of (quiz) questions, and a blended schedule. This makes the re-delivery of a 

blended module significantly easier.  

                                                      

 
2 Garrison, D.R., H. Kanuka (2004): Blended Learning: Uncovering its Transformative Potential in Higher Education. The Internet and Higher Education, 7 (2), p. 95-105.  

 



Blended Learning also provides some potential benefits for your learners, including the fact that they can 

become significantly more motivated, enjoy the new approaches to engagement, as well as potentially new 

means of communications and evaluation.  

Many researchers,345
 that have looked at a number of studies to allow for comparison (so-called meta-

analysis studies) show that there is a significant improvement (between 80-87%) in learner achievement of 

learners in a blended environment when compared with classroom-based teaching. 

 

The Challenges of Blended Learning 
To provide a balanced view on this topic, this section in contrast will look at the potential pitfalls and risks 

associated with Blended Learning.  

Blended Learning is not only a matter of bringing existing content online, but rather it requires a rethink of 

the content already being delivered. Initially this will be a time-intensive process, both at a strategic level 

and an operational one. It also may require new resources in terms of staff, money, and technology. As the 

blended activities become more and more sophisticated, they will require more technical support.  

Some critics strongly reject the term Blended Learning and argue that it is ill conceived and inconsistently 

used, and the activities associated with Blended Learning have been occurring in classrooms frequently 

without being associated with that term. They also argue that since different learners experience the same 

teaching experience in different ways, measuring the efficacy of Blended Learning for a whole class is very 

challenging. 
6 

Other critics feel that unless there is complete organisational support for Blended Learning, and a robust 

and reliable infrastructure is put in place, it becomes very difficult to successfully monitor and support 

blended initiatives.7
  

It is worth noting that some participants especially in non-formal adult education attend evening and week-

end classes not merely in order to learn useful content, but also – or predominantly – for personal 

development or for the social benefits and other reasons beyond the actual learning. These participants 

may not wish to engage with technology in their learning, particularly if they are doing so all day in their 

work activities. They may want to engage with other people in a pleasant, meaningful and inspiring way 

face to face; so, asking these learners to engage with technology may not be desirable, even if it is 

appropriate from a teaching perspective.  

Some learners will find using computers challenging, for example because they are not used to using them 

at work or in their leisure time at all. You therefore should always first assess if your group of learners is 

able to deal with the technology involved. A certain degree of skills provided, it can help to offer an 

introductory session where the IT tools to be used within the course are presented, and everybody has a 

change to try using them. 

 

  

                                                      

 
3
Means, B., Y. Toyama, R. Murphy, M. Baki (2013): The Effectiveness of Online and Blended Learning: A Meta-Analysis of the Empirical 

Literature. Teachers College Record, 115 (3), p. 1-47. 
4
 Bernard, R.M., E. Borokhovski, R. F. Schmid., R. M. Tamim, P. C. Abrami (2014): A Meta-Analysis of Blended Learning and Technology Use in 

Higher Education: From the General to the Applied. Journal of Computing in Higher Education, 26 (1), p. 87-122.  
5
 Liu, Q., W. Peng, F. Zhang et al. (2016): The Effectiveness of Blended Learning in Health Professions: Systematic Review and Meta- Analysis. 

Journal of Medical Internet Research, 18 (1). 
6
 Oliver, M., K. Trigwell (2005): Can ‘Blended Learning’ be Redeemed? E-learning and Digital Media, 2 (1), p.17-26. 

7
 Moskal, P., C. Dziuban, J. Hartman (2013): Blended Learning: A Dangerous Idea? The Internet and Higher Education, 18, p.15-23. 



Collection and research methodology 
BlendedVET, aims at creating an online, flexible training for VET trainers who are willing to combine face to 

face and online instruction modalities. The project will help VET teachers to transform existing trainings 

into blended learning or create blended learning trainings.  

 

We aim to provide VET trainers with examples of existing blended learnings to inspire them, to give them 

methodology and guidance for developing their own blended learning based on their trainings they deliver. 

For this purpose, we will conduct a collection and research of blended learning best practices and methods.  

 

From this collection and analysed methods, we will create a learning package in blended learning (so 

trainers can directly experience the methodology while creating their own content) and a training model 

which will allow to implement the teacher training in all VET centres and on any topics.  

The outcomes will not be topic related but blended learning methodology related. 

 

Purpose of survey: 

 

1. Collection and analysis of 10 interesting practices in 5 European member states about blended 

learning trainings, for the monitoring of their impact on trainees’ competences.  

 

2. Collection and analysis of 5 interesting Blended Learning Methods in 5 European member states 

about blended learning methods, to include those methods in the learning modules and give 

examples of concrete methods for pedagogical engineering. 

 

Methodology: 
Both benchmark framework, methodologies and results could be transferred other geographical and 

educational contexts. In order to unify collection of practices in all partner countries, coherent tools will be 

developed. This document provides general instructions for collection of practices. 

 

The data collection and analysis strategy consist of several stages: 

1. Development of methodology. 

2. Conducting of analysis (desk research) in each of the project countries.  

3. Collection of described practices & methods – national level (translation into English). 

4. Preparation of an international report (translation of final version of the international report into 

partners languages). 

 

Ad. 1) The following tools will be developed: 

• Template for description of Technical and Didactical Methods; 

• Template for collecting of Practices 

• Methodology - instructions for the development and description of practices & methods. 

 

Ad. 2) Analysis will be conducted in six countries participating in the project:  France, Italy, Norway, 

Lithuania and Germany. 

The analysis will be conducted in different languages (in the national language of each partner). 

Collection by all national teams of at least 10 interesting practices & 5 interesting Blended Learning 

Methods (per national team) which will be engaged in selecting, collecting and commenting the practices. 

Ad. 3) The data collected by the project partners will be developed on national level and in English  



Collection of Practices: To make a comparison between the member states the partners will all have at 

least one Good practice in each of the following fields:  

- Language learning for migrants 

- Unemployment (outside Labour market) 

- Vocational training (inside Labour market) 

- Entrepreneurship  

Collection of Methods: The methods will be either technical or pedagogical  

 

Ad.4) The partner responsible for the IO will prepare a coherent international report from the conducted 

analysis. The international report will contain the results collected in each project country about the main 

approaches used by partners or in their national contexts for strengthening of global citizenship skills 

among students in curricular activities,  

 

Identification and selection of best practices: 
 
Good practice definition 

A “good practice” can be defined as follows:  

A good practice is not only a practice that is good, but a practice that has been proven to work well and 

produce good results, and is therefore recommended as a model. It is a successful experience, which has 

been tested and validated, in the broad sense, which has been repeated and deserves to be shared so that a 

greater number of people can adopt it. 

 
Good practice criteria  

 
The following set of criteria will help you determine whether a practice is a “good practice”:  
 
  

 Effective and successful: 
A “good practice” has proven its strategic relevance as the most effective way in achieving a specific 
objective; it has been successfully adopted and has had a positive impact on individuals and/or 
communities. 

 Environmentally, economically and socially sustainable: 
A “good practice” meets current needs, in particular the essential needs of the world’s poorest, 
without compromising the ability to address future needs. 

 Gender sensitive: 
A description of the practice must show how actors, men and women, involved in the process, were 
able to improve their livelihoods. 

 Technically feasible: 
Technical feasibility is the basis of a “good practice”. It is easy to learn and to implement. 

 Inherently participatory: 
Participatory approaches are essential as they support a joint sense of ownership of decisions and 
actions. 

 Replicable and adaptable: 
A “good practice” should have the potential for replication and should therefore be adaptable to 
similar objectives in varying situations. 

 Reducing disaster/crisis risks, if applicable: 
A “good practice” contributes to disaster/crisis risks reduction for resilience. 

 
 



2 Ways of collection of practices: 

1. The first way would involve collecting information of practise through available documentation 

on the basis of desk research and analysis would be carried out by each partner in their country 

by using the practice description form (Template of Practice). The information can be collected 

by using: 

 written article 

 internet 

 website 

 telephone 

 etc. 

2. The second way, if necessary, would involve conducting interviews with Practice’s promoter(s). 

The interviews will confirm the previously gathered information and supplement them with 

those which will be missing. The number of interviews will depend on the degree of 

completeness of the previously gathered information. The purpose of the interview is to present 

a full picture of Practice.  

 

Identification and selection of best methods: 
 

Taking as basis works from Philippe Meirieu8 specialist in educational sciences and pedagogy: 

A pedagogical method describes the pedagogical means adopted by the teacher to promote learning and 

achieve his or her pedagogical objective.  

                                                      

 
8
 https://www.meirieu.com/ & http://meirieu.com/DICTIONNAIRE/methodepedagogique.htm 

 

https://www.meirieu.com/
http://meirieu.com/DICTIONNAIRE/methodepedagogique.htm


Very often, teachers use several methods that at a given moment value this or that method (a single 

method would be a mistake because the choice of the pedagogical method is often a matter of 

circumstance). 

Historically, there have been "fad effects" of one method or another or the "belief" at certain times in a 

"miracle method" that would allow everyone to learn. The healthiest solution is for the teacher to regularly 

take stock of his or her teaching methods by asking the question: "for such and such a session, is this the 

pedagogical method that allows the best facilitation of learning and the mediation of knowledge"? 

 

 When talking about technical methods, it means that the methods is a technical way to transform, 

implement or create a learning content by the trainer. It can also be the way a trainer uses to make 

work the training session.  

 

 When talking about pedagogical/didactical methods, it is interesting to highlight the Approach, the 

way of Implementation and the Evaluation.  

Furthermore, it is customary to distinguish among 5 pedagogical/didactical methods:  

- the expositive method (also called transmissive, passive or masterful) 

- the demonstrative method 

- the interrogative (or maieutic) method 

- the active (or discovery) method 

- the experiential method. 

 

  



Interesting Blended Learning Methods 
 

Flipped Classroom 
 

Target audience:  All type of learners 

 

Type of method:  Pedagogical method 

Active (or discovery) method 

 

Objective:   

Flip the traditional teaching/learning method by a role reversal: the pedagogical control goes from the 

teacher to the student. 

Make students more independent and responsible about their own learning process, always under the 

guidance of teachers. 

 

Description: 

 

The flipped classroom is a pedagogical method that, in the last years, became widely used above all in the 

schools. It is a teaching and learning method supported by digital contents; it is characterized by an 

overturning of the traditional teaching/learning method.  

The traditional teaching/learning method has a first explanation moment carried out by teachers and 

trainers (a lesson in the classroom), followed by a second moment in which students do their homework 

autonomously.   

The flipped method, instead, includes a first moment of autonomous learning, carried out by each student 

outside the classroom and supported by technological devices. The second step of the learning process 

takes place in the classroom, where teachers use the hours of lessons to put into practice what students 

have learnt before and to generate debates and opinions comparison. In this second phase, cooperation 

between students becomes the key aspect of the whole learning process.  

 

What do you need for this method: 

 

Computer or tablet 

Internet access 

An e-learning platform to share materials (optional) 

 

Where to look for help? 

 

There is an online community for teachers and educators who are interested in the Flipped classroom 

method. Click on the following link to see it: 

https://flippedlearning.org/ 

 

How do you prepare? 

 

Before the beginning of the lesson, teachers/trainers should run a research and prepare appropriate 

material for learners to share with them. 

 

https://flippedlearning.org/


What will you do?  

 

Teachers try to stimulate interest and curiosity in their students, as well as the desire to know a specific 

topic. This will create a cognitive and emotional involvement in the discipline. 

Students work autonomously, putting into practice the cognitive strategies to explore the discipline: they 

develop their critical spirit, they ask questions on several topics and they make assumptions.  

Teachers can ask students to produce material and documents to be further consulted in the classroom. 

This process can be carried out individually or in teams. In this phase, teachers assume the role of tutor. 

Finally, there is a phase of revision and evaluation. It is a collective process of discussion and dialogue on 

what students have learnt. Teachers clarify and consolidate students’ knowledge starting from those works 

that they realised autonomously in the previous phase. 

 

Teaching Benefits  

 

Students activate their basic cognitive skills (listening, memorizing) directly at home and autonomously, 

through videos, podcast or texts shared by teachers. 

The role of teachers significantly changes; they must guide students towards the active elaboration of 

knowledge and the development of complex tasks. 

 

Mistakes to avoid  

 

Teachers who use for the first time the Flipped classroom method should be careful not to lose the control 

of the classroom. They must give space and time to their students to work autonomously, but always 

checking their progress. 

All the material shared with students for the autonomous learning must be carefully selected and be 

relevant to the discipline.  

 

Problems 

 

Someone could not have a fast Internet connection or appropriate devices to access to materials 

Some learners could not be familiar with digital tools 

Not always learners have extra time to study (for example, if the flipped method is used for an evening 

class, among learners there could be workers or people taking care of their children, unable to consult 

previously requested materials).   

  

Benefits 

  

The flipped classroom method transfers the responsibility of the learning process from teachers to 

students. 

Students can directly access to didactic contents and have more time to explore arguments compared to 

the traditional method. 

Students will benefit from this method because they will be encouraged to carry out their personal 

research and then share their knowledge with the class. 

 

 

Is your organism implementing already this method?  

  



Yes, this method is used in various training courses, both intended for the training of trainers and directly 

for learners. 

 

Online or offline method?  

  

The flipped classroom can be considered a hybrid method which combines online and offline moments: the 

first phase of learning is online, while the second one is offline (within the classroom).  

 

 

Kahoot! 
 

 
 

Target audience: All type of learners 

                                   (especially used for students) 

 

Type of method:  Didactical method, Active (or discovery) method 

 

Objective:   

The main objective of Kahoot! method is to combine learning and play, to make learning easier and funnier 

for everybody, regardless their age.  

Through the creation of educational quizzes, teachers can facilitate students in their learning process. 

Learners will participate in an active and interactive way, motivated by an engaging experience.  

 

Description: 

Kahoot! is a game-based learning platform that allows to easily create, share and play learning games and 

quizzes. This method is widely used by schoolteachers. 

 

What do you need for this method:   

Computer, tablet or smartphone 

Internet access 

The Kahoot! site: www.kahoot.com 

Before using Kahoot! you need to create an account.  

 

Where to look for help? 

https://support.kahoot.com/hc/en-us   

https://kahoot.com/library/getting-started-guide/  

https://kahoot.com/files/2020/05/DistanceLearningGuide_2020-05.pdf  

 

What will you do?  

 

Once you have registered, you enter the application and land on your account page. 

To create a new Kahoot quiz, you need to click on the ‘Create’ button at the top right of the page: 

 

 

 

http://www.kahoot.com/
https://support.kahoot.com/hc/en-us
https://kahoot.com/library/getting-started-guide/
https://kahoot.com/files/2020/05/DistanceLearningGuide_2020-05.pdf


 

 

 

 

 

 

 

 

 

 

The application will 

suggest you some 

templates. You can use 

one of them or proceed to 

create a simple quiz. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

To create a Kahoot quiz, start adding a title and a description, by clicking on the Settings at the top left of 

the page. You can customize the quiz by modifying its features through this window: 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Once you have set up the quiz, you can type your questions and answers. You can choose to import 

questions from a spreadsheet using the Kahoot template. You can also add images for each question. 

 

 

 

Once the quiz is done, click on the ‘Save’ button. 

To administer the quiz to your students, click on the ‘Play’ button. You can choose to play a live game 

together with your students or to assign them a challenge game to play whenever they want. 

 

 

 

 

 

 

 

 

 

 

 

There are two ways to participate: Player vs Player or Team vs Team (students can play alone or can be 

divided into groups). 

 

Kahoot will generate a game PIN that each student must enter to participate.  

 

For each correct answer, participants earn points. A final classification will be automatically generated.    

 

 

 

 



Teaching Benefits  

 

By using Kahoot! teachers can dispose of a powerful tool to engage students and to make easier and 

funnier their learning process. 

The multiple-choice quiz is an efficient way to set concepts in a clear and orderly way. 

The use of images connected with the questions promotes visual learning. 

 

Benefits  

End-users of Kahoot! combine learning and play. The format pushes students to learn and to give as many 

correct answers as possible. 

The creation of a positive competition makes students more motivated to give the best of themselves. 

The possibility of working in groups allows students to cooperate with each other and to understand how 

important teamwork is.  

 

Is your organism implementing already this method?   

Yes, this method was used during training courses intended for the training of trainers and teachers, to 

provide them with a useful and engaging working methodology to be used with their learners. 

 

Online or offline method?  

 With Kahoot! you can share your creations with your students. Quizzes can be played only online. 

 

Contact details (if available): 

   

https://kahoot.com/ 

 

 https://support.kahoot.com/hc/en-

us/requests/new 

 

 https://www.facebook.com/getkahoot 

 

 https://www.linkedin.com/company/kahoot 

 

 

Piktochart 
 

 
 

Target audience:  All type of learners 

 

Type of method:  Didactical method, expositive method, experiential method. 

 

Objective:   

Piktochart is designed to create a professional report, presentation, infographic, poster, or social media 

graphic to share with other people. 

https://kahoot.com/
https://support.kahoot.com/hc/en-us/requests/new
https://support.kahoot.com/hc/en-us/requests/new
https://www.facebook.com/getkahoot
https://www.linkedin.com/company/kahoot


 

Description: 

Piktochart is a tool to create reports, presentations and infographics starting by several available templates 

designed by experts. You can choose one of them to create your product, or you can use a blank template 

and customize it as you like. 

 

What do you need for this method: 

Internet access 

The Piktochart site: https://piktochart.com/  

Before using Piktochart, you need to create an account. 

 

Where to look for help? 

https://support.piktochart.com/  

 

You can also watch some video tutorials on YouTube: 

https://www.youtube.com/playlist?list=PLFu_9xKHBzHTKVZJb1mmcpOcYyP3TIreH 

https://www.youtube.com/watch?v=Eq-85gzw3GI 

 

What will you do?  

 

Once you have registered, you enter the application and land on your account page. 

 

The application asks you what you want to create. You can select the type of document from the drop-

down menu on the left side of the page: Infographics, Presentations, Posters, Reports, etc. 

 

For example, if you want to create a presentation, click on the 

corresponding icon. Some templates will appear. You can also search a 

specific presentation template by typing its name on the search bar.  

 

 

Once you have chosen a template, you can see a preview or use it: 

 

 

 

 

https://piktochart.com/
https://support.piktochart.com/
https://www.youtube.com/playlist?list=PLFu_9xKHBzHTKVZJb1mmcpOcYyP3TIreH
https://www.youtube.com/watch?v=Eq-85gzw3GI


 

 

If you start to use the template, you can customize your presentation by adding text, photos or 

illustrations, changing the colours, and much more. 

 

When your presentation is completed, click on the ‘Save’ button. 

 

 

Teaching Benefits  

With Piktochart you can create presentations, infographics and similar that help you to disseminate 

information in a simple and effective way. 

The directness of Piktochart creations stimulates learners to quickly read and remember information. 

Piktochart creations help learners to visually represent topics, information and contents. 

 

Is your organism implementing already this method?   

Yes, especially to build infographics. This tool is very useful and easy and intuitive to be used.   

 

Online or offline method?  

You can preview and then download your infographics, presentations, posters etc. as PNG files.  

To download your creations in a PDF or PowerPoint format, you need to upgrade to a Pro Account. 

You can share your creations with your colleagues or students by clicking on the ‘Share’ button.  

 

Contact details (if available): 

  https://piktochart.com/ 

 

https://www.facebook.com/Piktochart/ 

 

https://www.linkedin.com/company/piktochart 

 

 

 

 

 

 

 

 

https://piktochart.com/
https://www.facebook.com/Piktochart/


Symbaloo Learning Path 
 

 
 

Target audience:  All type of learners 

 

Type of method:  Didactical method, Active (or discovery) method 

 

Objective:   

Make quicker and more efficient the design of blended learning courses. 

Make learning an engaging experience. 

Create a gaming-style digital lesson plan using the best open educational resources 

Create personalized pathways for students 

 

Description: 

Symbaloo Learning Path is a method that can be adopted in blended learning courses to make them 

quicker and efficient.  

Symbaloo Learning Paths can be used to create a gaming-style digital lesson plan using the best open 

educational resources. Tile by tile, create pathways for students so they may learn at their own speed. 

Each student learns at their own pace. Some students require additional explanation on a particular topic 

and some simply need additional challenges. 

Students will learn the material at their own speed. There is also the ability to add in additional learning 

material around the pathway for students to have further explanations. 

Teachers/trainers can create the lesson plans themselves, using the Learning Path Builder or find one that 

has been created by another educator, in the marketplace section. Any online material can be used in the 

lesson plan: videos, articles, quizzes, educational games etc. 

 

What do you need for this method: 

Computer 

Internet access 

Learning paths platform Symbaloo (https://learningpaths.symbaloo.com/)  

A Symbaloo account 

 

Where to look for help? 

https://www.symbaloo.com/about/learningpaths 

https://en.blog.symbaloo.com/easily-build-custom-learning-paths/ 

http://learningpaths.symbaloo.com/marketplace?_ga=2.60815215.353861657.1608544140-

1649908230.1608544140 

https://youtu.be/3BkUFLvkBTs 

http://learningpaths.symbaloo.com/preview/L2181/?_ga=2.22911481.353861657.1608544140-

1649908230.1608544140 

https://www.youtube.com/watch?v=Wim8kV2x7Kw&ab_channel=MaryJoWindley 

 

 

 

 

 

https://learningpaths.symbaloo.com/
https://www.symbaloo.com/about/learningpaths
http://learningpaths.symbaloo.com/marketplace?_ga=2.60815215.353861657.1608544140-1649908230.1608544140
http://learningpaths.symbaloo.com/marketplace?_ga=2.60815215.353861657.1608544140-1649908230.1608544140
https://youtu.be/3BkUFLvkBTs
http://learningpaths.symbaloo.com/preview/L2181/?_ga=2.22911481.353861657.1608544140-1649908230.1608544140
http://learningpaths.symbaloo.com/preview/L2181/?_ga=2.22911481.353861657.1608544140-1649908230.1608544140
https://www.youtube.com/watch?v=Wim8kV2x7Kw&ab_channel=MaryJoWindley


How do you prepare? 

Once you have chosen one or more topics to be addressed during the training course, write down a scheme 

with the most relevant points. Each one of the points will be a piece of the learning path. 

 

What will you do?  

 

Create a pathway with as many tiles as you need, linked by arrows. Establish the beginning and the end of 

the path. Once you’ve logged in, you will see a button in your dashboard that says “Create a Lesson Plan.” 

After you have clicked the button, a pop-up will appear where you can identify the topic of your digital 

learning path. 

 

 
 

As you begin typing in the subject of your path, a list of related topics will automatically generate below. 

Select the topic that is closely related to what you’ve typed, and Symbaloo Learning Paths will help you find 

the resources you need, or you can use your own. This new feature will make it a lot easier when starting a 

path from scratch. The topic is used to help you find the perfect resources for your digital learning path 

using the new quick add feature. 

 
 

After you’ve identified the topic of your learning path, you’ll be taken to an empty grid to start building 

your path; click on an empty tile to begin. A popup will appear with content suggestions based on the topic 

you chose earlier. 

 

 

 

 



 
 

 

If the suggested content is not what you’re looking for, you can fill the tile using your own content by 

uploading documents, images, creating questions, etc, or search for a tile from your web mixes. You can 

add videos, articles, educational games etc. to guide students through the pathway, helping them to go 

from start to finish. 

A user can select a tile and use the context menu to edit, move or delete the tile, remove the connections 

made to the tile, or add the tile to their favourites. 

 

 
 

Add questions to some tiles of the Learning path to test the level of understanding of your students. Each 

student must answer the questions correctly to continue through the path. 

You can also add extra learning material for those students who need or want to deepen some aspects of 

the topic.  

Finally, make an overall evaluation, focusing on the problems encountered by your students. This will be 

useful during the lesson in presence, when you will give further explanations on specific aspects and 

students will have a confrontation on what they have learnt at home. 

 

 



Teaching Benefits  

The structure of this method makes learners curious about the topics they must study. This stimulates end-

users to deepen some aspects to which maybe, in a traditional lesson, they wouldn’t have paid much 

attention. 

It is a flexible method: teachers can decide to enrich, simplify or change the route of the learning path 

according to the advances/problems of their students. 

 

Benefits  

Students can learn at their own pace. They can directly access to didactic contents and have more time to 

explore arguments compared to the traditional method. 

The Symbaloo Learning Paths method combines pedagogical and playful aspects, encouraging students to 

learn: the more they learn, the more they can advance on the path.  

 

Is your organism implementing already this method?   

This is a methodology that we have not yet used, but it is certainly a methodology that we would like to 

apply. 

 

Online or offline method?  

- Symbaloo Learning Path is mainly used as an online method. However, it can also be used in offline mode, 

for example in interactive lessons where teachers give materials to students and they gradually advance on 

the learning path. 

 

 

Contact details (if available): 

   

https://www.symbaloo.com/about/learningpaths 

 

https://www.facebook.com/Symbaloo/ 

 

https://www.linkedin.com/company/9429155/ 

 

 

Kialo (Kialo Edu)    
 

  
 

Target audience:  All type of learners  

 

Type of method:  Didactical method, Active (or discovery) method 

 

Objective:   

Kialo Edu is aimed at promoting discussions online, helping learners to follow the logical structure of a 

debate and to cooperate with each other.  

Since Kialo Edu is specifically designed for classroom use, educators can use it for free. 

 

Description: 



Kialo Edu is an argument mapping site, specifically designed for classroom use. 

This tool allows to create discussions on one or more topics, encouraging students to explore arguments 

and develop their own ideas on classroom content.  

Kialo Edu has an argument-tree structure: through the visual representation of topics, students can follow 

the logical scheme of the argument and better organize their ideas.  

At the top of the tree, there is the thesis, followed by pro and con claims that can support or challenge the 

original thesis. 

 

What do you need for this method: 

Computer or tablet 

Internet access 

The Kialo Edu site: https://www.kialo-edu.com/  

Before using Kialo Edu, you need to create an account. 

 

Where to look for help? 

https://support.kialo-edu.com/hc/en-us  

https://www.youtube.com/c/Kialo/videos   

https://www.researchgate.net/publication/334159585_Managing_conflict_in_online_debate_communitie

s 

https://www.commonsense.org/education/website/kialo-edu  

 

What will you do?  

 

Once you have registered, you enter the application and land on your account page. 

To create a new discussion, click on ‘Create Discussion’ at the top right corner of the page. 

You can choose between a Private or a Public discussion. In the first case, the discussion can be seen only 

by invited people. In the second case, everybody can see it.  

Then, you have to select the type of discussion you want to create: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://www.kialo-edu.com/
https://support.kialo-edu.com/hc/en-us
https://www.youtube.com/c/Kialo/videos
https://www.researchgate.net/publication/334159585_Managing_conflict_in_online_debate_communities
https://www.researchgate.net/publication/334159585_Managing_conflict_in_online_debate_communities
https://www.commonsense.org/education/website/kialo-edu


Once you have chosen the type of discussion, you can enter the details (title, language, etc.): 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Finally, you can add an image, uploading it from your personal device (optional), and then click on 

‘Complete’. 

 

You will see your thesis at the top of the tree; you can add pros and cons that will be shown underneath. 

 

 
 

At the top right of the page, there is a panel with three sections: the first one, to see all your notifications; 

the second one, to see your marked claims; the last one, to see the discussion chat: 

 



 

 

Teaching Benefits  

Kialo allows to organize arguments in an effective and concise way.  

The tree structure encourages students to have a voice within the discussion, adding pros or cons to the 

thesis. 

This tool can be very useful in a blended course: the discussion virtually started in Kialo can be then 

developed in classroom. 

 

Benefits  

Thanks to Kialo Edu, students can put their knowledge into practice, develop a critical sensibility, generate 

their own ideas, consolidate their knowledge, and compare it with others. 

Each student has his own time and space to autonomously explore arguments. In this way, he/she will be 

able to discuss on a given topic in the classroom, after assimilating it at home.   

Kialo Edu is a collaborative platform that stimulate end-users to cooperate with each other to develop 

ideas as best they can.  

 

Is your organism implementing already this method?   

Yes, this method was used during training courses intended for the training of trainers and teachers, to 

provide them with a useful and engaging working methodology to be used with their learners. 

 

Online or offline method?  

Kialo Edu is designed to create online discussions on specific topics. However, the tree structure in which 

arguments are organised can be a useful tool for lessons in presence. The scheme created online with Kialo 

Edu can be repeated in classroom.  

 

Contact details (if available): https://www.kialo-edu.com/ 

 

https://support.kialo-edu.com/hc/en-us/requests/new 

 

https://www.facebook.com/KialoEdu/ 

 

https://www.linkedin.com/company/kialo 

 

   

 

 

 

 

 

 

 

 

 

 

 

 

https://www.kialo-edu.com/
https://support.kialo-edu.com/hc/en-us/requests/new
https://www.facebook.com/KialoEdu/
https://www.linkedin.com/company/kialo


 

 

 

Mentimeter  
www.mentimeter.com  

 

Target audience:   

 

The audience are learners/persons of all ages and for the implementation everyone who gives an online 

lecture/an online presentation or similar.  

 

Type of method:   

 

Mentimeter is a technical tool.  

 

 

Objective:   

 

The main aim is to ease online presentations/classes by requesting interactive 

participation by the audience or the students. It can also be used for real-time 

feedback on contents.  

 

 

Description: 

 

Mentimeter is a Swedish application. It is used to insert in 

presentations interactive questions that request the participation of 

the audience (learners, students….). The Mentimeter questions can be 

inserted according to the wishes of the presenter starting right at the 

beginning or in the middle of the presentation. The audience needs to 

use their smartphones or computers, insert the website 

www.menti.com and insert a code that is shown on the presentation 

slide on top. Then they have to follow the instructions. You can ask questions where the audience has to 

rate a certain issue or answer one or more questions. Their answers are shown live in the presentation. A 

nice feature is the word cloud (see on the right side) where the audience can insert words that come to 

their minds regarding a certain topic. The words get thicker and bigger, the more often they were inserted. 

Mentimeter can be used during an online presentation but also Face-to-Face.  

 

What do you need for this method: 

 

Internet access 

Access to the Mentimeter platform (Log-in or registration) www.mentimeter.com  

Depending on the variety of functions you want to use you may need a pay account  

If you use it in a face-to-face situation, you will need a projector to show the presentation and mentimeter 

slides to the audience   

 

Where to look for help? 

http://www.mentimeter.com/
http://www.menti.com/
http://www.mentimeter.com/


 

When you need help or support check the website www.mentimeter.com. They have different sections 

that give you information on the features, the handling and the tool. The following link leads to the help 

centre. You find different sections there from FAQ to exporting data after the presentation: 

https://help.mentimeter.com/en/?_ga=2.230563292.1710814080.1606733168-1013468225.1606733168  

There are detailed explanations for the different possible applications.  

 

If you prefer you can also check different YouTube videos with explanations about the tool and the 

features. At the beginning you get a good overview with for example this short video:  

https://www.youtube.com/watch?v=Sd0fAenuAnw A longer video (the recording of a webinar with 

questions at the end) can be found here: https://www.youtube.com/watch?v=MD9e_u90M4Q It explains 

many different functions of Mentimeter and how to use them for the presentation.  

https://www.youtube.com/watch?v=tRQoGhveXhU is the link for a Beginners guide by Mentimeter 

themselves with ample explanations. You can search for Mentimeter on YouTube and select other videos 

as well.  

 

 

How do you prepare? 

 

You need to decide in advance what questions would fit with your lesson and which type of question (word 

cloud, yes – no column….) is best for your purposes. First, check the website and the features that can be 

inserted. You also can prepare your whole presentation in advance. Please note that you can only import 

PowerPoint presentations in Mentimeter with a Pay Account. With the free account you need to create 

your presentation directly in Mentimeter.  

 

 

What will you do?  

 

First you have to register on the platform. Then you have to click the 

button `New presentation´ and can start with filling in contents. You 

can use so-called Quick Slides at the beginning as ice breakers so that 

the audience gets used to Mentimeter and the functioning. This is 

mainly an interactive slide where the audience can like what you say 

or send a small heart that is shown in the corner of your slide. 

Independently of the quick slides you can insert your contents and fill 

in interactive parts wherever you want. Please note that in the free version you only have a limited number 

of questions you can use. Within your presentation you can insert Mentimeter questions to keep the 

interest of the audience high and to make them participate. Select the best spots depending on your 

content. Mentimeter can be used during online conferences or online lessons but also during in-person 

sessions.  

 

Teaching Benefits  

 

The biggest benefit is the interactivity and the immediate actions of the audience. Their responses are seen 

as soon as they are inserted. This makes the audience becoming a part of the presentation; thus, they don´t 

get bored and stay interested.   

 

http://www.mentimeter.com/
https://help.mentimeter.com/en/?_ga=2.230563292.1710814080.1606733168-1013468225.1606733168
https://www.youtube.com/watch?v=Sd0fAenuAnw
https://www.youtube.com/watch?v=MD9e_u90M4Q
https://www.youtube.com/watch?v=tRQoGhveXhU


Mistakes to avoid  

 

When you take your time in advance to get used to the tool with videos then it is very unlikely that you 

make big mistakes. The only thing of importance is that you prepare the presentation in advance and take 

your time. When you use Mentimeter during a face-to-face lesson make sure that you have a stable Wi-Fi 

connection as not every learner wants to use their mobile data volume. A test run is recommended to 

make sure that everything works properly.  

 

Problems  

 

The biggest problem might be that the whole audience needs smartphones with internet access to actively 

participate (or tablet or pc). This should be checked in advance to guarantee equality. For the 

comprehensive features you need to pay. It might be difficult to get the necessary amounts.  

Depending on the country you are in, please be careful with data protection and copyright and exploitation 

right violations. Make sure that you have the permission for the use of foreign contents like pictures. 

 

Benefits  

 

The tool can make any topic you want to present more interesting and more interactive. It can easily be 

inserted in a modern way of teaching and the interest of the audience can be kept high. The tool is easy to 

understand and teachers or trainers don´t need to have a profound computer knowledge. The explanations 

that can be found e.g., on the company website or on You Tube are very comprehensive and detailed. So, 

everyone can use it easily.  

 

Is your organism implementing already this method?   

 

Yes, in case that it fits in our work. The teachers in our organization are language teachers and do not use 

blended learning elements. They teach face – to – face. Therefore, they don´t need online tools. The 

project managers use it from time to time. 

 

Online or offline method?  

 

It is an online tool and requires a stable internet connection as well as smartphones or computers by the 

audience as well.  

 

 

Conclusion  

 

Everything is said about Mentimeter. Just try it out and you will see the usefulness of it for the teaching 

work.  

 

 

Kahoot in education 
 

Target audience:   

 

Low skilled employees in VET training 



 

Type of method:   

 

Technical and pedagogical / didactical method. 

 

Objective:   

 

The aim of this method is to engage and motivate students to participate in group-based discussions 

regarding certain subjects by creating a digital quiz. 

 

Description: 

 

Kahoot is a digital quiz platform suitable for use in education and learning, from kindergartens and up to 

university level.  

 

It's a great way to combine learning and entertainment, often referred to as infotainment.  

 

What do you need for this method? 

 

Internet access, PC, smartphone and / or tablet. 

 

Kahoot is free to use. Only the one who makes a quiz need to register.  

 

Kahoot! | Learning games | Make learning awesome! 

 

Where to look for help? 

 

Internet is full of webpages with practical help for creative use of Kahoot: 

 

Kahoot! in special education | Gamification tips 

 

how to use kahoot in education - Bing video 

 

12 Ways to Use Kahoot! in Your Classroom - WeAreTeachers 

 

How do you prepare? 

 

“Go to getkahoot.com and create a free account.  

 

 

 

 

You can search the public quiz games or create one of your own.  

 

After you’ve created an account, launch a game, and then have students input the unique pin  

 

The teacher leading a Kahoot can manage such a quiz from various desired devices. 

https://kahoot.com/
https://kahoot.com/blog/2018/04/12/kahoot-special-education-gamification-tips/
https://www.bing.com/videos/search?q=how+to+use+kahoot+in+education&qpvt=how+to+use+kahoot+in+education&FORM=VDRE
https://www.weareteachers.com/best-of-teacher-helpline-12-ways-to-use-kahoot-in-your-classroom/
https://getkahoot.com/


 

It is possible to use a computer, tablet, or own smartphone. The teacher who leads a Kahoot must have 

access to a large screen or projector with screen or white wall.  

 

It can also be a TV screen that everyone can watch and that is large enough for it to be possible for the 

students to read the text from a distance. 

 

What will you do?  

 

Kahoot is a free online tool and only the teacher must register into an account. 

As a participant, you can answer from your own mobile phone (smartphone). You do not need to install any 

app to participate. Participants only need to get assigned a code and create their own nickname / nickname 

when participating.  

 

Kahoot can also be used as a quick survey, if you are standing in front of an assembly and want to air and 

discuss what the students think about the topic.  

 

A Kahoot has a leader that uses a large screen to show the questions. Participants answer their mobile 

phones. What they give in response is only visible on own device. When everyone has given an answer, the 

correct answer is displayed on the big screen and an overview over the 5 best participants so far in the 

competition.  

 

Because nicknames are used it will be possible "to hide your identity" if you do not want to make yourself 

known to everyone else on the big screen. 

 

Kahoot - implementation, teacher: 

 

1. Teacher must find the website: https://getkahoot.com/ 

 

2. Log in under the tab «Sign in» with username. Now you can open a quiz by pressing «Play». 

 

3. A GamePIN will now appear at the top of the screen. This is a unique code that 

awarded. The teacher must inform the students about the code orally or by writing it down on the 

whiteboard. The code is often a six-digit number code, e.g., 497770.  

 

Kahoot also has music and sound, so remember to connect your own audio cable. In most cases used a so-

called jack plug, but if you use HDMI cable, this also has a built-in audio transmission. It is also possible to 

carry a Kahoot without sound / music, but it may have an entertainment value and be evocative to have in 

the background. 

 

If sound is connected you will now hear background music. 

 

 

 

4. To the right is a button called "Start". To the left is the number of registered participants. 

 



As the students sign up, their nickname will appear flashing on the screen. When everyone has signed up 

and is ready, the teacher can press the start button. Then the game will start. 

 

You can choose how long each question should be on the screen. If you want to see the question again, the 

teacher must activate the question again with «Play». 

 

Kahoot - implementation, students 

 

The students find their mobile phones, PC or tablet and open the browser they have. 

 

Here the participants can find Kahoot (https://kahoot.it/) It is also available as an app, 

but you do not have to install the app to participate. 

 

In the top field, students enter the assigned GamePIN (everyone gets the same PIN code off teacher. Then 

select the Enter button. 

 

In the next menu, enter an optional nickname / nickname and then press enter 

answered the field that says "OK, go!". Now you're ready to play Kahoot! 

 

In Fønix we often use Kahoot in VET training for adults in working life, but we also use Kahoot in language 

training for migrants. 

 



 

 

 

 

BlendedVET project N°2020-1-FR01-KA202-079830 1   

 

 

In the example in the picture over, we have students following language training all over Poland with 

the teacher using Kahoot from Norway. 

 

It is also easy to use Kahoot to motivate and weld together different groups of students who have 

digital education in several locations at the same time. 

 

In the picture below is a group of cleaners from a large Norwegian company attending VET training for 

adults.  

 

They got to take part in a joint Kahoot with their colleagues who take trade certificates in cleaning, 

spread in Bergen, Stavanger, and Oslo. 

 

 
 

 

Teaching Benefits 

 

Kahoot is device-neutral, as it works on any internet-enabled device, including: PC, laptop, tablet, 

smartphone.  



 

 

 

 

BlendedVET project N°2020-1-FR01-KA202-079830 2   

 

 

 

This means it can work easily in any school which is making use of a mixture of devices.  

 

Another important point is that no software or apps need to be downloaded or installed, so it can be 

used immediately by anyone with internet access. 

 

This is a very cost-efficient methodology 

 

Mistakes to avoid 

 

Lack of sufficient network (wi-fi) capacity 

 

No connection to whiteboard, TV and / or monitor to show the results  

 

Problems 

 

No problems to mention 

 

Benefits 

 

Easy to use, more individual contact with teacher and students, flexible and fun. 

 

 

Is your organism implementing already this method?  

 

Yes, a great number of our teachers use Kahoot in classes. 

 

Online or offline method?  

 

The use of Kahoot is online, but the results from the use can be stored to view and use later.  

  

Conclusion  

 

Positively surprised at how well (simple) the technology works. 

 

The use of Kahoot in education with adults is motivating and always create a good learning 

atmosphere in class.  

 

When we use Kahoot in a physical classroom, we show the live results from the Kahoot through the 

projector onto the whiteboard. At Zoom, we just share the screen with the Kahoot with the class. It 

works the same way. 
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Contact details (if available): 

 

Publisher  

 

Company/Institution: Fønix AS 

 Address: Nygårdsveien 82, 3211 Sandefjord, 

Norway 

 Telephone +47 905 39 610 

 E-mail: fonix@fonix.as 

  

 

Facebook as learning platform 
 

Target audience:   

 

Low skilled employees in VET training 

 

Type of method:   

 

Technical and pedagogical / didactical method. 

 

Objective:   

 

The aim of this method is to create secret closed secret groups on Facebook in the beginning of a 

training program.  

 

Then invite all students in a course to be part of the group. 

 

Then Facebook are functional as learning platform and tool for communication between the students 

during the complete course. 

 

Description: 

 

The students get a lot of extra motivation because they get a feeling of being part of something new 

and exciting at the same time as the use of Facebook seems less frightening as a communication 

channel.  

 

With Facebook there is a personal, social, and informal tone between the participants.  

 

Teachers can give quick feedback and keep the students active and curious.  

 

Continuous messages in chat conversations in the comment fields ensure that. The students 

communicate between each other on Facebook, it strengthens the social contact. 

mailto:fonix@fonix.as
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What do you need for this method? 

 

Internet access, PC, smartphone and / or tablet. 

 

Facebook is free to use, and most of the students are already on Facebook. 

 

Where to look for help? 

 

Help is hardly needed, but if so, Internet is full of webpages with practical help for use of Facebook. 

 

How do you prepare? 

 

Login to Facebook. 

 

Click the “Groups” tab on the left menu of the Home Page. 

 

Select the green button “Create Group” at the top right corner. 

 

Type a name for your Group in the textbox. 

 

Type the names of the students to be added to the group. 

 

Remember – with a closed secret Facebook group it is not visible for anyone else that the participants.  

 

You do not have to be active on Facebook to join, but if you are not on Facebook from before, you 

have to open an account to be part of the group. However, your personal profile can also be secret 

and closed. 

 

What will you do?  

 

When we work with ZOOM or Teams, the teaching can be filmed and posted on streaming so that the 

participants can watch the teaching sequences later on Facebook. 

 

The conference system – ZOOM or Teams - are the backbone of the digital classroom. It allows sharing 

of files, photos, videos, and applications. 

 

The chat function in Facebook is always available to participants, both to communicate with the group 

or between individual participants. 

 

We have also experienced that the students take pictures from workplace and add them to Facebook.  
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The teacher can also give messages and post exercises and tasks. It is a great advantage that the 

teacher at any time can monitor who has read what, and so ensure that the information has reached 

all students. 

 

Statements from teachers: 

 

“For me, this has worked very well. I post tasks on Facebook and send out information and messages 

there. Use of Facebook has a low threshold. The medium can be used on several platforms: PC, tablet, 

mobile. If there's something people carry with them most of the day, it's the mobile phone! Thus, the 

participants are available at all time.” 

 

“During the lectures on ZOOM or Teams, a good deal of chatting occurs. The students contact each 

other and communicate with me afterwards on Facebook.” 

 

“With only the use of ZOOM or Teams, I found it difficult to get people talking. An extra PC and use of 

Facebook solved the communication problem.” 

 

 

“Now I post not only programs, dates, and the names of the participants, but also the study material 

there - movies, animations and links. Everything looks great. The participants are encouraged to post 

the material they come across themselves so that everyone can enjoy it.” 

 

“If you are traveling, say on a train or bus, you have the classroom in your pocket and can take a 

learning or rehearsal session when appropriate. If a participant is on holiday, Facebook learning can be 

taken up "occasionally". If someone has been ill, it is easy to make up for the neglect.” 

 

 

Teaching Benefits 

 

Facebook is device-neutral, as it works on any internet-enabled device, including: PC, laptop, tablet, 

smartphone. Most people use it on smartphones, and it is always available. 

 

This is a very cost-efficient methodology 

 

Mistakes to avoid 

 

Nothing to mention. 

 

Problems 

 

No problems to mention 
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Benefits 

 

Easy to use, more individual contact with teacher and students, flexible and fun. 

 

Is your organism implementing already this method?  

 

Yes, we always use a closed secret group on Facebook for all our courses. 

 

Online or offline method?  

 

The use of Facebook is online, but the results from the use can be stored to view and use later.  

  

Conclusion  

 

Positively surprised at how well (simple) the technology works. 

 

The use of Facebook as learning platform in education with adults is motivating and always create a 

good learning atmosphere in class.  

 

Contact details (if available): 

 

Publisher  

 

 

Company/Institution: Fønix AS 

 Address: Nygårdsveien 82, 3211 Sandefjord, 

Norway 

 Telephone +47 905 39 610 

 E-mail: fonix@fonix.as 

  

  

 

 

ZOOM as educational platform 
 

Target audience:   

 

Low skilled employees in the Norwegian SkillsPlus program. 

 

SkillsPlus is the major Norwegian program designed to improve basic skills in the adult population in 

the areas of literacy, numeracy, oral communication, and ICT 

 

SkillsPlus assumes a collaboration between companies and training providers in Norway. The target 

group is employees in companies that are at risk of falling out of the labour market. 

mailto:fonix@fonix.as
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The program offers a combination of different skill areas that are tailored to the companies' needs. 

Specific competence - or linked to formal competence in the form of a trade certificate (VET). 

 

The program is basically based on traditional classroom teaching - but in recent years has to some 

extent opened for elements of digital education  

  

 

Type of method:   

 

Technical and pedagogical / didactical method. 

 

Objective:   

 

When the Covid-19 pandemic broke out Fønix had more than 1.400 employees in different training 

programs in companies – representing more than 15.000 hours of training. 

 

Most of it was traditional face-to-face training, but also some blended learning. 

 

After March 2020, we were allowed to transfer traditional classroom courses in the SkillsPlus program 

to digital education. 

 

Description: 

 

ZOOM is a cloud-based video conferencing service that can be used to virtually meet with others - 

either by video or audio-only or both, all while conducting live chats. 

 

ZOOM also lets you record those sessions to view later.  

 

What do you need for this method? 

 

Internet access and ZOOM program account licenses 

 

 Video Conferencing, Web Conferencing, Webinars, Screen Sharing - Zoom 

 

Where to look for help? 

 

Video Conferencing, Web Conferencing, Webinars, Screen Sharing - Zoom 

 

Zoom video tutorials – Zoom Help Centre 

 

How do you prepare? 

https://zoom.us/
https://zoom.us/
https://support.zoom.us/hc/en-us/articles/206618765-Zoom-video-tutorials


 

 

 

 

BlendedVET project N°2020-1-FR01-KA202-079830 8   

 

 

 

On addition to the ordinary use of ZOOM video conferencing service we made special tutorial videos 

to show how to log on to digital teaching 

 

We also established «Outbreak rooms» that were available during training for group work and digital 

guidance - both in groups and 1: 1 

 

During the running of education, we arranged separate meetings at Teams every week with all 

teachers to share experiences and good teaching methods 

 

We also used Facebook groups to share information and links to training sessions, and guided those 

who had technical problems via Facetime 

 

What will you do?  

 

Buy ZOOM licenses for each teacher. Notice that you need a professional license or else the number of 

students that will be able to attach to the educational sessions will be limited. 

 

Train the teachers in using ZOOM as a digital tool, and – if possible -built up special teaching rooms 

«green rooms» for the teachers 

 

Teaching Benefits 

 

ZOOM offers an easy-to-use platform for digital education both for teachers and students. 

 

This is a very cost-efficient methodology 

 

It is easy to reach students at any time unlimited by geographical borders. In our case with ZOOM 

during the pandemic students participated from different locations. A minority sat in the companies, 

but most sat at home. Several foreign participants participated from their home countries - e.g., 

Poland 

 

Mistakes to avoid 

 

Lack of sufficient network (wi-fi) capacity  

 

Problems 

 

No problems to mention 

 

Benefits 
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Easy to use, more individual contact with teacher, flexible and fun. 

 

Is your organism implementing already this method?  

 

Yes, our organization has now implemented ZOOM as standard digital educational platform for all our 

training with adult workers in companies. This includes language training, ICT training and vocational 

training. 

 

Online or offline method?  

 

The use of ZOOM is online, but the sessions can be recorded to view later.  

  

Conclusion  

 

Positively surprised at how well (simple) the technology worked and that we were able to transfer 75% 

of the running training to digital training during the first 4 months of the pandemic 

 

 

Contact details (if available): 

 

Publisher  

 

 

Company/Institution: Fønix AS 

 Address: Nygårdsveien 82, 3211 Sandefjord, 

Norway 

 Telephone +47 905 39 610 

 E-mail: fonix@fonix.as 

  

  

 

 

 

Padlet  
https://padlet.com/  

 

Target audience:   

Teachers can use Padlet for supporting lessons and student for learning purposes.  

 

Type of method:   

 

It is a technical tool for online use.  

 

Objective:   

mailto:fonix@fonix.as
https://padlet.com/
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To include online features into the learning environment and to raise interest of the students and to 

motivate them for participation.  

 

Description: 

 

Padlet is an online blackboard 

that can be used in e-learning 

or blended learning. You can 

insert in the blackboard files, 

texts, audios, videos pictures 

or links. You can allow 

different people to get access, 

to participate in discussions or 

to make changes. Therefore, it 

is very useful for online 

classes. Padlet is available in 

many different languages. You can log-in with your google or Microsoft log-in data or with an email-

address and a password.  

 

What do you need for this method: 

 

Internet access, computer device (all students need pcs, tablet or smartphone with internet 

connection as well) 

 

 

Where to look for help? 

 

https://padlet.com/   

 

A video explanation can be found here: https://www.youtube.com/watch?v=OPkq5q8nRbM  

 

On YouTube you will find different interesting videos with explanations how Padlet looks like and how 

it can be used properly. The videos are very helpful. There are long videos and short videos. For just 

checking if Padlet is the right tool for you, a short video should be sufficient at the beginning.  Longer 

videos give you ample insights in the different functions of the tool.  

 

 

How do you prepare? 

Just take your time to get used to the tool by watching videos about the use and test it on your own. 

Then you can decide how you want to embed it in your class and what contents would fit.  

 

https://padlet.com/
https://www.youtube.com/watch?v=OPkq5q8nRbM
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What will you do?  

 

Just go to https://padlet.com/. You can select on bottom of the page the language. Then just register 

and you can immediately use it. You can create 3 padlets for free. When you put the button: `Create a 

padlet´ then you can choose to use either a blank padlet or a design template.  Then you give the 

padlet a title and you can add a short description. If you want your class to be interactive, then you 

have to allow comments and/or reactions (e.g., likes). In the next step you have to decide about the 

data protection. You can make the padlet public or private or allow access only to some persons. It is 

important to decide according to your teaching intentions. When you want your students to 

participate actively, then you should allow writing comments. The next step is to activate 

´moderation´. This means that the admin (the teacher) first can check all comments before they are 

published. Then you can start to create the contents of the padlet. You can embed links, videos and 

texts for example.  

 

Teaching Benefits  

 

The tool allows a teacher to use a modern interactive way of transmitting knowledge and discussing 

with students.    

 

Mistakes to avoid  

 

You should discuss in the class in advance how good and constructive comments shall look like and 

how the students shall use the reactions buttons (like or dislike for example) adequately. This avoids 

inappropriate posts from the beginning. The moderation as admin costs some time but also supports a 

constructive adequate learning environment.  

It is also important to take your time when you use it for the first time to get used to the different 

features.   

 

Problems  

 

Only a basis version is for free. The costs must be covered if the school or company version is used. 

You must make sure that all students can have access to the padlet, this means that every student 

needs the technical requirements like a functioning computer, tablet or smartphone and an internet 

connection. Depending on the country you are in, please be careful with data protection and copyright 

and exploitation right violations. Make sure that you have the permission for the use of foreign 

contents like pictures. 

 

Benefits  

 

Students get to know a different way of learning. This can be a valuable and interesting experience for 

them to use the internet for more than just personal issues.  

 

https://padlet.com/
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Online or offline method?  

 

It´s an online tool that cannot be transformed for offline use.  

 

 

 

Conclusion  

 

Padlet is not a tool for a full, comprehensive online course but it is very useful to support your lessons 

and to reach young students in a modern and interactive way. It is easy to use and to understand. 

Therefore, it fits for different age groups of learners (from young students to adult learners).  

 

 

 

 

CryptPad  
www.cryptpad.fr 

 

Target audience:   

 

Teachers 

Learners of all age groups 

Everyone who wants to work on a document together  

People for whom data security is very important  

 

Type of method:   

 

It is an online tool / Open-Source Software with a pad function and several other functions that can be 

used.  

 

Objective:   

 

This online tool is designed for allowing different people to work on documents together with a high 

standard of data protection.   

 

 

Description: 

 

CryptPad is a kind of online tool that allows groups of people to work together on documents (text 

documents, presentations, tables…) together without being at the same place. They can work at the 

same time or time-displaced. This enables different group work and can thus be very useful for e-

learning or blended learning. When a so-called pad is open you also have the chance to chat with your 



 

 

 

 

BlendedVET project N°2020-1-FR01-KA202-079830 13   

 

 

team mates and therefore can discuss different issues regarding the contents (e.g., the font, 

underlined words…). CryptPad especially focuses on high data protection. This means that the user 

doesn´t need to register with an email address or other private data. The contents are end-to-end 

encrypted. Nevertheless, the teacher should have a registered account at least for a good organization 

of the pads and other documents.  

 

 

What do you need for this method: 

 

Internet access 

Computer, tablet etc.  

 

Where to look for help? 

 

CryptPad in general is a very intuitive tool. On the website www.cryptpad.fr you find a lot of 

information and a FAQ section. The FAQ can be found here: https://cryptpad.fr/faq.html# . You have 

different sections with general questions like “What is a pad” but also the fields of Privacy, Security 

and Usability as well as Other Questions. There is also the ample User Guide available in English, 

French and German (https://docs.cryptpad.fr/en/user_guide/index.html ) that is worth reading it. In 

case you prefer it, you can check different You Tube videos about the use of CryptPad with detailed 

information (depending on the video) about the use. They are in general very helpful also to get a first 

general in sight. If you don´t find some in your own languages use the English versions.  

 

How do you prepare? 

 

There is no special preparation needed. Read the user guide and the FAQ in advance and just plan 

enough time to get used to the different features and take enough time to explain the use to the 

learners to ensure that the cooperation works from the beginning. You should take into account to 

carry out a test run to be sure that everyone understood what to do but this depends on your learners 

and their skills with online applications.  

 

http://www.cryptpad.fr/
https://cryptpad.fr/faq.html
https://docs.cryptpad.fr/en/user_guide/index.html
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What will you do?  

How it works: you have to go to www.cryptpad.fr and register there. On the starting page (see above) 

you can already see the different functions that are possible. It is very important that you take care of 

your password. As they don´t use personal data like your email address when you are not a premium 

user, it is impossible for them to send you a new password link or similar in case you forgot it. 

CryptPad can be used entirely for free. You find the info about the pros of the different user options 

on the webpage (without registration, with registration, pay account see below picture 2). A 

registration with a username and password is recommended so that you can save your pads. As 

premium user you have more storage space and also support the aim of the developers to produce 

software with a high focus on privacy.  

 

 
 

Picture 2 

 

Then you create a new pad (picture 3 rich text document). They ask you what type of pad it shall be 

(e.g., rich text, table, presentation, whiteboard…). You now can give the pad a certain name and insert 

different contents and then share it with others by sending them a link that you get when clicking on 

´share´. The group is then able to work together at the same time or time-displaced on the documents 

http://www.cryptpad.fr/
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or work tasks. They can for example prepare a group presentation together from home. This means 

that all participants of one group can work together on their presentation. For the direct 

communication is a chat included that can be used as support when they work at the same time to 

discuss layout questions, contents or similar (picture 4). The changes on the document are saved 

automatically.  

 

 

 

 

 

 

 

 

 

 

Picture 3 Blank Pad with the title Test 1 

 

 

 
Picture 4 Making a presentation and chatting about the content 

 

 

Teaching Benefits  

 

In the field of blended learning or e-learning, CryptPad can be a useful tool to allow (real-time) group 

work also from home and exchange among the learners. Especially for the teachers and learners who 

have a focus on privacy and data protection, CryptPad can be the perfect solution. When you take 

some time for getting used to the application, it is easy to handle. It has many useful features and 

different types of documents (e.g., text docs, presentations) can be prepared. You can also give tasks 

to your group of learners that they have to fulfil together or similar. There are numerous ways of 

including CryptPad into your daily teaching work.  

 

Mistakes to avoid  
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Don´t forget your password. If you do, all your work is gone as you cannot enter your account 

differently (e.g., with requesting a new password). As for all new tools you use it is important to take 

enough time at the beginning to get used to the features and to know how to handle the application. 

Be prepared for any kind of questions of your learners.  

 

Problems  

 

When one person in a work group deletes parts of the document or the whole doc, then it is gone for 

all. Make sure that the work groups are chosen properly and that the learners really understand the 

functioning.  

 

Depending on the country you are in, please be careful with data protection and copyright and 

exploitation right violations. Make sure that you have the permission for the use of foreign contents 

like pictures.  

 

 

Benefits  

 

It is possible to work interactively with other learners together despite being on different places. The 

tool therefore enriches blended learning an e-learning.  

 

Is your organism implementing already this method?   

 

In different projects we use this tool or similar tools for working together with our European project 

partners.  

 

 

Online or offline method?  

 

It is an online tool.  

 

Conclusion  

 

There are numerous online tools you can use to enrich your teaching. This tool has a unique data 

protection policy and is easy to use. As it is an Open-Source Software the developers appreciate as it is 

an Open-Source Software the developers appreciate donations that allow them to run and further 

develop the tool. You find more information on that on the website. 
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EdPuzzle – a tool with videos 
 

Target audience:   

 

All types of learners can use this tool. 

 

Type of method:   

 

It is a technical tool that can be used for blended learning or e-learning.  

 

Objective:   

 

Learners can deal with a certain topic online by watching videos.  

 

 

 

 

 

 

Description: 

 

With EdPuzzle (https://edpuzzle.com/) 

you can use videos for teaching. The 

videos can have comments, questions or 

Voiceover. You can either embed your 

own video (e.g., a record of your own 

lecture) or a video that already exists 

(e.g., as You Tube video where you add 

your questions and comments or a video 

in EdPuzzle that already has questions 

and comments inserted).  

 

 

What do you need for this method: 

 

Internet access 

Computer or tablet  

Headset with microphone  

 

 

Where to look for help? 

 

https://edpuzzle.com/
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The best way to get help is to watch one of the numerous videos on YouTube where people explain 

the different features of EdPuzzle like https://www.youtube.com/watch?v=QWar47cMmUI  

 

 

How do you prepare? 

 

Depending on your content, it might be suitable to produce your own teaching videos in advance by 

e.g., recording your lesson. This makes it then easier to have the content you want to have instead of 

searching online that can be very time-consuming.  

 

What will you do?  

 

You have to go to EdPuzzle.com and chose `I am a teacher´ and create your account. Then you can 

start with the work on the videos. First, click on the Add content button. You now can upload a video 

from your files. This will take a little time, depending on your internet connection and the file size. 

When the upload is done you see the video on your main screen in EdPuzzle. You can also use the 

search function on your starting site to search for a certain topic that is interesting for your class. You 

can choose from the ones that are shown now. You will find the ones that are already prepared with 

questions and comments and below the ones that are pure. You need to decide what you prefer 

(depending on the questions and comments that are given). When you chose a pure video, e.g., from 

You Tube, you have to click on the copy or the edit button. With edit, EdPuzzle makes an automatic 

copy in your account. You have now different features to work on the video. The first is Cut: you can 

shorten the video when you don´t need the whole content and the whole length. The second is 

Voiceover with which you can comment on the video and insert your own information. The third 

option is Questions: you can insert questions at different parts of the video that your learners will have 

to answer. There are different types of questions that you can insert like multiple choice (you will have 

to activate the correct and incorrect answers) and open-ended questions as well as notes. When a 

learner watches the video, it stops automatically when a question is reached so that the learner has to 

answer the question first before the video continues. Notes can be made with mere text or as an audio 

note at a certain part of the video.  

Create a class now on your starting screen in the right upper corner. You can choose a classic class (the 

students need accounts on EdPuzzle as well), open class (the students don´t need accounts) or link 

with google classroom if it is used by you. When the class is created you can invite your learners 

(either share with them a class code for the open class or an invitation link). They now have time to 

watch your video and answer the questions. You will be able to see who already watched and 

answered and who did not. 

 

Teaching Benefits  

 

It is very interactive and you as teacher can check and see if your learners really watched the video 

and answered your questions. When you record your own lessons, you can present exactly the 

contents you wish (when you use other videos this might be different).  

https://www.youtube.com/watch?v=QWar47cMmUI
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Mistakes to avoid  

 

After some tries you should quickly be used to the handling of this tool. Start a test round before you 

send the first videos to your learners to make sure that everything works as intended.  

 

Problems  

 

EdPuzzle is a US American tool. This means that they don´t have the European data protection rules. 

Schools might not allow the use. Take care of the copyright when you use You Tube videos. It is better 

to prepare your own lessons to make sure that no copyright violations occur. All students need the 

adequate technical equipment to make use of this tool (as it is for every online tool). Make sure that 

the technical preconditions are given with all learners in your class to avoid disadvantages. The basic 

version is for free. There you can store up to 20 videos. It might be enough for you. If not, you need a 

pay account and need the necessary funding.  

Depending on the country you are in, please be careful with data protection and copyright and 

exploitation right violations. Make sure that you have the permission for the use of foreign contents 

like pictures. 

 

 

Benefits  

 

It is an interesting way of teaching and learning and can enrich the blended learning approaches. The 

teacher can check the progress of the students and so he can be sure that all learners have dealt with 

the topics covered. This allows the teacher to quicker handle the lessons as the students can prepare 

themselves with the videos for a certain work field and during the face-to-face learning the teacher 

has enough time to answer questions and to go deeper into the topic as he doesn´t need the face-to-

face time for instructions.  

 

Is your organism implementing already this method?   

 

No because it is not suitable for our daily work although it is very interesting.  

 

Online or offline method?  

 

Online. It is not transferrable.   

 

Conclusion  

 

EdPuzzle is probably not a tool that can be used alone for a good blended learning concept but it is 

very useful and can enrich the e-learning work.  
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Moodle 

 
 

Target audience:   

 

All type of learners 

 

Type of method:   

 

Didactical method 

 

Objective:  

  

Moodle is a learning management system designed to provide educators, administrators and learners 

with a single robust, secure and integrated system to create personalised learning environments.  

 

Description: 

Moodle is a learning management system designed to provide educators, administrators and learners 

with a single robust, secure and integrated system to create personalised learning environments.  

The heart of Moodle is courses that contain activities and resources. There are about 20 different 

types of activities available (forums, glossaries, wikis, assignments, quizzes, choices (polls), SCORM 

players, databases etc) and each can be customised quite a lot. The main power of this activity-based 

model comes in combining the activities into sequences and groups, which can help you guide 

participants through learning paths. Thus, each activity can build on the outcomes of previous ones. 

There are a number of other tools that make it easier to build communities of learners, including 

blogs, messaging, participant lists etc, as well as useful tools like grading, reports, integration with 

other systems and so on. 
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What do you need for this method: 

Internet access 

Computer, tablet or smartphone 

Use an updated browser (Microsoft Edge, Google Chrome, Mozilla Firefox) 

 

Where to look for help? 

User guide: https://docs.moodle.org/310/en/Teacher_quick_guide 

Tutorial: https://moodle.org/course/view.php?id=5 

 

How do you prepare? 

 

Have a username and password to access the virtual platform 

 

What will you do?  

 

1. Personal information 

 

When you log in and enter the platform, you will see the navigation bar. 

Available at any time, it allows visualizing the itinerary covered from the homepage and the sections 

visited. It also allows going back to the different sections previously visited. 

 

https://docs.moodle.org/310/en/Teacher_quick_guide
https://moodle.org/course/view.php?id=5
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User (upper part) 

 

  
 

There are some different options in this label: 

● Dashboard: It sends you to the main page of your courses. 

● Profile: Allows viewing and editing your personal information and access the following 

contents: 

○ See and edit my profile. 

○ Forum. Posts you have created along the course in different forums where you take part. 

○ Blogs 

○ Messages.  Access to the messages you have sent and received.  Allows sending private 

messages to other users and to the teachers. 

○ My private files.  Allows uploading files, downloading files and creating directories. 

○ Badges. Milestones achieved along the course. 
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Grades: This page shows you each course you are enrolled in with its grade. 

● Messages: This is where your private messages with other users are shown. 

 

 
 

 

 

● Preferences: In this place you can make changes on your personal data, including the 

information that you want to be seen by other users. 
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● Log out: It allows disconnecting and leaving the course and the platform. By clicking on your 

profile name, it appears different options, the last one is for you to log out. 

 

  
 

Other tools (right part of the screen) 
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On the right part of the screen, there are the following tools: 

● Search Forums. Searching for conversations at forums related to the course. 

● Latest news. It allows you to: 

o Have access to the latest news. 

o Incorporate new pieces of news. 

● Upcoming events: it allows you to: 

o Have access to the course calendar. 

o Incorporate new items. 

● Recent activity. It allows you to review the last activities done along the course and ask for an 

activity report. 

 

2. Creating and managing training resources 

 

First of all, we need to enter editing mode. For that, inside the course we’re managing, we click on the 

“Turn editing on” button. 

  

 
 

Now we can modify the content of the course. We can move around the existing resources, edit or 

remove them and add new ones. For adding a new one we click on “Add an activity or resource” under 

the section we want to modify. 
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A new window with a list of available resources to add will appear. 

  
 

Some of the most common ones are: 

a. Assignment 

It allows the teacher to communicate tasks, collect work and provide grades and feedback. It’s usually 

the main tool for grading the students. It can ask the students to upload files like PDF or Word 

documents and to add a text commentary to it. It’s usually limited on time by a deadline. 

b. Forum 

 

A common place for the students and teachers to communicate. It is usually common to have a forum 

for all the subjects, but if the content is very diverse a forum for each section can prove to be more 

useful. 

c. Glossary 

A list of definitions. It can have images and files attached and can accept comments from the students 

or other teachers. 

d. Quiz 

Enables the teacher to create quizzes and exams with various types of questions, including multiple-

choice, matching, short-answer and numerical. 

e. File 

Serving a file for the student to download. Usually for content that can’t be seen directly through the 

platform, like PDF or ZIP files. 

f. URL 

Similar to file, it allows the teacher to add a link to another website.  
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3. Grading the students: The Gradebook 

 

We can set up the gradebook function to automate the evaluation of the students. After creating the 

tasks, the student should complete, we go to the Gradebook setup. 

 

  
 

Inside we can check the default setup. 
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Here we can change the weights of each task. We can also change the evaluation system by finding the 

course name in this page (the first line of the table) and clicking “Edit”. 

  

 
 

 

Inside we can change the aggregation of the grades (mean, median, lowest or highest grade, etc) as 

well as the grade type and the maximum and minimum grade. 

 

 

Teaching Benefits  

A simple interface, drag-and-drop features, and well-documented resources along with ongoing 

usability improvements make Moodle easy to learn and use. 

Moodle is provided freely as Open-Source software, under the GNU General Public License. Anyone 

can adapt, extend or modify Moodle for both commercial and non-commercial projects without any 

licensing fees and benefit from the cost-efficiencies, flexibility and other advantages of using Moodle. 

Moodle’s multilingual capabilities ensure there are no linguistic limitations to learning online.  

Moodle provides the most flexible tool-set to support both blended learning and 100% online courses. 

Because it is open-source, Moodle can be customised in any way and tailored to individual needs. 

Moodle can be scaled to support the needs of both small classes and large organisations. Because of 

its flexibility and scalability, Moodle has been adapted for use across education, business, non-profit, 

government, and community contexts. 

 

 

Mistakes to avoid  

It may take some time to get to know and be able to use all the features offered by the platform.  

 

Problems  

It may take some time to get to know and be able to use all the features offered by the platform.  

 

Benefits  

Learners can find versatile material in one place, as well as use the platform for communication with 

each other and teacher.  

 

Is your organism implementing already this method?   

Yes, it is a user friendly LMS that offers many options to be used for the content presentation, also 

allows necessary plug ins to be installed if needed in order to enhance its interactivity.  

https://docs.moodle.org/310/en/Main_page
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Online or offline method?  

Online.  

 

Conclusion  

Moodle is one of the most actively used LMS as it is easy to navigate and understand and has quite 

many features, also additional plugins may be installed if needed.  

 

 

Contact details (if available): 

 

Website: https://moodle.org/ 

  

 

 

Twiducate 
 

 
 

Target audience: Elementary and secondary students 

But can be adapted and used by other types of learners too (not too young though) 

 

Type of method: Didactical method 

 

Objective:   

The Twiducate Platform - allow teachers and educators to create a free and controlled social network 

that they can use for their classes. 

 

Description: 

Twiducate allows teachers to create a 

private social media platform for their class 

to use in their learning and activities. Rather 

than having students sign up and enter an 

email address, a teacher signs up and 

creates a class code. Using this code, 

students log in to the class network. Here, 

they can answer questions, collaborate on 

problems, and even embed pictures and 

videos. As a teacher one has full control 

over the network and can even add other teachers. It is like Twitter but for education. 

 

https://moodle.org/
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What do you need for this method: 

Internet access  

Computer, tablet or smartphone 

Before using you need to sign up on the website: https://www.livelingua.com/twiducate/signup.php 

 

Where to look for help? 

Some tutorials can be finding on YouTube: https://www.youtube.com/watch?v=W3DzQM08fAk 

Email: support@twiducate.com 

 

How do you prepare? 

 

You only need to register to have an account on Twiducate, also it might be a good idea to decide on 

the rules that the online communication should be following in order to keep it appropriate.  

 

What will you do?  

 

First you have to log in. Once you enter the platform, you can create the classes and add students you 

want to the classes created.  

 

 
 

https://www.livelingua.com/twiducate/signup.php
https://www.youtube.com/watch?v=W3DzQM08fAk
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You can also post in the class and also add a comment or delete your comment. The system is very 

simple and easy to follow, not overcrowded with complicated features.  

 

Teaching Benefits  

It is an interactive way to communicate with the learnings, showing them, that the teacher is trying to 

be innovative in the way he/she is teaching.  

 

Mistakes to avoid  

It is important to make sure, that this not become just a tool for only learner communication and is 

actually integrated in the classwork.  

 

Problems  

The teacher may lose control of the conversations, so it is important to set up some rules for the 

subjects to be discussed or the language used, etc.  
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Benefits  

Learners get to learn in an innovative and way, which is a well-known way of communication for them.   

 

Is your organism implementing already this method?   

No, since we have some other social network like tools that we and our learners use, we tend to keep 

it this way.  

 

Online or offline method?  

Online. 

 

Conclusion  

It is an appealing way of learning for the students especially the ones from the school, who are very 

much used to networking and communicating trough social networks, and for the teacher it may be a 

way to “break some walls” and get the trust of students easier.  

 

 

 

Contact details (if available): Website: https://www.livelingua.com/twiducate/ 

 

  

  

 

 

Screencast – Screencast-o-Matic 
 

 
 

 

Target audience: all type of learners 

 

Type of method: Technical method  

 

Objective: Video creation tools help you create and communicate through video.  

 

 

Description: 

 

A screencast is a digital recording of computer screen output, also known as a video screen capture, 

often containing audio narration. Screencasts provides learners with a learner-centred approach to 

learning which can be experienced in both online and face-to-face settings. 

https://www.livelingua.com/twiducate/


 

 

 

 

BlendedVET project N°2020-1-FR01-KA202-079830 33   

 

 

 

Software to create a Screencast: 

 • Screencast-o-Matic  

• Cam Studio  

• Camtasia  

• Screenr  

• Screenflow  

• AviSreen  

• Jing  

• SnagIT  

• Wink  

• Adobe Captivate  

 

Educators and students turn to Screencast-O-Matic for easy video communication. Videos are used in 

the classroom for flipped/blended learning, video conversations, student assignments, feedback and 

more. 

 

 
 

What do you need for this method: 

 

Internet access 

Computer, tablet or smartphone 

 

Where to look for help? 

 

Tutorial: https://screencast-o-matic.com/tutorials 

Support: https://support.screencast-o-matic.com/portal/en/kb/screencast-o-matic 

YouTube: https://www.youtube.com/user/screencastomatic 

 

 

https://screencast-o-matic.com/tutorials
https://support.screencast-o-matic.com/portal/en/kb/screencast-o-matic
https://www.youtube.com/user/screencastomatic
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How do you prepare? 

You have to register in order to log in.  

 

 
 

And have some videos or images that you are willing to use for your content creation.  

 

What will you do?  

Once you log in, you 

have a button for 

recording directly 

and for making 

screenshots. 

 

 

 

 

 

 

 

If it is your first time, you will have to download the software, it will take just a few seconds.  

Once it is installed it is just one click to launch. You can record the screen, webcam or both.   
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You can record as many videos as you want up to 15 minutes length, if you need to record longer 

videos, you have to upgrade and then you can get unlimited time, but you do need to pay for the 

upgrade.  

Drag or resize the frame to record any part of your screen or you can choose pre-select and select the 

size offered there. With the webcam selected you can drag and resize the webcam frame in the 

recording area.  

You can choose your microphone to narrate your video. Now hit record and all the action inside the 

frame will be captured. Pause, resume, preview, re-start any of your recordings. Click done and you 

can easily trim the start and end of your video.  
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Then you can add the music if needed.  

 
You can save your video on Sreencast –o-Matic or publish directly to YouTube. After your video is 

uploaded, get a link to copy. Or you can share it directly to Facebook or Twitter by choosing the 

appropriate button.  

 

Teaching Benefits  

Can be used for Flipped or Blended Learning 

Easy video tools to help you focus on what matters – your students.  Create tutorials or lessons for 

classroom instruction.  Share videos with students so they can learn on their own. This allows you to 

use your in-class time more efficiently. 

Can be used to Drive Student Conversations 



 

 

 

 

BlendedVET project N°2020-1-FR01-KA202-079830 37   

 

 

Engage students with video conversations. Have students record their ideas or thoughts about a 

classroom topic or help them communicate with you on a deeper level.  Drive the conversation and 

use video to enhance the learning experience. 

Can be used for Mentorship and Feedback 

Connect and build relationships with video. Video allows you to build an authentic two-way 

connection with students. Easily provide personalized video mentorship and receive student responses 

to drive thoughtful conversations and collaborative thinking. 

 

Mistakes to avoid  

Take some time to get used to the tool.  

 

Problems  

The free version may not be enough, as some of the upgrade features may be needed, which would 

result in investing a certain budget in this tool.  

 

Benefits  

Learners get to experience different ways of learning. Sometimes, especially for visual type of learners 

it is very important to see the material taught rather just to only hear about it.  

 

Online or offline method?  

Online.  

 

Conclusion  

A useful tool in creation of videos. Helps to create various screen videos very easily and quickly.  

 

 

Contact details (if available): 

  

Website: https://screencast-o-matic.com/home 

Support: support@screencast-o-matic.com 

 

 

 

Quizlet 
 

 
 

Target audience:   

 

all type of learners 

https://screencast-o-matic.com/home
mailto:support@screencast-o-matic.com
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Type of method:   

 

Technical method  

 

Objective:   

 

Quizlet helps teachers to engage students of all levels through curriculum-based materials, interactive 

study methods and games. 

 

Description: 

Quizlet: it is an individual or group study tool that allows teacher to create sets of cards with the 

important topics of a class or activity, which they can share with the students or with other people. It’s 

an interesting 2.0 tool for creating flashcards with educational content including text and images, once 

the cards are created, the tool automatically develops activities and games to interact with the specific 

topics and evaluate the obtained knowledge.  

 

 
 

What do you need for this method: 

Internet access 

Computer or tablet, smartphone 

Where to look for help? 

 You can find a tutorial on YouTube: https://www.youtube.com/watch?v=Jo6ITr9yt4Y 

 

How do you prepare? 

Watch the tutorial, test the tool yourself to make sure you understand how it is working. 

Register on the Quizlet website in order to be able to log in.  

 

What will you do?  

 

https://www.youtube.com/watch?v=Jo6ITr9yt4Y
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Quizlet allows you to create as many flashcards as you like. So, once you log in, you can create the set 

of cards, simply by pressing the button “Create”.  

 

 
 

Once you press this button, you will see such a table: 

 

 
 

Here you have to decide on the title of the flashcards and then fill in both columns. You can make as 

may card pairs as you want. Once you completed your list, just press “Create”. Then you can share this 

with others through social media, or you can add it to a class or a folder. Also, you can simply send the 

link directly to the people you want to after copying it.  

When you have your set, you have a lot 

of options for what you can do with it: 

 

Flashcards 

Learn 

Spelling 

Test 

Various games 

 

And each of these parts have the button 

“Options” which helps to change some settings, like which of the cards go first, etc.  
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Teaching Benefits  

 

Helps teachers to teach students to memorise things in an easy and interesting way. 

You can also search from over 500 million study sets created by other students and teachers to find 

relevant content for your class, but you can also easily make your own sets.  

 

Mistakes to avoid  

The content for the flashcards should be prepared or at least well thought of in advance.  

 

Problems  

If you want to be able to use all the features you must upgrade, thus you end up in additional costs.  

 

Benefits  

 

With seven different study modes, students can pick which mode works best for their learning. Quizlet 

tracks their progress and provides instant feedback on where to focus. Learning is more fun with 

interactive study modes and games. Helps students memorize things in an easy and fun way, making 

learning an attractive experience.  

 

Online or offline method?  

Online. 

 

Conclusion  

Quizlet is a good way to engage students of all levels through curriculum-based materials, interactive 

study methods and games. And to create different type of flashcards very easily.  

 

Contact details (if available): 

 Website: https://quizlet.com/ 

 

  

 

H5P 
 

 
 

Target audience:   

 

all type of learners 

https://quizlet.com/
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Type of method:   

 

It is a technical method  

 

Objective:   

 

H5P has been designed to let everyone create, share and reuse interactive content.  

 

Description: 

 

H5P is a free and open interactive content creation platform, it allows to create around 35 types of 

interactive content, such as interactive image sequence, audios, writing eraser, collages, voice quizzes, 

dictations, interactive exercises, surveys and questionnaires. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

H5P enables existing 

CMSs and LMSs to 

create richer content. 

With H5P authors may 

create and edit 

interactive videos, 

presentations, games, advertisements and more. Content may be imported and exported. All that is 
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needed to view or edit H5P content is a web browser. H5P content types and applications are shared 

on H5P.org. H5P content may be created on any H5P enabled web site like H5P.com or Drupal or 

WordPress site with the H5P plugin installed. 

 

 
 

What do you need for this method: 

 

Computer, tablet or smartphone, Internet access, web browser and a web site with an H5P plugin. 

 

Where to look for help? 

 

Demos/downloads, tutorials and documentation are all available for users who want to join the 

community here: https://h5p.org/documentation and here: https://h5p.org/documentation/for-

authors/tutorials 

 
 

How do you prepare? 

https://h5p.org/documentation
https://h5p.org/documentation/for-authors/tutorials
https://h5p.org/documentation/for-authors/tutorials
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Register on the www.h5p.org and can get a free 30-day trial, afterwards it is paid.  

 

To create H5P content on his/her site, one must have the H5P plugin 

installed and enabled on his/her site. Plugins that support content 

authoring currently exist for WordPress, Drupal and Moodle. If one 

doesn’t have a site set up with H5P, he/she can test drive H5P right here 

on h5p.org and experiment.  

 

Decide on the content you are willing to develop. 

 

What will you do?  

 

One way to get started is by selecting an H5P content type from the examples and downloads page: 

https://h5p.org/content-types-and-applications Download any of the example content by clicking on 

download icon in the bottom left corner of the content.  

 

Afterwards, depending on the platform one is using, the content has to be uploaded on it and can be 

edited there, here are the instructions on how to do this: https://h5p.org/documentation/for-

authors/the-basics 

 

Another way is to log in on H5P website and create interactive content. You got to choose “Create 

content” and then select the content type: 

 

 
 

Once you choose the type of content you are willing to create, you will reach the space for the 

creation of that type of content. Where you not only find the fields to be filled in with explanations, 

http://www.h5p.org/
https://h5p.org/content-types-and-applications
https://h5p.org/documentation/for-authors/the-basics
https://h5p.org/documentation/for-authors/the-basics
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but also a link to tutorial as well as a link to an 

example if you have some doubts while creating 

the content, which seems to be very 

convenient.  

 

 
 

After you fill in the required fields with the content you have, you press the button “Save” and can 

either view the material you have developed, or you can also edit this material once again if you are 

not happy with it.  

 

Teaching Benefits  

It allows creating a huge variety of different types of content by using one and the same tool instead 

of looking for various tools in order to develop different type of content.  

Also, it is simple to use, as there are many explanations in each step and very clear tutorials. 

 

Mistakes to avoid  

Check the material you have created before sharing it with other, just to avoid any mistakes.  

 

Problems  

Although the material can be created on the H5P website after log in, the only way to use it is after 

you install the plug in in your website or LMS, and this plug in cannot be installed on all of the websites 

or LMS only the ones listed. Also, even though the trial of 30 days is free, afterwards you have to pay, 

so the funding is needed. It is also important to be careful with the data protection and copyright, in 

order not to make any violations.  

 

Benefits  

The created content is more interactive, therefore, more interesting and appealing to the learner.  

 

Is your organism implementing already this method?   

No, because we tend to use the free tools.  

 

Online or offline method?  
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It is online.   

 

Conclusion  

H5P is a good tool to create versatile interactive content as many types of different content can be 

created in one place which is very convenient, especially if you want to invest and have one tool rather 

many different ones.   

 

 

Contact details (if available): 

H5P is a community driven project 

Website: https://h5p.org/ 

Can be contacted by filling in an online inquiry: https://h5p.org/contact 

 

  

 

Wonder 
 

Meeting online and exchanging with others with Wonder (https://www.wonder.me/ ) 

 

Target audience:   

 

All types of learners or teachers can use wonder; it is also very suitable for any online conference or 

online meeting. 

 

Type of method:   

 

Wonder is an online platform for meeting people.  

 

Objective:   

 

Wonder wants to make online meetings or conferences more interactive to avoid that the participants 

get tired or inattentive.  

 

 

 

 

 

Description: 

 

When using Wonder, you create a virtual room, 

where you can meet with your audience. At the 

beginning, you can take a picture with your 

https://h5p.org/
https://h5p.org/contact
https://www.wonder.me/
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webcam and this picture is then your avatar. This makes it easier for the others to identify you and it is 

more personal than without avatar. You as host have to send to the audience a link to the room and a 

password that you created. This allows the others to enter the room. You can also choose an initial 

question that everyone has to answer (e.g., if you were an animal, what would it be?). This initial 

question can serve as ice-breaker as the answers can be seen on your avatar. When all participants use 

their webcams, you can start with your online class, conference or meeting.  

A very nice feature is that the avatars get connected for talks when they are close together on the 

screen. This means that – when you only want to speak with one or two others for example – you two 

or three put your avatars close together in another field in the room and then you will only see the 

cams of these other persons and speak with them only. An example would be the following: You have 

your student class online with you in the room. First you give them all general information about a 

certain topic (screen-sharing is possible of course). Then you allocate tasks to different groups of 

students. When you finished, they start meeting in small groups to work on the tasks together. You as 

teacher can simply move your avatar to the different groups and will be able to speak with the small 

groups only. The system would also be perfect for a virtual coffee break when networking is important 

because people do not only all stare at the screen and listen to only one person but they can speak 

with the different people more personal in small groups. The host also has the function of the so-

called broadcasting. When he activates this button then a countdown of 10 seconds starts and then all 

private talks end and the group is together to listen to the host. This facilitates the adherence of 

schedules. A chat function is also included where you can contact the whole group or a single person 

in private. You can invite this person then to meet in a smaller group for example.  

 

What do you need for this method: 

 

Internet access 

Webcam and microphone 

 

Where to look for help? 

 

You find help on the company website www.wonder.me . It is in English. They have the section FAQ 

and also a troubleshooting guide. When you need additional help, you can submit a request to the 

company. The company is rather young, therefore up to now no online tutorials can be found on You 

Tube (November 2020). Wonder also offers product demos regularly where you can sign in for. This 

allows you to experience the platform directly on your own and you can ask all questions you might 

have personally to the demo instructor.  

 

How do you prepare? 

 

It is important to prepare the contents you want to work with in advance and to start a little bit earlier 

than planned is recommended for sound-check and checking the webcam. Then the whole working 

time can be used in case it is a class lesson. When you cannot afford additional time then you should 

http://www.wonder.me/
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count with some trouble during the first session (e.g., micro of a student does not work) as this can 

happen with a bigger group.  

 

What will you do?  

 

You need to register on the website and request your room. During this process you also have to give 

your room a name. Then you make your avatar as written above. You create a password for your room 

and send the link and the password to the people you want to invite and give them a date and a time 

when they shall go online. When everyone is online you can start with your session. First, explain to 

your group how everything works so that they don´t leave the lesson by accident.  

 

Teaching Benefits  

  

The tool makes group work and chats with a small number of people within a bigger group possible 

and this is a very unique feature. It is easy to use and to understand.  

 

Mistakes to avoid  

 

Two persons who go online in the same room at the same time should not be in a common room in 

real life as this can lead to sound problems (back coupling). Make sure you log out correctly when you 

leave the room. It is very important that you change the password when you use your room for 

another class and send the password only to these learners as otherwise everyone from the previous 

group could join without difficulties. This requires an always up-to-date password management.  

 

Problems  

 

At the moment, Wonder can be used for free. It might happen that they offer also Pay Versions in the 

future. This is not foreseeable at the moment. This means you might have to check for the financing in 

the future. There is also a limitation to the so-called circles (the conversation groups) of 15 persons 

who can join one conversation as maximum. As Wonder is very good for active group work this 

limitation should not be a big hurdle but it should be taken into account when planning an e-learning 

session.  

Depending on the country you are in, please be careful with data protection and copyright and 

exploitation right violations. Make sure that you have the permission for the use of foreign contents 

like pictures. 

 

Benefits  

 

The chance to interact as big group but also in small groups is very unique and useful for different 

teaching and learning purposes, especially for group work in blended or e-learning. It is usable for free 

at the moment and very intuitive to use.  
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Is your organism implementing already this method?   

 

We tested it already and intend to use it for online meetings for our project work as we find it a great 

substitute for personal meetings when these personal meetings are not possible.  

 

Online or offline method?  

 

It is an online platform.  

 

Conclusion  

 

It is best to try Wonder out if you are not sure about the use. Then you can decide according to your 

experience if you can insert it in your blended learning concept.  

 

 

 

Lab rotation model 
 

Target audience:  

 

This is a good option in the following circumstances:  

High school students who need flexibility in their schedules, 

High school students who choose this option in order to progress more quickly than they would in a 

traditional school setting, 

Students who need to progress at a slower pace than in a traditional classroom, 

Schools and districts that face budget constraints and cannot accommodate their entire population in 

traditional classrooms, either because of facility constraints or because they cannot employ enough 

certified teachers. This model helps alleviate problems related to class size. 

 

But also:  

In kindergarten, 

In elementary school, 

In secondary school, 

Or for employees within company. 

 

Type of method:   

 

Pedagogical/Didactical method  expositive and active method 

 

Objectives:   

What is the aim/objective of this method?  
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- Avoid movements and costs, 

- Offering quality support, 

- Train employees over short periods of time, 

- Increasing learner engagement and ownership of their learning, 

- Fostering access to learning, 

- Increase the success rate of learners, 

- Providing affordable education for all. 

 

Description: 

 

In this model, students come to school, but the teaching is done entirely online through the school's 

computer lab. Teaching takes place online, but trained non-teaching professionals assist students on-

site and supervise the teaching. The technology is not limited to computers: in this case, an online lab 

model exploits the benefits of other advanced technologies, such as 3D printers, VR headsets, and 

more. 

 

This rotation mode is similar to the station rotation model, except that the online part takes place in a 

computer lab and not at home or in another classroom with a PC. 

 

The lab rotation model, like the station rotation, allows students to rotate between stations according 

to a fixed schedule set by the teacher. However, in this case, e-learning is done in a dedicated 

computer lab. This model allows for flexible scheduling arrangements with teachers and other para-

professionals, and allows schools to use existing computer labs. 

 

 

What do you need for this method? 

an LMS for e-learning, 

content and pedagogical programme digitalized, 

internet-enabled devices for each learner throughout the entire training period for online activities, 

Hardware (PCs, ...) and software required, 

Infrastructure (laboratories), An organized space for the different stations, 

WIFI with very good bandwidth, 

Classrooms for face-to-face and sub-group teaching. 

 

Where to look for help? 

 

https://www.blendedlearning.org/basics/ 

https://www.blendedlearning.org/design/ 

https://www.blendedlearning.org/wp-content/uploads/2016/10/Choose-the-model-worksheet-8.pdf 

https://youtu.be/oY5iXxqe_WU 

https://www.dreambox.com/case-studies/managing-budget-cuts 

https://www.blendedlearning.org/are-computer-labs-a-thing-of-the-past-not-so-fast/ 

https://www.blendedlearning.org/design/
https://www.blendedlearning.org/wp-content/uploads/2016/10/Choose-the-model-worksheet-8.pdf
https://youtu.be/oY5iXxqe_WU
https://www.dreambox.com/case-studies/managing-budget-cuts
https://www.blendedlearning.org/are-computer-labs-a-thing-of-the-past-not-so-fast/
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https://www.blendedlearning.org/blended-beyond-borders/ 

https://www.blendedlearning.org/with-blended-learning-scaling-high-quality-affordable-ed/ 

 

 

How do you prepare? What will you do?  

 

The lab rotation allows time to spend on the technology while another subgroup receives 

individualized support from the teacher. The main teacher instructs students in the classroom while an 

assistant facilitates learning in the computer lab. The groups rotate between stations on a rotating 

basis. There may also be another workstation for independent study to deepen knowledge through 

group projects, applications, ... 

 

In the computer lab, the driving force behind this model, students participate in an adaptive learning 

program at their own pace. The teaching assistant in the lab reviews student data to better support 

individual students in their online learning. The teaching assistant reinforces the learners' progress by 

providing personalized learning reports to help them and teachers track their progress in a transparent 

manner. 

 

This model consists of creating a flexible space where teachers use tools that enable a personalized 

learning experience.  

Students can move from one block to another (Mathematics, Science, ...) with teachers specialized in 

their respective subjects. Students can receive large group instruction, experience small group and 

team learning, or targeted intervention. They then move on to the lab for adapted online learning.  

 

 

Mistakes to avoid / Problems  

 

Do not create quality online resources, 

Use this model if there are insufficient technological resources and infrastructure available, 

Do not think about the space available, the layout of the rooms to accommodate learners during 

offline time, according to their needs, 

Do not make continuous changes and updates,  

Not following the implementation and evolution of the project and not solving the recurring problems 

that appear during the experimentation, 

Thinking that the trainer is no longer at the heart of the learning process and underestimating face-to-

face time based on the needs of the learners, 

The most important element of the laboratory rotation model is technology. Despite the fact that this 

is an essential feature of the model, teachers remain at the heart of learning. Good pedagogy 

strategically associated with technology (even a simple computer lab) has great potential to have a 

powerful impact on learning. 

Consider that teacher development is not necessary. 

 

https://www.blendedlearning.org/blended-beyond-borders/
https://www.blendedlearning.org/with-blended-learning-scaling-high-quality-affordable-ed/
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Teaching Benefits  

 

Allows schools to use existing laboratories 

Increases student engagement and ownership of learning by actively using their progress data to 

understand and achieve their goals.  

Strategic teacher lesson planning based on learner progress data.  

Make learners more critical and active participants in their learning.  

The model is useful for schools in rural areas or schools with limited resources (lack of certified 

teachers, etc.). 

Flexible according to learners' progress (need more time or faster progress). 

Offers more tools to teachers (student grouping, feedback, time use, ...).  

This model allows to reach students in a differentiated and personalized way. 

Allows learners to work at their own pace without affecting the learning environment of other 

students. 

 

 

Is your organism implementing already this method?   

No, because our content is not yet available online and our organization does not have the 

infrastructure and equipment necessary for this type of method. 

 

Online or offline method?  

It is an online method most of the time of training but it also includes time for face-to-face work and 

work in sub-groups. 

 

Conclusion  

The lab rotation model involves breaking a group of learners into small units to perform different 

types of tasks at different stages, driven by e-learning.  

 

Teacher quality and e-learning are not isolated and independent variables. Rather, they are 

complementary components of an effective learning system. 

 

While technology facilitates differentiated instruction, accelerates real-time feedback and enables 

mastery-based learning, teachers often help students find their "why". Teachers have the power to 

motivate and inspire students to engage deeply with educational content; they can provide students 

with expert feedback to validate the mean 

 

 

Station-rotation model 
 

Target audience:   

Mainly for: 
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- Elementary school and kindergarten students including learners with special needs and academic 

difficulties 

- Employees in companies 

 

Type of method:   

Pedagogical/Didactical method  expositive and active method 

 

Objectives:   

What is the aim/objective of this method?  

Increasing the success rate of students 

 

Description: 

 

Station rotation model is one of the most popular blended learning approaches. The model is not new 

or unique to blended learning; teachers have been using "centres" of learning activities in their 

classrooms for decades, especially at the elementary level, where teachers are already familiar with 

rotation. Station rotation model is considered a blended model when at least one station involves 

student-directed online learning.  

By definition, the model allows students to rotate stations/activities according to a fixed schedule, 

usually set by the teacher. 

 

The station rotation model includes fixed schedules in which all students travel to all learning stations 

on a rotational basis. This model thus corresponds to the simultaneous use of several training activities 

(including at least one digital). Often, the rotation is set up with a timer; at the sound of the alarm, the 

students move on to the next station. Classrooms may have two, three or more learning stations, but 

regardless of the number of stations, all students pass through each station for a set period of time. At 

the end of the cycle, learners are able to participate in all activities. 

 

By dividing the class into groups, teachers can work with students in small groups on a daily basis. This 

allows teachers to have time to individualize instruction for students at different levels of proficiency. 

Dedicated time in an online station also allows students the opportunity to receive targeted and, in 

many cases, tailored instruction, as well as providing a stimulating environment for practicing basic 

skills. Once implemented, the station rotation model has enabled thousands of students to see a 

marked increase in their academic success. 

 

 

 

 

In this model, participants, in sub-groups, move through a variety of positions: 

- In face-to-face classes, 

- Online,  

- For subgroup work or independent work/activity. 
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This model is often the one used in companies, but unfortunately it is still too often limited to online 

document storage for the e-learning part.  Whereas true blended learning consists of a single training 

unit but distributed according to several modalities (online, face-to-face, virtual classroom or micro-

learning). 

 

What do you need for this method: 

an LMS for e-learning, 

content and pedagogical programme digitalized for online activities, 

internet-enabled devices for each learner throughout the entire training period for online activities, 

An organized space for the different stations. 

 

Where to look for help? 

 

https://www.blendedlearning.org/basics/ 

https://www.blendedlearning.org/design/ 

https://www.blendedlearning.org/wp-content/uploads/2016/10/Choose-the-model-worksheet-8.pdf 

https://youtu.be/oY5iXxqe_WU 

https://practices.learningaccelerator.org/problem-of-practice#station-rotation  

https://www.blendedlearning.org/3-secrets-to-successful-station-rotations/ 

https://www.blendedlearning.org/personalizing-the-station-rotation-recipe/ 

https://practices.learningaccelerator.org/problem-of-practice/how-do-i-set-up-a-station-rotation-

model-in-my-classroom  

https://practices.learningaccelerator.org/do/practices/integration?subtopic=use-of-

space&grade=&audience=&stage=  

https://practices.learningaccelerator.org/problem-of-practice/how-do-i-deepen-differentiation-and-

personalization-within-a-station-rotation-model  

https://practices.learningaccelerator.org/problem-of-practice/how-do-i-develop-student-ownership-

and-accountability-in-a-station-rotation-model  

https://www.christenseninstitute.org/wp-content/uploads/2017/07/Blended-Revolution.pdf  

https://bplawassets.learningaccelerator.org/images/Ample-Space-PK-3-Reading-Digital-Promise-

Global-v2.pdf 

https://youtu.be/-aGB3pjC7r4  

 

How do you prepare? 

This model requires a digitization of the training program hosted on an e-learning platform for online 

activities. 

 

Reinventing space and how students use it: determining upfront how many stations, where they will 

be, what students will do, and where and how students will learn. Many classrooms start with three 

stations: a small group for guided instruction, an independent workstation and a collaborative section. 

https://www.blendedlearning.org/design/
https://www.blendedlearning.org/wp-content/uploads/2016/10/Choose-the-model-worksheet-8.pdf
https://youtu.be/oY5iXxqe_WU
https://practices.learningaccelerator.org/problem-of-practice#station-rotation
https://www.blendedlearning.org/3-secrets-to-successful-station-rotations/
https://www.blendedlearning.org/personalizing-the-station-rotation-recipe/
https://practices.learningaccelerator.org/problem-of-practice/how-do-i-set-up-a-station-rotation-model-in-my-classroom
https://practices.learningaccelerator.org/problem-of-practice/how-do-i-set-up-a-station-rotation-model-in-my-classroom
https://practices.learningaccelerator.org/do/practices/integration?subtopic=use-of-space&grade=&audience=&stage=
https://practices.learningaccelerator.org/do/practices/integration?subtopic=use-of-space&grade=&audience=&stage=
https://practices.learningaccelerator.org/problem-of-practice/how-do-i-deepen-differentiation-and-personalization-within-a-station-rotation-model
https://practices.learningaccelerator.org/problem-of-practice/how-do-i-deepen-differentiation-and-personalization-within-a-station-rotation-model
https://practices.learningaccelerator.org/problem-of-practice/how-do-i-develop-student-ownership-and-accountability-in-a-station-rotation-model
https://practices.learningaccelerator.org/problem-of-practice/how-do-i-develop-student-ownership-and-accountability-in-a-station-rotation-model
https://www.christenseninstitute.org/wp-content/uploads/2017/07/Blended-Revolution.pdf
https://bplawassets.learningaccelerator.org/images/Ample-Space-PK-3-Reading-Digital-Promise-Global-v2.pdf
https://bplawassets.learningaccelerator.org/images/Ample-Space-PK-3-Reading-Digital-Promise-Global-v2.pdf
https://youtu.be/-aGB3pjC7r4
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Each of these sections can use different materials, include technology or not, and give students time to 

learn in a variety of ways. 

 

Thinking about your aim when creating stations in your classroom will allow you to build a space that 

will meet the needs of your students and your own needs. 

 

You will also need to think about: 

- The positioning of the small group (so that you can see the rest of the class and engage with the small 

group),  

- How many PCs you will need; where and how they will be loaded, 

- Whether there will be choice spaces where students can work alone or in larger groups and how you 

can use your existing furniture in new ways, 

- How will students move through the space and use it. 

 

Establishing solid routines can help you use your time more efficiently, while giving students clear 

expectations about the behaviours and actions they should take during the course. These routines 

should be consistent with your needs, those of your students and those of your class. It is important to 

run the routines slowly so that students can master them one by one and see the meaning of the whys 

and wherefores. 

 

It is also important to consider the technological tools that will best help you track student data in one 

place. This can be tedious. Online content providers do not provide data from a single source, so 

comparing student data from different sources and extracting important data from these systems 

becomes a challenge for the school. Many schools are choosing to invest in developing their own 

custom systems, rather than adopting commercial products, to achieve an integrated data platform. 

 

What will you do?  

 

An essential part of this model is spending time in small groups to strengthen relationships with 

students. Indeed, the use of station rotation allows them to get to know their students better. It 

allows teachers to build stronger relationships with their students, as well as better assess and 

respond to the needs of each learner.  

 

In addition, the use of data to conduct direct instruction by considering tools is a major aspect of this 

model. 

For the online station, it is important to use software adapted to the level of performance of the 

learners. Relying on computerized assessments to identify areas of growth and plan intervention work 

allows teachers to be proactive in addressing gaps in student understanding. Online program data 

informs student groups and how the teacher will approach his or her direct instruction for each group. 

 

The key here is to realize that the model is not prescriptive. Often, when first starting the station 

rotation, it is a good idea to follow the procedure closely until teachers and students are convinced of 
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the new approach. But inevitably, educators recognize that it is possible to manipulate the model to 

personalize elements of the learning experience for learners. 

It is possible to make the model more flexible to better fit individual needs. For example, some 

students may spend more time in certain stations based on their specific and identified needs for a 

given day. They can also progress through the content at their own pace with the help of a facilitator. 

Small, flexible groups can also be grouped around similar abilities. Learners can then move seamlessly 

from one level to another. 

 

Sometimes better results are achieved by giving learners progressively more responsibility and 

autonomy in their learning. 

 

Finally, it is important for the effective implementation of the model that students take ownership of 

their own learning. Designing systems that allow students to express themselves and make choices 

ensures that students are invested and engaged in their learning. When new classroom systems are 

implemented, it is critical that students understand not only HOW the classroom is organized, but also 

WHY it is organized in this way.  

 

For example, if there is a corner set aside for independent work, it is important to explain to students 

that this corner is an opportunity for students to work on their own and not a dead time zone. In 

addition, by allowing students to make choices, however small, about how and where they learn best, 

you give them the opportunity to take ownership of their own learning. By moving in this direction, 

you not only need to be clear about expectations, but also give students the tools to understand how 

they learn best and in turn make good choices when using all the new options in the classroom. 

 

There are several strategies for identifying ways to give students control over their own learning 

environment and/or to learn more about themselves as learners. 

The question then becomes how students can contribute to the organization of the classroom and/or 

station options in order to better engage and empower them, how they learn best, ... 

 

Mistakes to avoid / Problems  

 

Do not test/experiment the method on "optional" courses beforehand in order to see the results on 

learners and then innovate and extend access to compulsory learning, 

Do not create quality online resources, 

Do not centralize learning programs and evaluations to allow efficient centralization and processing of 

data, 

Do not identify the activities to be implemented by the organization to motivate learners, 

Do not involve learners in the model, 

Do not think about the space available, the layout of the rooms to accommodate learners, according 

to their needs, 

Not following the implementation and evolution of the project and not solving the recurring problems 

that appear during the experimentation, 
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Choosing learning on tablets or smartphones instead of learning on PCs, 

Not being willing to be flexible both in terms of infrastructure and education. 

 

Teaching Benefits  

 

This model increases student achievement through a controlled classroom routine while allowing 

students a degree of control over the pace and flow of their learning. 

 

Station rotation allows teachers to personalize instruction to a much higher degree than in a 

traditional classroom, as well as to differentiate and individualize instruction for students at different 

levels of proficiency. 

Dedicated time in an online station also allows students the opportunity to receive targeted and, in 

many cases, tailored instruction, as well as providing a stimulating environment for practicing core 

skills.  

It also helps to link theory, group work and application in a short period of time. 

 

This model gives teachers the opportunity to help motivate learners who have struggled in a whole 

group context, as well as to provide students with different representations of the teaching material. 

 

By adapting the model through instruction, they can ensure that each student practices a concept until 

they master it before moving on to the next unit of the online curriculum. 

 

It gives students the opportunity to take greater ownership of their learning by offering them choice 

and autonomy (time management).  

It allows learners to learn according to their needs, in small groups and/or individually. 

 

Is your organism implementing already this method?   

No, because our contents are not yet available online and the organization does not have the 

necessary material to follow this type of method. 

 

Online or offline method?  

It is an offline method for group (theoretical input) and sub-group activities (strengthening 

relationships between learners and teachers) and online (training exercises, adapted tutoring), for the 

consolidation of knowledge and autonomous learning of learners, according to their performance and 

individual needs. 

 

Conclusion  

The station rotation model involves one part of the training in the classroom and one part at a 

distance. It involves breaking a group of learners into small units to perform different types of tasks at 

different stages in turn, allowing learners with different learning styles to take maximum advantage of 

the training.  
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Self-blend model 
 

Target audience:   

 

- vocational training students who seek to learn and improve outside of traditional classes through 

specific modules, 

- Motivated, autonomous and independent learners, 

- an audience that does not require certification, 

- students from colleagues and high schools, 

- learners who have missed classes due to illness or other difficulties, 

- university students who wish to take courses for university credits, 

- students in sports studies wishing to validate general subjects. 

 

Type of method:   

 

Pedagogical/Didactical method  expositive and active method 

 

Objectives:   

What is the aim/objective of this method?  

- Enable learners to learn complementary courses 

- To compensate for the lack of human resources in certain institutions. 

 

Description: 

 

The Self-blend Model allows students to take online courses with a dedicated instructor, beyond their 

traditional training program, often giving them more flexibility in their schedules. This method can be 

an interesting option when schools cannot offer specific learning opportunities, such as an advanced 

internship or optional. These courses thus complement their regular curriculum. 

 

For this method of learning to be effective, students must be highly motivated. This model emphasizes 

learner maturity. 

 

 

 

What do you need for this method: 

an LMS and tools for e-learning, 

content and pedagogical programme digitalized for online activities, 

students use their own hardware (smartphone, tablet, PC), 

educational content in the form of videos. 

 

Where to look for help? 
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https://www.blendedlearning.org/basics/ 

https://www.blendedlearning.org/tackling-access-to-international-baccalaureate-courses-with-

blended-learning/  

 

How do you prepare? What will you do?  

 

This model is attractive to students looking to learn outside of traditional classrooms. Many e-learning 

business models are based on this concept. 

 

Learners are enrolled in the desired courses.  

 

Institutions need to have an extensive archive of courseware and test materials created with the help 

of expert professionals. Experts in specific fields develop tutorials and tests that are then offered as 

different packages to learners via their websites.  

 

In this model, learners can use a combination of online and face-to-face learning to guide their 

personalized journey to achieve their learning goals and use the instructor as a guide, facilitator; 

physically and digitally.  

 

This model requires trainers and teachers to question their role as they are no longer the masters of 

time and events.  

  

The self-blend model offers data on individual learner performance, providing timely feedback and 

opening up flexible channels. The trainer monitors the learner's progress and provides the necessary 

support.  

 

The course can be completed entirely online with fully digitized content hosted on an LMS platform. 

Learners can access course materials and assessments and interact with their instructor and peers.  

They can also choose to attend both online and face-to-face courses. This allows them to study 

theoretical aspects online and return to more operational aspects face-to-face with the trainer and 

their peers. 

 

 

 

 

Mistakes to avoid / Problems  

 

A system governed by the extent to which students control the time, path, pace and, in some cases, 

location of their learning, so the mistake would be to not follow the learner's progress, 

Not allocating the resources needed to create content (e.g., virtual labs that can be used to perform 

simulated video recording and to show a specific process in the video - a computer course based on a 

https://www.blendedlearning.org/basics/
https://www.blendedlearning.org/tackling-access-to-international-baccalaureate-courses-with-blended-learning/
https://www.blendedlearning.org/tackling-access-to-international-baccalaureate-courses-with-blended-learning/
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new Microsoft server might require showing the process of configuring the server, as well as 

connecting it to various physical or virtual computers)  

Do not prepare the content with the help of expert trainers for specific areas, 

Do not test the content and the course module beforehand, 

Do not leave the training institution open during specific slots with a referent, leaving the possibility 

for learners to ask questions in the event of a problem, 

Thinking about the flexibility of this model is detrimental to rigor, 

Not following the implementation and evolution of the project and not solving the recurring problems 

that appear during the experimentation. 

 

 

Teaching Benefits  

 

This self-blend model gives learners control over what they need to learn and when, but only as a 

complement to their traditional learning path. Students can take online and face-to-face courses at 

their convenience.  

The learner is in complete control of his or her path and progression. They decide how to structure 

and plan their course. 

 

Is your organism implementing already this method?   

No, not yet. But we are currently working on the design and integration of some of our training 

courses and modules in 100% distance learning. 

 

Online or offline method?  

It is a learning method mainly online but with the possibility for students to meet their teacher face-

to-face according to their needs but also according to the level of training of the product à la carte and 

the target audience. 

 

Conclusion  

 

This self-blend model is increasingly popular and requested by learners. However, it requires a great 

sense of self-criticism, motivation and autonomy on the part of its users. Learners have freedom of 

choice, time and rhythm within the framework of personalized learning. 

 

 

 

Enriched virtual model 
 

Target audience:   

 

Ideal for students from kindergarten to final year in high school: 

- Independent students who need flexibility and independence in their daily schedules, 
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- For students with chronic illnesses, disabilities or who cannot attend a traditional school because of 

sports or other activities, 

- Students whose work or other obligations require flexibility to "be in school" at times when 

traditional schools are not in operation, 

- Highly motivated students who want to progress much faster than would be allowed in a traditional 

school setting. 

 

Type of method:   

 

Pedagogical/Didactical method  mixed, expositive, active and experimental method 

 

Objectives:   

What is the aim/objective of this method?  

- Increase the success rate of students, 

- Increase student’s engagement. 

 

Description: 

 

The Enriched Virtual Model is a model in which e-learning is the backbone of learning. It allows 

students to focus on completing online courses while meeting with the instructor only 

intermittently/as needed. 

 

So, most of the learning takes place online. Meetings with teachers or trainers take place at the 

request of learners or students. Often, the online trainer is the one who meets the learners in the 

classroom.  

 

The trainer has the role of online driver/facilitator who guides the students in their distance courses 

and the material is mainly provided via an online learning platform and tools. Students can discuss 

online with the instructors if they have any questions.  

 

This model is operational in nature. 

 

 

 

 

 

 

 

What do you need for this method: 

an LMS and tools for e-learning, 

content and pedagogical programme digitalized for online activities, 

students use their own hardware (smartphone, tablet, PC), 



 

 

 

 

BlendedVET project N°2020-1-FR01-KA202-079830 61   

 

 

educational content in the form of videos, 

a secure place to host all the videos, etc… (ex.: Panopto). 

 

Where to look for help? 

 

https://www.blendedlearning.org/basics/ 

https://www.blendedlearning.org/design/ 

https://www.blendedlearning.org/wp-content/uploads/2016/10/Choose-the-model-worksheet-8.pdf 

https://www.blendedlearning.org/tips-from-expert-implementers-of-the-enriched-virtual-model/ 

https://www.blendedlearning.org/is-the-enriched-virtual-blended-learning-model-the-future-of-high-

school/ 

https://www.panopto.com/panopto-for-education/video-management/ 

 

How do you prepare? What will you do?  

 

To contract an LMS platform for the pedagogical follow-up of the students, 

Choose a CMS management system (adapted to a specific audience - voice recognition, optical, ... - to 

store and manage all content (videos, slides, etc...) in a single secure location, allowing addition and 

interaction with the LMS, where students and teachers can easily find it, search for specific content 

and watch it on any device, 

Set up the CMS management system and the LMS platform with secure login and authentication 

authorizations, 

Assign a mentor to new teachers in the enriched virtual learning model. They will work side-by-side for 

the first few weeks and stay in close communication afterwards, 

The use of a collaborative tool (e.g., Padlet) to share notes, participate in peer observation, to learn 

from each other and get ideas on how to improve, 

Allow teachers to meet during informal meetings, 

Organize regular team meetings in order to discuss the progress of the students, 

To offer training to teachers using, among other things, this same learning method so that they can 

experience it as a learner, 

Allocate time to the trainers to develop and build their resources and pedagogical paths (interactive 

courses, videos, applications, ...). 

 

Students interact with each other and with their referring teacher in an online pedagogical scenario to 

learn about a specific topic.  

During the course, students earn credits at their own pace. At the end of the program, they receive a 

certificate.  

 

The face-to-face time usually serves two main purposes:  

1) to enrich the student's learning experience through group work or teacher-led instruction, for 

example, 

2) Empowering students through regular face-to-face checks with their teachers and counsellors. 

https://www.blendedlearning.org/design/
https://www.blendedlearning.org/wp-content/uploads/2016/10/Choose-the-model-worksheet-8.pdf
https://www.blendedlearning.org/tips-from-expert-implementers-of-the-enriched-virtual-model/
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Mistakes to avoid / Problems  

 

A system governed by the choice to which students control the time, path, pace and, in some cases, 

the place of their learning; therefore, the mistake would be to not follow the learner's progress by 

accompanying him/her properly and providing strong support, 

Do not find out about a similar program beforehand in order to get ideas about problems that may 

arise that you would not expect, 

Underestimate the time of teacher training prior to the concrete implementation of the learning 

method in order to prepare them as well as possible and make them more confident in this new 

teaching method, 

Do not start and try with optional or reinforcement courses, 

Do not test to understand the needs of learners to help them stay in their own pace, 

Keep the training facility open all day and make yourself available for learners who need help and 

support, 

Not adapting the trainers' schedules to accommodate them during non-traditional opening hours (e.g., 

for students with parallel employment), 

Not following the implementation and evolution of the project and not solving the recurring problems 

that could appear during the experimentation. 

 

Teaching Benefits  

 

Allows students to benefit from individualized face-to-face assistance with the teacher if needed, 

Allows students to prepare for university schedules and gives them the skills they will need for higher 

education, 

Allows students and parents to contact teachers via digital communication tools, 

Allows to orient students towards digital technology and its possibilities, 

Provides an effective and viable teaching solution to the institution because it limits financial 

difficulties (premises, etc...), 

Gives students the decision of where they want to learn (at home, at the library, ...) and allows them 

to receive all instructions and documents through virtual channels, 

Teachers play only a facilitator role and assist online students when necessary, either on demand or at 

agreed upon times, 

Students can use their computer, tablet or smartphone to submit assignments and communicate with 

their teacher, 

Offers schedules’ flexibility, autonomy, off-campus learning experiences, opportunities to explore new 

passions, ... 

Provides students with more structured support, face-to-face enrichment and a safe and peaceful 

environment. 

 

Is your organism implementing already this method?   
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No, not yet. But we are currently working on the design and integration of some of our training 

courses in 100% online. 

 

Online or offline method?  

It is a learning method mainly online but with the possibility for students to meet their teacher face-

to-face according to their needs. 

 

Conclusion  

 

This method is mainly characterized by students taking courses completely online and independently. 

This model is the complete opposite of a traditional face-to-face teaching environment. Students work 

online and receive all their instructions via online platforms.  

This approach is becoming increasingly popular: each year the number of students participating in 

learning programs via the enriched virtual method increases by about 15%.  

 

 

 

Flex model 
 

Target audience:   

Elementary, middle and high school students 

Students in superior 

Students with behavioural, academic and/or socio-economic difficulties 

People on a work-study basis  

People who carry out a professional activity 

 

Type of method:   

 

Pedagogical/Didactical method  active (or discovery) method 

 

Objectives:   

What is the aim/objective of this method?  

Increasing the completion rate and continued success of students in education 

Solving the problem of non-consumption 

Controlling costs  

Expanding access to training 

 

 

Description: 

 

This method is mainly characterized by its versatility to meet the needs of various formal and informal 

learning processes (schools, organizations, home schooling, ...). 
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A method in which online learning is predominant in the learning process of learners, even if it 

sometimes orientates them towards offline activities. 

 

The majority of content is delivered through digital platforms, with face-to-face support for learners. 

Although teachers are present to provide on-site support when needed, learning is primarily self-

directed, as students learn and practice new concepts independently in a digital environment. 

 

The instructor's role is that of facilitator, guide rather than education provider. 

 

In flexible e-learning, the majority of modules are delivered online and trainers provide face-to-face 

support sessions to small groups when needed. The flexible method differs from the online and 

rotational methods because face-to-face support is not provided at set times, but only according to 

the learner's need while the students work on the programme and course content. Learners do not 

change activities all at once, as in the rotational model, but only when they feel ready to move on. This 

is a very interesting model for empowering learners. They move according to a personalized and fluid 

calendar among the learning modalities. This model can give students a high degree of control over 

their learning. 

 

It is still possible to impose a minimum number of physical appointments in order to verify the 

alignment of the objectives and the good progress of the training. 

 

What do you need for this method: 

an LMS for e-learning 

all pedagogical programme digitalized  

internet-enabled devices for each learner throughout the entire training period 

 

Where to look for help? 

 

https://www.blendedlearning.org/basics/ 

https://www.blendedlearning.org/design/ 

https://www.blendedlearning.org/wp-content/uploads/2016/10/Choose-the-model-worksheet-8.pdf 

https://youtu.be/YYHg_ldkjNM 

https://www.blendedlearning.org/3-ways-to-do-a-flex-model/ 

https://www.blendedlearning.org/a-deeper-look-at-the-flex-model/ 

https://slidemodel.com/blended-learning-models/ 

https://www.christenseninstitute.org/summit-public-schools/ 

 

 

How do you prepare? 

This model requires a complete digitization of the training program hosted on an e-learning platform.  

https://www.blendedlearning.org/design/
https://www.blendedlearning.org/wp-content/uploads/2016/10/Choose-the-model-worksheet-8.pdf
https://www.blendedlearning.org/3-ways-to-do-a-flex-model/
https://www.blendedlearning.org/a-deeper-look-at-the-flex-model/
https://slidemodel.com/blended-learning-models/
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Experts or teachers can be hired to record courses and learning activities via the e-learning platform or 

other digital media.  

The organization could provide space with sufficient computer facilities to allow learners to train 

online as well as rooms for small group training, etc..., depending on the needs of the learners.   

It is possible to evaluate learners before the training to evaluate their mastery of a particular skill and 

thus propose a more adapted program and schedule.  

 

What will you do?  

How the method is created and implemented will mainly depend on the target audience.  

The Flex model may look different in various structures. Some blended learning programs using the 

Flex model give learners more autonomy than others. For example, some structures may require 

learners to meet with teachers once a week to review objectives, while others may require teachers to 

intervene much more frequently. 

 

Here are different ideas for the implementation and monitoring of this method:  

At the beginning of the week, the learner contacts his referent trainer / pedagogical advisor in order to 

check his schedule according to his progress. They take advantage of this opportunity to exchange 

with their trainer, assess where they are with their objectives, problems, etc. Once the objectives for 

the week have been set, the learner has the rest of the week to ensure that he will master the 

concepts chosen and how he wishes to approach his learning accordingly.  

In order to allow the teaching staff to follow the progress and advancement of the students, objectives 

can be set. After a validated pedagogical objective, the learner earns tokens. Learners work at their 

own pace but must earn a minimum of 4 tokens per week to maintain their skills at 80% or more.  

E-learning remains the "backbone" of the method and the trainer remains available as needed. The 

trainer is also there in case the learners request help if they feel it is necessary. 

Each morning can be allocated to online work. They can have the help of a peer or their guide, but 

learning depends on their self-determination and curiosity based on their questions. 

 

The afternoon can be allocated to offline activities (collaborative projects) to complement online 

content and provide project-based learning opportunities. Some of these activities may require the 

presence of learners who are not making sufficient progress and can remain optional for others. 

 

Rather than "grading" learners, it is possible to consider using portfolios and internships to 

demonstrate their skills. In addition, dashboards, goal tracking charts, learning badges and tests can 

provide evidence of learners' ownership of concepts and mastery of skills. 

Also, evaluations on major concepts can be set up every weekend. Depending on the learner's rhythm, 

he will be able to pass these evaluations more quickly. 

 

 

 

Mistakes to avoid / Problems  
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Do not distinguish the type of problem the organization is facing in order to clarify opportunities and 

improve the system already in place prior to transformation, 

Do not test/experiment the method on "optional" courses beforehand in order to see the results on 

learners and then innovate and extend access to compulsory learning, 

Do not create quality online resources, 

Do not identify the activities to be implemented by the organization to motivate learners, 

Use this model if available technological resources are insufficient, 

Do not think about the space available, the layout of the rooms to accommodate learners during 

offline time, according to their needs, 

Not following the implementation and evolution of the project and not solving the recurring problems 

that appear during the experimentation, 

Thinking that the trainer is no longer at the heart of learning, 

Failure to consider that this model can be a difficult transition for learners accustomed to traditional 

teaching. 

 

Teaching Benefits  

What are the teaching benefits of the method? / What maybe /are the benefits this method will bring 

to the end-users? 

 

This method offers teachers and students greater flexibility because e-learning does most of the work 

in terms of teaching. This gives students and teachers more control over the use of their time and 

location: teachers have the time to work individually with students because they are no longer usually 

in front of a classroom delivering content, and students can follow lessons and materials at their own 

pace.  

 

This method allows learning to be personalized and allows each individual to be in control of his 

learning process. The learner is autonomous and independent in his learning. He can follow his own 

pace and manage the time he devotes to each pedagogical objective, which aims to reinforce internal 

motivation, commitment and understanding of the real consequences. 

 

Because of the emphasis on student autonomy, the role of the teacher changes in a Flex model. 

Instead of teaching entire groups, teachers spend most of their time providing face-to-face tutoring, 

guidance and enrichment to complement online lessons. 

 

Is your organism implementing already this method?   

No, because our contents are not yet available online and all of our public does not have the necessary 

material to follow this kind of method. The majority of our learners is not autonomous enough. 

However, we tend to individualize our training paths. 

 

Online or offline method?  
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This is an online training method for the most part but can, depending on the needs of the learners, be 

adapted with face-to-face support from the trainer and complemented with activities such as small 

group work, group projects or individual tutoring (synchronous or asynchronous). 

 

Conclusion  

The Flex model lets students move on fluid schedules among learning activities according to their 

needs. Online learning is the backbone of student learning in a Flex model. Teachers provide support 

and instruction on a flexible, as-needed basis while students work through course curriculum and 

content. This model can give students a high degree of control over their learning.  

 

 

 

PADLET in education 

 

Target audience:   

 

Low skilled employees in VET training 

 

Type of method:   

 

Technical and pedagogical / didactical method. 

 

Objective:   

 

The aim of this method is to engage and motivate the students to participate in group-based 

discussions regarding certain subjects. 

 

To access a board, students can be given a link or a QR code and access it from their phones, tablets, 

or desktop computers at home. The website provides users with short links and QR codes that can be 

easily shared. 

 

Description: 

 

Padlet is a website that provides users with a digital canvas.  

 

The user can post text, videos and images from a mobile device or a desktop.  

 

One of the great appeals of Padlet for classroom use is the fact that many people can post to the same 

board at the same time, making it very suitable for collaborative work and the creation of projects.   

 

For example, the picture below shows a board where students from a class in logistics 



 

 

 

 

BlendedVET project N°2020-1-FR01-KA202-079830 68   

 

 

were asked to post images that they associated with the word “climate changes”. (“Klimautfordringer” 

in Norwegian.)  

 

It's fun to see all the answers in the picture below. Then we have a good starting point for further 

discussion in class. The Padlet – and the answers given by the students - can also be used to map the 

class. 

 

 
 

 

What do you need for this method? 

 

Internet access, PC, smartphone and / or tablet. 

 

Padlet er verdens enkleste måte å samarbeide på 

 

Where to look for help? 

 

Internet is full of webpages with practical help for creative use of Padlet: 

 

30 creative ways to use Padlet for teachers and students - BookWidgets 

 

What is Padlet and How Does It Work for Teachers and Students? | Tech & Learning 

 

Padlet Instructions.pdf (pdst.ie) 

 

How do you prepare? 

 

What we do first when we use Padlet is that we go into the program and open a new "wall".  

https://padlet.com/
https://www.bookwidgets.com/blog/2017/08/30-creative-ways-to-use-padlet-for-teachers-and-students
https://www.techlearning.com/how-to/what-is-padlet-and-how-does-it-work-for-teachers-and-students
https://www.pdst.ie/sites/default/files/Padlet%20Instructions.pdf
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There we enter an assignment.  

 

Then we share the link with the class on Facebook. They opened this with their phones, tablets or PC 

and write directly on the wall from the device. 

 

What will you do?  

 

Padlet is a free online tool. 

 

Padlet can be used by students and teachers to post notes on a common page.  

 

The notes posted by teachers and students can contain links, videos, images, and document files.  

 

When you register with Padlet, you can create as many “walls” or online notice boards as you like. 

These walls can set to private or public, with each wall having separate privacy settings.  

 

This can facilitate teacher collaboration in a subject department, which is not accessible by students. 

Private walls can be created by requiring a password to access them, or by limiting access to registered 

users, with specified emails. As the creator of a wall, teachers can moderate all notes before they 

appear, and privacy settings can be adjusted at any time.  

 

Users do not need to sign up to use Padlet, though it is recommended that teachers using it in a 

classroom setting would do so, in order to edit a wall, moderate posts and collate all class walls into 

one management screen.  

 

Teachers can also choose to set a notification to receive an email whenever a student posts to the 

teacher’s wall.  

 

Testimony from teacher: 

 

“The good thing with using Padlet is that everyone in class can see what everyone else is writing on 

the wall. New answers appear on the wall all the time. It's really the same as if the whole class were 

standing up at the blackboard and writing at once.” 

 

Teaching Benefits 

 

Padlet is device-neutral, as it works on any internet-enabled device, including: PC, laptop, tablet, 

smartphone.  

 

This means it can work easily in any school which is making use of a mixture of devices.  
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Another important thing point is that no software or apps need to be downloaded or installed, so it 

can be used immediately by anyone with internet access. 

 

You can use Padlet in ordinary classrooms and / or in combination with digital education via ZOOM.  

 

If the students are not gathered in class, the use of Padlet easily creates an atmosphere like they were 

in the same classroom. 

 

This is a very cost-efficient methodology 

 

Mistakes to avoid 

 

Lack of sufficient network (wi-fi) capacity  

 

Problems 

 

No problems to mention 

 

Benefits 

 

Easy to use, more individual contact with teacher and students, flexible and fun. 

 

Is your organism implementing already this method?  

 

Yes, a great number of our teachers use Padlet in classes. 

 

Online or offline method?  

 

The use of Padlet is online, but the results from the use can be stored to view and use later.  

  

Conclusion  

 

Positively surprised at how well (simple) the technology works. 

The use of Padlet is motivating and always create a good learning atmosphere in class.  

When we use Padlet in a physical classroom, we show the Paddle through the projector onto the 

whiteboard. At Zoom, we just share the screen with the Paddle with the class. It works the same way. 

 

Contact details (if available): 

 

Publisher  

 

Fønix AS, Sandefjord, Norway 
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Google Classroom in education 
 

Target audience:   

 

Low skilled employees in VET training 

 

Type of method:   

 

Technical and pedagogical / didactical method. 

 

Objective:   

 

Google Classroom enables teachers to create an online classroom area in which they can manage all 

the documents that their students need. 

 

Easy to manage workflow 

 

For example, a teacher can streamline the process of students submitting their assignments. Just a 

casual glance on screen and you will immediately know who is missing out on the homework.  

 

To top it off, every single task can be tied to a specific deadline in Google Classroom. So, the teacher 

will be able to spot late submissions in a breeze regardless of the size of your class.     

 

Accessibility   

 

Google Classroom is a cloud-driven software. In other words, you can dive into all the data from any 

part of the world. Whether you are traveling or sitting in a coffee shop, you can do something 

productive by logging into Google classroom. 

 

This easy accessibility also offers both teacher and students to work paperless. As a teacher, 

sometimes it could be very consuming to organize paper notes. Because you may easily misplace or 

even forget to bring them into the class.  

 

Description: 

 

Google Classroom sits between you and Google Drive and provides a teacher/student-friendly way of 

managing classroom documents. Here’s what you can do with Google Classroom: 

 

Make assignments: The main thing you, as the teacher, will do with Google Classroom is doing 

homework assignments for your students. When you create an assignment, you can upload the 

necessary documents for the students to read or work on. Students receive e-mail notification of new 
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assignment. The students “turn in” the assignments when finished, and you can then grade the 

assignments. 

 

Make announcements: If you have a quick announcement for the entire class, you can quickly type in 

the announcement, which is e-mailed to all your students in the class. 

 

Store classroom materials: The materials you add to an assignment aren’t the only documents you can 

store. You can store any other necessary documents for students on Google Drive. 

 

Allow students to interact: Students have the ability to comment on assignments and announcements, 

as well as e-mail each other through the Classroom interface. 

 

 

What do you need for this method? 

 

Internet access, PC, smartphone and / or tablet. 

 

Like other Google applications, you need a Google account to use it. But not just any Google account 

will do for Classroom; you need a Google Apps for Education account. This is different than your 

standard Google account.  

 

Where to look for help? 

 

Internet is full of webpages with practical help for creative use of Google Classroom: 

 

Home (google.com) 

 

How do you prepare? 

 

Like other Google applications, you need a Google account to use it. But not just any Google account 

will do for Classroom; you need a Google Apps for Education account. This is different than your 

standard Google account.  

 

You can try out Google Classroom for free by making a classroom of your own. Direct any browser 

to classroom.google.com.  

 

If you already have a Google account, sign in. Otherwise, you’ll need to create a free Google account 

and then log in. 

 

To create your own classroom, click the plus (+) sign in the top right of Classroom’s main page and click 

“Create Class”. 

 

https://sites.google.com/view/ilsconference/home
https://classroom.google.com/
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You can invite students or teachers to your class from the “People” tab located in any class. Click on 

the “Invite” icon on the right of either “Teachers” or “Students” to send invites by email address. 

Alternatively, you can send your students the class code listed at the bottom. 

 

If you want to join an existing class, you’ll need to ask the instructor(s) for a class code. Join the class 

from the Classroom main screen by clicking on the plus (+) sign and then “Join Class.” Then input your 

code, join the class, and start exploring assignments, questions, and discussions. 

 

You can access Google Classroom from any browser, or download the app for Android, iPhone, or iPad. 

 

The Internet is full of great instructions on video on how to set up and use Google Classroom in 

education. 

 

This webpage provides a good overview of a selection of them. 

  

what is google classroom - Bing video 

 

What will you do?  

 

Google Classroom is free for schools and individuals 

 

Google provides everyone with free access to tools like Gmail and Google Drive.  

 

“G Suite” is the enterprise subscription product that bundles these—and other—tools for workplaces 

and schools. If you’re part of a school or non-profit, you may qualify for free G Suite access.  

 

Individuals can also access Google Classroom for free, although some organizations may need to pay 

for the tool as a part of Google’s G Suite service. 

 

Google makes it clear that this free product is not selling your data for advertising purposes, nor does 

it display ads for revenue. 

 

Teaching Benefits 

 

Top 12 benefits of using Google Classroom 

Top 12 Benefits of Using Google Classroom — Hello, Teacher Lady 

 

Mistakes to avoid 

 

Lack of sufficient network (wi-fi) capacity  

 

 

https://play.google.com/store/apps/details?id=com.google.android.apps.classroom&hl=en_US
https://apps.apple.com/us/app/google-classroom/id924620788
https://www.bing.com/videos/search?q=what+is+google+classroom&qpvt=what+is+google+classroom&FORM=VDRE
https://www.howtogeek.com/411808/what-is-g-suite-anyway/
https://edu.google.com/products/gsuite-for-education/?modal_active=none
https://www.google.com/nonprofits/offerings/apps-for-nonprofits/
https://www.helloteacherlady.com/blog/2017/08/12-benefits-of-using-google-classroom.html
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Problems 

 

No problems to mention 

 

Benefits 

 

Easy to use, more individual contact with teacher and students, flexible and fun. 

 

Is your organism implementing already this method?  

 

Yes, all our teachers use Google Classroom. 

 

Online or offline method?  

 

The use of Google Classroom is online. 

 

Conclusion  

 

Positively surprised at how well (simple) the technology works. The use of Google Classroom is 

efficient and safe and save both students and teachers a lot of work. 

 

Contact details (if available): 

 

Publisher  

 

Fønix AS, Sandefjord, Norway 
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Good practice collection 
Italy - Euroform 

 

Professional training for teachers “New narratives, new explorations” 

 

February 2019 Sacred Art School of Florence ONLUS 

Element Guiding questions 

Type of document  Information sheet 

Publisher  Sacred Art School of Florence ONLUS, Koinè, Telematic University IUL of 

Florence  

 

Target audience  Teachers  

 

Field  Vocational training  

 

Objective  The objective of the course was to describe the teaching and learning 

opportunities offered by the contemporary world of Religious Art.  

The course gave some example of lessons, ideas and practices to stimulate the 

use of religious art in an innovative way and as an educational resource.   

 

Location 

/geographical 

coverage  

 

Tuscany, Veneto (Italy) 

Introduction  Italy has a great tradition of Sacred Art, since it has always been a country of 

artists and craftsmen. With this awareness, the Sacred Art School of Florence 

ONLUS organised, together with the Telematic University IUL of Florence, a 

blended training course for teachers of Art History.  

 

The course included a seminar on 16th of February 2019 (10:00 a.m. – 5:00 p.m.) 

addressed to teachers. During this event, speakers reported their personal 

experiences and disseminated good practices already successfully tested. 

This seminar was followed by an e-learning moment on the IUL’s educational 

platform, where participants used forums, chats, library, repository, etc. 

 

At the end of the course, participants took part of a free workshop at the Sacred 

Art School of Florence. 
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Stakeholders and 

Partners 

Involved institutions: 

Sacred Art School of Florence ONLUS 

Koinè 

Telematic University IUL of Florence 

Productivity Centre Veneto 

School of Arts and Crafts 

 

Beneficiaries: 

Teachers of Sacred Art 

 

Financing Body Participation in the course is subject to a fee 

Context  

Italy has a great tradition of Sacred Art, since it has always been a country of 

artists and craftsmen. With this awareness, the Sacred Art School of Florence 

ONLUS organised, together with the Telematic University IUL of Florence, a 

blended vocational training course for students and teachers of Art History.  

 

The main objectives  

The study day addressed to teachers (16th of February) focused on the 

didactical potentialities and the experimental methods provided by the Sacred 

Art in the art world. 

The seminars provided an occasion of study, discussion and investigation both 

for teachers and for artists, craftsmen, companies in the sector. 

 

The course gave some examples of lessons, ideas and practices to stimulate the 

use of Sacred Art in an innovative way and as a didactical resource.  

 

The description of 

the practice 

 

The training model chosen for the course is blended learning, a mix of different 

learning environments (online and face-to-face). The distance learning 

environment is hosted on the IUL training platform and is characterized by the 

innovative tools (forum, chat, wiki, library, repository) present within the latter. 

The part in the presence makes use of testimonies and direct experiences of 

speakers and good practices will be disseminated already successfully tested. 

 

Total duration of the course: 25 hours 

1 hour of video lessons on the online IUL’s platform 

6 hours of frontal lesson (seminar) 

18 hours of individual work (self-learning), including the development of the 

final Project Work. By registering for the course, participants received from the 

IUL the materials and information necessary to carry out the work in self-study. 
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At the end of the course, participants took part of a free workshop at the Sacred 

Art School of Florence. 

 

 

 

 

 

Programme of the seminar (16th of February 2019) 

Participants: 50 teachers 

9:30   

Registration of participants  

10.00-11.00   

Body and soul - Speakers: Nicola di Stefano (teacher at University of Rome Roma 

Tre and University of Arkansas Rome Centre) and Massimo Gulisano (teacher of 

Anayomy – University of Florence)  

11:00-11:45  

Coffee with the artist Cody Swanson (teacher of Sculpture – Sacred Art School)  

12:00-13:00   

Art and Liturgy History – Speakers: Giovanni Guidetti (teacher of Art History - 

Sacred Art School) and Father Giovanni Zaccaria (associated professor of Liturgy 

- Pontifical University of the holy Cross)  

13.00 – 13.45  

Aperitif with the artist Ignacio Valdés (Painting Teacher and Artistic Director of 

the Sacred Art)  

13.45 - 14.30  

Lunch break 

14.30-15.30  

Word and image – Speakers: Father Filippo Belli (Teacher of Holy Scripture – 

Theological Faculty of central Italy) and Sofia Novelli (painting assistant – Sacred 

Art School)  

15.30-16.30  

Hand and mind – Spearkers: Francesco Paganini (Teacher of jewellery – Sacred 

Art School) and Ferruccio Botto (Teacher of Symbology and Composition History 

– Sacred Art School)  

16.30 -16.45   

Conclusions 

 

Outcomes of the 

practice 

Number of participants: 50 people 

 

After completing the course, teachers were expected to be able to project a 

lesson or a course making advantages of this experimental didactical 
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experience.  

 

Expected outcomes on participants: 

enhancing creativity and imagination in relation to Sacred Art, starting from the 

five senses 

reading a Sacred artwork in terms of contents 

deeping the Christian symbology to correctly read its contents 

making a comparison between Sacred artworks of different periods, identifying 

the theological idea they express 

reading the sacred space in a liturgical key 

 

Success Factors  Interest, curiosity, innovation 

Constraints We have no evidence of particular difficulties encountered 

Lessons learned  It is important to encourage training actions in the teaching methodologies of 

teachers and trainers. 

 

Sustainability Contextualizing the critical period linked to the covid-19 emergency and the 

difficulties related to the conduct of face-to-face lessons, it is sustainable to 

intervene to train trainers on innovative and digital teaching methodologies. 

 

Development of the 

practice 

The Sacred Art School of Florence cyclically proposes new editions of the 

mentioned course 

Conclusion The refresher course for teachers "New narratives, new explorations" has 

placed an important focus on teaching potential and experimental 

methodologies. In a period like the one we are going through; this turns out to 

be increasingly necessary. The Italian Ministry of Education, University and 

Research has also promoted participation in this training event, giving teachers 

the training credit required by law upon completion of the course. 

 

Related resources 

that have been  

developed  

 

On-line contents on the Telematic University IUL of Florence platform, 

www.iuline.it 

 

Language(s)  Italian  

 

Contact details 

Name Professional training for teachers “New narratives, new explorations” 

Company/Institution Sacred Art School of Florence ONLUS 

Address Viale della Catena, 4 Le Pavoniere – Parco delle Cascine 50144 Firenze (FI) 

Telephone +39 055 350376 

E-mail info@sacredartschool.com 

http://www.iuline.it/
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Cometa Formazione experience to innovate TVET 

 

2020 Cometa Formazione/ IATH Academy 

Element Guiding questions 

Type of document  Information sheet 

 

Publisher  Cometa Formazione/ IATH Academy 

 

Target audience  VET learners of Tourism and Hospitality 

 

Field  Vocational training  

 

Objective  Implement an adequate coping strategy to respond to the logistical difficulties 

in the training field linked to the emergency from Covid-19 

 

Location 

/geographical 

coverage  

Cernobbio, Como, Lombardy, Italy 

 

Introduction  Covid-19 crisis represents a terrible threat to our health, social life and 

economic welfare. As every problem, it can also play an important role in 

stimulating coping and resilience responses. Cometa Formazione and IATH 

Academy wanted to respond from the beginning of the crisis, adopting a 

blended approach, to find a quick and effective solution. 

 

Stakeholders and 

Partners 

Cometa Formazione VET school, IATH Academy (International Academy of 

tourism and hospitality)  

Financing Body Access to the VET school is subject to charges 

Context Cometa Formazione, in collaboration with the main Italian and international 

hotel groups, promotes a two-year training course to learn and experience the 

science and art of hospitality. 

Cometa Formazione participates in the IATH - International Academy of Tourism 

and Hospitality project: An Academy with a highly specialized training offer in 

the tourism and hospitality sector. 

IATH Academy accompanies students on a path of personalized training and 

growth: the learner develops autonomy in a real working context where each 

step is carefully thought out and aimed at acquiring the practical and technical 
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skills required by the international market. 

 

The main objectives For Cometa Formazione VET school and for many other centres in Italy, Covid-19 

let current and new problems emerge, urging a faster and more effective 

solutions.  

Objectives: 

1 Updating VET curricula in terms of contents and skills: companies and society 

are experiencing a dramatic change in terms of technology uses, activities and 

rules. Now, more than ever, the relevance of digital skills is crucial, as well as the 

knowledge of how production of good and services need to change to cope with 

the new safety code. 

2 Implementing new didactic methods, including digital and blended classes. It is 

not simply a change of “environment” from a physical to a virtual one, because 

it implies new educational practices to keep fostering the interest, the attention 

and the participation of learners in a virtual space. 

3 Equity and well-being of the VET community (trainers, learners, staff):  access 

to web or to devices is necessary but not for granted for everyone. 

Social-emotional well-being is essential for effective learning. 

4 VET centres should activate interplay actions among the actors of the VET 

ecosystem to cope against the crisis. It is important to collaborate with the 

business sector, the policy-makers and the community (families first of all) to 

cope with the many emerging challenges.  

 

The description of 

the practice 

 

IATH and Cometa Formazione, since February 2020, have immediately shifted 

their training online.  

As soon as online classes were introduced, every day, tutors have been active in 

welcoming the learners on the platform, checking for those not connected, 

supporting learners and teachers during the lectures.  

The action played by tutors was to stimulate discussions or ad hoc activities. 

Some tutors proposed learners to keep a diary to take note of the emerging 

worries or fears, working on learners’ awareness.  

An even stronger support than usual was due to keep working on learners’ 

motivation, with all due flexibility and possible creativity: weekly, 2-hours web 

sessions on specific topics were organized, including philosophy, dialogues on 

social awareness, group working on news and fake news, among the others. 

Teachers have promoted online meetings with experts (e.g.: during science 

class, learners met one of the most important scientist of Northern Lights), to 

stimulate learners’ interest.  

Students of Digital Marketing have realized, as their own project work, an 

integrated tourism marketing plan for the Lake Como area. On April 2020, the 
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launch of the plan was broadcasted by the students themselves and the faculty, 

with the online presence of the most relevant stakeholders in the local and 

regional ecosystem. 

Since May 2020, the IATH has promoted a program of webinars, “Summer Live 

IATH 2020”, offering its students the opportunity to meet international 

managers and professionals from the Tourism sector.  

The professions were invited to share their experience in managing this crisis 

and planning the future post-Covid, in order to give the learners insights and 

suggestions to be ready to enter the job market. 

Ad hoc meetings among trainers, tutors, and with families or companies was 

great to cope with the emergency together and more effectively. 

 

Outcomes of the 

practice 

It is too early to define specific results, but from the observation of the students 

involved, in terms of equity and well-being they showed they showed strong 

motivation and involvement, a proactive attitude. 

 

Success Factors  Motivation, monitoring, constancy 

Constraints We have no evidence of particular difficulties encountered 

Lessons learned  Difficult moments can be the engine of evolution 

 

Sustainability Coping strategies are shown to be sustainable in their potential for adaptation 

and active response to difficult situations. 

Development of the 

practice 

The actions described are very recent, their evolution will be evaluated on the 

basis of the results achieved 

 

Conclusion Covid-19 difficulties are teaching us the relevance of a new value proposition in 

education and training, showing the need of a complex approach where 

multiple actors have to play their responsibility.  

 

Related resources 

that have been  

developed  

Internal resources of the VET school 

Language(s)  Italian, English  

Contact details 

Name Cometa Formazione experience to innovate TVET 

Company/Institution Cometa Formazione/ IATH Academy 

Address Via Madruzza, 36, 22100 Como CO, Italy 

Telephone +39 031 263779 

E-mail cometa.formazione@puntocometa.org 
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Linguistic literacy of Italian for foreigners: teaching and methodologies 

2019 - 2020 

 

Eurosofia (Italian body of European professional 

training and research) 

Element Guiding questions 

Type of document  Experience sheet 

Publisher  Eurosofia 

Target audience  Primary school teachers, First and second grade secondary school teachers, 

School managers, school representatives, coordination figures. 

The course is also aimed at all professionals who work in schools or education 

and who are interested in updating their skills regarding the teaching of the 

Italian L2 language. 

 

Field  Language learning for migrants 

Objective  Learn more about Italian L2 teaching skills and intercultural teaching skills, to 

facilitate the full integration of 

foreign students within the classroom and school and so that the encounter 

between linguistic and cultural diversity can be an opportunity for enrichment. 

 

Location 

/geographical 

coverage  

City: Palermo  

Region: Sicily  

Country: Italy 

Introduction  The course aims to provide the knowledge to identify strategies and guidelines 

to facilitate the learning of the Italian language by the foreign student, starting 

from its specific characteristics, taking into account their learning style. 

 

Stakeholders and 

Partners 

Eurosofia  

Financing Body The course requires the payment of a registration fee. It is possible to use the 

Italian state bonus of the "Teacher's Card". 

Eurosofia stipulates special agreements with schools for the organization of 

courses delivered in blended learning mode, by granting a special price.  

 

Context Over the last decade, the migratory phenomenon in Italy has increased 

considerably and the school is becoming more and more multicultural, both for 

the origin of the students and for the teaching strategies and the training offer 

adapted to the needs of new students. 

The most recent programming documents indicate the need to identify ways of 

facilitating the integration of foreign pupils into the school world and, 

consequently, into society in teaching. 
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The main objectives Specific objectives: 

- Knowledge: the foundations and theories of language teaching, learning 

processes to promote plurilingual teaching, language teaching methodologies 

and application and assessment skills in relation to the needs of L2 learners; 

communication in the 

intercultural mediation and language teaching techniques 

- Skills: knowing how to design and implement learning units based on pupils' 

needs; knowing how to develop methodological and didactic skills that can be 

transferred to different situations and disciplinary fields 

- Skills: knowing how to adapt intercultural mediation within the 

school context and knowing how to manage emerging conflicts; knowing how to 

plan targeted interventions for differentiated teaching, comparing the teaching 

of the mother tongue and that of the second language; develop the ability to 

design and process teaching materials, including multimedia, and to evaluate 

their effectiveness; develop a propensity for critical teaching, which sees the 

teacher reflect on their teaching practices 

 

The description of 

the practice 

The course can be carried out in both e-learning and blended learning modes 

(with a minimum of 15 participants). 

The course is available 24 hours a day, 7 days / 7 days. The teaching material is 

made available online and can be downloaded by the participants, video lessons 

and webinar meetings are then conducted (registered and uploaded to the 

platform). 

The lessons held in synchronous mode are recorded and can be reviewed at any 

time by connecting to the Eurosofia platform and accessing with the appropriate 

credentials. 

 

Duration: 40 hours (to be carried out over a period of maximum 4 months) 

 

The online course material is available on the website www.eurosofia.it by 

connecting to the appropriate section dedicated to eLearning. 

The Moodle blended learning platform is specifically designed to favour: 

- online publication of didactic material on all the topics of the course, including 

examples and exercises 

- participation in the live webinar 

- access to the registration of webinars and the video lesson 

 

The following technologies are used for face-to-face activities: 

1. PC, IWB and / or video projector 

2. Web 

The student has at his disposal all the teaching tools developed by the course 

teachers 
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At the end of the course two verification actions are implemented: 

 

- Verification of the students' self-learning: final verification and correction of a 

case study / exercise / project work. 

- Verification of Customer Satisfaction: evaluation of the level of satisfaction of 

the course 

 

Outcomes of the 

practice 

At the end of the course participants will be able to: 

  - Define the pupil's starting level, not only from a linguistic but also a socio-

cultural point of view 

- Draw up an individual didactic plan 

- Apply the most appropriate strategies to draw up a program to allow students 

to achieve the same goals as their Italian-speaking peers 

- Apply strategies to simplify the language used in 

explanations in class, adapting the level to linguistic competence 

of the pupil and trying to connect it to his previous knowledge 

  

Success Factors  Motivation, openness, active citizenship 

Constraints We have no evidence of particular difficulties encountered 

Lessons learned  it is important to promote easily usable training courses on issues related to 

social integration.  

 

Sustainability Social and economic investment in integration processes is essential for a more 

peaceful future  

Development of the 

practice 

Eurosofia cyclically proposes new editions of the mentioned course 

 

Conclusion The school world is increasingly multicultural and the recent programming 

documents indicate the need to identify ways of supporting the integration of 

foreign students in schools. 

These models foresee the achievement of common minimum standards and 

personalization, proposing an adaptation of the learning objectives to the 

specific needs of the learner. 

The course aims to provide this knowledge, in a streamlined and easily usable 

way, thanks to delivery in blended mode. 

 

Related resources 

that have been  

developed  

Digital contents on Eurosofia E-learning platform   
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Language(s)  Italian 

Contact details 

Name Linguistic literacy of Italian for foreigners: teaching and methodologies 

Company/Institution Eurosofia 

Address Via del Celso, 49 Palermo (Italy) 

Telephone +39 0917098311 

E-mail segreteria@eurosofia.it 

 

 

Strategies to enter the world of work 

October 2020 IFOA 

Element Guiding questions 

Type of document  Information sheet  

Publisher  IFOA (Training agency)  

 

Target audience  Unemployed people who meet one or more of the following requirements:  

Being over 50 years old 

Not having any qualification recognised in Italy 

Not having a qualification higher than middle school diploma 

 

Field  Unemployment (outside Labour market) 

  

Objective  Promoting the labour market integration in the Emilia-Romagna region.  

 

Location 

/geographical 

coverage  

City: Bologna 

Region: Emilia-Romagna 

Country: Italy 

  

Introduction  This blended course was designed to give to unemployed the appropriate tools 

to schedule a path and consolidate their own competences.  

 

Timeframe: October 2020 

 

Stakeholders and 

Partners 

Beneficiaries: unemployed over-50 years old 

 

Stakeholders and partners involved in the practice: training agencies operating 

in the Emilia-Romagna region. 

 

Partner organisations: 
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FAV Imprese 

FORMART 

FUTURA 

IAL 

IFOA 

OFICINA 

 

Financing Body Operation Reference: P.A. 2019-13404/RER "Percorsi di Formazione 

Permanente in Area Bolognese per l'Occupabilità e l'Inclusione nel Mercato del 

Lavoro" (Lifelong Learning Pathways within Bologna Area to promote 

Employability and Inclusion in the Labour Market) approved by Emilia-Romagna 

Region (DGR n. 189/2020, dated 16/03/2020) co-financed by the European 

Social Fund PO 2014-2020 Emilia-Romagna Region. 

 

Context "Strategies to enter the world of work” was designed to give to unemployed the 

appropriate tools to schedule a path and consolidate their own competences.  

Given the high unemployment rate among over-50 people, the course was 

aimed at training that population group, not having a qualification higher than 

middle school diploma. 

 

The main objectives Help employers to measure their preparation in relation to what is required by 

the labour market 

Give to unemployers the appropriate tools to schedule a path and consolidate 

their own competences 

Give support to unemployers to consciously tackle their professional integration 

or reintegration. 

 

The description of 

the practice 

Total duration of the course: 12 hours 

Lessons in the classroom + webinars  

 

Contents: 

Self-esteem and self-confidence 

How to define the professional environment in a realistic way and which are the 

most required competences in the labour market 

Defining objectives, expected outcomes, possible areas of action, prefiguring 

several different solutions 

Defining an action strategy and making a plan step by step  

Self-marketing and self-image 

Interpersonal communication strategies  

 

Outcomes of the At the end of the practice, participants were able to: 
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practice - evaluate their motivation  

- analyse their vocational, professional and personal experiences 

- acquire personal evaluation criteria on their actions and performances 

- analyse their action pathways 

- interpret their originality 

- try to understand advantages and disadvantages of each option  

- reconsider the validity of their own choices 

- compare different experiences to understand the evolutive trend 

- introduce themselves 

- define objective, expected outcomes, possible areas of action and prefigure 

diversified solutions 

- define an action strategy, taking into account elements related to objectives to 

be achieved 

- plan their approach to the world of work 

 

Success Factors  Motivation, involvement, proactivity  

Constraints Probably a fairly common obstacle when working with the target group of 

unemployed adults is to develop and maintain a high level of motivation in 

learners.  

Lessons learned  It is important to invest in the formation and accompaniment of the most 

socially vulnerable groups.  

 

Sustainability The course is provided free of charge (covered by public funds) precisely to 

involve a target of people in difficulty, promoting their entry into the labour 

market and establishing a virtuous circle with positive socio-economic 

consequences.  

 

Development of the 

practice 

IFOA has activated "advise desks" for job placement, with the aim of supporting 

people seeking employment in all practical phases of the research. The various 

services accompany the person on an articulated path that allows them to 

identify their own professional project and carry out the most appropriate 

actions to pursue it, also favouring the meeting between job supply and 

demand. 

 

Conclusion the course is included in a range of training offers for unemployed people, all 

completely free for the final user. These permanent training courses for 

employability and inclusion in the labour market are made up of various 

interventions on the topics: IT, foreign languages, key skills. 

  

Related resources 

that have been  

Online Webinars 
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developed  

Language(s)  Italian  

 

Contact details 

Name Strategies to enter the world of work 

Company/Institution IFOA  

Address Viale Aldo Moro, 62 – 64 40127 Bologna 

Telephone +39 051368652 

E-mail ifoabologna@ifoa.it 

 

 

 

“Data analyst manager (Data scientist)” training path 

 

10/2019 – 12/2020 Euroform RFS in collaboration with Valuetech srl and 

the University of Naples, Federico II. 

 

Element Guiding questions 

Type of document  Information sheet 

Publisher  Euroform RFS  

 

Target audience  Unemployed participants 

 

Field  Unemployment (outside Labour market)  

 

Objective  Funded training path (training course with final professional qualification, 

guidance service and job placement support) for unemployed participants 

 

Location 

/geographical 

coverage  

Region Calabria, Italy  

Introduction  The project was funded under the Calabria Region “Action and Cohesion 

Program” (PAC) 2014-2020 with the contribution of resources from the Italian 

State and the Calabria Region, as part of the public notice "Active policy 

measures for the development of digital skills". The project was implemented by 

Euroform RFS in collaboration with Valuetech srl and the University of Naples, 

Federico II. 

 

Stakeholders and 

Partners 

The training course addressed 20 young unemployed participants (pursuant to 

article 19 of Legislative Decree no. 150/2015) residing in the Calabria Region 
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who have obtained the attribution of one of the four disadvantage classes at 

Employment centres, in possession of a secondary education qualification (level 

IV EQF) or at least 5 years of experience in the reference field, who wish to 

acquire a professional qualification in Data Analyst Manager (level V EQF). The 

course was aimed at participants who showed a strong interest in the program 

and in obtaining the qualification and who had a good knowledge of the basic 

concepts of the main IT tools related to the topic. In order to access the 

program, a selection process was held. 

 

Financing Body Calabria Region “Action and Cohesion Program” (PAC) 2014-2020 

Context The problem of unemployment in Italy became more and more critical in the 

first years of the financial crisis (2008). Although the labour market crisis 

seriously affected the entire Italian working population, it particularly impacted 

the youngest part of the labour force. Between 2008 and 2014, the share of 

unemployed individuals aged between 15 and 24 years increased by more than 

15 percent. Despite a steady decline observed after 2014, youth unemployment 

still stood at over 31 percent in July 2020. 

 

 

 

The main objectives The training course was designed to facilitate the job placement of unemployed 

young people, by going to deepen and study innovative digital competences and 

skills, highly requested by contemporary companies. 

 

 

The description of 

the practice 

Funded training path (training course with final professional qualification, 

guidance service and job placement support). 

Total duration 400 hours, divided as follows: 50 hours of lectures in basic skills, 

165 hours of lectures in technical and professional skills, 25 hours of workshops 

and 160 hours of internship. Due to the Covid-19 emergency, the course was 

conducted in blended learning mode, guaranteeing access to the lessons of each 

user through the Euroform RFS online didactic platform. Face-to-face lessons 

alternated with on-line synchronous lessons. Additional teaching material has 

been uploading to the platform to be easily consulted. 

Thanks to this course, participants were able to expand their knowledge on the 

concepts related to the identification, collection, preparation, validation, 

analysis and interpretation of data relating to various activities of the 

organization and the main IT tools. 
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Outcomes of the 

practice 

The activity is still in progress, the feed-back evaluation phase will begin shortly  

 

Success Factors  motivation, participation, involvement 

Constraints Many lessons are carried out online, in synchronous mode. Learners need to 

have a strong internet connection and a powerful device to support the 

activities. 

Lessons learned  It is never too late to learn. The covid-19 emergency further undermined the 

implementation of the course which was instead successfully completed. It is 

important to be able to respond with resilience to the challenges encountered. 

Sustainability The course aims to reintegrate young and unemployed people into the labour 

market. The agility in being able to follow the lessons even from a distance 

makes the course easy to attend 

Development of the 

practice 

The intention is to continue the project with new training path editions 

 

Related resources 

that have been  

developed  

Didactic material uploaded on the Euroform RFS e-learning platform 

Language(s)  Italian 

Contact details 

Name “Data analyst manager (Data scientist)” training path 

Company/Institution Euroform RFS 

Address P.zza della Libertà 40, Rende (CS) 

Telephone +39 0984 467735 

E-mail info@euroformrfs.it 

 

 

 

Strategic innovation in the digital era 

November 2020 SDA Bocconi School of Management 

Element Guiding questions 

Type of document  Information sheet 

Publisher  SDA Bocconi School of Management  

  

Target audience  Managers in medium-large firms  

Entrepreneurs or managers in start-ups or small firms  

Managers in non-profit organizations, governmental institutions, or similar 

The course requires no background in mathematics or statistics. It emphasizes 

intuition and relevant notions or methods are explained from very basic 
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concepts. The course improves the ability of any decision-maker, including those 

with limited knowledge of data analysis, to make informed decisions using data. 

 

Field  Entrepreneurship  

 

Objective  To train entrepreneurs and managers, focusing on the big/small data analysis 

and helping them to being more confident in taking managerial decisions. 

 

Location 

/geographical 

coverage  

City: Milan 

Region: Lombardia 

Country: Italy 

 

Introduction  SDA Bocconi School of Management: a leading institution in management 

training in Italy, based in Milan.  

It is one of the leading Business Schools in Europe: it gained the prestigious 

accreditations with EQUIS, AMBA and AACSB. 

 

In the entrepreneurial field, predicting the effects of strategic decisions is very 

important, because the success or failure of projects depend on correct or 

wrong predictions.  

Today the wide availability of data held by companies can give substantial 

support to these forecasts. This program helps entrepreneurs to empower 

decision-making processes using information in the most effective and valuable 

way. 

 

Stakeholders and 

Partners 

Beneficiaries: entrepreneurs and managers 

 

Stakeholders: SDA Bocconi School of Management 

 

Financing Body Participation in the course requires the payment of a registration fee. 

SDA Bocconi School of Management is willing to consider 

partnerships/sponsorships and wide-ranging channel agreements with 

individual client organizations or with associations, orders, and consortiums.  

Special prices are provided in the case of groups of participants who enrol 

together, for Bocconi University students and for female participants (SDA 

Bocconi stands for women by fostering their opportunities for professional 

growth). 

 

Context Very often managers can’t decide whether and how to start a new project. 

Within the entrepreneurial world, it is important to predict the effects of these 

decisions: the success or failure of your projects depends on correct or wrong 
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predictions.  

Today the high volume of data provided by companies can give substantial 

support to these forecasts. But simple data, without correct analysis and 

interpretation, is not enough. 

For this reason, SDA Bocconi School of management decided to implement this 

training course helping managers and entrepreneurs to move better in this 

process. 

 

The main objectives - Giving entrepreneurs the appropriate tools to manage strategic decisions in 

the business world 

- Teaching a different way of thinking in entrepreneurship field 

- Focusing on strategies of problem solving 

 

The description of 

the practice 

The blended course included 8 hours of online learning + 4 days of training on 

campus. 

 

Timeframe of the practice:  

Distance Learning: 8 hours of distance learning (25 October - 25 November 

2020)  

On-Campus: 8-11 November 2020  

 

SDA Bocconi, guided by principles of sustainability and care for the 

environment, is providing the program and the course material in digital format 

only. 

Tools and documents are available on a dedicated e-learning platform 

For the learners, it is necessary to bring along a laptop or tablet during the in-

classroom sessions. 

 

This program offers an opportunity to think differently about strategic decisions, 

such as innovation decisions or other managerial decisions under uncertainty. It 

shows methods and tools, but emphasizes the intuition behind these decisions 

taking the perspective of the manager or the entrepreneur, teaching a way of 

thinking.  

 

In particular, learners will work on:  

- Framing the problem and formulating hypotheses to predict the outcome of 

the decisions  

- Analysing and interpreting the data to confirm or contradict forecasts  

 

Data will never entirely replace a manager’s intuition, but rigorous frameworks 

for making these decisions support and complements good intuition.  
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Topics:  

How Can Managers Make Good Decisions? 

A Scientific Method for Managerial and Innovation Decisions 

Basic Tools for Analysing and Interpreting Managerial and Innovation Data 

A Scientific Approach to Framing and Validating Customers’ Problems and 

Solutions 

Running Experiments in Your Organization 

Big Data, Artificial Intelligence, and Machine Learning for Managerial and 

Innovation Decisions 

 

At the end of the program a participation certificate is issued to the participants 

(minimum required frequency: 80% of training hours). 

 

Outcomes of the 

practice 

At the end of the practice, trainers were expected to: 

-  acquire the know-how to make the right entrepreneurial decisions; 

- acquire new tools and strategies that will be useful to start a new project in the 

future;  

- understand what big or small data can or cannot do for managerial decision-

making. 

 

Success Factors  Proactive approach, innovation, involvement 

Constraints We have no evidence of particular difficulties encountered 

Lessons learned  This course has been offered by SDA Bocconi School of Management  

 for several years and has always been carried out in face-to-face mode. The 

latest editions have been proposed in blended learning mode, demonstrating 

the potential for a resilient response to difficult situations, such as the 

emergency linked to the Covid-19 pandemic. 

 

Sustainability Both the delivery method and the contents proposed by the training course aim 

to accompany entrepreneurial and economic development actions 

Development of the 

practice 

SDA Bocconi School of Management cyclically proposes new editions of the 

mentioned course.  

Conclusion Predicting the effects of strategic decisions is essential, the decision-making 

processes need to be effective and thoughtful. 

 

„The STRATEGIC INNOVATION IN THE DIGITAL ERA course provided me with the 

unique opportunity to learn how to adequately and methodically evaluate 

innovative projects in both corporate and entrepreneurial contexts, an 

invaluable skillset that finally enables me to turn vague ideas into tangible 

opportunities that generate value to the business organisations I am part of.” 
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(Testimony of Francesco Lupis, investment associate at Europa Investimenti, 

learner of the course) 

  

Related resources 

that have been  

developed  

- Online contents on the SDA Bocconi School of Management e-learning 

platform 

- "A Scientific approach to entrepreneurial decision-making: evidence from a 

randomized control trial", a paper that was recently accepted for publication in 

the journal Management Science 

- MOOC „A Scientific Approach to Innovation Management” 

 

Language(s)  English  

 

Contact details 

Name Strategic innovation in the digital era 

Company/Institution SDA Bocconi School of Management  

Address Via Sarfatti, 10 - 20136 - Milano, Italy 

Telephone +39 0258366605 

E-mail info@sdabocconi.it 

 

 

 

Youth Empowerment by Entrepreneurial Skills  

 

ERASMUS+ KA2: Cooperation for innovation and the exchange of good practices, 2018-2-NL02-KA205-

002202 

September 2018 - August 2020  

 

Partnership 

Element Guiding questions 

Type of document  Information sheet 

Publisher  Partner organisations:  

- EURObizz Academy BV (the Netherlands) 

- JO CONSULTING SRL (Italy) 

- DOREA Educational Institute (Cyprus) 

- BRIDGING TO THE FUTURE LTD (UK) 

- European Social Entrepreneurship and Innovative Studies Institute (Lithuania) 

 

Target audience  Young people aged between 18 and 25 years old with learning difficulties (e.g., 

lack of motivation, educational capabilities limitations). 

 

Field  Entrepreneurship  
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Objective  The main objective of the YES project is to help young workers to concretely 

learn entrepreneurship strategies, with the support of digital tools, that are 

essential to develop a business project plan. 

  

Location 

/geographical 

coverage  

Action: YES, youth blended training 

City: Catania (Hotel Agathae, Etnea Street 229, 95124)  

Region: Sicily 

Country: Italy 

Timeframe of the activity: 10-14 February 2020 

 

Introduction  Within the framework of the Europe 2020 Strategy, the practice of this activity 

which took place in Catania contributed to entrepreneurial education and 

training to contrast youth unemployment.  

 

Stakeholders and 

Partners 

Beneficiaries: CSO (Civil Society Organisations), experts and practitioners of the 

Entrepreneurship Education and Training. 

Target group: Youth Trainers/ Youth Workers & Youth (18 -27 years old) based 

in the Netherlands, Cyprus, Lithuania, Italy and UK. 

Stakeholders: experts and practitioners of the Entrepreneurship, start-ups, hub 

and incubators networks. 

 

Financing Body YES, Project is Co-funded by the Erasmus+ Programme of the European Union 

(Grant Agreement N. 2018-2-NL02-KA205-002202) 

 

Context Very often, today, a lot of young people who already finished their study are not 

able to find a job easily.  

In response to this need, the YES project helps Youth Workers very practically to 

concretely learn entrepreneurship strategies, with the support of digital tools, 

within their Venture Achievement Pathway (VAP), that is their business project 

idea. 

 

The main objectives Youth Workers have been trained by entrepreneurs who shared their 

knowledge and experience with them. Youth workers have developed the basic 

skills and confidence to create their own business and know how to use the 

practical tools to do that.  

 

The description of 

the practice 

During the 5 days training, youth from The Netherlands, Cyprus, Sicily (Italy), UK 

and Lithuania explored the following topics: 

21st century skills and digital competences  

Canvas Business Model  

Minimum Viable Product  
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Marketing  

Creating Team & Dividing Tasks  

Corporate Identity  

Innovation and Creativity 

 

Young trainers also had the opportunity to meet local businessmen and other 

guest speakers (and they also discovered the beautiful city of Catania). 

 

The blended training programme was based on the combination of face-to-face 

activities involving Internet-based tools and eLearning.  

The curriculum included: 

a complete guide describing the pedagogical approach of the learning activities, 

that is a combination of the Effectuation Methodology and the Valuation of 

Prior Learning (VPL); 

the Effectuation Methodology; 

the VPL methodology consisted of assessing and validating personal 

competences within individuals’ social-economic context. It also and offered a 

personal development-strategy; 

pedagogical materials, divided into nine Learning Outcomes, organized in 

modules; 

four specific tools for each module, that are the training plan setting, an 

ECVET/Europass competences’ grid examination and evaluation, a short video, 

and an assessment form; 

a group of Internet-based tools that were embedded in the eLearning platform; 

a mentoring programme; 

an assessment tool; 

ECVET and Europass tools for Learning Mobilities. 

Outcomes of the 

practice 

At the end of the practice, trainees were expected to: 

– identify and activate entrepreneurship potential 

– be more determined and motivated to take control of their own vocational 

pathway 

– increase their entrepreneurial competences 

–become a reference model for other young individuals 

– explore their human capital qualities (self-confidence, skill development) and 

increase their levels of wellbeing globally 

– create strategies to assist socially disadvantaged people. 

 

Effects on the participating organisations: 

– they became more conscious of the potential of EET programmes to contrast 

youth employment 

– they reinforced Youth Workers capabilities to implement EET; 

– they enhanced collaborative work with the Youth Work at EU level among Civil 
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Society Organisations operating in the Youth Work field 

– they acquired more knowledge on entrepreneurship (up-to-date trends, 

educational approaches and methodologies to be practiced in their pedagogical 

environment) 

– they improved entrepreneurship training competences of their staff. 

 

Effects on the beneficiaries and stakeholders: 

– they were encouraged to provide more measures to contrast youth 

unemployment 

– they became more consciouses on the need of adjusted public policy 

interventions, regulations, labour agreements, fiscal policy, training funds, by 

public authorities and social partners, within the field of young 

entrepreneurship initiatives 

– they promoted intelligent growth within a cooperative flow between 

stakeholders of the EET 

– they increase their multi-agency cooperation and their good practices sharing 

with institutions, employment services, skill training suppliers. 

 

Success Factors  Innovation, involvement and accessibility 

 

Lessons learned  This program wants to stimulate and practise the use of digital skills among 

young people, including literacy skills like 3D printing, Virtual Reality, 

website and e-commerce design and media literacy through e-learning. In 

addition, the program will enforce young people’s soft skills like conceptual and 

creative thinking, team working, problem solving, to shape their entrepreneurial 

spirit. 

Sustainability The YES integrated approach facilitates the replication and/or transfer of the 

training model beyond the project’s scope, including in other sectors of 

activity that the one that are targeted in the present proposal, local and regional 

areas, or countries. 

Development of the 

practice 

The material will remain available online and usable free of charge and may 

serve as a starting base for further projects. 

Conclusion Say YES – wants to open the door for the next generation of successful business 

leaders and entrepreneurs. 

YES, project is designed for Youth Workers to learn and explore free innovative 

entrepreneurship resources with all modern and digital tools, in order to enable 

the engagement with youth and to pass on the skills aimed at fighting youth 

unemployment. 

YES, programme is more than preparation on how to run a business. It is about 

how to develop the entrepreneurial attitudes, skills and knowledge which 

should enable youth to ‘turn ideas into action’. Youth Workers cannot teach 
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how to be entrepreneurial without themselves being entrepreneurial, that’s 

what 'YES programme entrepreneurship education for youth workers' is 

designed for. Entrepreneurial competences require active methods of engaging 

youth to release their creativity and innovation. Entrepreneurial competency 

and skills can be acquired or built only through hands-on, real life learning 

experiences, thus join us today and raise your skills and awareness of 

entrepreneurial principles which are able to ignite the ‘entrepreneurial spark’ 

and inspire youth right from the beginning of their professional career. 

 

Related resources 

that have been  

developed  

http://yesproject.eu/ 

 

- Available training modules:  

http://yesproject.eu/courses-grid/  

 

- Detailed programme of the practice: 

http://yesproject.eu/wp-content/uploads/2020/02/Agenda-YES-training-

Catania-10-14-Feb-2020-1.pdf 

 

Language(s)  English 

 

Contact details 

Name YES project 

 

Company/Institution Partnership (EURObizz Academy BV, JO CONSULTING SRL, DOREA Educational 

Institute, BRIDGING TO THE FUTURE LTD, European Social Entrepreneurship and 

Innovative Studies Institute)  

 

E-mail info@yesproject.eu 

 

 

 

 

Hygiene and Public Health toward 2020 

April-October 2019 Local Health Unit of Bologna 

 

Element Guiding questions 

Type of document  Information sheet 

Publisher  Local Health Unit of Bologna (USL) 

 

Target audience  Health care workers of UOS - Unità Operative Semplici (Simple Operating Units) 

 

http://yesproject.eu/courses-grid/
http://yesproject.eu/wp-content/uploads/2020/02/Agenda-YES-training-Catania-10-14-Feb-2020-1.pdf
http://yesproject.eu/wp-content/uploads/2020/02/Agenda-YES-training-Catania-10-14-Feb-2020-1.pdf
mailto:info@yesproject.eu
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Field  Vocational training  

 

Location 

/geographical 

coverage  

City: Bologna (Sala PT via Gramsci 12) 

Region: Emilia-Romagna 

Country: Italy 

 

Introduction  The reorganisation of Public Health services, carried out in December 2017, 

created the need to share opinions and discuss on topics and operating 

procedures adopted in the several health centres of the Emilia Romagna region.  

 

Timeframe: April – October 2020 

 

Stakeholders and 

Partners 

Target group:  

Health care workers of UOS - Unità Operative Semplici (Simple Operating Units) 

Stakeholders:  

Department of Hygiene abnd Public Health 

Local Health Unit of Bologna 

 

Financing Body Regional Health Service (Emilia Romagna, Italy) 

Context This blended course has been created in response to the need to univocally 

operate in the regional territory. Health care workers had the necessity to adopt 

operational strategies that were as homogenous as possible.   

 

The main objectives - Sharing documents and tools that were useful to care workers operating in 

different health companies of the region.  

- Make surveillance and control activities more uniform on the whole regional 

territory. 

 

The description of 

the practice 

15 hours of frontal lessons + 15 hours of online lessons 

 

Programme of the course:  

4 April 2019 (h 9-12 + 3 hours of online lessons: regulation and technical 

standards) 

SANITARY INCONVENIENCES   

Speakers: Domenico Vinciguerra and Gabriele Bicego  

EVALUATION OF CHIMNEYS’ DECLARATIONS - PRESENTATION OF CASES   

 

9 May 2019 (h 9-12 + 3 hours of online lessons: regulation and answers to most 

frequent questions)  

AESTHETIC  

Speakers: Domenico Vinciguerra and Daniela Bulgarelli  



 

 

 

 

BlendedVET project N°2020-1-FR01-KA202-079830 100   

 

 

EVALUATION OF DECLARATIONS OF ELECTRICAL INSTALLATIONS AND AESTHETIC 

MEDICAL EQUIPMENT 

 

6 June 2019 (h 9-12 + 3 hours of online lessons: Operational Instructions and 

examples of response modes)  

Speakers: Gianluigi Belloli and Paolo Battistella/Alessandra Tordi 

IMPLEMENTATION AND DIVULGATION OF INFORMATION SHEET, SAMPLING 

MODES  

 

3 September 2019 (h 9-12 + 3 hours of online lessons: regulation, LG, examples 

of response modes)  

AMIANTO  

Speakers: Italia Grifa and Paolo Battistella/ Antonio Politi  

SUBJECT AND MODES OF ISP PROCEDURES; COMPARISON BETWEEN DIFFERENT 

RESPONSE MODES  

 

1 October 2019 (h 9-12 + 3 hours of online lessons: activities’ progress, 

examples of response modes)  

Speakers: Milena Belletti and others  

ANSWERS TO ENVIROMENTAL AND CHEMICAL ISSUES; REGIONAL UPDATES 

CHECK LIST  

 

Outcomes of the 

practice 

This blended learning course has given excellent results: the completion rate has 

been equal to 89%. 

The course has been customised for the specific needs of the experts and in 

respect of the medical business goal. 

Trainers were able to acquire new tools to operate in different health 

companies of the region, contextualize the issues discussed during the course 

and to develop operational cooperation. 

  

Success Factors  Sharing, alignment, participation.  

Constraints We have no evidence of particular difficulties encountered 

Lessons learned  It is important to invest in training and sharing guidelines in the workplace, 

especially in the health and safety field. The blended mode allows to reach a 

good number of users, facilitating the process of sharing knowledge. 

 

Sustainability The path aims to share documents and useful tools for supervision and control 

throughout the company area in order to 

facilitate and make future monitoring activities on the territory more 

homogeneous. 

Conclusion The reorganization of the Public Hygiene services that took place in the past 
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years highlighted the need for sharing and discussion on univocal themes and 

operational methods. Thanks to this training course, it was possible to share 

common guidelines among the workers. 

 

Related resources 

that have been  

developed  

Internal documents 

Language(s)  Italian 

 

Contact details 

Name Hygiene and Public Health toward 2020 

Company/Institution Local Health Unit of Bologna 

Address Via Castiglione, 29 - 40124 Bologna 

Telephone +39 0516225111 

E-mail direzione.generale@ausl.bologna.it 

 

 

Hybrid Italian L2 courses 

 

2015 

 

Municipality of Milan,  

Pepe linguistic centre (PLO) 

Element Guiding questions 

Type of document  Experience sheet 

Publisher  Rosetta Baccari 

Target audience  Migrants 

Field  Language learning for migrants 

Objective  Deepen the knowledge of the Italian language L2 for upper-intermediate 

learners (course level: C1) 

Location 

/geographical 

coverage  

City: Milan  

Region: Lombardia  

Country: Italy 

Introduction  The course was held at the Pepe linguistic centre (PLO) of the Municipality of 

Milan. Here, a 9th level Italian course for foreigners (corresponding to level C1 

of the CEFR) was launched, structured according to the "class + on-line" mode, a 

hybrid course which therefore includes, in addition to the development of skills, 

among its objectives communication and didactic objectives foreseen for this 

level, the achievement of the CILS 4 certificate. 

 

Stakeholders and 

Partners 

The blended Italian L2 course saw the participation of 20 learners (19 females 

and 1 male of different L1s - Spanish, Russian, Romanian, Polish, Danish, 
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German) of C1 level. The course provided, for each week, three hours of 

classroom lessons plus one hour of online activities to be carried out at home 

according to the timing and needs of each user. 

 

Financing Body The cost of the courses is almost completely subsidised by Comune di Milano 

(Milan City Council) in order to give non-Italians a chance to enrol in our adult 

education courses. 

 

Context Over the last decade, the migratory phenomenon in Italy has increased 

considerably, especially in large urban areas, such as the city of Milan. It is 

therefore becoming increasingly important to promote the integration process, 

including through the teaching of the Italian language. 

Language training is the primary and privileged tool for adequate integration 

and for the protection of rights, because it allows insertion into the new social 

context, avoiding exclusion and marginalization. 

 

The main objectives Improve the level of knowledge of the Italian language of the participants, 

facilitate the processes of social integration. 

The description of 

the practice 

During the training course, the face-to-face and online lessons were structured 

to be, as in a virtuous circle, the completion of each other: the classroom lesson 

prepares the work to be done on the platform, the lesson on the platform 

enriches and prepares the next classroom lesson, where what was learned 

online was consolidated. All the activities planned and carried out during the 

course have been designed to allow each user to practice listening, 

understanding and production (written and oral) and to further develop, given 

the high level of knowledge / competence of Italian from part of the students, 

all the linguistic-communicative skills necessary in the natural contexts of 

communication and in the different domains in which the use of the language 

takes place (public, personal, work, educational). The teacher was able to wisely 

combine the dialogic-communicative approach, centred on negotiating topics, 

attention to the message and the ability to understand and communicate 

effectively (without however neglecting formal and grammatical correctness), 

with the humanistic-affective one, centred on the attention placed on the 

emotional and affective sphere of the learner with the aim of removing those 

factors that can limit learning (psycho-affective resistances and filters, negative 

self-perception, absence of a sense of belonging and participation in a 

community, etc). 

The online lessons represented within the course a moment of integration and 

enrichment of the activities carried out in the classroom. They were created 

with the use of Moodle5, a free open-source e-learning platform (technically 

defined LCMS6).  
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The platform, which virtually reproduces situated and complex contexts, has the 

advantage of offering a great variety of paths, alternatives and multimedia tools 

that allow the student to learn, interacting with other members of the 

community, establishing forms of collaboration, help and exchange of 

knowledge / information. The learner can customize their learning path 

according to their own rhythms and needs, thus perceiving themselves as more 

active and freer than the traditional face-to-face lesson. 

 

The learning environment was organized as follows: 

 

a service area with: a pre-course questionnaire; presentations by the teacher 

and students (forum "useful things to know about the course"); communications 

from the teacher; attendance register with calculation for each student of the 

total time spent online; logbook (i.e. the weekly update of what was done 

during the face-to-face lesson and the weekly delivery); "Help!" section; 

progress badge that is obtained at the end of a specific course in recognition of 

the work done; Interval forum with proposals for meetings outside the school 

and reports of interesting events. 

 

a workspace dedicated to actual teaching activities which includes: learning 

materials (summary sheets of the grammar rules and structures studied, audio 

lessons, interviews), sheets on Italian culture; exercises and tests created with 

the hot potatoes software (multiple choice quizzes, true / false, matching and 

reordering sentences), links of interest and / or support to classroom lessons 

(YouTube videos, blogs and pages related to the topics covered) and tags, 

internal and external resources to the platform (dictionaries, notes, text files), a 

forum and a wiki. 

Success Factors  Openness to innovation, participation, integration actions 

Constraints In online courses there is a risk that the student will feel less helped, followed 

and motivated. in fact, the student does not receive immediate feedback 

(communication with the teacher and classmates is mediated by the computer) 

and may also have difficulties in managing technical problems relating to the 

use of materials or the platform's features. In this sense, the development of a 

blended course can be very useful, if the face-to-face lessons are used as an 

opportunity to overcome these difficulties. 

 

Lessons learned  It is important to know how to seize new opportunities in digital innovation. 

 

Sustainability Social and economic investment in integration processes is essential for a more 

peaceful future. 
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Development of the 

practice 

The courses are offered every year by the municipality of Milan. 

Conclusion Teachers who want to use multimedia platforms within the hybrid courses of 

Italian for foreigners can have very valuable resources to enrich the 

teaching/learning process of the Italian language. To fully exploit all the 

potential offered by technologies, however, it is essential that they "open up" to 

them and prepare to accept the challenges posed by the information society 

without reservations or fears. 

 

Related resources 

that have been  

developed  

Educational material on the Moodle platform 

Language(s)  Italian 

Contact details 

Name Pepe linguistic centre (PLO) 

Company/Institution Municipality of Milan 

Address Via Guglielmo Pepe, 40, 20159 Milano MI 

Telephone +30 02 8844 8419 

E-mail http://formami.comune.milano.it/sede-pepe/ 

 

 

 

European Partnership for Social Inclusion and Creation of Skills for Women Entrepreneurship E-

learning 

 

ERASMUS+ KA2: Cooperation for innovation and the exchange of good practices, 2018-1-BG01-KA203-

048016 

January 2019 - October 2020 

 

Partnership 

Element Guiding questions 

Type of document  Experience sheet 

 

Publisher  Partner organisations: 

- Tsenov Academy of Economics (Bulgaria)  

- Euroform RFS (Italy) 

- European Strategic Partnerships Ltd. (ESP) (UK) 

 

Target audience  The project focuses on the social inclusion of women wishing to develop their 

own business in the area of trade and logistics through integration into 

entrepreneurship through training, acquiring practical skills and competencies in 
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order to generate financial, cultural and social value. 

  

Field  Entrepreneurship  

 

Objective   

Conducting a comparative analysis of the demand and supply of skills for 

women entrepreneurship in the labour market in the three partner countries - 

Bulgaria, United Kingdom and Italy. 

Identifying key areas and features for developing women's entrepreneurship 

skills based on benchmarking. 

Expanding the knowledge, skills and competences in women's entrepreneurship 

in the territories of the partner countries in order to determine which of those 

could become the practice of commercial SMEs and how they could enhance 

the competitiveness of the sector. 

Creating a tool for self-development for entrepreneurship for women in an 

innovative way and providing methodological guidance and tools for developing 

entrepreneurial skills. 

Validating and testing the results of the project in one pilot practical training 

representing the learning outcomes of the project for disadvantaged learners. 

Creating an innovative platform for exchange of experience and good practices 

in order to support the development of women's entrepreneurship skills, 

facilitating their access and engagement with digital technologies in formal and 

non-formal education. 

Effective dissemination and open access to project results. 

 

Location 

/geographical 

coverage  

Action: Blended training 

London, United Kingdom 

Timeframe of the activity: 01-12 July 2019 

Participants:  

- 30 women from Italy 

- 30 women form Bulgaria  

 

Introduction  The project focuses on the social inclusion of women wishing to develop their 

own business in the area of trade and logistics through integration into 

entrepreneurship through training, acquiring practical skills and competencies in 

order to generate financial, cultural and social value. The project partners have 

realized there is a growing need for creative and innovative training approaches 

in entrepreneurship in order to overcome the previous weaknesses. 

 

Stakeholders and 

Partners 

Partner organisations:  

Tsenov Academy of Economics (Bulgaria) 
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A leading economics and business higher education institution in Bulgaria with 

80 years of history, 140 000 alumni and a well-established reputation in 

education, science and project management. It is composed by 4 faculties, 19 

departments, a Scientific Research Institute, 17 academic centres and auxiliary 

units (including Centre for International Affairs, Centre for Educational Quality 

Assurance, Centre for Postgraduate and Continuing Education, Centre for 

Vocation Training, etc.). D. A. Tsenov Academy of Economics is an accredited 

higher education institution. 

 

European Strategic Partnerships Ltd. (ESP) (UK) 

A VET provider institution based in London, UK, offering professional trainings in 

various qualifications, mainly in the field of Hospitality and Restaurant 

Management. The main direction of the company activities is the on-site 

corporate training for the management and operational staff of hotels and 

restaurants. The company works with more than 20 highly educated and 

experienced trainers, using innovative and interactive teaching methods.  

 

Euroform RFS (Italy)  

A training agency that organizes training courses for more than 10 years and 

releases qualifications recognizable under the regional law. Since 1997 Euroform 

RFS has been organizing transnational mobilities under the framework of 

different programmes. 

Being an intermediate/receiving organization of mobility projects, Euroform RFS 

has developed qualitative services offering the e-learning activities on pre-

departure orientation and Italian language course, as well as ECVET and own 

tools in evaluating the learning outcomes achieved during mobility. 

 

Financing Body Within the framework of the project "European Partnership for Social Inclusion 

and Creation of Skills for Women Entrepreneurship E-learning", contract 

number 2018-1-BG01-KA203-048016, funded by the Erasmus + program, KA2, 

Higher Education Sector  

 

Context Trade is recognized as one of the main economic sectors for reducing economic 

expansion and economic revolution in many countries. The trade industry 

creates employment opportunities for a large number of people, both skilled 

and unskilled. It supports nationwide unification by generating currency and 

promoting cultural activities. 

Thus, the development of women's entrepreneurship skills ensures employment 

and economic growth in the partner organizations' regions.  

The implementation of the project helps to: 

Promote social inclusion by enhancing access, participation and learning 

outcomes for disadvantaged learners, supporting and evaluating new 
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approaches to reducing disparities in digital access and engagement in formal 

and non-formal education. 

Update and develop digital educational materials and tools in women's 

entrepreneurship. 

Support employment and learning opportunities and mobility between different 

jobs in partner countries. 

Improve and expand the provision of high-quality training opportunities tailored 

to the needs of individuals with low skills or low-skilled women in the regions to 

provide them with employment opportunities, enhancing their digital skills and 

entrepreneurial competences and thus stimulating them to become more highly 

qualified. 

 

The main objectives Introduction to the theoretical nature of the entrepreneurial idea and business 

planning. 

Exchange of experience between Bulgarian and Italian students, as well as 

sharing practical skills by English trainers. 

Working in an international team and working in a collaborative environment. 

Cultural, linguistic, ethnic, religious, and other integration between partners 

from three countries. 

 

The description of 

the practice 

During the training seminar, the participants were introduced to the main 

features of entrepreneurship, in particular women's entrepreneurship, the 

entrepreneurial process, the requirements for structuring a business plan, the 

possibilities for financing a business, etc. In addition to getting acquainted with 

the theoretical background in the field of entrepreneurship, the participants 

developed a business plan on a predefined topic, by distributing the lottery 

principle of Bulgarian and Italian women in teams of six participants. For the 

fuller absorption of the content, an appropriate learning environment was 

provided to support the writing of the business plan, by alternating the lecture 

part, followed by a practical one. This allowed the teams to unite briefly around 

the basic idea of their business on each of the downloaded topics (e-commerce 

for perfumery products, production and trade in furniture, development of 

restaurant business, environmental protection and compost processing, etc.) 

and focus on developing each part of the business plan. 

The team work continued for one week as participants sought to prepare the 

key elements of the business plan - introduction, presentation of the basic 

business idea, analysis of the market and identifying competitors, market 

segmentation and opening of unoccupied niches, defining the profile of users, 

developing an operational plan for action, financing and business efficiency. 

Business plans have been developed with presentations reflecting key 

innovative ideas, mainly focused on healthy eating, saving endless resources, 

improving the quality and increased use of electronic technologies in the 
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production and commercial processes, as well as in maintaining contacts with 

consumers, waste treatment and environmental protection and social inclusion 

of disadvantaged people. 

The presentation of the business plans took place on July 10, 2019, with 

participants applying various attractive techniques to attract the attention of 

the audience. After each team presented their business idea, each team 

received reviews highlighting both strengths and opportunities to improve 

business plans and presentations. On July 11, 2019, the final test was held, and 

certificates were distributed to all participants. 

The theoretical and practical training was varied by a prepared cultural program, 

which included visits to various landmarks and attractions in London. This 

helped to further unite the teams before the final finalization of the business 

plans and the preparation of the presentations.  

 

Outcomes of the 

practice 

Main benefits: 

Introduction to the theoretical nature of the entrepreneurial idea and business 

planning. 

Exchange of experience between Bulgarian and Italian students, as well as 

sharing practical skills by English trainers. 

Working in an international team and working in a collaborative environment. 

Cultural, linguistic, ethnic, religious and other integration between partners 

from three countries. 

 

Success Factors  Collaboration, motivation and sharing 

Constraints for some participants the difficulty was given by living a training experience 

partly carried out abroad, far from their own comfort zone. This initial obstacle 

turned out to be a resource and a starting point for growth for the participants. 

 

Lessons learned  The educational value generated for society is expressed in raising the 

knowledge, skills and competences of women in the field of entrepreneurship 

and their sharing in the social group in which they exist, which leads to a smooth 

social adaptation to cultural changes.  

 

Sustainability The project built online and free useful tools which can be used by trainers and 

learners themselves. An online forum is available, to share ideas and opinions 

between participants. Assignments are corrected by experts. 

 

Development of the 

practice 

The material will remain available online and usable free of charge and may 

serve as a starting base for further projects. 

Conclusion Expected results: 

The project completion will help reducing the Social inclusion by enhancing the 
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access, participation and learning performance of disadvantaged woman 

learners, by supporting and assessing new approaches to reducing disparities in 

access to and engagement with digital technologies in formal and non-formal 

education.  

Updating and developing digital learning materials and tools in women 

entrepreneurship.  

Support employability and the learning and labour mobility between different 

jobs in the partner countries.  

Improve and extend the supply of high-quality learning opportunities which are 

tailored to the needs of individual low-skilled or low-qualified women in the 

regions in order to provide them employment opportunities by enhancing their 

digital competences and entrepreneurship competences and stimulate them 

towards higher qualifications. 

 

Related resources 

that have been  

developed  

 

https://www.women-entrepreneurship.eu/ 

 

Training handbook:  

https://www.women-entrepreneurship.eu/local/pages/?id=8 

 

E-learning courses: 

https://www.women-entrepreneurship.eu/course/index.php 

 

Language(s)  English 

 

Contact details 

Name European Partnership for Social Inclusion and Creation of Skills for Women 

Entrepreneurship E-learning 

 

Company/Institution Partnership (Tsenov Academy of Economics, Euroform RFS, European Strategic 

Partnerships Ltd. (ESP) 

 

E-mail info@euroformrfs.it  

Facebook SocialInclusionWomenEntrepreneurship 

 

 

 

 

 

 

 

https://www.women-entrepreneurship.eu/local/pages/?id=8
https://www.women-entrepreneurship.eu/course/index.php
mailto:info@euroformrfs.it
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Germany - Wisamar 

 

ENNE - European National Networks for the Enhancement of VET 

01.10.2019 - 31.03.2022 EGInA Srl – European Grants International Academy 

and the project partners 

Element Guiding questions 

Type of document  ENNE is a KA3 Erasmus+ project. Different features are on the website.   

Publisher  EGInA Srl – European Grants International Academy, Italy (as coordinator) 

ECQ – European Centre for Quality, Bulgaria 

ARTS&SKILLS – Formaçao, Consultoria, Inovação, LDA, Portugal 

Wisamar Bildungsgesellschaft gemeinnützige GmbH, Germany 

Connectief, Belgium 

 

Target audience  VET providers and stakeholders  

Field  Vocational training (inside Labour market) 

 

Objective  The main aim is the establishment of 5 national networks of VET providers and 

the enhancement of the VET quality and attractiveness by fostering VET learners 

and staff mobility. 

Location 

/geographical 

coverage  

The project is mainly carried out in the five partner countries but the MOOC and 

VET online conference were available for interested parties from all over 

Europe.  

 

Introduction  Although the number of VET students who profit from an internship stay abroad 

in the framework of Erasmus+ is increasing, the aims of the European 

Commission and the national governments are still far from being reached. The 

ENNE-project wants to address this issue by establishing national networks of 

VET providers to foster the effective implementation of European programmes, 

initiatives and priorities in the field of VET. The ENNE-project is carried out 

between 2019 and 2022 and already reached important milestones.  

 

Stakeholders and 

Partners 

The network members will benefit from the project. Also, stakeholders from the 

field of VET from the participating countries and all over Europe can profit from 

the different outputs of the project.  

 

Financing Body The project is financed by the European Commission in the framework of the 

Erasmus+-programme with 80%. The other 20% costs are own share of the 

partnership.  
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Context The ENNE project contains of 5 project partners who have 5 national associated 

partners each for the network. The partners foster on the improvement of VET 

education and its attractiveness with a focus on the opportunities of mobility 

projects. The project idea occurred as the partners, who are all active in VET 

mobility projects, saw the needs of an improvement of the international VET 

implementation. Still many companies or VET providers lack of knowledge on 

the opportunities of international mobility experiences for students and staff.  

 

The main objectives The project follows different objectives:  

To support an improvement and of the communication and cooperation of 

different VET actors and the dissemination of EU programmes  

Exchange of good practices in establishing mobility and other EU projects 

Implementation of a MOOC about the successful planning and organization of 

Erasmus+ mobility projects 

Implementation of a Blended Training Course about the successful writing of 

KA1 and KA2 project applications.  

International and local workshops about EAQOM standards for host and 

intermediary organizations 

Local and international events to support the VET skills week.  

 

All these different steps are undertaken to reach an improvement of 

international VET mobilities.  

 

 

The description of 

the practice 

One of the main activities of the ENNE – project is a Blended Training Course for 

VET staff who are interested in international cooperation projects to enable 

them to apply for the certain funding’s with the aim that they can improve the 

education experiences of VET learners and staff.  

The course builds on the experiences from the ENNE MOOC that took place in 

November/December 2020 where interested staff had the chance to get to 

know already the basic information about this topic.  

The target group are staff and educators from the VET sector.  

 

Outcomes of the 

practice 

The ENNE project partner consortium reaches a high number of stakeholders 

and people active in VET and in mobility projects. An online conference – 

VET4Future – reached 294 participants who came online to learn more about 

good practices and other relevant fields. The MOOC reached 354 people and 

also the newsletters and further project activities were very successful. The 

MOOC is designed to prepare interested person for the blended training course 
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at the beginning of 2021 but a participation in the MOOC is no prerequisite and 

the MOOC is useful alone as well.      

The participants gained important knowledge and skills for the implementation 

of mobility projects and the advantages and opportunities of Erasmus+ projects.  

 

Success Factors  To replicate the practice, you will need people who are used to the Erasmus+ 

programme and the successful writing of applications in KA1 and KA2 projects.  

 

Constraints During the MOOC there was a one-month long tutoring for questions and 

helping the audience. This is a good option for a mere online part so that the 

learners can make use of the contents whenever it fits in their plans and there is 

no strict time when all have to be online together. The tutor regularly answered 

arising questions and gave support. But this is time-consuming and should be 

taken into account when planning something similar.  

  

Lessons learned  As the project is still running (December 2020), not all lessons learned are yet 

known.  

 

Sustainability The blended learning course from ENNE is designed to prepare a project 

application that is – after the course ended – almost ready for submitting. This 

means that participants of this course should already have a clear idea of a 

project that can be really implemented at the end (or at least have the 

necessary structures, like a VET school headmaster who supports mobilities or 

colleagues who would be willing to help with the implementation). At ENNE, the 

course will be for interested people from the partner networks where they have 

the chance to already establish partnerships at the beginning of the course if the 

partners fit in the own profile. This is a good prerequisite for such a course and 

will probably not be given if the course were adapted on a national basis.  

  

Development of the 

practice 

There are no current plans for a further development. This will be decided at the 

end of the project when all outputs have been implemented and the direct 

participants feedback can be taken into account.  

 

 

Conclusion The project will probably have a decisive effect on the partner organizations, 

especially on the participants of the workshops, the MOOC and the blended 

learning course. The feedback of the participants of the VET4Future online 

conference was already very promising.  

 

Related resources 

that have been  

All developed resources can be found on the project website 

www.enneproject.eu. Regular newsletters keep the interested stakeholders 

http://www.enneproject.eu/
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developed  informed about the next steps and already reached milestones as well as about 

interesting news of the VET sector in the respective countries.   

Language(s)  The website is available in English, Italian, German, French, Portuguese, Dutch, 

Bulgarian 

Contact details 

Name Altheo Valentini 

Company/Institution EGInA s.r.l 

Address Via delle Industrie, 9 – 06034 Foligno (PG), Italy  

Telephone +39 0742 21233 

E-mail enneprojecteurope@gmail.com 

 

 

 

Einstieg Deutsch - Learning German for Refugees and Migrants 

 

2016 - 2018 Deutscher Volkshochschul- 

Verband e.V. (DVV) 

Element Guiding questions 

Type of document  A blended learning concept with presence language teaching and the use of 

digital tools   

Publisher  Deutsche Volkshochschul- 

Verband e.V. (DVV) 

Target audience  Migrants and refugees after their arrival in Germany before they can start an 

official language course  

Field  Language learning for migrants 

  

Objective  To equip newly arrived migrants and refugees with basic German language 

skills before the can join a regular integration course so that they are able to 

manage the life in Germany meanwhile.   

Location 

/geographical 

coverage  

The concept was used between mid-2016 until end of 2018 all over Germany 

at different Volkshochschulen (adult education centres) and by other non-

profit education providers.  

Introduction  In 2015 the big migrant wave started in Europe and hundreds of thousands of 

migrants came to Germany. It was not possible to organize official integration 

courses for everyone from the beginning. Therefore, DVV developed the 

concept of Einstieg Deutsch (Getting started with German) to bridge the time 

from the arrival in Germany until the people got access to one of the official 

language courses. The concept was put into practice between mid-2016 and 

end of 2018.  
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Stakeholders and 

Partners 

The target group are adult educators of VHS schools and migrants.  

 

 

Financing Body The DVV received funding by the Federal Ministry of Education and Research 

for the development and implementation of the project.   

 

 

Context The regular offers of language courses in the frame of the migration crisis 

2015/16 was not enough to cover all the needs of newly arrived people. Also, 

women were often in special trouble as they could not find sufficient child care 

offers as this was in these years also already a problem for German parents as 

the places in kindergartens were not sufficient for everyone. Therefore, the 

women often had to take care of their children instead of joining language 

courses. As the Volkshochschulen already planned to become more digital and 

modern in the way of teaching, this was the perfect chance to follow a holistic 

approach and to address different topics at the same time.  

 

The main objectives The concept intended to offer as many migrants as possible a free option for 

learning useful German vocabulary to enable them to manage the daily life. 

The course should close the gap until the official participation in a language 

and integration course was possible.  

 

The description of 

the practice 

The concept contained of three different pillars: 

Low-level German course for beginners 

Intercultural further education for teachers/trainers (to equip them with the 

necessary intercultural skills and sensitivity) 

Teacher qualification for German courses (as there were not enough qualified 

teachers for the number of course requests) 

 

The course was split into three different parts: 

German course (obligatory; around 60 - 200 working hours) low-level for 

everyday use with presence 

Self-learning phase (obligatory; 30 – 100 working hours): here the participants 

got help by voluntary learning tutors. Here also online tools came into effect 

for the blended part.  

Excursions to test the acquired knowledge (voluntary) 

 

For the blended part DVV developed a language learning app called „Einstieg 

Deutsch” that the participants used for online learning. Also, the platform „ich-

will-deutsch-lernen.de“  was part of the digital learning. To enable also 

mothers to participate in the courses, many VHS and education providers 
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offered childcare during the presence lessons.  

 

Outcomes of the 

practice 

 

Around 31500 migrants participated in these courses in all parts of Germany. 

 

Although the courses were not obligatory for the migrants (like the integration 

courses are when you are accepted as asylum seeker), those who participated 

took it very seriously. They even hardly came too late to the courses. A reason 

could be that they were those whose focus was on language learning from the 

beginning, therefore they started with a high motivation. There was no time 

pressure and no exams took place. The excursions proved to be a lot of fun 

and getting-to-know for the participants.  

All in all, the migrants got the basic German language knowledge and were 

able to communicate on a basic level in German. This helped them to start the 

integration courses later. In addition, they extended their knowledge in the 

use of digital media and learning tools online. For many of them, this was an 

entirely new field.  

 

Success Factors  The good practice was a very unique project as it took place in a very difficult 

and challenging time that is meanwhile over. Nevertheless, the mixture of 

presence language classes and online self-learning can be adapted in other 

countries with higher migration numbers as well. An organization will need a 

stable funding for the implementation of their own learning tools (as here the 

German version could not be adapted to other languages).  

 

Constraints The access to technology for online learning is often very limited, especially for 

migrants and refugees. In this good practice the DVV received a donation of 

the NGO-network NetHope and it´s technology sponsor Google.org of 3000 

chrome books. DVV equipped several VHS schools with 25 Chromebook each 

where the migrants had the chance to carry out their e-learning parts or they 

even could borrow them for working at home. This is not always the case and 

thus the access to digital equipment might be complicated.  

 

Lessons learned  To teach languages successfully, you should follow a flexible model. Digital 

learning can enrich the classes enormously and also allows flexibility to the 

participants. When you work with migrants, you should take into account that 

they might not have the same computer knowledge as you. Take enough time 

to let them get used to the functions and the handling. Individual volunteering 

learning tutors might be a great support as they can help the individual 

participants with their special needs.  
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Sustainability The donated chrome books were used to create digital learning space at the 

adult education schools. They will be further used to allow people to learn in a 

digital way. Language learning itself is very sustainable as with the necessary 

language skills, people can integrate in the societies they came in and 

participate.  

  

Development of the 

practice 

The big migration crisis is over and therefore no further developments are 

needed at the moment.  

 

 

Conclusion In the time when this good practice was carried out, it was very useful and 

helped the German society to cope with the enormous challenges of the 

migration crisis. Many people could start learning German in a positive 

environment and this allowed them an early participation in the daily life.  

 

Related resources 

that have been  

developed  

No related resources were developed  

Language(s)  German only  

Contact details 

Name  

Company/Institution Deutscher Volkshochschul-Verband e.V. (DVV) 

Address Obere Wilhelmstr. 32, 53225 Bonn; Germany 

Telephone 0049 228 975690 

E-mail info@dvv-vhs.de 

 

 

 

OpenITup - Boosting Adult Educator Competences to Upskill Pathways of Adult Learners 

https://www.openitup.eu/  

15.10.2017 – 14.04.2020 Olena Korzhykova from DomSpain Consulting SL and 

the project consortium of different partner 

organisations  

Element Guiding questions 

Type of document  OpenITup is a 30-month Erasmus+ KA204 project aiming to extend and 

develop educators’ competences in the effective teaching of literacy, digital 

and entrepreneurial skills to vulnerable groups of adult learners, by making use 

of effective new tools and technologies.  

Publisher  The project consortium of partners (DomSpain Consulting SL; Collegium 

Balticum; edEUcation ltd; IDEC SA; Les Cultures; Nikanor, University of Usak, 

https://www.openitup.eu/
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Wisamar Bildungsgesellschaft gemeinnützige GmbH) 

Target audience  The platform addresses two different target groups:  

educators of adult learners of vulnerable target groups 

adult learners  

Field  Entrepreneurship 

Digital skills  

Objective  OpenITup was designed for adult educators of vulnerable target groups to 

enhance their knowledge and skills so that they can effectively teach literacy, 

digital and entrepreneurial skills to adults who want to become self-employed. 

The educators shall get used to effective new tools and technologies.  

The second target group are the learners themselves for whom the e-course 

„Start Your Own Business” was created to foster their skills in 

entrepreneurship.  

Location 

/geographical 

coverage  

The platform is available online and thus everyone who speaks on the partner 

languages or English can make use of the developed materials. It was 

developed and tested in the project partner countries UK, Spain, Italy, 

Bulgaria, Turkey, Poland, Greece and Germany).   

Introduction  The idea behind OpenITup was to foster entrepreneurship especially among 

unemployed adults from vulnerable target groups (low-qualified/low-

educated, NEETS, unemployed, refugees, migrants, marginalized) to give them 

the necessary skills to start their own businesses, especially in times of high 

unemployment rates all over Europe. To achieve this the primary target group 

was adult educators. The project started in late 2017 and ended in April 2020.  

 

Stakeholders and 

Partners 

The target group is adult educators and adult learners. The partners who 

worked in the project are the same as the publishers (see above) – the project 

consortium. Together they developed the materials and created the platform.  

 

 

Financing Body The good practice was financed by the European Commission in the 

framework of the program Erasmus+. No other funds were needed.  

Context The idea came up in Spain from the project coordinator. They are active in 

adult education. The unemployment rate is relatively high in some European 

countries. This affects primarily adults from the vulnerable target groups who 

are the ones that face the highest hurdles when it´s about getting a job. They 

are often low-skilled and have many competitors on the labour market. For 

them a good chance of a better participation in society could be self-

employment. But they need help to achieve this. Therefore, they need 

qualified adult educators who support them with getting the necessary 

knowledge, skills and competences. The project consortium wanted to address 

these needs and thus the project came into life.  
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The main objectives The project intended to create a platform both for educators and adult 

learners with different materials to allow educators to equip adult learners 

with the necessary linguistic, digital and entrepreneurial skills to become self-

employed.  

 

 

The description of 

the practice 

The partnership developed an E-course with the title „Start Your Own 

Business” in the partner languages for educators and adult learners. The 

educators can use the contents for teaching their learners and the learners can 

complete the course on their own. The second product of the project is a 

toolkit for the target groups with ICT skills upgrading materials and teaching 

resources in the field of entrepreneurship. On the platform are also webinars 

available for educators with teaching and learning tools (mostly ICT and digital 

tools) and videos about European start-ups where they explain how their 

business ideas came up, the problems they had to deal with and other useful 

information.  

The contents are available for free, just a registration is needed.  

     

Outcomes of the 

practice 

The project reached many people. More than 200 people attended the 

multiplier events in the partner countries. 117 registered users took part in the 

pilot training run (87 of them filled in the afterwards the evaluation of the 

training). The dissemination activities in the participating countries reached 

several thousand people through newsletters, posts in the social media, 

articles and the project website itself.  

 

As immeasurable effect can be stated that users of the platform and the 

materials increase their linguistic, digital and entrepreneurial skills. They will 

be equipped with new impetus. 

 

The project was awarded with the EAEA Grundtvig Award 2019 for European 

projects. This is a proof of the good quality of the developed contents and the 

usefulness of the project.  

 

Success Factors  Both target groups – adult educators and adult learners – must be willing and 

open to learn new contents. The educators should work with the products on 

the platform before in detail so that they are able to use them for the adult 

learners.  

 

Constraints As constraint can only be counted the limited availability of languages. The 

course and materials are only available in the partner languages. This means 

that the user has to speak English or one of the partner languages to get 
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access.  

 

Lessons learned  What are the key messages and lessons learned to take away from the good 

practice experience, for men as much as for women?  

Sustainability The good practice is still available online for the next years. The e-learning 

course and the materials can still be used for free, only a registration is 

necessary. Teachers and trainers can use the course and materials within the 

frame of their lessons as e-learning or blended-learning approach.  

  

Development of the 

practice 

The practice will not be further developed as the course and materials were 

finished and are still available online.  

 

 

Conclusion The good practice is very useful for teachers and for learners. One of the 

participating educators stated as feedback of the pilot run: “My students 

enjoyed the sessions a lot. They found it very new and attractive to talk about 

entrepreneurship in group-sessions because they could share their personal 

experiences, doubts, fears and difficulties encountered. They preferred those 

activities that included debating and talking about certain current and up to 

date topics, such as social media and marketing.” The feedback from the 

learners was overall positive as well. One of them said about the course: 

«Before starting the course I believed I knew much more about the labour 

market and business. Now I have realised how complex this whole world is. 

These sessions have really caught my attention and will help me in a near 

future with my business ideas.” These two short feedbacks are exemplary for 

the numerous positive feedbacks of the participants. The blended way of 

teaching this material definitely has advantages as can be seen in the first 

statements.  

 

Related resources 

that have been  

developed  

The platform is available under: www.openitup.eu . All developed materials 

and the course can be found there.  

Language(s)  The platform is available in the partner languages English, Bulgarian, German, 

Greek, Italian, Polish, Spanish and Turkish. The material for educators is 

available in the different partner languages, but the material is different and 

designed to the countries.  

The e-course for learners is available in English, Bulgarian, German, Greek, 

Italian, Polish, Spanish, and Turkish languages.  

Contact details 

Name Olena Korzhykova 

Company/Institution DomSpain Consulting SL 

http://www.openitup.eu/
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Address Raval St Pere, núm. 1-3, principal - 43201 Reus (España) 

Telephone 0034 660 115 104 

E-mail international@domspain.eu 

 

BICAS - Building Intercultural Competencies for Ambulance Services  

http://bicas-online.eu/en/home-4/  

01.09.2016 – 31.08.2019  Johanniter Akademie Bildungsinstitut 

Mitteldeutschland 

Element Guiding questions 

Type of document  BICAS is an Erasmus+ KA2 project that was carried out between 2016 and 

2019. One of its important results is a e-learning course that was implemented 

as blending course during the project lifetime.   

Publisher  The publisher of the website and the contents (including e-learning course) are 

the project partners: 

Johanniter Akademie Bildungsinstitut Mitteldeutschland, Germany 

Federacion Andalucia Acoge, Spain 

Danmar Computers LLC, Poland 

Euro Project lab S.r.l.s., Italy 

Johanniter Österreich Ausbildung und Forschung gemeinnützige GmbH, Austria 

Wisamar Bildungsgesellschaft gGmbH, Germany 

Target audience  The target audience are members of the medical rescue service/ambulance 

service  

Field  The field is the emergency rescue service and migrants.   

Objective  The project has the intention to equip members of medical emergency services 

with the necessary intercultural competences to address the challenges of an 

increasing intercultural society in the pre-clinical medical first-aid.   

Location 

/geographical 

coverage  

The good practice was carried out as blended course in the partner countries 

Germany, Spain, Poland, Italy and Austria. The e-learning course can be done 

in English and is available in all partner languages, thus it is not restricted to 

certain countries. Just the language skills are important. The e-learning course 

can be adapted to a blended learning course as how it took place during the 

implementation phase of the project as pilot runs.   

Introduction  Nowadays migration is a big issue all over Europe. The number of migrants or 

people with migration backgrounds rises in the majority of European 

countries. This affects the daily life in different ways. An important aspect is 

the medical first-aid of rescue services. Often the medical first responders 

have to help people with different mother tongues, different habits and 

different ways of expressing themselves. This can cause irritations, 

misunderstandings and also conflict situations. The project therefore wants to 

address this issue by equipping the paramedics and medical first-aid rescue 

staff with the necessary intercultural background knowledge and competences 

http://bicas-online.eu/en/home-4/
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to gain sovereignty and security when facing these situations.  

 

Stakeholders and 

Partners 

The direct beneficiaries are staff from the paramedics and medical first 

responder field. The indirect target group of course are migrants of different 

cultural backgrounds who will profit from interculturally sensitised paramedics 

as misunderstandings can be avoided and the people in need will get help 

quicker.  

 

Financing Body The project was funded by the European Commission in the framework of the 

Erasmus+ programme. No further funds were included.   

Context As explained above, there was a need identified by Johanniter Akademie 

Bildungsinstitut Mitteldeutschland to further educate paramedics towards a 

bigger intercultural understanding and to equip them with the abilities to 

identify the best strategies in difficult intercultural first aid situations. The 

increasing number of refugees and migrants request an adaptation of the skills 

of the paramedics as this aspect is up to now not as deeply included in the VET 

education in this field as it would be necessary, especially for the work in 

bigger cities with a higher number of foreign people.  

 

The main objectives The project included the development of an e-learning course that was piloted 

in all participating countries in form of a blended course, a handbook for 

trainers and also an app for iOS and Android as support for paramedics.  

 

 

 

The description of 

the practice 

As explained above, the projects objectives were different outputs as results of 

the cooperation of the partners. The e-learning course was developed first and 

tested in all partner countries. The feedback of the participants was taken into 

account when the course was adapted afterwards. The app was developed 

based on the trainings and the usability of contents. During the test phase, 

paramedics from each country participated in the pilot runs and gave their 

feedback. Also, the app was tested with the target group to get important 

feedback about contents and usability.  

 

Outcomes of the 

practice 

The results of the project are very useful, also beyond the lifetime of the 

project. In addition to the direct participants of the blended learning, the app 

can be downloaded and used by any interested person. Also, the course can be 

done in e-learning format. Interested trainers can also use it for blended 

learning lessons. The participants can increase their knowledge, skills and 

competences regarding their intercultural abilities.  
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Success Factors  The project is designed for the work field of paramedics. The people who 

participate in the course or a replicated course should be open-minded 

towards the contents. It is not usable for regions without migrants and 

refugees but very useful for all places with foreigners. The organisations 

(employers) should in best case be open-minded towards this case of further 

education.  

On the platform www.bicas-online.eu under the section Outputs you can find 

IO6: Guidelines and policy recommendations. When you plan to implement or 

use the course and / or app, it might be very useful to read this document in 

advance. It shows many things that should be taken into account and that the 

project partners found out during the test runs.  

It is important to take into account the real-life situations of the paramedics as 

they know best where guidance is needed.  

Constraints The most important issue is the time. When you offer this further education, 

you have to take into account the time that the target group has available. In 

the case of BICAS, the project partners intended to carry out a course of 80 

working hours in total. During the pilot phase, they noticed that the 

paramedics have only a limited time available.  They usually focus on the 

further education they have to do but not so much on soft skills like the BICAS 

course. Paramedics have long work shifts in some countries (e.g., Germany), in 

other countries it´s people who do this job voluntarily in addition to their 

regular jobs. Therefore, the course was shortened and this argument should be 

always taken into account. 

 

Lessons learned  The good practice can be very useful when it is implemented in a suitable way. 

The motivation of the participants is a very important aspect that should not 

be underestimated. It would be best to insert it in the VET education already in 

countries where this is possible due to the structures of the paramedic’s 

education so that the participants do not have time conflict with their job.  

 

Sustainability The course and app can be used without any further fees. Nevertheless, the 

time is a decisive aspect. When the course is carried out in blended style, a 

trainer must be paid who is actively leading the course. The benefits are better 

skilled paramedics or other staff from the health sector (in the case of BICAS 

also nursing emergency service staff asked for the course) who are more 

aware of cultural differences and who are more secure in handling difficult 

situations that occurred due to cultural behaviour of people from other 

countries.  

  

http://www.bicas-online.eu/
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Development of the 

practice 

The project finished in 2019. Therefore, the good practice is not further 

developed at this point.  

 

 

Conclusion The project was labelled Good Practice by the German National Agency. This is 

a proof that the project was carried out very successful.  

  

Related resources 

that have been  

developed  

All products and outputs of the project can be found on the project platform 

 

www.bicas-online.eu   

 

Language(s)  English, German, Polish, Italian, Spanish  

Contact details 

Name Jana Goldberg 

Company/Institution Johanniter Akademie Mitteldeutschland 

Address Stötteritzer Str. 47, 04317 Leipzig, Germany 

Telephone +49 341 22407600 

E-mail Online form on the website http://www.johanniter-bildung-

mitteldeutschland.de/  

 

 

 

Stories that move - Toolbox against discrimination 

2014 (Idea was born) – 

2018 (launch of the toolbox) 

Ines Brachmann et al. 

Element Guiding questions 

Type of document  It is a toolbox on a webpage with videos, course, workshops and many 

information about discrimination and how to sensitize young people in this 

field.  

Publisher  Anne Frank Zentrum (Germany) and different organizatios from different 

European countries: 

 

Anne Frank House, Netherlands 

Eagerly Internet, Netherlands 

ISA International School of Amsterdam, Netherlands 

Mart, Ukraine 

Pedagogical University of Krakow, Poland 

Zachor Foundation, Hungary 

Nadácia Milana Šimečku, Slovakia 

_erinnern.at_, Austria 

Kyiv educational centre “Tolerspace”, Ukraine 

http://www.bicas-online.eu/
http://www.johanniter-bildung-mitteldeutschland.de/
http://www.johanniter-bildung-mitteldeutschland.de/
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Ukrainian Centre for Holocaust Studies, Ukraine 

Stowarzyszenie Centrum Polsko-Niemieckie w Krakowie, Poland 

Krzyżowa Foundation for Mutual Understanding in Europe, Poland 

Faculty of Education, University of Barcelona, Spain 

 

The authors are listed in detail on the platform under: 

https://www.storiesthatmove.org/de/warum-stories-that-move/unser-team/ 

(German page on the left side)  

Target audience  Teachers and young people up to 18 years old 

 

 

Field  Against prejudices and discrimination 

Objective  The main objective is to sensitise young people for racism and discrimination 

issues and raise their awareness of discrimination in their surroundings.  

Location 

/geographical 

coverage  

The good practice was developed and implemented in the partner countries. 

The results are available online in English and the partner languages and can 

be used without borders.  

 

Introduction  In 2013 an international youth meeting took place in Berlin with the title 

„Stories That Move. Discussing Diversity and Discrimination”. This laid the 

foundation for an expert meeting one year later where 65 experts from 14 

countries participated. Many of the stories used on the platform are from the 

youth meeting in 2013. It was decided to implement the project to make the 

problems of discrimination visible and to give teachers and young people the 

skills at hand to deal with discrimination by listening, dialogue and 

sensitization.  

The project was implemented in the following years and the toolbox was 

launched in 2018.   

 

Stakeholders and 

Partners 

The beneficiaries are all young people (or every person who is interested in the 

topic and deals with the website and the contents) and teachers, who get a 

tool at hand on how to include the topic of diversity and discrimination into 

their lessons to raise a broader awareness.  

  

Financing Body According to the report of the launch of the project, there are different 

financing bodies:  

Erasmus+ - Programme 

EVZ Stiftung Erinnerung Verantwortung Zukunft (German association) 

Bundesministerium für Familie, Senioren, Frauen und Jugend within the 

framework of the programme „Demokratie leben” (German Federal Ministry 

for Family, Seniors, Women and Youth)  

https://www.storiesthatmove.org/de/warum-stories-that-move/unser-team/
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Bundeszentrale für politische Bildung ((German) Federal Agency for Civic 

Education) 

 

Context The project based on the conference „Stories that move” from 2013 that took 

place in Berlin. Young people from 9 different countries exchanged their 

stories they experienced with discrimination. The audience found out that a 

lack of understanding of diversity and discrimination of minorities due to 

ethnical, religious or other differences is a big problem in every society. This 

lay the foundation for the later developed toolbox.  

 

The main objectives The main objectives are to enable teachers to work with their students on the 

topics of diversity, discrimination and hate crimes. The modules shall raise 

awareness among the young people and make them think about these issues 

and to reflect their own and others behaviour.  

 

The description of 

the practice 

The toolbox contains of 5 modules that can be used by a teacher immediately. 

The modules have different main topics: 

To see and to be seen (how do we see others and ourselves – a critical 

examination of diverse identities and how to understand diversity in a positive 

way) 

Facing discrimination (examples of different forms of discrimination like 

antisemitism)  

Discovering life stories (students discover discrimination in history until now 

with life stories of people who faced this discrimination) 

Critical use of the media (identifying propaganda and the spread of 

stereotypes and how to deal with it) 

Getting active (what does it mean to get active – inspirations through different 

youth projects from all over Europe) 

 

The modules can be done in 3-5 teaching units each. They are designed for 

blended learning. There are different single work exercises or group work 

exercises.  

The website included a lot of useful information for teachers on how to 

implement the modules effectively.  

Outcomes of the 

practice 

The exact number of users is not publicly available. But the initiators of Stories 

that move regularly offer webinars or online presentations. They hold 

workshops about this topic and they spread the idea in all participating 

countries. Therefore, it will be probably a very high number of people who are 

reached. The immeasurable effects are even more important. Young people 

gain important soft skills and will make this world a little better. The project 

will participate towards a Europe with less discrimination and prejudices.  
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Stories that move was awarded with the Comenius EduMedia Medailie 2018 

for excellent learning materials which shows that the positive impact is publicly 

known. 

Success Factors  The most important issue is that the teachers have to take care to create a 

positive environment where the students feel safe to openly speak about 

these – sometimes sensitive – topics. The students should be aware that the 

topics are very serious. The technical requirements should also be taken into 

account. The toolbox is designed for pcs and laptops or tablets but not in 

responsive design. This means that it is not designed for mobile phones and 

thus there can occur technical difficulties.  

The tool is for free.  

Constraints The topic is very delicate and some students who faced discrimination 

themselves will have difficulties in speaking openly. Teachers should therefore 

have strategies in mind on how to deal with other students who behave 

insensitive or inappropriate in these situations.  

 

Lessons learned  The toolbox gives teachers the necessary device at hand to deal with a very 

sensitive and difficult topic. It can help reducing discrimination and negative 

behaviour towards others and raises awareness of these issues.  

 

Sustainability The toolbox is ready for use and free for users. It will remain publicly available. 

Therefore, no costs occur for potential users. The only investment is the time 

of the teacher to deal with the features and the handling before using it.  

  

Development of the 

practice 

There are regularly webinars or online presentations of the project and the 

platform at the moment. Interested people should search on the website 

under Workshops for offers that fit for them.  

Conclusion When a school intends to work on the topic of diversity and discrimination, the 

toolbox is very useful. The developers are experts and the stories of the 

students are true stories that occur every day. The blended concept also allows 

that students do not need to answer certain questions in public in front of 

their fellow students but have the chance to deal with certain aspects 

discreetly. All in all, it is a well-designed learning tool that will help teachers in 

this field.  

 

Related resources 

that have been  

developed  

All developed tools and materials can be found on the webpage 

https://www.storiesthatmove.org/en/home/. The website includes the 

modules, videos and useful side information for teachers.  

 

Language(s)  The toolbox and related information and materials are available in English, 

German, Dutch, Hungarian, Polish, Slovakian and Ukrainian.   

https://www.storiesthatmove.org/de/medaillen-und-mehr/
https://www.storiesthatmove.org/en/home/
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Contact details 

Name  

Company/Institution Anne Frank House Amsterdam 

Address Westermarkt 10 

1016 DK Amsterdam 

Telephone  

E-mail info@storiesthatmove.org  

 

 

Increasing attractivity of the dual VET education in rural areas through innovative learning scenarios 
(“Attraktivitätssteigerung dualer Berufsausbildung in ländlichen Räumen durch innovative 
Lernszenarien“) 

01.09.2016 – 31.08.2018 Project leader: Prof. Dr. Alexandra Engel, University 

for Applied Science and Art (HAWK), 

Zukunftszentrum Holzminden-Höxter 

 

Element Guiding questions 

Type of document  It is a pilot project and the results are presented in a scientific document.   

Publisher  A cooperation of Zukunftszentrum Holzminden-Höxter of University for 

Applied Science and Art (HAWK) and Georg von Langen School, VET school 

Holzminden, den VET schools Duderstadt, the Institute for learning services of 

FH Lübeck, Duderstadt2020 and the Chamber of Crafts Hannover-Hildesheim.  

Target audience  VET schools, VET stakeholders and decision makers 

Field  The field is the VET education, designed for the German dual VET system.   

Objective  The aim was the development and testing of online learning offers for VET 

students and to discover the framework and preconditions for successful 

implementation of digital learning in the school part of the dual VET education.   

Location 

/geographical 

coverage  

The pilot project was carried out in Holzminden and Duderstadt, two smaller 

cities in the German Federal State of Lower Saxony.  

 

Introduction  It is important that school keep pace with the times and become more 

digitalized. This would facilitate especially VET schools in rural areas a bigger 

interest in their offers. In 2018 the German Government decided to implement 

the so-called Digital Pact with the aim to financially support schools all over 

the country towards digitalization. The younger generations grow up with 

digital devices and are so-called digital natives. Therefore, it makes sense to 

foster the digitalization also in education. This project shall test the current 

and future opportunities of a more digitalized dual VET education and pave the 

way for future developments in this field.  

 

mailto:info@storiesthatmove.org
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Stakeholders and 

Partners 

The target group is VET schools, VET decision makers, VET teachers and school 

directors, especially in rural areas to make the VET education more attractive. 

The partner organizations agreed to cooperate in the pilot project to get 

usable findings and to take the first steps into the digitalized future school 

offers.  

 

Financing Body The project was financed by ESF European Social Fund and funding’s of the 

Federal Ministry of Lower Saxony.  

Context The work group defined three main issues on the basis of current scientific 

findings that should be addressed to foster digitalization of VET schools: 

 

transfer of digital competences to students and teachers 

the use of digital media for new education concepts and individual learning 

types 

a solid technical infrastructure in VET schools  

 

(see page 74, https://blberufsschulen.oncampus.de/loop/Blended-Learning-

Projekte_an_berufsbildenden_Schulen_(Good_Practice-Beispiele) PDF on the 

left side download) 

 

Having these funding’s as basis, the project group developed the good practice 

to get scientific results for future recommendations and developments.  

 

The main objectives The main objective is to find out how digital learning/blended learning can be 

implemented successfully in VET schools in a rural area, taking into account 

the points of view of all participating persons (students, staff, stakeholders...) 

as well as all restrictions and limitations that might occur to get a good 

practice that can serve as role model for future approaches.  

 

 

The description of 

the practice 

The project consortium carried out online-questionnaires in advance with the 

learners who were willing to participate 63and guideline-based interviews with 

teachers, school administrators and representatives of the companies to 

create the scientific basis for their work. After the piloting the respective 

persons were surveyed again (although there was a change of some of the 

students during the project lifetime). The students for example should rate 

their own digital competences and give information on what they already 

know, with which programmes they usually work, their technical equipment at 

home and so on. Teachers for example should give information on their point 

of view regarding the requirements for digital learning, preconditions, further 

education for teachers and so on.  

https://blberufsschulen.oncampus.de/loop/Blended-Learning-Projekte_an_berufsbildenden_Schulen_(Good_Practice-Beispiele)
https://blberufsschulen.oncampus.de/loop/Blended-Learning-Projekte_an_berufsbildenden_Schulen_(Good_Practice-Beispiele)
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Taking into account the research findings, a concept for blended learning and 

the related materials for the VET education field of Wholesale/Foreign Trade 

Clerk was developed and tested. The two participating VET schools 

implemented the Blended approach while the University did the evaluation 

part.  

Outcomes of the 

practice 

The project consortium developed blended learning contents and tested them 

for the above-mentioned VET education field of sales in the two participating 

VET schools. The scientific approach enabled the researchers to create 

recommendations for action to transfer the good practice in the education 

sector.  

 

Success Factors  All technical prerequisites must be given for a theoretical successful 

implementation and also students, teachers and also stakeholders should be 

open-minded for the blended approach. This pilot project indeed followed a 

scientific approach; therefore, it would be important to work with the results 

and not to replicate the pilot itself.  

 

Constraints Teachers should have a certain open-mindedness towards digital teaching and 

learning. In addition, they need the technical knowledge to implement lessons 

online and to show their students how to handle the new technologies.   

Lessons learned  The initiators of the good practice came to the conclusion that digital learning 

offers many new opportunities. Teaching and learning can be well designed for 

the individual learners and controlling progress can be well done when the 

blended learning is organized in the right way. The development of the online 

contents (the adaption of the teaching material for digital use) might be 

carried out by external authors as it is very time-consuming and teachers can 

hardly manage this alone.  

 

Sustainability This pilot project lays the foundation for further digital approaches; thus, the 

sustainability is given.   

Development of the 

practice 

The results of the pilot run will be used for further approaches to continue 

with the digitalization.  

 

 

Conclusion The pilot course was an important step towards the necessary digitalization of 

teaching and learning. Especially the VET sector in rural areas can profit from 

such developments.  

 

Related resources 

that have been  

developed  

The whole scientific document about the good practice can be found under:  

 

https://blberufsschulen.oncampus.de/loop/Blended-Learning-

https://blberufsschulen.oncampus.de/loop/Blended-Learning-Projekte_an_berufsbildenden_Schulen_(Good_Practice-Beispiele)
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Projekte_an_berufsbildenden_Schulen_(Good_Practice-Beispiele)  

 

The section of the abovementioned good practice starts at page 63ff, Section 

3.6.):  

In the section you can find links to videos that have been developed in the 

framework of this project and also sources links.  

Language(s)  In German only 

Contact details 

Name Prof. Dr. Alexandra Engel 

Company/Institution Hochschule für angewandte Wissenschaft und Kunst, 

Zukunftszentrum Holzminden-Höxter 

Address Haarmannplatz 3, 37603 Holzminden; Germany 

Telephone +49 5531 126 192 

E-mail alexandra.engel@hawk.de 

 

 

 

Sinbad – a journey to promote key competences in early childhood education through storytelling  

2014 - 2016 Developed by the project partners.   

Element Guiding questions 

Type of document  The good practice is a whole project with the website http://www.storytelling-

online.eu/index.php/en/ with an online e-learning course, a Pedagogical 

Framework as PDF and further information.  

 

Publisher  The Project partnership includes: 

Wisamar Bildungsgesellschaft – Germany (as Coordinator) 

Storybag – Netherlands  

Manavgat İlçe Milli Eğitim Müdürlüğü – Turkey 

PLATO Leiden University – Netherlands 

Grampus Heritage & Training – UK  

Platon – Greece 

Karaliaus Mindaugo profesinio mokymo centras – Lithuania  

Target audience  Pre-school teachers 

Field  Pre-school education  

Objective  The Sinbad project aims at promoting storytelling and the use of storytelling 

techniques in pre-school and primary school education, in order to enhance 

the key competences acquired by children. The project activities therefore 

support pre-school and primary school teachers in learning or further 

developing oral storytelling, gives advice on how to actively involve children 

and impart methods for a targeted competence development. 

https://blberufsschulen.oncampus.de/loop/Blended-Learning-Projekte_an_berufsbildenden_Schulen_(Good_Practice-Beispiele)
http://www.storytelling-online.eu/index.php/en/
http://www.storytelling-online.eu/index.php/en/
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Location 

/geographical 

coverage  

The good practice was used mainly in the partner countries but as the project 

contents are online available it is usable for everyone who speaks one of the 

project languages and has internet access.   

 

Introduction  According to the Pisa studies almost 20% of children at the age of 15 are not 

able to read properly. They mostly originate from families offering little 

stimulation. This clearly shows the crucial role of early childhood education 

and by this of the kindergarten educators. Therefore – as written above -  

the Sinbad project aims at promoting storytelling and the use of storytelling 

techniques in pre-school and primary school education, in order to enhance 

the key competences acquired by children. Listening to stories is a natural 

thing to do for children, it helps children to identify with characters, to develop 

empathy, to gain vicarious experiences by hearing about those of others. 

Children become part of the virtual world of stories, fiction, imagination and 

thus develop an understanding of the dynamics of what the key characters in 

the stories experience. Besides that, they are invited to talk about stories, to 

think about stories, to share thoughts with others. Thus, they develop social 

competences. Important competences are developed in the domain of mother 

tongue. Also, the content of the stories may stimulate competence 

development. Thus, competences may be developed in any area. Last but not 

least by hearing stories, by listening to stories and by talking about stories, 

children develop competences of storytelling themselves.  

 

Stakeholders and 

Partners 

Pre-school teachers and teachers of young school children (elementary school) 

are the main target group as the whole project was designed to equip them 

with the necessary competences to enhance the skills of the children by using 

storytelling in their daily work. Of course, the project results are available for 

everyone who is interested in learning more about storytelling as a teaching 

technique in general.  

 

Financing Body The project was financed by the European Commission as Erasmus+ KA2 

Strategic Partnership.  

Context As written above too many children are not able to read as properly as they 

should. Therefore, there is a need of supporting them especially already in the 

early years – in pre-school. Storytelling is not a crucial part within the 

education of pre-school teachers but it can be a powerful means of supporting 

children in their development. The project was designed to help closing this 

gap.  

 

 

The main objectives The main objectives of the practice are already explained above. Pre-school 
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teachers shall be enabled to strengthen their competences in storytelling by 

doing an online e-learning course but they as well they participated in practical 

workshops in the different partner countries as storytelling is a vivid technique 

that is best practiced face – to – face. Pre-school teachers therefore can carry 

out workshops with their colleagues to deepen their newly gained skills and 

knowledge in using storytelling in their everyday work life as the instructions 

enable them to do so.  

 

 

 

The description of 

the practice 

The project contains of different important sectors: 

 

The pedagogical background information to give basic knowledge to the user 

about  

Competence based learning in early childhood education 

EU key competences 

Storytelling as teaching method 

 

 Education pack and eLearning course: Storytelling for the competence 

development of children 

Practical face-to-face workshops: Storytelling for the competence. 

 Guidelines for organising face-to-face workshops and collegial exchange 

independently 

 Collection of example stories as resource and basis for further ideas 

 

The user can learn online how to implement face-to-face workshops with the 

colleagues who as well use the online tools for deepening their knowledge.  

 

Outcomes of the 

practice 

The project partners carried out workshops with pre-school educators on the 

project topic. Also, a big multiplier event in Turkey took place. All workshop 

participants could increase their skills in the field of storytelling and of 

including it in their daily work. Also, an unknown number of users could try out 

the e-learning course from the platform http://www.storytelling-

online.eu/index.php/en/elearning-course/elearning-course.  

The feedback of the participants of the workshops was mainly very positive.  

 

Success Factors  The success factors for a replication are simple. The participating pre-school 

teachers must be open-minded and willing to learn new concepts and 

strategies. When they do the e-learning course with enthusiasm and show 

their fellow colleagues what they learned it is very likely that they can adopt 

the new knowledge and use it in their own work-places. Nevertheless, 

http://www.storytelling-online.eu/index.php/en/elearning-course/elearning-course
http://www.storytelling-online.eu/index.php/en/elearning-course/elearning-course
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storytelling sometimes requires leaving the own comfort zone. The users 

should be aware of this but in general pre-school teachers are open-minded 

towards this kind of methods.  

 

Constraints In general, there are no constraints. The participant of the e-learning course 

needs a headset or speakers to carry it out properly. Also, the user should 

write down where he/she stopped the course as this is not saved 

automatically.  

  

Lessons learned  A practical workshop is very important to allow the participants to actively 

apply and test the knowledge they gained in the e-learning course.  

 

What are the key messages and lessons learned to take away from the good 

practice experience, for men as much as for women?  

Sustainability The e-learning course and all relevant information are available online for free. 

For this part no costs occur. It can be used by everyone who speaks English or 

one of the other partner languages (German, Turkish, Greek, Lithuanian, 

Dutch). The benefit will be a better qualified pre-school educator who can use 

the newly acquired knowledge and skills in the everyday work.  

 As the best way of learning the use of storytelling is a blended course 

(workshops face-to-face and the e-learning course), it is recommended to ask 

the project partners for real life workshop offers in their organizations. The 

state-of-the-art is unclear at the moment but with enough participants it can 

be that the partners offer such a course. But here it is very likely that costs will 

occur.   

Development of the 

practice 

The further development of the practice is not measurable. The users can 

adopt the skills and knowledge given to their personal needs but the projected 

ended in 2016. Therefore, no direct further development will be carried out. 

All necessary skills for a useful implementation are given to the users already.  

 

Conclusion Storytelling in the pre-schools can enrich the daily work and the gain of 

competences and skills will be probably sustainable. The best concept for this 

topic is a blended learning course with practical workshops and the e-learning 

course as storytelling is a vivid method of educating.  

  

Related resources 

that have been  

developed  

Everything related to the project can be found on the website 

http://www.storytelling-online.eu/index.php/en/   

Language(s)  English, German, Lithuanian, Turkish, Greek, Dutch  

Contact details 

Name Sabine Röhrig-Mahhou 

http://www.storytelling-online.eu/index.php/en/
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Company/Institution Wisamar Bildungsgsellschaft gemeinnützige GmbH 

Address Heinrichstraße 5-7, 04317 Leipzgi 

Telephone 0049 341 51999555 

E-mail info@wisamar.de 
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Boosting Educators’ Competences to Do Quality Blended Learning - BlenditWell 

BlenditWell Handbook 

Project duration: 01.11.2017 – 31.10.2019 UPI-LJUDSKA UNIVERZA ŽALEC (project coordinator) 

and the project consortium 

Element Guiding questions 

Type of document  The document is a PDF handbook.  

Publisher  UPI-LJUDSKA UNIVERZA ŽALEC from Slovenia was the project coordinator. The 

other member organizations of this project were:  

VHS Hannover, Germany 

DIT School of Computing, Ireland 

CCS Digital Education, Greece 

DomSpain Consulting SL, Spain 

D-Learn, Italy  

 

Target audience  The target audience are adult educator who intend to transform their courses 

into blended learning offers.  

Field  The field is all types of adult education where a blended approach can be 

implemented.   

Objective  The main objective is to teach adult educators on how they can design their 

education offers in the form of blended learning.   

Location 

/geographical 

coverage  

The good practice has been carried out in the partner countries Slovenia, 

Germany, Ireland, Greece, Spain and Italy. The handbook is available online in 

5 languages (all partner languages despite Italian) and can therefore be used 

from every location.  

 

Introduction  Many adult educators lack of sufficient knowledge and skills on how to transfer 

their courses and lessons in a blended learning concept. This handbook shall 

give them the necessary background knowledge in the methodology and the 

technical knowledge they need to be successful. Therefore, the project 

partners developed the handbook withing the framework of the Quality 

Blended Learning project between 2017 and 2019.  

Stakeholders and 

Partners 

The target groups of the handbook are primarily adult educators and secondly 

decision makers in the field of adult educators. The adult educators 

themselves profit directly from the handbook as they can make use of the 

newly gained knowledge and skills. Decision makers can spread the idea of 

blended learning approaches and make the handbook available to the 

educators in a larger scale.  

 

Financing Body The European Commission in the framework of the Erasmus+ program funded 

the program. No other funding took place.   
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Context The project partnership identified a big advantage of adult learners who made 

use of the blended learning concept in comparison to learners of mere face-to-

face training. The blended learning concept can address different problems like 

lack of interest or lack of time. Therefore, it was seen as useful alternative and 

the project idea arose, as the number of adult educators who already use 

blended learning concepts is low.  

 

The main objectives The main objectives of the project were: 

A training course in Dublin with adult educators from the partner countries – 

based on the results of this course practical guidelines were developed 

The blended learning gym: an online course on the project platform  

The handbook 

 

The description of 

the practice 

The partners first carried out a training course in Dublin, Ireland with adult 

educators from all partner countries. They got to know different tools and how 

to create with them a blended learning class. The results of this training helped 

the consortium to develop practical guidelines for adult educators. This finally 

led to the handbook in five languages.  

 

The handbook contains of the following 8 chapters: 

 

Introduction and basic information about blended learning 

A pilot approaches 

Key Considerations (topics that are important for organizers of blended 

learning) 

Advanced Activities – tutorials for different tools for e-learning like 

presentations, podcasts, games, videos… 

The Blended Learner – skills that the educator can teach to the learners so that 

they can handle the blended learning 

The Blended Manager – the way how the educators can speak with the 

management about blended learning activities 

The Blended Technologies – Alternative tools to Chapter (Advanced Activities) 

Approaches to evaluate blended learning and teaching 

 

The handbook also includes templates for copying and other useful material.   

 

Outcomes of the 

practice 

Adult educators from all countries benefited from the outcomes of the project. 

The project partners invited many people to the pilot course, the multiplier 

events and informed interested people via social media, leaflets and 

newsletters.  

Those who directly used the material had the chance to increase their 
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knowledge, skills and competences. As the results in form of the gym and the 

handbook are still available under http://www.blenditwell.eu, even more 

people have the chance to make use of the developed materials.  

 

Success Factors  Teachers and learners need the necessary technical equipment for e-learning 

so that a blended learning course reaches all learners within the class. The 

teacher should – depending on the pre-knowledge of the learners – use 

enough time to explain the handling of the e-learning tools and make sure that 

all learners are able to use them properly.  

 

Constraints Challenges can be the technical preconditions. In addition, the educators who 

want to go through the handbook need backup from their superiors. It would 

not make sense to work with the handbook when your bosses are not willing 

to support you with blended learning approaches. Additionally, the handbook 

is only available in certain languages.  

 

Lessons learned  It is important to identify the most suitable blended approaches for the 

respective learners needs. Adult educators should take into account this 

aspect when designing their blended learning courses.  

 

Sustainability The handbook will be sustainable for adult educators who go through it 

thoroughly and work with it. The learning effects will be visible and the 

educator will be able to apply the newly gained knowledge. No costs occur as 

the handbook can be used for free. It is just the time that has to be taken for 

the work with the handbook.  

  

Development of the 

practice 

The project ended in 2019. Therefore, no further development will take place.  

 

 

Conclusion The handbook provides ample information for the creation of blended learning 

courses for adult educators who stand at the beginning. They get background 

information and theoretical knowledge as well as they get used to different 

tools and mechanisms, how to use them and how to include them in the 

learning environment. For adult educators who are new in the field of blended 

learners the handbook is a good starting point.  

 

Conclude specifying/explaining the impact and usefulness of the good practice. 

When possible, use anecdotal evidence such as a storytelling or testimony of a 

man or a woman showing the benefit of the good practice.  

Related resources 

that have been  

On the website, you can find the Blended Learning Gym in addition to the 

handbook where you have to create a log-in. The gym is a blended learning 

http://www.blenditwell.eu/
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developed  course.  

 

Language(s)  The handbook is available in English, German, Spanish, Greek and Slovenian.   

Contact details 

Name Tina Balo and Biserka Neuholt Hlastec 

Company/Institution UPI ljudska univerza Žalec (the coordinator) 

Address Ulica Ivanke Uranjek 6 

3310 Žalec, Slovenija   

Telephone (0)3 713 35 50 

E-mail lu-zalec@upi.si 

 

 

 

Blended Learning Coaches 

This pilot project took place between 

September 2018 and Mai 2019 

Julia Henschler 

Sächsischer Volkshochschulverband e.V. 

Element Guiding questions 

Type of document  It is a concept paper describing the project implementation including the 

course „Blended Learning Coaches” (https://www.vhs-

sachsen.de/fileadmin/user_upload/Dokumente/Konzept_Blended_Learning_C

oaches.pdf )  

Publisher  Julia Henschler 

Sächsischer Volkshochschulverband (Saxon Association of Volkshochschulen) 

Target audience  Teachers who work at Volkshochschulen (adult education school) 

(abbreviation VHS)  

Field   All fields in education at Volkshochschule (including language learning for 

migrants, entrepreneurship and so on) can be covered by this concept 

Objective  It is a training for coaches from the adult education schools to enable them to 

use blended Learning in their classes. They not only get the practical 

knowledge about digital tools and learning platforms but also get the 

methodical and didactical know-how for enriching their classes.  

Location 

/geographical 

coverage  

It was used in Saxony, Germany.  The presence training pilot took place in 

Leipzig, Germany.  

Introduction  Nowadays numerous online tools for learning (apps, platforms...) are available 

for teachers and users. But coaches also need the abilities to use them in a 

didactical and methodical way suitable for the respective learner group. 

Therefore, the concept „Blended-Learning-Coaches” was designed during the 

project lifetime and tested with 12 VHS teachers from Saxony.  

 

 

https://www.vhs-sachsen.de/fileadmin/user_upload/Dokumente/Konzept_Blended_Learning_Coaches.pdf
https://www.vhs-sachsen.de/fileadmin/user_upload/Dokumente/Konzept_Blended_Learning_Coaches.pdf
https://www.vhs-sachsen.de/fileadmin/user_upload/Dokumente/Konzept_Blended_Learning_Coaches.pdf
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Stakeholders and 

Partners 

The target group is teachers/coaches of the adult education schools VHS. 

Indirect beneficiaries are all learners of these coaches as they will profit from 

the blended learning approaches and the newly gained knowledge directly.  

Financing Body The association of Saxon adult education centres Sächsischer 

Volkshochschulverband e.V. financed the development of the concept.  

 

Context As written above, there are many tools and platforms for e-learning available. 

But the methodical and didactical approach is missing very often. Therefore, 

the VHS association saw the needs of trying out something new and the pilot 

project Blended-Learning-Coaches was started.  

 

 

 

 

The main objectives The participants shall be enabled to identify suitable online-tools and 

instruments for their courses to change them from only face-to-face to 

blended learning courses. They shall learn how e-learning can be used in a 

good and positive way and how they can guide their learners despite the 

online parts.  

 

 

 

The description of 

the practice 

The Blended Learning Coaches course was developed as answer to the needs 

of Volkshochschulen. 

 

The training was divided into 3 modules of 30 teaching units each).  

Unit 1: Basics of online learning and teaching 

Unit 2: E-didactics and digital tools 

Unit 3: Evaluation and transfer: media-based scenarios  

Development of the own portfolio of 10 teaching units 

 

It was carried out in blended-learning format so that the teachers/coaches 

could find themselves in the role of learners.  

The pilot training within this concept was carried out between November 2018 

and May 2019. 

 

 

 

 

Outcomes of the 

practice 

The course was designed as pilot course. After the implementation, feedback 

was given and the course was adapted slightly according to the feedback. 



 

 

 

 

BlendedVET project N°2020-1-FR01-KA202-079830 140   

 

 

Meanwhile the course runs regularly at VHS Leipzig to coach more trainers for 

blended learning. The feedback of the pilot participants was very useful to 

recognize better the needs of the adult educators in VHS schools, taking into 

account their pre-knowledge of blended learning and special technical tools.  

 

Success Factors  First, you need a skilled trainer who is able to teach the modules. Secondly, the 

technical equipment is a necessity of course. The vhs. cloud platform that was 

used in the modules is not available for external users (only for trainers and 

their learners and VHS members). Therefore, an alternative platform needs to 

be found and this platform should be tested in advance if it fits the needs of 

the special target groups.  

 

Constraints According to the experiences during the pilot course test phase and also based 

on the feedback of the participants there were some challenges identified. The 

used platform in this case was vhs. could. Some participants were not used to 

it before the course started. This means that – independently of the platform – 

the participants in the future should know it before and should be used to the 

different features or an introduction should be inserted in the first module.  

 

Lessons learned  As explained above, the technical requirements should always be taken into 

account when planning a blended learning course. The platform that was used 

in the pilot training was not totally familiar to all participants. This is time-

consuming until everyone is at the same level and the features can be used 

adequately. As it was a pilot this was a good lesson to learn.  

  

Sustainability The funding should be clarified in advance. In this case, the pilot course as well 

as the following courses are funded by Sächsischer Volkshochschulverband 

(Saxon Association of Volkshochschulen). The improvements after the pilot 

were taken into account and the new course version is free for adult educators 

of VHS schools in Saxony.  

The costs of the pilot course development and implementation as well as the 

following courses are not available. Nevertheless, this type of course is very 

useful for a sustainable education offer. Especially the year 2020 showed the 

necessity of going new ways in teaching and learning. The more teachers can 

offer their courses in blended learning style, the more people benefit from the 

ongoing learning offers. On the long term, this concept is very sustainable.  

  

Development of the 

practice 

It was already improved according to the feedback of the 12 participants from 

the pilot course and is offered as regular course meanwhile at VHS as 

advanced training for the VHS adult educators (state: November 2020) 
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Conclusion The good practice is very useful in terms of an improvement of the own 

educational offers. Bringing the educators in the role of learners broaden their 

horizons and make them aware of the different aspects of blended learning 

and what should be taken into account when changing the own education 

offers from mere face-to-face to blended learning. The good practice also 

shows well how a further training for trainers could look like and how it could 

be implemented. Additionally, the objective and ample reflections at the end 

of the document give many hints what should be taken into account when a 

train the trainer – concept is developed.   

Related resources 

that have been  

developed  

none  

Language(s)  German  

Contact details 

Name Caroline Baetge 

Company/Institution Volkshochschule Leipzig  

Address Löhrstraße 3, 04105 Leipzig 

Telephone 0049 341 1236000 

E-mail caroline.baetge@leipzig.de 

 

 

 

Training Adults Online (TAO) – Handbook for teachers of learners 50+ 

(Erasmus+ KA2) 

 

Published: 

February 2019 

Authors:  

Carola Dierich 

Małgorzata Szwaj 

Mareike Betz 

Sandra Biewald 

Viktor Mason  

Element Guiding questions 

Type of document  PDF Handbook  

http://tao.eu.com.pl/products/the-guide/  

Publisher  English Unlimited Sp. z o.o. (Poland) 

edEUcation ltd (United Kingdom) 

Wisamar Bildungsgesellschaft gemeinnützige GmbH (Germany) 

WBS TRAINING AG (Germany) 

http://tao.eu.com.pl/products/the-guide/
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Target audience  Teachers in adult education who train the group of people aged 50 or older 

(50+)  

Field  Adult education   

Objective  The aim of this handbook is to provide teachers and trainers in adult education 

with the target group of learners aged 50+ with an ample collection of tools 

and methods for e-learning that they can use in their lessons. Learners 50+ 

shall get to know online tools and the use of digital media and teachers shall 

be enabled to conduct online classes perfectly designed for the target group.  

Location 

/geographical 

coverage  

It has been used within the frame of the pilot testing in the participating 

countries UK, Germany and Poland. It is also available online in the partner 

languages. So, everyone who speaks English, German or Polish can make use of 

the guide.  

Introduction  The group of 50+ is a very mixed group. There are people that are still working 

or are seeking for a job between 50 and 65 but also retirees (65+). This group 

of learners is also very heterogeneous in relation to cognitive skills, digital skills 

and motivation. Additionally, there is not much training material for this group 

and many digital tools are designed for the younger target group of digital 

natives. Besides, the mere number of different digital tools and options makes 

it more and more complicated to find adequate ones for a specific target 

group.  

 

The aim of TAO project therefore was to foster digital learning for elderly by 

giving teachers the necessary skills and knowledge for using the method of 

blended learning when they deal with this target group.  

 

The TAO project was carried out between 2017 and 2019. During this period 

the handbook was developed and tested at different stages.  

 

Stakeholders and 

Partners 

The target group of this good practice are teachers and trainers who train 

people of the age of 50 and older. They shall use the handbook to broaden 

their portfolio of education offers to make more use of the blended learning 

offers and to be able to target their lessons to the needs of the elderly.  

 

Financing Body The project and therefore the handbook was funded by the European 

Commission in the framework of an Erasmus+ KA2 strategic partnership. No 

additional funding took place.  

Context The project coordinator identified the needs for such an approach in her direct 

personal surroundings as well as in her language school where she is a teacher. 

She wanted to carry the project out in an international field to reach more 

possible beneficiaries and to include the expertise of different organisations 
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from different countries.  

 

 

The main objectives As explained above, the aim is to educate educators for the target group of 

people of 50 years or older to give them important tools and expertise for 

blended and e-learning.  

 

 

 

The description of 

the practice 

The handbook is divided into four parts:  

Part A Focus on senior learners and elements of the learning process 

Part B Focus on teaching various competences online 

Part C Focus on teaching languages online and online tools for language 

teaching 

Part D Focus on modern online learning tools suitable for adult learners 

 

Every part is subdivided and provides the reader/user with the necessary 

background knowledge to enable him/her to find the right teaching strategy 

and to use the adequate tools. Many different tools for blended learning and 

e-learning are presented with their features and links so that the reader can 

try out and get familiar with their handling. He/she can then pick out the 

perfect tools for the respective teaching content and the opportunities of the 

learners.  

Outcomes of the 

practice 

The publication of the handbook was disseminated in all partner countries 

through newsletters, posts and flyer. Numerous people could be reached with 

these measures.  

Educators could experience different parts of the handbook during different 

trainings so that they had the opportunity to directly ask questions and to get 

used to the tools and platforms. The feedback was overall positive and the 

majority stated that they would make use of the newly acquired knowledge in 

their future work life.  

 

Success Factors  The handbook can be used by every adult educator who works with the target 

group of learners aged 50+. The access to electronic devices of teachers and 

learners should be given of course as it is true for any blended or e-learning 

concept.  

 

Constraints The challenge might be to select the suitable tools and methods from the 

handbooks that fits best to the respective learners group.  

For the handbook itself, an important aspect was which tools should be 

integrated in the handbook. The partners took the international training of 
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trainers within the project as opportunity to collect trainer feedback on the 

usefulness of different tools for the target group of people aged 50+ to make 

the necessary pre-selection. According to the feedback they finally inserted 

some tools and left out some others from the handbook.  

 

Lessons learned  In view of the very heterogenous groups of learners it is important for the 

teachers and trainers to carefully select appropriate tools and methods for an 

effective lesson for blended learning. There are numerous tools that can be 

used but the handling should fit for the learners and the aims of the lessons.  

 

Sustainability The handbook can be simply downloaded by every interested teacher or 

trainer. No costs occur. When the teachers have gained the knowledge, they 

can also spread the information among their colleagues.  

  

Development of the 

practice 

The project was finalized in 2019 and no further developments are planned.  

 

 

Conclusion The handbook will help interested teachers and trainers to successfully include 

different tools in their blended or e-learning approaches. Although nowadays 

people who are active in teaching usually already know different tools, there 

can be found new ones all the time. The handbook might the perfect 

supplement.   

Related resources 

that have been  

developed  

There is the project website available: http://tao.eu.com.pl 

On the website links are available to the project app and the training 

programme.  

Language(s)  English, German, Polish  

Contact details 

Name Małgorzata Szwaj 

Company/Institution English Unlimited Sp. z o.o. 

Address Ul. Armii Krajowej 73 

81-844 Sopot, Poland 

Telephone  

E-mail m.szwaj@eu.com.pl 
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Lithuania - Eu Trade 

Boosting Educators’ Competences to do Quality Blended Learning 

ERASMUS+ 2017-1-SI01-KA204-035545 

November 2017 - September 2019 Partnership 
 

Element Guiding questions 

Type of document  The Blended Learning Toolkit consists of materials, resources, activities and 

other content available on the project website 

Publisher  Partnership organisations: 

UPI-LJUDSKA UNIVERZA ŽALEC – Slovenia 

VHS Hannover – Germany 

DIT School of Computing – Ireland 

CCS Digital Education (Crystal Clear Soft) – Greece 

DomSpain – Spain 

D-Learn (European Digital Learning Network) – Italy 

Target audience  Teachers, school teams, adult learning 

Field  - Education  

Objective  Making the use of blended learning more extensive, systematic as well as 

strategic in adult education is the long-term aim of the project. On the one 

hand we want to increase awareness about the importance and necessity of 

quality blended learning in adult education and on the other hand we want the 

educators to improve their skills and practical knowledge about delivery of 

high-quality blended learning courses. 

Location 

/geographical 

coverage  

The handbook and e-course can be accessed on the platform: 

https://blearning-project.eu/ in 5 languages (all partner languages) and can be 

accessed by anyone interested. 

 

Introduction  Blended learning enables students more flexibility, learning at different pace 

and greater autonomy. Learners in adult education centres across Europe face 

similar challenges such as lack of basic skills, lack of time due to family and 

work obligations, poor learning habits, low motivation, financial issues. etc. It 

is the development and implementation of blended learning courses that can 

be tremendously helpful for adult education organizations to answer the 

aforementioned needs. 

Stakeholders and 

Partners 

Teachers, educators   

Organizations that are interested in adapting and using the developed material 

to fulfil the constant and increasing demand of teachers for new ICT skills and 

competences: school management, teachers’ associations, organizations 

responsible for teachers’ skills development and certification, adult education 

centres, telecentres, state agencies and offices, and Ministries of Education. 
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Financing Body The project is co-funded by the Erasmus+ Programme of the European Union, 

grant no. 2017-1-SI01-KA204-035545 

Context Learners in adult education centres across Europe face similar challenges such 

as lack of basic skills, lack of time due to family and work obligations, poor 

learning habits, low motivation, financial issues. etc. It is the development and 

implementation of blended learning courses that can be tremendously helpful 

for adult education organizations to answer the aforementioned needs. 

The main objectives Making the use of blended learning more extensive, systematic as well as 

strategic in adult education is the long-term aim of the project. On the one 

hand we want to increase awareness about the importance and necessity of 

quality blended learning in adult education and on the other hand we want the 

educators to improve their skills and practical knowledge about delivery of 

high-quality blended learning courses. 

The description of 

the practice 

The teachers will acquire a great tool for developing quality blended learning 
courses: a platform featuring an interactive course – blended learning gym – 
and a handbook including examples of good practices and practical guidelines 
for educators. 
 
 The handbook as well as the course focusses on six types of blended activities: 
● Presentations 
● Podcasts 
● Videos 
● Documents 
● Games 
● Searching 
One can find detailed tutorials for using tools to create e-learning materials 
such as presentations, podcasts, videos, games, webquestes, and so on. 
The part about the Blended Learner – suggests some skills you might consider 
teaching to your learners to help them navigate the blended activities. While 
the chapter about the Blended Manager – suggests ways that you can talk to 
your management about these blended activities. 
This handbook contains a number of forms, which we would like you to copy 
and fill out. Most of the forms are full-page, which you can print out and 
distribute to your learners. There are also some other activities designed to be 
printed out and given to your learners. 
 
Accompanying this handbook is an online resource that provides all of the 
forms and activities in downloadable format. 
 

Outcomes of the 

practice 

The quantitative indicators are not clearly stated. But the intangible use of the 

project is obvious, teachers have been provided with a useful and well-

designed toolkit for blended learning which is easy to use and understand, as 

well as practical.  

Success Factors  Openness, willingness to learn 
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Constraints Available only in certain languages.  

Lessons learned  The material developed is very useful for the teachers and also can be adapted 

as a model for creation of some other blended training.  

Sustainability The material is ready to use and free of charge. Therefore, no costs occur for 

potential users. The only investment is the time of the educators to deal with 

the features and the handling before using. 

Development of the 

practice 

The material will remain available online and usable free of charge and may 

serve as a starting base for further projects. Course material can be adapted 

and used by the teachers who are willing to improve their skills free of charge 

only by registering on the platform.  

Conclusion The material developed is very useful for the teachers and also can be adapted 

as a model for creation of some other blended training. 

Related resources 

that have been  

developed  

All the materials developed are available on http://www.blenditwell.eu/ 

Language(s)  English, Slovenian, German, Greek, Spanish  

Contact details 

Name QUALITY Blended Learning 

Company/Institution Partnership 

Website http://www.blenditwell.eu/ 

E-mail   

 

 

B-Learning - ERASMUS+  

 

November 2015 - September 2017 Partnership 

 

Element Guiding questions 

Type of document  The Blended Learning Toolkit consists of materials, resources, activities and 

other content  

Publisher  Partnership organisations: 

CARDET – Cyprus 

BEST Institut für berufsbezogene Weiterbildung und Personaltraining GmbH – 

Austria 

EduLab – Latvia 

The Skills Lab Ltd – UK 

National Centre for Education (VISC) – Latvia 

Riga English Grammar School (REGS) - Latvia 

Target audience  Teachers, school teams 

Field  Education  
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Objective  BLearning aims to provide resources and training for school teams how to 

transform traditional schooling by combining on-line and off-line teaching - 

learning experiences. Teachers are the main motivators and initiators of the 

ICT implementation and agents of change from the classical method into the 

modern one which is also known as blended learning (BL). 

Location 

/geographical 

coverage  

The toolkit can be accessed on the platform: https://blearning-project.eu/ in 4 

languages (all partner languages) and can be accessed by anyone interested. 

 

Introduction  Based on the needs around blended learning, the project produced an online 

Toolkit to assist schools in applying blended learning practices.  

 

Stakeholders and 

Partners 

Teachers, educators   

Organizations that are interested in adapting and using the developed material 

to fulfil the constant and increasing demand of teachers for new ICT skills and 

competences: school management, teachers’ associations, organizations 

responsible for teachers’ skills development and certification, adult education 

centres, telecentres, state agencies and offices, and Ministries of Education. 

Financing Body The project is co-funded by the Erasmus+ Programme of the European Union  

Context Europe faces significant challenges including climate change; population 

decline and economic challenges prompted by the rise of intelligent machines. 

Against such challenge there is a need more than ever to better equip our 

children for a world that will look so different from our own. Yet despite this 

the current education system across Europe look much the same as existed a 

hundred years ago, despite the huge advances in technology and knowledge 

that have taken place. The use of technology remains comparatively rare other 

than as a ‘bolt on’ to traditional teacher dominated lessons. We need to adapt 

our current educational practices to ensure better progression and 

understanding for more of our students and to use the technologies of today 

to assist that process. Blended Learning offers one such pathway. 

The main objectives BLearning aims to provide resources and training for school teams how to 

transform traditional schooling by combining on-line and off-line teaching - 

learning experiences. Teachers are the main motivators and initiators of the 

ICT implementation and agents of change from the classical method into the 

modern one which is also known as blended learning (BL). 

The description of 

the practice 

The Toolkit is a user-friendly, practical instrument to support professional 

development of trainers and school leadership teams. It consists of the 

following components: 

Professional Development Program (PDP) 

Guidelines for PDD trainers 

Course materials for PDP 
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Self-evaluation tool for school teams 

Guidelines for school team’s certification tests. 

The materials are separated into Mandatory and Optional folders. Units: 

1. Introduction 

2. Models of Blended Learning 

3. Designing Blended Learning 

4. Management Strategy for Blended Learning 

5. Setting up Blended Learning 

6. Delivering Blended Learning 

7. Monitoring Blended Learning. 

Outcomes of the 

practice 

The quantitative indicators are not clearly stated. But the intangible use of the 

project is obvious, teachers have been provided with a useful and well-

designed toolkit for blended learning.  

Success Factors  Openness, willingness to learn 

Constraints Available only in certain languages.  

Lessons learned  The material developed is very useful for the teachers and also can be adapted 

as a model for creation of some other blended training.  

Sustainability The material is ready to use and free of charge. Therefore, no costs occur for 

potential users. The only investment is the time of the educators to deal with 

the features and the handling before using. 

Development of the 

practice 

The material will remain available online and usable free of charge and may 

serve as a starting base for further projects. Course material can be adapted 

and used by the teachers who are willing to improve their skills free of charge 

only by registering on the platform.  

Conclusion The material developed is very useful for the teachers and also can be adapted 

as a model for creation of some other blended training. 

Related resources 

that have been  

developed  

All the materials developed are available on https://blearning-project.eu/ 

Language(s)  German, Latvian, Greek, English 

Contact details 

Name B-Learning 

Company/Institution Partnership 

Website https://blearning-project.eu/  

E-mail info@cardet.org 
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Meant to be a Mentor - ERASMUS+  

 

October 2014 - May 2015 Partnership 

 

Element Guiding questions 

Type of document  Workbook  

Publisher  the Polish and Lithuanian National Agencies 

Target audience  EVS mentors 

Field  Entrepreneurship 

Volunteering 

Education 

Objective  Meant to be a Mentor is a long-term journey to discover and develop 

competences as an EVS mentor. This learning journey aimed at raising 

awareness of the importance of the mentor’s role as well as help develop 

competences necessary for carrying out the role and tasks as a mentor. 

Location 

/geographical 

coverage  

The project was carried out in Lithuania and Poland 

 

Introduction  Meant to be a MENTOR - an innovative long-term support model for EVS 

mentors that encompasses raising their awareness of the importance of the 

mentors' role as well as developing competences necessary for carrying out 

the job as a qualified mentor.  

Stakeholders and 

Partners 

Meant to be a Mentor was directed towards EVS mentors, who… 

have experience as EVS mentor, 

are currently starting or in process of being a mentor in at least one long term 

EVS, 

value the subject of personal change, learning and are curious to explore more 

of it, 

would like to commit themselves for a long-term involvement both in this 

project and in their organization and are at least 18 years old residents of 

Lithuania or Poland. 

Financing Body The project is co-funded by the Erasmus+ Programme of the European Union  

Context Mentors have played a significant role in the European Voluntary Service 

projects starting with the Youth, Youth in Action Programme till now, the 

Erasmus+ Programme. Over these years EVS support structure has been 

developed by host organisations and by National Agencies. 

Since 2011 the Polish National Agency has been supporting mentors by 

organising annual training courses dedicated specifically to them in order to 

ensure a high-quality level of support for volunteers’ learning process during 
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EVS activities. Experience gained during the training courses and the need to 

address this issue led to an innovative idea to create a long-term project 

guiding mentors’ step by step through the whole EVS project cycle.  

The main objectives The project aimed at raising awareness of the importance of the mentor’s role 

as well as help develop competences necessary for carrying out the role and 

tasks as a mentor.  

The pilot project aimed also to raise the quality of mentoring within the EVS 

support structure. This project outline presents also a model for a long-term 

support of mentors within EVS that that combines online consultations, an 

ongoing online support with a classic training course. 

The description of 

the practice 

The “Meant to be a Mentor” workbook is a practical guide for EVS mentors 

working with their volunteer(s). Its content and activities guide mentors’ step 

by step through the whole EVS project cycle. Mentors can carry out the 

activities with their volunteers, reflect on their experience and share their 

good practise in an online community. 

The M2beaM Blended Training Course (BTC) was designed as a long-term 

course with mixed on- and offline elements (“blended”): one-to-one 

consultations, online learning and an international training course. 

The M2beaM combines different learning methods: 

» individual learning support, 

» online learning, and 

» an international training courses. 

These elements are integrated into a coherent learning process which will 

consist of 5 major stages: 

1. One-to-one consultations 

2. E-learning 

3. Training course 

4. E-learning 

5. One-to-one consultations. 

Outcomes of the 

practice 

The M2beaM BTC proved to be a valuable experience for the participating 

mentors. We recommend keeping, spreading and repeating this practice of 

an innovative, long-term support for mentors in order to raise the quality of 

mentoring within the EVS support structure. 

Success Factors  Ensure volunteer participation in this project. Motivation is a crucial factor. 

One-to-one consultations is a helpful element to build the relationship and 

explore the diverse previous experience, current needs and expectations 

towards the project. 

Constraints A blended training course demands a certain level of digital competence 

from both, mentors and trainers. Available only in English. 

Lessons learned  It is important to keep a participant engaged by: 

» initiating and facilitating group building (online and during the training 
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course), 

» supporting participants in overcoming challenges and developing the English 

language competence and digital competence, 

» offering an online learning space (or better: spaces) that motivate and 

inspire 

participants to learn, connect and exchange with one another, 

» suggesting practical tasks that allow participants to engage deeper with the 

course content, 

» offering additional one-to-one consultations during the overall process, 

» ensuring active online facilitation/moderation of online discussions. 

Sustainability The material is ready to use and free of charge. Therefore, no costs occur for 

potential users. The only investment is the time of the educators to deal with 

the features and the handling before using. 

Development of the 

practice 

The material will remain available online and usable free of charge and may 

serve as a starting base for further projects. It can be easily adapted and 

carried out by other National Agencies of the Erasmus+ Youth Programme. 

Conclusion The material developed is useful for EVS mentors and also can be adapted as a 

model for creation of some other blended training. 

Related resources 

that have been  

developed  

All the materials developed are available on http://lexicon-team.eu/meant-

mentor-blended-training-course/ 

 

Language(s)  English 

Contact details 

Name Mean to be a MENTOR 

Company/Institution Partnership 

Website http://lexicon-team.eu/meant-mentor-blended-training-course/ 

E-mail  m.kimmig@lexicon-team.eu 

 

 

RELESE - RE-integration into Labour market through Entrepreneurship 

Leonardo da Vinci Transfer of Innovation program - LLP-LdV-TOI-2010-LT-0068 

2010 - 2012 Partnership 

Element Guiding questions 

Type of document  Information sheet  

Publisher  Partnership organisations: 

Vilnius Business College – Lithuania 

TECMAIA – Parque de Ciência e Tecnologia da Maia – Portugal 

Laurea – Finland 

The School of Business Administration Turiba, Ltd – Latvia 

UITM – Poland 

Siaures Northtown Technology Park (NTP) – Lithuania 

http://lexicon-team.eu/meant-mentor-blended-training-course/
http://lexicon-team.eu/meant-mentor-blended-training-course/
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Labour Market Training Centre in Utena - Lithuania 

Target audience  Unemployed 

Field  - Entrepreneurship 

- Unemployment 

Objective  The project's main objective is transfer of the innovative e-learning platform 

and blended course contents and activities focused upon entrepreneurship 

enhancement. The aim of the project is to implement a realistic, competitive 

and sustainable Virtual Learning Community, which will promote a specific 

entrepreneurial training/mentoring programme offering an integrated 

guidance to entrepreneurs from the early stage of motivation and idea 

generation through a personalized support in implementing business projects. 

Location 

/geographical 

coverage  

The project has been implemented in the partner countries. 

 

Introduction  The goal of the RELESE project is to contribute to the re-integration of socially 

vulnerable group of unemployed people into the labour market by enhancing 

their entrepreneurship skills and competencies. The project focuses on the 

needs of those who dropped out of labour market and would like to return to 

it by starting their own business but do not have necessary skills and know-

how. It is the fear of unemployment and changes brought about in today's 

labour market that inspire them to look for new paths to find a new work place 

or, rather, to create their own. 

Stakeholders and 

Partners 

Target group: unemployed, agencies working with unemployed 

Financing Body This Project is co-financed within the frameworks of the European Commission 

Leonardo da Vinci Programme No. LLP-LdV-TOI-2010-LT-0068 

Context The goal of the RELESE project is to contribute to the re-integration of socially 

vulnerable group of unemployed people into the labour market by enhancing 

their entrepreneurship skills and competencies. The project focuses on the 

needs of those who dropped out of labour market and would like to return to 

it by starting their own business but do not have necessary skills and know-

how. It is the fear of unemployment and changes brought about in today's 

labour market that inspire them to look for new paths to find a new work place 

or, rather, to create their own. 

The main objectives The project's main objective is transfer of the innovative e-learning platform 

and blended course contents and activities focused upon entrepreneurship 

enhancement. The aim of the project is to implement a realistic, competitive 

and sustainable Virtual Learning Community, which will promote a specific 

entrepreneurial training/mentoring programme offering an integrated 

guidance to entrepreneurs from the early stage of motivation and idea 
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generation through a personalized support in implementing business projects. 

The description of 

the practice 

Transferred, translated and adapted blended training course has been 

developed as well as E-learning platform including virtual enterprise 

simulations and case studies. The original course containing the following 

modules: Company, Marketing, Financing, Business Plan, Intellectual Property, 

Communication, Internationalization, Project Management, Innovation 

Management, is supplemented by Business English module which was selected 

in accordance with the needs analysis results in the partner countries. 

The course consists of a two-phase process: 1) a blended learning course 

combining workshops with a set of collaborative and participative activities; 2) 

a mentoring phase to support the launch of business projects. 

The course content is converted into multimedia and interactive contents. The 

course requires 250 hours of learners’ work, divided in modules of 25 hours 

each. Each module lasts for a period of two weeks approximately. Online 

content is organized in lessons, including activities and intermediate online 

assessments designed to deepen the understanding on the subjects at hand 

and evaluation of knowledge uptake progression. The course also comprises 

specially arranged sessions for presentation and discussion of learners’ 

business projects with peers and experts, as well as institutional 

representatives expressly invited for this purpose. 

Outcomes of the 

practice 

The quantitative indicators are not clearly stated. But the intangible use of the 

project is obvious, as the project tackled motivational issues of the 

unemployed, and contributed to their self-employment by becoming new 

entrepreneurs, also set ground to create the conditions to increase the success 

rate of start-up companies.  

Success Factors  Openness, willingness to learn 

Constraints Available only in certain languages.  

Lessons learned  The material developed is very useful and also can be adapted as a model for 

creation of some other blended training.  

Sustainability The material is ready to use and free of charge. Therefore, no costs occur for 

potential users. The only investment is the time of the educators to deal with 

the features and the handling before using. 

Development of the 

practice 

The material will remain available online and usable free of charge and may 

serve as a starting base for further projects. Course material can be adapted 

and used by the unemployed who are willing to improve their skills free of 

charge only by registering on the platform.  

Conclusion The material developed is very useful and also can be adapted as a model for 

creation of some other blended training. 

Related resources 

that have been  

developed  

All the materials developed are available on http://www.relese.eu/ 
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Language(s)  Lithuanian, Latvian, English, Finnish, Portuguese and Polish 

Contact details 

Name RELESE project 

Company/Institution Partnership 

Website http://www.relese.eu/ 

http://aurora.turiba.lv/bti/Editor/Manuscript/Proceeding/EN_Luka_Talente_

Malavska_Sundar.htm 

 

E-mail deimante@kolegija.lt 

 

 

 

 

Online4EDU - ERASMUS+  

 

September 2014 - August 2016 Partnership 

 

Element Guiding questions 

Type of document  Project website  

Publisher  Partnership organisations: 

Latvian Information and Communication Technology Association (LIKTA) – 

Latvia 

Public institution Information Technologies Institute (ITI) – Lithuania 

ECDL Foundation - Ireland 

Stiftung Digitale Chancen – Germany 

BCS Koolitus - Estonia 

Target audience  Teachers in primary, secondary and vocational schools who want and need to 

develop their IT-skills. 

Field  Education  

Objective  The objective of the project Online4EDU is to support teachers in applying 

more digital media in everyday school life. Online collaboration tools can 

thereby enrich teaching and learning in all school subjects, and help teachers 

to find, create and organize new and up-to-date learning materials.  

Location 

/geographical 

coverage  

The blended training programme can be accessed on the platform: 

https://www.online4edu.eu/ in 5 languages (all partner languages). 

 

Introduction  The project Online4EDU will therefore create a blended learning concept that 

facilitates online collaboration tools for school teachers of primary, lower and 

upper secondary and vocational schools. Therewith a training opportunity for 

teachers, that meets their knowledge and skill-needs, will be created. It will 

further support them in integrating wikis, online share and learn platforms into 

http://www.relese.eu/
http://aurora.turiba.lv/bti/Editor/Manuscript/Proceeding/EN_Luka_Talente_Malavska_Sundar.htm
http://aurora.turiba.lv/bti/Editor/Manuscript/Proceeding/EN_Luka_Talente_Malavska_Sundar.htm
https://www.online4edu.eu/
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their lessons. The blended learning concept will also prepare teachers for the 

EDCL test on online collaboration. 

Stakeholders and 

Partners 

Teachers, educators   

Organizations that are interested in adapting and using the developed material 

to fulfil the constant and increasing demand of teachers for new ICT skills and 

competences: school management, teachers’ associations, organizations 

responsible for teachers’ skills development and certification, adult education 

centres, telecentres, state agencies and offices, and Ministries of Education. 

Financing Body The project is co-funded by the Erasmus+ Programme of the European Union  

Context Digital media can be found in all areas of private, social and economic life and 

is now used by every age group. Children tend to utilize tools and applications 

offered by digital media for entertainment, to communicate with friends and 

family and to look for information when doing school work. The so-called 

“digital natives'' grow up with computers and the internet as innate parts of 

their lives and as an intuitive way to solve any of their problems. That is why it 

is rather remarkable that most school curricula do not foresee a 

comprehensive implementation of digital media tools in education yet, 

although many students already combine these important parts of their life. 

Online applications can both enrich school lessons, when teaching and learning 

with digital media, and support children in their online behaviour, when 

teaching and learning about digital media. In order to include digital media 

into schools, teachers not only need to know and handle suitable online tools 

but also need to be educated in applying them in their lessons and pass their 

knowledge forward. Online collaboration tools for teachers can and should be 

beneficial. Cloud data storage, wikis and web-based word processors support 

the preparation of learning material with other teachers online. The 

organization, structure and stimulation of lessons enable students to use those 

tools independently and in a responsible way. For these reasons, a blended 

learning concept, that facilitates online collaboration tools to teachers, will be 

created, tested and implemented into national education pathways for 

teachers in this project.  

The main objectives The objective of the project Online4EDU is to support teachers in applying 

more digital media in everyday school life. Online collaboration tools can 

thereby enrich teaching and learning in all school subjects, and help teachers 

to find, create and organize new and up-to-date learning materials. The project 

Online4EDU will therefore create a blended learning concept that facilitates 

online collaboration tools for school teachers of primary, lower and upper 

secondary and vocational schools. Therewith a training opportunity for 

teachers, that meets their knowledge and skill-needs, will be created. It will 
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further support them in integrating wikis, online share and learn platforms into 

their lessons. The blended learning concept will also prepare teachers for the 

EDCL test on online collaboration. 

The description of 

the practice 

A blended learning course that included face-to-face training and additional 

course material on the e-learning platform Moodle was designed. The course 

will prepare the trainees to conduct the ECDL test on Online Collaboration. The 

course is based on the idea that the trainer guides the self-learning process of 

the participants and supports the group working processes. This course follows 

a blended learning concept combining online and face-to-face learning 

methods. Three different parts of the course interconnect to an extensive 

course giving participants insight to the broad topic of online collaboration 

tools. The face-to-face training in the beginning of the course establishes trust 

and motivation by offering the participants to get to know each other, 

introducing the trainer and familiarise with the topic. Before the face-to-face 

meeting, participants have one week to become familiar with the e-learning 

environment and conduct self-assessment tests in order to evaluate their level 

of knowledge. During the face-to-face training participants are welcome to 

state difficulties with the e-learning environment so that all problems are 

clarified when the online training starts. The face-to-face training offers also 

the chance to identify with the project and organize the participants into 

groups on the basis of before identified knowledge level (Barometer), the 

specific interests of the participants or their school forms. The online training 

starts after the short orientation phase and accompanies the participants for 

more than three months. In this time the participants learn about online 

collaboration tools by using them as e-learning tools like Moodle and Google 

Calendar. In this phase participants solve assignments both in individual work 

and in their groups. The latter intensifies the work with online collaboration 

tools. 

The online learning phase is separated by four online workshops which cover 

three critical aspects of online learning. Firstly, the workshops are meeting 

points on the path of learning “alone” in front of the computer and offer 

exchange and new motivation. Secondly, participants and trainers get the 

opportunity to share experience and problems with content of the course as 

well as organisational or technical difficulties. And thirdly, the online workshop 

offers a third learning method giving the opportunity to teach with audio and 

video communication. 

The blended learning course is organised in three units. 

The first face-to-face training is essential in a blended learning concept in 

order to explain and clarify all aspects of the course, introduce to and inspire 

participants for the courses content as well as establish a group identity for 

better motivation during the whole course. Therefore, it will be held during or 

at the end of the orientation phase and before unit 1 starts. The final face-to-
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face training provides opportunity to three relevant aspects of the course: 

firstly, the results of the project work of unit 3 will be presented (mandatory to 

pass the course) by the groups and evaluated by the trainers. Secondly, the 

participants can utter opinions about the course and thirdly the participants 

make the ECDL Online Collaboration certification tests. 

 

Outcomes of the 

practice 

The developed program and the materials have been piloted in four countries 

and on the basis of this experience the guidelines have been developed.  

The quantitative indicators are not clearly stated. But the intangible use of the 

project is obvious, teachers have been provided with a very useful and well-

designed blended training.  

Success Factors  Participants need to have basic media literacy competences including 

knowledge of creating, sending and receiving e-mails. It is mandatory for 

participants to have an own email account. Prior knowledge about online 

collaboration tools is not obligatory. The course introduces online 

collaboration tools from a basic level and assists the participants in achieving 

advanced knowledge about online collaboration tools. Nevertheless, 

participants must be willing to work with recommended tools and applications 

such as Skype and Google. 

Constraints Available only in certain languages.  

Lessons learned  The material developed is very useful for the teachers and also can be adapted 

as a model for creation of some other blended training.  

Sustainability The material is ready to use and free of charge. Therefore, no costs occur for 

potential users. The only investment is the time of the educators to deal with 

the features and the handling before using. 

Development of the 

practice 

The material will remain available online and usable free of charge and may 

serve as a starting base for further projects. Course material can be adapted 

and used by the teachers who are willing to improve their skills free of charge 

only by registering on the platform.  

Conclusion The material developed is very useful for the teachers and also can be adapted 

as a model for creation of some other blended training. 

Related resources 

that have been  

developed  

All the materials developed are available on https://www.online4edu.eu/ 

Language(s)  German, Lithuanian, Latvian, Estonian, no English for the e-course, just for the 

other materials developed 

Contact details 

Name Online4EDU project 

Company/Institution Partnership 

Website https://www.online4edu.eu/ 

E-mail jcroll@digitale-chancen.de 
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DigitalCulture - Improving the Digital Competences and Social Inclusion of Adults in Creative 

Industries 

ERASMUS+ KA2, Strategic Partnership, no. 2018-1-RO01-KA204-049368 

 

October 2018 – March 2021 Partnership 

 

Element Guiding questions 

Type of document  Integrated virtual learning hub and the guidelines available on the project 

website  

Publisher  Partnership organisations: 

UPT POLITEHNICA UNIVERSITY OF TIMISOARA, Romania 

UNIROMA3 UNIVERSITA DEGLI STUDI ROMA TRE, Italy 

AAU AALBORG UNIVERSITET, Denmark 

UNI GRAZ UNIVERSITAET GRAZ, Austria 

DCU DUBLIN CITY UNIVERSITY, Ireland 

TM2021 Asociatia Timisoara Capitala Culturala Europeana, Romania 

JME Associates Ltd, UK 

NADE NATIONAL ASSOCIATION OF DISTANCE EDUCATION, Lithuania 

Target audience  Adult learners with low digital skills and low-qualified adults involved in the 

creative industries 

Field  Education  

Entrepreneurship 

Objective  The project aims to create a sustainable and efficient education program 

dedicated to adult learners with low digital skills and low-qualified adults 

involved in the creative industries sector. 

Location 

/geographical 

coverage  

The material can be accessed on the platform: https://digiculture.eu/ in 6 

languages (all partner languages) and can be accessed by anyone interested. 

 

Introduction  The project addresses a gap in creative industries (CI) education where there is 

low emphasis on the use of new digital technologies, entrepreneurship 

(project management) and both recent graduates and existing employees lack 

important skills. 

The DigiCulture – Improving the Digital Competences and Social Inclusion of 

Adults in Creative Industries – project aims to create a sustainable and efficient 

education program dedicated to adult learners with low skills in the creative 

industries from Romania, Italy, Austria, Denmark, Lithuania, UK and Ireland.  

Gaining digital skills will improve career opportunities by providing access to 

new marketing tools, new distribution markets through Internet access and 

https://digiculture.eu/
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ecommerce, and adding the possibility of new forms of digital expression to 

their work. 

Stakeholders and 

Partners 

The project targets young adults who are unemployed, staff and volunteers of 

European Capitals of Culture, creative industries adults with low digital skills, 

at levels of seniority, experience or level of craft, actors in traditional skills 

activities, museums, media, architecture, humanities. Many cultural actors are 

not attached to any formal institution, being freelancers, members of 

disadvantaged groups (unemployed, with mental health problems, disabilities 

or economically challenged) or from minority groups. 

Financing Body The project is co-funded by the Erasmus+ Programme of the European Union, 

grant no.  2018-1-RO01-KA204-049368 

Context The shortage of digital skills in Europe reported in 2016 in “European Digital 

Progress Report EDPR” of European Commission: 45% of Europeans have 

insufficient or no digital skills. Based on the Digital Economy and Society Index 

(DESI) index of 2017 there are big differences between the countries that are 

partners in this project. Denmark has one of the most advanced digital 

economies in the EU, while Lithuania and Austria are in the middle, but 

Romania and Italy have the lowest scores on the DESI. Studies performed in 

the cultural and creative industries, in the autumn of 2016, 2017 in partner 

countries showed a large majority scoring lower or basic level for the 21 digital 

competences. The reasons driving this skills shortage are not hard to identify. 

The usage of web, mobile, social and analytical tools is permeating the length 

and breadth of the culture, creative industries, areas which until recently have 

been reluctant to embrace the use of the new technologies. Eurostat 2017 

identifies young adults from the CI as the most at risk for unemployment from 

the 22-36 yo, and lack of entrepreneurial and digital skills. 

The main objectives To enhance awareness of the need for training in digital skills for the creative 

industries 

To design and validate cross-country Guidelines for Digital Competences for 

Creative Industries 

To create an Integrated Virtual Learning Hub as an online and mobile 

To design, develop and deliver a Digital Skills and Social Inclusion for Creative 

Industries Course, OER translated into all partners’ languages, delivered as a 

mix of blended learning course and, a fully online MOOC type course for the 

target group 

To provide engaging and effective learning experiences in the Digital Skills for 

CI course 

To enhance collaboration between education providers, universities, cultural 

and heritage institutions and associations, cultural actors, workers and 

volunteers 
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The description of 

the practice 

The project focus on openness and inclusive in education. It involves the use 

and development of an open online and mobile course Digital Skills and Social 

Inclusion for Creative Industries, built as a Massive Open Online Course 

(MOOC), an innovative adult educational program of 13 modules available in 

English, Romanian, German, Italian, Lithuanian, Danish and Gaelic, integrating 

new Open Education Resources (OER) and accessible to people with limited 

digital skills. 

The courses cover the following topics:  

Internet, World Wide Web and introduction to the digital world 

Digital Content & Publishing 

Data Protection and Open Licenses 

Digital Curation – Digital Libraries and Museums 

Digital Safety, Security and Ethics 

Digital Storytelling 

Digital Audiences, Digital Analytics 

Social Media for Culture 

Augmented and Virtual Reality 

Mobile Apps and Mobile User Experience 

Digital Management in Culture 

Online and Mobile Digital Media Tools 

Which are then subdivided into smaller sub-topics/lessons.  

Outcomes of the 

practice 

The project directly trained 1,200 people online and through blended learning. 

A further 25,000 people – members of local communities, adult education 

centres, universities, associations which support enhancing digital skills, policy 

makers and local and regional government bodies – a significant group which 

benefited indirectly from activities organised by the project. 

Success Factors  Openness, willingness to learn 

Constraints Available only in certain languages.  

Lessons learned  The material developed is very useful and also can be adapted as a model for 

creation of some other blended training.  

Sustainability The material is ready to use and free of charge. Therefore, no costs occur for 

potential users. The only investment is the time of the educators to deal with 

the features and the handling before using. 

Development of the 

practice 

The material will remain available online and usable free of charge and may 

serve as a starting base for further projects. Course material can be adapted 

and used by the teachers who are willing to improve their skills free of charge 

only by registering on the platform.  

Conclusion The material developed is very useful and also can be adapted as a model for 

creation of some other blended training. 

Related resources 

that have been  

All the materials developed are available on https://digiculture.eu/en/courses/  

https://digiculture.eu/en/courses/


 

 

 

 

BlendedVET project N°2020-1-FR01-KA202-079830 162   

 

 

developed  

Language(s)  English, Romanian, Italian, Danish, German, Lithuanian 

Contact details 

Name DIGITALCULTURE 

Company/Institution Partnership 

Website https://digiculture.eu/en/project-summary/ 

E-mail diana.andone@upt.ro 

 

 

 

VR@School - Future schools using the power of Virtual and Augmented Reality for education and 

training in the classroom 

ERASMUS+ KA2, Strategic Partnership, no. 2018-1-RO01-KA201-049411 

 

December 2018 – 2020 Partnership 

 

Element Guiding questions 

Type of document  Various type of material and the guidelines available on the project website  

Publisher  Partnership organisations: 

Liceul Teoretic de Informatica "Grigore Moisil", Iasi (Romania) 

Fundatia EuroEd, Iasi (Romania) 

Make up your business, Iasi (Romania) 

Pixel Associazione, Florence (Italy) 

CIPAT, Florence (Italy) 

Instituto Politécnico de Bragança, Braganca (Portugal) 

Soros International House, Vilnius (Lithuania) 

Vilniaus Karoliniskiu Gymnasium, Vilnius (Lithuania) 

Target audience  Teachers, school counsellors, school managers 

Field  Education  

Objective  VR@School is a ground-breaking project that aims at creation of a blended 

training through the development of a student-teacher friendly interface, 

practical resources and guidelines, embedded educational resources and 

simple-to-use VR lessons designed to help raise engagement and increase 

knowledge retention for students. 

Location 

/geographical 

coverage  

The material can be accessed on the platform: https://vr-school.eu/ in by 

anyone interested. 

 

Introduction  Virtual Reality teaching methodology in schools bring a huge impact for 

different sectors of teachers and students, and we can even more think of how 

much impact and benefits can bring to the students with lower opportunities, 

https://vr-school.eu/
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from disadvantages areas/schools, with disabilities, in dropout situations or 

with poor school performance. 

Introducing a new concept in educational technology: Virtual and Augmented 

Reality, the VR@School project creates a completely different classroom. 

VR@School is a ground-breaking project offering a student-teacher friendly 

interface, practical resources and guidelines, embedded educational resources 

and simple-to-use VR lessons designed to help raise engagement and increase 

knowledge retention for students. 

Stakeholders and 

Partners 

Different sectors of teachers and students, school management and we can 

even more think of how much impact and benefits can bring to the students 

with lower opportunities, from disadvantages areas/schools, with disabilities, 

in dropout situations or with poor school performance.  

 

Financing Body The project is co-funded by the Erasmus+ Programme of the European Union, 

grant no.  2018-1-RO01-KA201-049411 

Context In today’s digital world, teachers are struggling in finding new ways to engage 

students. When home technologies such as mobile phones, tablets and games 

consoles are highly advanced, widely available and hugely popular with young 

children, finding educational engagement with technology in the classroom 

can be even harder, especially if the technology deployed there is less 

engaging than that of technology children use at home. Currently, the use of 

ICT in teaching and learning activities in EU is low, with only about 50% of 

students being taught by teachers, who use ICT in at least 25% of their lessons. 

Virtual Reality can become an innovation and an added value in school 

education, can deliver experiences and interactions for students that are either 

not practical or not possible in the ‘real world’, provides an unparalleled way 

to immerse and captivate students of all ages. Virtual Reality can become a 

teaching methodology which helps students feel immersed in an experience, 

gripping their imagination and stimulating thought in ways not possible with 

traditional books, pictures or videos, and facilitates a far higher level of 

knowledge retention. Enhancing and extending the learning experience is at 

the heart of what Virtual Reality can offer students, and is possibly one of the 

most powerful of all technologies that could help change how we learn 

forever. 

The main objectives The project aims at creation of a blended training through the development of 

a student-teacher friendly interface, practical resources and guidelines, 

embedded educational resources and simple-to-use VR lessons designed to 

help raise engagement and increase knowledge retention for students. 

The description of 

the practice 

The face-to-face training events took place in different schools in the partner 

countries: 

Dates: 07/11/2019, 08/11/2019; 07/12/2019 
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Location: IPB, Bragança, Portugal 

Profile of participants 

Number: 20 

Occupation: Teachers (5 participants from Chemistry/Physics, 2 from Math, 7 

from Biology/Geology; 6 from Informatics) 

Typology of organizations from which the participants come: Secondary 

schools 

Date: 02/12/2019 

Location: CIPAT, Piazza Sant'Ambrogio 1, 50121 – Firenze (Italy) 

Profile of participants 

Number: 20 

Occupation: teachers, school counsellors, school managers 

Typology of organizations from which the participants come: high schools – 

addressing 14 – 19 years old students – located in Florence, Lucca, Pescia, 

Prato, Pisa and Pontedera  

Date: 26 November ,2019 

Location: Vilnius, Karoliniskiu gymnasium 

Profile of participants: teachers 

Number: 27 

Occupation: teachers, administrators, technicians 

Typology of organizations from which the participants come: SIH (language 

teaching, projects), Lantel –technologies. 

 

The e-learning part is not yet fully finished, as the VR School Laboratory 

(Implementation Guide of VR in schools for principals and teachers & 

Simulation Lessons using VR@School with students and teachers) is still under 

creation. But some other material has already been developed: 

Teachers Guide on Virtual Reality in school education which consists of 6 

modules and has been developed in all partner languages: 

Module 1 - The Evolution of Technology in the classroom 

Module 2 - Learning Environments 

Module 3 - Virtual Reality Learning Environment 

Module 4 - Benefits for Students – Teachers 

Module 5 - VR Enhanced Teaching-Learning Experiences 

Module 6 - VR Class Preparation and Organization 

Also 50 useful Teach@School Online Library - Educational Technology and 

Open Education Resources have been listed and can be found and downloaded 

here: https://vr-school.eu/lectii 

 

Outcomes of the 

practice 

The project is still on-going so the final outcome of the practice will be seen 

once it is finished. However, it is obvious that the project already provides 

some valuable insights in the usage of VR in education and helps teachers 

https://vr-school.eu/lectii
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improve their competences and stay innovative.  

Success Factors  Openness, willingness to learn 

Constraints Available only English.  

Lessons learned  The material developed is very innovative and also can be adapted as a model 

for creation of some other blended training.  

Sustainability The material is ready to use and free of charge. Therefore, no costs occur for 

potential users. The only investment is the time of the educators to deal with 

the features and the handling before using. 

Development of the 

practice 

The material will remain available online and usable free of charge and may 

serve as a starting base for further projects. All the material can be adapted 

and used by the teachers who are willing to improve their skills free of charge. 

Conclusion The material developed is very innovative and also can be adapted as a model 

for creation of some other blended training. 

Related resources 

that have been  

developed  

All the materials developed are available on https://vr-school.eu/  

Language(s)  English 

Contact details 

Name VR@School 

Company/Institution Partnership 

Website https://vr-school.eu/#about-us 

E-mail adina_romanescu@yahoo.com 

 

 

 

REINCLUSION - Guidelines for the work inclusion of the refugees and the asylum seekers 

ERASMUS+ KA2, Cooperation for innovation and exchange of good practices, 2016-1-IT01-KA202- 

005498 

November 2016 - September 2019 Partnership 

Element Guiding questions 

Type of document  Project website  

Publisher  Partnership organisations: 

Studio Risorse S.r.l. – Italy  

Il Sicomoro Soc. Coop. Soc. – Italy  

Gemeinsam leben & lernen in Europa e.V. – Germany  

UAB Eu Trade – Lithuania  

International consulting and mobility Agency S.L. – Spain  

Creative Learning Programmes Ltd – UK  

European Education and Learning Institute – Greece  

https://vr-school.eu/
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Municipality of Matera (Italy)  

Target audience  The project is addressed to operators of services of social and work insertion 

of asylum seekers or holders of International Protection who carry out their 

activities in the SPRAR Centres of the Protection System for Asylum Seekers 

and Refugees, can operate in an effective way with the immigrants taken in 

charge. 

Field  Migration, education 

Entrepreneurship  

Objective  To develop innovative methodologies and tools addressed to operators of 

services of social and work insertion of asylum seekers or holders of 

International Protection who carry out their activities in the SPRAR Centres of 

the Protection System for Asylum Seekers and Refugees, so that they can 

operate in an effective way with the immigrants taken in charge. 

Location 

/geographical 

coverage  

The blended training programme was based on the combination of face-to 

face activities involving Internet-based tools and e-learning. 

The e-learning part can be accessed on the platform: www.reinclusion.eu in 5 

languages (all partner languages). 

The face-to-face part was organised in all partner countries, during the last 

year of the project.   

Introduction  The central contribute of RE. INCLUSION resides precisely in the attempt to 

mature good practices and to define innovative skills required to the 

practitioner, which is not limited to the mere linguistic training but which it can 

go towards a process of reconstruction of the person’s planning. The research 

for good practices over which to work for the construction of guidelines, of 

training paths and OER for the operators’ training is the goal of RE. INCLUSION 

and its main added value. In the partnership for the first time and at a 

transnational level the attention on the job insertion practice is targeted at the 

refugee and his/her specific needs: through cooperation institutions of 

different countries aim at improving the operators’ efficiency 

The model is born from the exchange of procedures between operators from 

different countries but with the same goals: to increase the refugee’s 

employability, to improve the technical preparation of the practitioners and 

the efficiency of the services provided, through the suggested 

activities. 

Stakeholders and 

Partners 

Beneficiaries: the direct beneficiaries are the operators who needs to acquire 

new skills and to mould appropriate and effective integration practices, the 

indirect beneficiaries are the refugees who will be able to make use of the 

specific and high-quality services and the decision-makers of policies who will 

be able to facilitate with the institutional sustainability the adoption of 

integration tools with the aim of accelerate the adaptation requested to the 

reception.  

http://www.reinclusion.eu/
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Target group: practitioners working with asylum seekers, migrants and 

refugees 

Financing Body The project is co-funded by the Erasmus+ Programme of the European Union 

(grant agreement n. 2016-1-IT01-KA202- 005498) 

Context By studying the phenomenon, it is evident that the insertion takes place in a 

spontaneous way basing itself on channels of informal type and conational 

networks aggravating the phenomenon of confinement in unqualified jobs. 

The problem seems to reside on the condition of uncertainty, of randomness 

of prospective regarding the insertion in the host society and of lack of 

personal definition. Here hence the necessity to intervene to provide targeted 

support and effective tools which can guide the refugee in the choices and in 

the reconstruction of a self-autonomy, guide him/her to define a stronger plan 

and to give values to the skills. 

The main objectives The main objectives of the project were to develop material for: 

A face-to-face training course with operators in all partner countries  

The e-learning course: an online course on the project platform 

The guidelines - based on the results of this course and the e-learning course, 

as well as research done, the practical guidelines were developed 

in order to improve the professional skills of the operators working with 

migrants, refugees and asylum seekers.  

The description of 

the practice 

The face-to-face part of the training „Intercultural Competences” took place in 

all partner countries, the topics discussed: 

1.            Intercultural Awareness and Teaching in an Intercultural Context (8 

hours) 

2.            Intercultural Communication and Mediation (6 hours) 

3.            Intercultural Techniques for Work and Social Inclusion of Refugees 

and Asylum Seekers – Counselling and Monitoring (legal information, work and 

social inclusion, monitoring) (9 hours) 

And the other part of the training is online in the Moodle e-learning system, 

the topics were the following: 

Current Labour market situation and trends 

 Lesson 1 - New characteristics of Labour policies 

 Lesson 1. Part 2 - Video  

 Lesson 2 - Local Networks and Social Services 

 Lesson 3 - The Future of Job 

Measures and tools to develop the Employability of a refugee/asylum seeker 

 Lesson 1. Trends, Growth Strategies, Macroeconomic Policy Environment 

 Lesson 2. Transferability of Skills across Economic Sectors 

Employers selection process 

 Lesson 1. Phases of a Selection Process 

 Lesson 2. Advices for a Refugee/Asylum Seeker 



 

 

 

 

BlendedVET project N°2020-1-FR01-KA202-079830 168   

 

 

 Lesson 3. Examples and Templates 

Outcomes of the 

practice 

The main results, not tangible, at the end of the project were the following: 

- improving the competences of the practitioners working with refugees in 

public and private centres of the reception of refugees and asylum seekers and 

who carry out services for the social and economic inclusion of refugees and of 

asylum seekers 

- development and improvement of the quality in terms of efficiency of public 

and private services for the social and economic inclusion of refugees and of 

asylum seekers and for the training of the partner organizations and of other 

organizations reached by the dissemination;  

Success Factors  Willingness to learn, openness 

Constraints Available only in certain languages, in order to access the e-learning, one has 

to register online, though it is free of charge. Operators often tend to be busy 

with the work they are doing and some of them are not much into using digital 

ways of learning.  

Lessons learned  The material developed is very useful for the operators working in the field, 

but parts of it could also be quite easily adapted in some other sectors.  

Sustainability The material is ready to use and free of charge Therefore no costs occur for 

potential users. The only investment is the time of the educators to deal with 

the features and the handling before using 

Development of the 

practice 

The material will remain available online and usable free of charge and may 

serve as a starting base for further projects. Course material can be adapted 

and used by the practioners who are willing to improve their skills free of 

charge only by registering on the platform.  

Conclusion The material developed is very useful for the operators working in the field, 

and parts of it could also be quite easily adapted in some other sectors.  

Related resources 

that have been  

developed  

All the materials developed are available on www.reinclusion.eu  

Language(s)  English, Italian, German, Lithuanian, Spanish, Greek  

Contact details 

Name RE.Inclusion project 

Company/Institution Partnership 

Website www.reinclusion.eu 

E-mail info@reinclusion.eu 

 

 

 

RELIVET – Reducing Early Leaving in VET 
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September 2018 - September 2020 

 

Partnership 

 

Element Guiding questions 

Type of document  E-learning course, toolkits available on the project website  

Publisher  Partnership organisations: 

European Centre for Socio professional Integration ACTA- Romania 

Consorzio Ro.ma - Italy 

UAB Eu Trade – Lithuania  

European Education and Learning Institute – Greece  

ETIC – SCHOOL OF TECHNOLOGIES, INNOVATION AND CREATION – Portugal 

Inercia Digital – Spain 

I.T.I. “AUGUSTO RIGHI- Italy 

 

Target audience  VET staff 

Field  - VET  

Objective  provide new supportive strategies which prevent ELET and keep students in 

education. The training seminar will support VET professionals in developing 

knowledge and competencies on strategies that help distinguish students at 

risk of ELET, prevent ELET and thus reduce the number of the students that 

abandon VET. 

Location 

/geographical 

coverage  

 The blended training programme was based on the combination of face-to 

face activities involving Internet-based tools and e-learning. 

The e-learning part can be accessed on the platform: www.relivet.eu in all 

partner languages. 

Introduction  In order to understand why young people, leave education and training early, 

it is moreover important to see ELET not only as a status or educational 

outcome but as a process of disengagement that occurs over time (Lyche, 

2010). Chronic absenteeism and exclusion from school can be among the 

symptoms, or may even be the cause of students leaving early (Neild et al., 

2007). However, there are more signs indicating that students may be at risk. 

Warning signs may occur as early as in primary school and may be related to 

individual factors (e.g., educational performance, behaviour, attitudes) or to 

factors within individuals’ families, their schools, and communities. 

Understanding early leaving from education and training as a complex process, 

detecting early signals and identifying students who are at risk of leaving 

education and training early is therefore a prerequisite for developing targeted 

and effective measures to prevent it. 

Continuing training for VET school staff should be thus enriched with training 

curriculums tailored to enable trainers to acquire key competencies regarding 

the early detection of students that are in risk and on strategies to prevent 

dropouts in VET. At present, the training programmes in the field are not 
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adequate to meet current needs of VET trainers working in schools in 

decentralized regions. 

 

Stakeholders and 

Partners 

Educators, teachers, VET staff, students who are at risk, their families, all the 

education system in general  

Financing Body The project is co-funded by the Erasmus+ Programme of the European Union 

(grant agreement n. 2018-1-RO01-KA202-049334) 

 

Context Early leaving from education and training (ELET) is a serious issue in many EU 

countries and has attracted the attention of many researchers, policy-makers 

and educators. Although the situation varies across countries and the 

underlying reasons for students leaving early are highly individual, the process 

leading up to it includes a number of common elements: learning difficulties, 

socioeconomic problems, or a lack of motivation, guidance or support. Early 

leaving is highly challenging, not only for young people, but also for societies. 

For many, Early Leaving Education or Training will lead to reduced 

opportunities in the labour market and an increased likelihood of 

unemployment, poverty, health problems and reduced participation in 

political, social and cultural activities. Furthermore, these negative 

consequences have an impact on the next generation and may perpetuate the 

occurrence of early leaving. Youth unemployment in the EU is currently 

running at 20% and ELET contributes directly to it as employability depends 

strongly on the level of qualification achieved. 

 

The main objectives To develop a training curriculum for teachers and scientific staff on effective 

strategies that increase graduation rates will be designed. RELiVET will provide 

an international and competitive training programme, specially designed for 

VET teachers, relevant professionals and families, based on international 

experiences. The training seminar will support VET professionals in developing 

knowledge and competencies on strategies that help distinguish students at 

risk of ELET, prevent ELET and thus reduce the number of the students that 

abandon VET. 

To develop toolkits for educators and for families which would help identify 

the students at risk, as well as prevent ELET.  

The description of 

the practice 

7 modules have been developed: 

MODULE 1: STRATEGIES FOR STUDENTS' PROACTIVE INVOLVEMENT 

MODULE 2: COMMUNICATION 

MODULE 3: CONFLICTS MANAGEMENT 

MODULE 4: COUNSELLING AND CAREER PATHS 

MODULE 5: MOTIVATION 

MODULE 6: GOOD PRACTICE 
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MODULE 7: INNOVATIVE TEACHING METHODOLOGIES FOR ONLINE AND 

BLENDED LEARNING 

All can be accessed on e-learning platform. Also, there is a manual for the 

teacher on how to work with Moodle platform, so one could adapt the 

material to the needs of their audience.  

Outcomes of the 

practice 

VET staff improved their knowledge and qualification, learned about the new 

ways to teach the students and get them to listen, also on how to increase 

their motivation, so as a result the numbers of ELET should decrease. So, it is a 

win-win strategy for the educator and the student. 

 

Success Factors  Open-mindedness, eagerness to learn 

Constraints Different students may need different tactics and motivational factors.  

Lessons learned  What works with some people, does not with others, so one has to be ready to 

try out different methods.   

Sustainability The material is ready to use and free of charge Therefore no costs occur for 

potential users. The only investment is the time of the educators to deal with 

the features and the handling before using. 

Development of the 

practice 

The material will remain available online and usable free of charge and may 

serve as a starting base for further projects. Course material can be adapted 

and used by VET staff who are willing to improve their skills free of charge only 

by registering on the platform.  

 

Conclusion RELiVET supports through its activities and outcomes, the successful 

completion of studies in initial and continuing VET – focusing on areas with 

high ELET national levels- and it will do so by taking into account the factors 

that influence VET trainees when deciding to abandon studies. The programme 

aims to create and promote the appropriate conditions which help students 

overcome these factors and lead to graduation, certification and better career 

opportunities. So, it is a win-win strategy both for the educator and the 

student. 

Related resources 

that have been  

developed  

In addition to the course materials in the structure of the 7 modules, the 

following have been developed and are accessible to teachers: 

Curriculum 

Tools (Toolkits) with useful information, one for teachers and VET specialists 

and another for the families of students at risk of dropping out of school. 

MoodIe Guide, with useful tips for teachers and students to manage courses 

on this platform. 

All available on www.relivet.eu  

Language(s)  Romanian, Portuguese, Greek, Lithuanian, English and Spanish 

Contact details 

Name RELIVET project 

http://www.relivet.eu/
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Company/Institution Partnership 

Website www.relivet.eu 

 

 

 

VOCAL – Vocational Online Collaboration for Active Learning 

KA2 Strategic Partnerships, 2016-1-HU01-KA202-022916 

November 2016 - October 2018 Partnership  

Element Guiding questions 

Type of document  Its various material on a webpage with videos, course, workshops and many 

information  

Publisher  Project partners: 

Budapest University of Technology and Economics – BME, Hungary 

Baden-Württemberg Cooperative State University Heilbronn – DHBW, 

Germany 

Universidad de la Iglesia de Deusto – UDEUSTO, Spain 

Vytautas Magnus University – VMU, Lithuania 

Lithuanian Association of Distance and e-Learning – LieDM, Lithuania 

Ogres Tehnikums - Latvia 

 

Target audience  Diverse target groups: teachers, trainers, life-long learners, employed, 

disadvantaged, etc. 

Field  VET, education 

Objective  The project aimed to foster the open collaboration of HE teachers and VET 

trainers to design online, open and collaborative learning activities for diverse 

target groups embedding digital, social, and intercultural competences. 

Location 

/geographical 

coverage  

The good practice was developed and implemented in the partner countries. 

The results are available online in English and the partner languages and can 

be used without borders. 

Introduction  The partnership developed training materials and organised face-to-face, week 

long training events where teachers and trainers were be able to: 

develop skills to digitalise quality learning resources, to design online 

collaborative learning activities embedding digital, social, and intercultural 

competence development, and to tutor international, intercultural diverse 

learner groups, 

collaborate designing mutually online and open curriculum for diverse 

international learner groups, and 

establish open educational practices for future references. 

The project enhanced access to training for all through C-VET developing 

online and open curriculum and empowering teacher and trainer 
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collaboration. 

Stakeholders and 

Partners 

VET trainers, teachers, educators, life-long learners 

Financing Body The project is co-funded by the Erasmus+ Programme of the European Union 

(grant agreement n. 2016-1-HU01-KA202-022916) 

Context Openness is the key factor influencing the quality of education. Opening up 

content to peers and collaborators means trust building. Therefore, 6 partner 

institutions made a strategic partnership and developed trust-based 

relationships. Teacher and trainer competence development plays a key role in 

digitization of learning resources, in opening up their practices and designing 

online, open collaborative learning activities for diverse, intercultural learner 

groups. 

The main objectives To foster the open collaboration of HE teachers and VET trainers to design 

online, open and collaborative learning activities for diverse target groups 

embedding digital, social, and intercultural competences. 

The description of 

the practice 

Training material: 

Training material on digitalization of quality learning resources. 

Training material on designing online collaborative learning activities 

embedding digital, social and intercultural competence development. 

Training material on tutoring international, intercultural and diverse learner 

groups. 

Redeveloped courses: 

Digital Pedagogy 

Students' readiness 

Intercultural Competence 

Digital Assessment 

Contemporary Education 

Audio-visual materials in the learning process 

The material is designed for blended learning. The website included useful 

information for teachers on how to implement the modules effectively. 

Outcomes of the 

practice 

Though there are no quantitative indicators regarding the impact of this 

project, but it is obvious that this project has a positive impact on education 

modernization and quality improvement on local, regional, national and 

European levels: 

Teacher and trainer competence development in digitization of learning 

resources, in opening up their practices and designing online, open 

collaborative learning activities for diverse, intercultural learner groups. 

For C-VET and HE organizations providing lifelong learning services for diverse 

lifelong learning groups and intercultural learner groups. Teachers will prepare 
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to address these needs through VOCAL project and will disseminate their open 

educational practices through social media channels and other events. 

Success Factors  Accessibility, involvement 

Constraints Available only in certain languages  

Sustainability The material is ready to use and free of charge. It will remain available until 

2023. Therefore, no costs occur for potential users. The only investment is 

the time of the teacher to deal with the features and the handling before 

using 

Development of the 

practice 

The content is developed but can be adjusted to the needs of the 

trainer/teacher.  

 

 

Related resources 

that have been  

developed  

ICT platform for accessing the training materials, enabling teacher 

collaboration (idea exchange, topic exchange, grouping, practice sharing also 

in connection of the face-to-face training events). 

Language(s)  English, Hungarian, Spanish, German, Latvian, Lithuanian 

Contact details 

Name VOCAL 

Company/Institution Partnership 

Website: http://www.vocalerasmus.eu/ 

E-mail info@edu-inno.bme.hu 

 

 

 

France - AFORMAC 

 

Educational initiatives: An example of hybrid teaching of English in L3 Accounting at TSM 

10/2018  Authors: 

Christine Dualé: Project leader 

Amandine de MALET ROQUEFORT: Engineer and 

educational consultant 

University Toulouse I Capitole 

Element Guiding questions 

Type of document  Information sheet in PDF  

Publisher  University Toulouse I Capitole / Toulouse School of Management (TSM) 

Target audience  This course is aimed at groups of 25 students enrolled in L3 accounting and 

auditing at Toulouse School of Management (TSM). 

Field  The good practice covers the following fields: 

Hybrid teaching of English 



 

 

 

 

BlendedVET project N°2020-1-FR01-KA202-079830 175   

 

 

Higher education training 

Accounting  

Entrepreneurship 

 

Objective  The objective was to provide these students, through an innovative 

pedagogical project, with resources to work in guided autonomy in order to 

improve their knowledge and make them actors of their learning. 

The pedagogical system has been redesigned and shared between face-to-face 

lessons (12 hours) and a dematerialised part via the Moodle pedagogical 

platform, corresponding to 12 hours of guided autonomous distance learning. 

 

 

Location 

/geographical 

coverage  

University Toulouse I Capitole / TSM, Toulouse, France Occitanie Region 

 

Introduction  This pedagogical device is aimed at groups of 25 

students enrolled in L3 accounting and auditing in Toulouse 

School of Management (TSM). 

It has been in place for 3 years.  

 

Findings:  

- English is not a core subject in the curriculum. 

students. 

- Students are not specialists in English. 

- The level of students is heterogeneous. 

 

Stakeholders and 

Partners 

Beneficiaries: students enrolled in L3 Accounting and Control at Toulouse 

School of Management (TSM).  

The institutions: University Toulouse I Capitole / Toulouse School of 

Management (TSM) are financing bodies and institutional partners as the 

project was realised internally  

Financing Body Who is the financing body’s (or several) of the good practice? Who are the 

financial contributors of the good practice? 

Examples: 

Ministry/national authority 

Regional authority 

Other local authority (Municipality, etc.) 

Trade union 

Context Hybrid teaching of English in L3 Accounting required 

- English is not a core subject in the students' curriculum. 

- Students are not specialists in English. 
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- The level of students is heterogeneous 

The main objectives The aim was to provide these students with the following through a project 

innovative teaching methods, resources to work on independently 

guided in order to improve their knowledge and make them actors 

of their apprenticeship 

The description of 

the practice 

The pedagogical system has been rethought and shared 

between face-to-face tutorials (12h) and a game 

dematerialised via the pedagogical platform 

Moodle, corresponding to 12 hours of remote work 

in guided autonomy. 

 

Example for a 12h+12h module 

 

IN PRESENTIEL 1H30:   

A first session of tutorials allows to present the course, its objectives and 

prepare the students for the documents and exercises available online.  

WORKING ONLINE: 

Students have one week to complete online work in guided autonomy 

(listening comprehension, lexical work, pronunciation, grammar).  

IN PRESENTIEL 1H30:   

During the following tutorials, a glossary is developed in the group based on 

the online reading work. An update is given on the various online activities and 

students' comprehension. Finally, the tutorial continues with the theme and 

activities of the classroom sequence.  

 

There are three types of evaluations:  

- one-off "anytime" tests, to motivate students to work regularly on the online 

exercises.  

- A mid-term assessment to test listening comprehension and knowledge.  

- Finally, an end-of-course examination covering all the points covered during 

the semester.  

- As well as the oral presentation in English of the internship report.  

 

 

Outcomes of the 

practice 

90 student beneficiaries in 2015-2016 

70/80 student beneficiaries in 2016-2017 

  

Rich collaborative work between teachers and educational engineers 
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Success Factors   

Human Needs FOR ASSEMBLY  

OF THIS PROJECT  

- Teacher  

- Pedagogical engineer Pedagogical advisor 

 

"Without the support of the director of TSM, it would have been difficult, if not 

impossible, for me to set up such a project. » 

 

 

Development of the 

practice 

Feedback and presentation of the scheme to other colleagues 

 

For the year 2018-2019: extension of the scheme to other English courses at 

the school's L3 level. 

Conclusion This system allows to better manage the time and work more voluntarily... It is 

adapted to each person and therefore more motivating...This system leaves 

little room for "improvisation". It requires a very precise structure and well-

defined objectives beforehand. Teachers were able to talk regularly with the 

students on the forum in order to motivate them and to reinforce or correct 

certain information during their learning. 

 

 

Related resources 

that have been  

developed  

https://sia.univ-toulouse.fr/initiatives-pedagogiques/blended-learning-un-

exemple-denseignement-hybride-de-langlais-en-l3 

 

PDF: https://sia.univ-toulouse.fr/file/278/download?token=lRUJmybi 

Video:https://prismes.univ-

toulouse.fr/makeVignette.php?image=/storyboard/0007/0214//UT_V_2019_0

00068_anglaisHD_01_00001614.jpg&w=1280&kr=1&ol=player 

 

Language(s)  French  

Contact details 

Name Christine Dualé 

Company/Institution University Toulouse I Capitole 

Address  

Telephone  

E-mail Christine.Duale@ut-capitole.fr 

 

 

 

 

https://sia.univ-toulouse.fr/initiatives-pedagogiques/blended-learning-un-exemple-denseignement-hybride-de-langlais-en-l3
https://sia.univ-toulouse.fr/initiatives-pedagogiques/blended-learning-un-exemple-denseignement-hybride-de-langlais-en-l3
https://sia.univ-toulouse.fr/file/278/download?token=lRUJmybi
https://prismes.univ-toulouse.fr/makeVignette.php?image=/storyboard/0007/0214//UT_V_2019_000068_anglaisHD_01_00001614.jpg&w=1280&kr=1&ol=player
https://prismes.univ-toulouse.fr/makeVignette.php?image=/storyboard/0007/0214//UT_V_2019_000068_anglaisHD_01_00001614.jpg&w=1280&kr=1&ol=player
https://prismes.univ-toulouse.fr/makeVignette.php?image=/storyboard/0007/0214//UT_V_2019_000068_anglaisHD_01_00001614.jpg&w=1280&kr=1&ol=player
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Preparing for the digital university: a review of the history and current state of distance, blended, 

and online learning 

February 2015 George Siemens, PhD Dragan Gašević, PhD Shane 

Dawson, PhD 

Element Guiding questions 

Type of document  Specify if the document is a good practice fact sheet, an information sheet, an 

experience sheet, a case study, a manual or guidelines?  

Publisher  Athabasca University, University of Edinburgh, University of Texas Arlington, 

University of South Australia 

Target audience  Target audience is all Trainers and Teachers 

Field  The good practice covers the following all fields including: 

Language learning for migrants 

Unemployment (outside Labour market) 

Vocational training (inside Labour market) 

Entrepreneurship  

 

Objective  The aim/objective of this practice is to give review of the history and current 

state of distance, blended, and online learning 

Location 

/geographical 

coverage  

The geographical range is worldwide as the study takes into account global 

concepts. 

Introduction  In the field of educational technology 2012 was touted as the year of the 

Massive Open Online Course (MOOC). While the number of MOOC offerings 

have since rapidly increased, the research in this space has been lagging. To 

help facilitate the development of research and examine the potential of 

MOOCs in education the Bill and Melinda Gates Foundation supported the 

Massive Open Online Course (MOOC) Research Initiative (MRI). Athabasca 

University, long a pioneer in distance education, was selected as the principal 

investigator for the grant. The MOOC conversation was largely occurring in the 

popular media and was focused on the technologies and the large numbers of 

learners enrolling. The sheer scale of numbers of students led to bold 

proclamations of education disruption and a sector on the verge of systemic 

change. However, from the perspective of 2015, these statements appear 

increasingly erroneous as MOOCs have proven to be simply an additional 

learning opportunity instead of a direct challenge to higher education itself. 

Many of the issues confronting early MOOC development and offerings could 

have been reduced if greater consideration was given to research literature in 

learning sciences and technology enabled learning. This report is the final 

component of the MRI grant. Additional work in the MRI Grant includes 

research reports, conference, and a special issue of the International Review of 

Research in Open and Distributed Learning. 
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Stakeholders and 

Partners 

Principal stakeholders & financing bodies of the practice is the Athabasca 

University, University of Edinburgh, University of Texas Arlington, University of 

South Australia 

The main objectives The aim of this tertiary study is to identify themes that have framed research 

into online learning and to summarize the current state of research and 

practice, as well as to reveal prospective directions for further research and 

practice. Therefore, we defined the following questions to guide our research:  

RQ1. What are the main topics emerging from the contemporary literature on 

online learning?  

RQ2. What is the state of research and practice in online learning, as reflected 

through meta-studies and systematic literature reviews? 

 

 

The description of 

the practice 

The articles presented in this report provide an overview of research literature 

in:  

• Distance education  

• Blended learning  

• Online learning  

• Credentialing  

• MOOC research  

• Future learning technology infrastructures 

 

Synthesis of Selected Scholarly Work  

 

From the examination of the 32 second-order studies, four prominent themes 

were identified: vi. comparison of online learning with the traditional 

classroom vii. comparison of instructional treatments within two or more 

online courses viii. learning and teaching in online settings from the 

perspective of students and instructors ix. adoption of online learning in 

institutions of higher and adult education 

 

 

 

Outcomes of the 

practice 

One of the most significant requirements for further adoption of online 

learning is the development of well-designed courses with interactive and 

engaging content, structured collaboration between peers, flexible deadlines 

to allow students to pace their learning, continuous monitoring of student 

progress, and the provision of formative feedback when needed (Figure 6). 

Certainly, every aspect of such a design can be interpreted in different ways. 

For example, a well-designed course with interactive and engaging content 

could have many interpretations, and it is probable that instructors in different 
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settings will have different understandings and expectations as to what 

constitutes well-designed and engaging. It is important to note that early 

second-order studies, such as that by Tallent-Runnels et al. (2006), indicated 

that instructors requested support in online course development. However, 

even when such resources were provided, instructors seldom made use of 

such support services (Tallent-Runnels et al., 2006). Nevertheless, a set of 

general guidelines, related to particular learning contexts, needs to exist as a 

commencement point for supporting instructors. Here we stress the notion of 

general, since it is highly unlikely that there is a single best course design for 

any particular context for all instructors  

 

Constraints Limitations and Challenges of the Synthesis The diversity in terms used to 

describe distance, online, and blended learning provided a substantial 

challenge for undertaking this systematic review. Researchers frequently 

defined the three learning approaches in multiple ways. Therefore, the 

majority of initially obtained second-order studies required a detailed 

investigation of methods applied and the description of the primary studies 

included in those reviews. Although we followed the definitions provided in 

the previous section, inconsistency in the terminology used left a certain level 

of subjectivity in applying the specified inclusion criteria, leading to potential 

challenges in internal validity. Moreover, the emergence of new technological 

affordances and the dearth of second-order studies related to certain themes 

(e.g., assessment and teaching practices in online education) may limit the 

generalizability of these findings. 

Conclusion Higher education is changing. Central to this change is the transition from a 

physically based learning model to one that makes greater use of digital 

technologies. A brave, new landscape of toolsets is now emerging, each with 

various elements of control, integration, ownership, and structure. As leaders, 

educators, and students begin selecting tools for enterprise deployment, 

questions of control and ownership become as important as questions of 

integration and structure. More importantly, the technologies selected will 

determine the quality of learning, the scope of teaching practices, and 

ultimately, how well learners are equipped for both employment and 

engagement in democratic and equitable models of modern global society. 

Related resources 

that have been  

developed  

http://linkresearchlab.org/PreparingDigitalUniversity.pdf 

Language(s)  English 

Contact details 

Name George Siemens4 Dragan Gašević5 Shane Dawson6 

Company/Institution Dragan Gašević University of Edinburgh  
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Shane Dawson University of South Australia  

George Siemens University of Texas Arlington Athabasca University 

Address  

Telephone  

E-mail 4 gsiemens@uta.edu, Twitter: gsiemens 5 dragan.gasevic@ed.ac.uk, Twitter: 

dgasevic 6 shane.dawson@unisa.edu.au, Twitter: shaned07 

 

 

 

 

Su2ip  

University service of engineering and pedagogical innovation 

Actual Valérie Rault (ENSGSI), Pascale Marangé (FST), Cécile 

Parietti-Winkler (Faculty of Medicine), Jennifer Thiriet 

(IUT Nancy Brabois), Sandrine Weber (IUT Moselle 

Est), Pascal Picquot (IUT Thionville Yutz), Eric Schaer 

(ENSIC), Eric Crépin (IUT Charlemagne), Kazutoyo 

Yazukawa (UFR Odontology), Samuel Nowakowski - 

UFR SHS Nancy and Marc Morieux - UFR STAPS. 

 

Element Guiding questions 

Type of document  The good practice is a whole internet collection of resources about online 

learning and a constant observatory for those questions  

Publisher  The good practice is published by Lorraine university.  

Target audience  The practice is addressed to all persons wanting information about this topic. 

The documents are all published in French only so it’s reasonable to believe 

that the target audience is French. 

Field  Language learning for migrants 

Unemployment (outside Labour market) 

Vocational training (inside Labour market) 

Entrepreneurship  

Objective  The University Service of Pedagogical Engineering and Innovation (SU2IP) is a 

place for advice, resources, training, reflection and exchanges on the 

pedagogical practices of teachers and teacher-researchers. It aims to promote 

innovation, quality and encourage the transformation of teaching practices. 

Attentive to the needs of teachers, SU2IP relies on the Network of " Pedagogy 

& Digital " Correspondents to learn about and publicise outstanding 

pedagogical projects and initiatives. 

 

 

Location The covered range of the researches and documentations are France and 
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/geographical 

coverage  

French speaking countries.  

Introduction  In order to organise the pedagogical transformation process which will affect 

both practices and systems, the university has set up a steering body, the 

Strategic Committee for Pedagogical Engineering and Innovation (CS2IP), and a 

service, the University Service for Pedagogical Engineering and Innovation 

(SU2IP) attached to the Department of Training, Guidance and Professional 

Integration. 

Stakeholders and 

Partners  

SU2IP relies on the Network of "Pedagogy & Digital" Correspondents to 

publicise and publicise remarkable pedagogical projects and initiatives. 

 

Political steering of the network 

 

Sabine Chaupain-Guillot, 

Vice-President of the Training and Vocational Integration Council 

 

Brigitte Nominé, 

Vice-President of "Digital and Information Systems". 

 

Dominique Petitjean, 

Delegate Vice-President "Pedagogical Transformation 

 

Animation of the network 

 

Rafael Cabrera, 

Deputy Director in charge of digital uses 

 

Nathalie Issenmann, 

Assistant Director - Head of SU2IP 

Financing Body The Financing Body is the university of Lorraine. 

Context The SU2IP is a support service for the development of Lifelong Learning (LLL) to 

assist teachers and components in their training engineering projects, in the 

design and organisation of systems or in the preparation of responses to 

requests from public or private companies, particularly for: 

 

the design of inter- or intra-university training courses leading to qualifications 

the creation or registration of qualifications 

the modularisation of diplomas, 

setting up e-learning and/or blended-learning courses 

Within the framework of the bachelor's degree decree and the professional 
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law, SU2IP also supports teaching teams in the modularisation of their 

diplomas into blocks of competences, in connection with the socio-economic 

environment. 

 

In addition, SU2IP ensures the development of cross-cutting projects and aims 

to widely disseminate teaching experiences and practices. 

 

 

The main objectives 1- Raising awareness and animation  

Conference-debates on university pedagogy and FTLV issues 

Workshops for sharing practices and feedback 

Internal and external communication to promote practices 

Facilitation of networks and working groups 

2- Training for teachers  

In the staff training plan 

At the request of teaching teams 

 3- Accompaniment  

Coaching of teams on FTLV development, pedagogical transformation and the 

skills-based approach (including support for the development of skills 

reference frameworks and RNCP (National Directory of Professional 

Certifications) sheets). 

4- Production and capitalisation of methodological and documentary resources  

Production of resources (methodological guides, practical sheets, action 

monographs) 

 5- Steering assistance at the University of Lorraine 

Development of proposals for UL bodies 

Assistance in defining the institution's pedagogical strategy and preparing for 

accreditation 

Participation in the work of national educational networks 

Organisation of partnerships 

The description of 

the practice 

The main principles 

Su2ip is a service that listens to teachers and their needs in terms of university 

pedagogy and ftlv training engineering. 

Its purpose is to support and accompany teachers in the development of their 

teaching practices and in their training engineering projects. 

In addition to other actions such as training courses, conferences and the 

dissemination of information, su2ip offers support tailored to specific needs. 
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Outcomes of the 

practice 

THE PURPOSE OF THE ACCOMPANIMENTS 

This support may concern all questions relating to training engineering and 

university pedagogy. 

We will quote for example 

 

training engineering and pedagogical engineering: from the creation to the 

modification of training systems, from the preparation of a programme, an EU, 

a course, a vocational training module to the formulation of objectives, the 

choice of methods and activities, the definition of evaluation methods, criteria 

and tools, etc... 

Teaching practices of any kind, with large or small classes, whether they 

concern teaching methods, learning activities, student support, running a 

course or a TD, support for students and adult audiences, etc. 

the factors that promote learning: through motivational levers, relationships 

and communication with students, physical learning environments and the 

taking into account of learning outcomes including experience 

ACCOMPANIMENTS IN DIFFERENT FORMS 

The flexibility of the approach allows for flexible and tailored support and 

offers a variety of possibilities: 

 

from short-term, one-off advice to a more in-depth, formalised, long-term 

approach. 

from the individual support of a teacher to the support of a pedagogical team 

Sustainability The SU2IP, composed of a plural team (pedagogical advisors, engineering 

officers and pedagogical coaches) invested in the field of university pedagogy 

and FTLV engineering, puts its skills at the service of teachers. SU2IP can also 

mobilise resource persons who can share their expertise and experience on a 

pedagogical and/or training engineering issue to broaden the scope of 

reflection. 

 

SU2IP wishes to give priority in its practice to the reflexivity of the people 

being supported, enabling them to analyse the educational situations they 

have experienced and to draw from them avenues for reflection and 

transferable lessons. The SU2IP's approach to support is far from being 

prescriptive. 

 

 

Development of the 

practice 

The practice is live and still developing today to take stack of all new 

developments in the area. 

Conclusion In conclusion the website is a great mean of collecting and forwarding new 

concepts and practices. As well the accompaniments target to the users are 
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well designed. All practice sheets and information’s are gathered in the same 

place. 

Related resources 

that have been  

developed  

http://sup.univ-lorraine.fr/ 

 

Language(s)  French 

Contact details 

Name  

Company/Institution Service Universitaire d’Ingénierie et d’Innovation Pédagogique 

Address 91, Avenue de la Libération (1er étage) 

BP 50454 

54001 NANCY CEDEX 

Telephone 03 72 74 04 02 

E-mail dfoip-su2ip-contact@univ-lorraine.fr  

 

 

  

http://sup.univ-lorraine.fr/
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Exploring Blended Learning approaches for VET 

Start: 01-10-2016 - End: 30-09-2018 BELFAST METROPOLITAN COLLEGE [Who wrote the 

good practice document?] 

Element Guiding questions 

Type of document  Website 

http://www.blend4vet.eu 

Case Studies 

BLEND4VET Toolkit  

Publisher  BELFAST METROPOLITAN COLLEGE 

Target audience  The project consortium is comprised of 6 organisations from 5 European 

countries bringing a wide range of technological and pedagogical knowledge 

and experience. The project partners are 5 VET organisations (Belfast 

Metropolitan College from Northern Ireland, City of Dublin ETB from Ireland, 

Koning Willem 1 College from the Netherlands, Tartu Vocational Education 

Centre from Estonia and Usurbil Vocational School from Basque Country in 

Spain) along with an e-Learning services and consultancy organisation, H2 

learning from Ireland. Furthermore, the project is supported by two Associate 

Partners - BBC Northern Ireland and SOLAS Further Education and Training 

Authority in Ireland. 

The Target group of the project are: 

• VET Senior management (internal and external stakeholders) 

• VET Principals 

• VET Teachers 

• VET Students 

• Employers 

• Private training providers 

• Awarding Bodies (state and private) 

Field  VET provider 

VET institutions 

VET tutor 

Including the following fields:  

 

Language learning for migrants 

Unemployment (outside Labour market) 

Vocational training (inside Labour market) 

Entrepreneurship  

 

Objective  Project objectives: 

1. Explore and document a process the VET provider should follow when 

moving an existing accredited programme to a blended model and develop a 

Toolkit to guide other VET providers in designing and implementing blended-
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learning approaches. 

2. Design and implement five blended learning units for different VET con-tent 

areas as part of existing accredited course for VET learners. 

3. Explore what implications blended-learning will have the VET institutions, 

the role of the VET tutor and learners. 

4. Enhance the professional practice knowledge of VET management, 

principals and teachers in relation to implementing blended-learning through 

engaging them in a dialogue and professional development activities. 

5. Explore how VET providers can work together to develop quality learning 

resources that can be used across VET programmes. 

6. Disseminate project outcomes across EU Member States. 

Location 

/geographical 

coverage  

The geographical range is Europe as it’s a European project.  

Introduction  There is a growing realisation that digital technology has a role to play within 

VET programmes and services. Many see such technologies as having the 

potential to enhance existing learning provision and in enabling new forms of 

learning, which are captured under the term Technology-enhanced Learning 

(TEL). However, the use of TEL across European VET providers is patchy and 

there is a lack of professional practice knowledge in relation to implementing 

fundamental change in the sector using approaches such as blended-learning. 

 

Blend4VET is a TEL project proposal focusing specifically on how blended-

learning approaches can expand learning opportunities while also enhancing 

existing quality of learning programmes. By implementing and trying out 

different blended learning approaches project partners will learn from this 

experiment and take on board the key lessons for their organisations. 

Stakeholders and 

Partners 

Partners: 

CIFP USURBIL LHII 

CDETB 

H2 LEARNING LTD 

STICHTING REGIONAAL ONDERWIJS CENTRUM 'S HERTOGENBOSCH 

TARTU LINN 

 

Financing Body Financing body: Erasmus+ 

Action Type: Strategic Partnerships for vocational education and training 

 

 

Context The VET (Vocational Education and Training) mission is to support learners in 

acquiring knowledge, skills and competences to successfully enter the world of 

work and the Blend4VET project will explore how a blended learning approach 
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can assist. 

 

 

 

The main objectives The key aims and objectives of this project are to work together to explore 

how VET providers can develop quality learning results using blended learning 

and document a process which the VET provider should follow when moving 

an existing accredited programme to a blended model. 

 

 

The description of 

the practice 

The Toolkit will capture the process a VET provider should follow when moving 

an existing accredited programme to a blended model, where some elements 

are offered in a face-to-face setting and others are offered online. The 

experience from the project will inform the review and/or development of 

strategic of the VET organisations and will provide valuable knowledge on how 

to design and implement blended learning programmes within VET 

organisations. It will inform how VET providers should go about identifying 

programmes that lend themselves to a blended learning approach and how 

they can go about designing and implementing such programmes. 

 

 

 

 

 

Outcomes of the 

practice 

The project develops a number of outcomes: 

1. “What constitutes good Blended Learning in VET?” Module which will aim to 

prepare VET teachers from partner organisations to develop and design quality 

learning content that will be delivered in a blended way. 

2. Five VET blended learning units – elements of accredited VET programmes 

which have been redesigned for blended learning and piloted in partner 

countries 

3. "Building Capacity for Blended Learning - Leading Innovation and Change" 

Module 

4. Case studies of blended learning in VET which will capture the process and 

the implications and the impact this new approach had on partner 

organisations, teachers, learners and employers. 

5. Toolkit for Blended Learning in VET which will guide other VET providers in 

designing and implementing blended-learning approaches 
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Conclusion The Toolkit will capture the process a VET provider should follow when moving 

an existing accredited programme to a blended model, where some elements 

are offered in a face-to-face setting and others are offered online. The 

experience from the project will inform the review and/or development of 

strategic of the VET organisations and will provide valuable knowledge on how 

to design and implement blended learning programmes within VET 

organisations. It will inform how VET providers should go about identifying 

programmes that lend themselves to a blended learning approach and how 

they can go about designing and implementing such programmes. 

Related resources 

that have been  

developed  

http://www.blend4vet.eu 

https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-

details/#product1 

https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-

details/#product0 

 

Language(s)  The toolkit is available in English, Estonian and Spanish 

Contact details 

Name Blend4VET Project 

Company/Institution International Office 

Belfast Met 

Address Titanic Quarter Campus 

7 Queens Road 

Belfast 

BT3 9DT 

Telephone 02890 265 000 

E-mail info@blend4vet.eu 

 

 

 

 

B-Learning: Curriculum Design for Blended Learning 

 

Start: 01-09-2015 - End: 31-08-2017 VALSTS IZGLITIBAS SATURA CENTRS 

Element Guiding questions 

Type of document  Toolkit and website: 

 

The Toolkit is practical, easy – to - use instrument to support trainers and 

school leadership teams in implementing Blended Learning. The Toolkit could 

be used by those who are already familiar with BL approach as well as by 

beginners. The Toolkit consists of 5 parts: 1) Professional development 

http://www.blend4vet.eu/
https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/#product1
https://ec.europa.eu/programmes/erasmus-plus/projects/eplus-project-details/#product1
mailto:info@blend4vet.eu
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program (PDP), 2) Guidelines for PDP trainers, 3) Course materials for PDP, 4) 

Self-evaluation tool for school teams, 5) Guidelines for school teams. 

Publisher  The good practice is published by VALSTS IZGLITIBAS SATURA CENTRS  

Target audience  The project direct target group was 3-5 leadership team members from 5 

schools in each partner country, about 100 persons. Indirect target groups 

included teachers and students, teacher trainers and policy decision makers. 

Field  Trainings in general  

Objective  The Project “B-Learning: Curriculum Design for Blended Learning” (B- Learning) 

aimed to provide resources and training for school teams how to transform 

traditional schooling by combining on-line and off-line teaching - learning 

experiences. In this process teachers should become the main motivators and 

initiators of the ICT implementation and agents of change from the classical 

method into the modern one which is also known as blended learning (BL). 

Location 

/geographical 

coverage  

The geographical range is Europe  

Introduction  BLearning aims to provide resources and training for school teams how to 

transform traditional schooling by combining on-line and off-line teaching - 

learning experiences. Teachers are the main motivators and initiators of the 

ICT implementation and agents of change from the classical method into the 

modern one which is also known as blended learning (BL). The project 

objective is in line with ‘Europe 2020’ Strategy promoting synergies of 

experience and know-how among four EU countries and different types of 

institutions involved in education and training. The B-Learning project will be 

implemented by 6 project partners from Latvia, Cyprus, Austria, and UK. 

Stakeholders and 

Partners 

Partners:  

IZGLITIBAS METODISKA LABORATORIJA 

CENTRE FOR ADVANCEMENT OF RESEARCH AND DEVELOPMENT IN 

EDUCATIONAL TECHNOLOGY LTD-CARDET 

The Skills Lab 

Rigas Anglu gimnazija 

BEST INSTITUT FUR BERUFSBEZOGENE WEITERBILDUNG UND 

PERSONALTRAINING GMBH 

 

Financing Body The financing body: Erasmus+ 

Action Type: Strategic Partnerships for school education 

Context Widespread use of information and communication technologies (ICT) in 

schools requires not only competent use of technical tools, but also a new kind 

of understanding of why, how and when technologies support students 

learning. In schools today ICT is rather used for the development of lower than 

higher level skills of students, and innovative practices in schools are 
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fragmented and do not provide systemic approach to schooling in technology 

rich learning environment. 

Experience and variety of social habits of contemporary students - digital 

natives - today is formed and shaped both in the real and virtual environment 

and they radically change didactics and organization of the processes in 

schools, individual activities and development of competences. Transformation 

of traditional schooling, by merging on-line and off-line learning experiences of 

students, is crucial for competitiveness of education reducing the gap between 

academic achievements and real-life needs. 

 

 

 

The main objectives The main project outcomes are:  

1) Needs Analysis Report;  

2) BE-Learning Toolkit;  

3) Trained school teams. 

 

 

The description of 

the practice 

The Professional Development Programme consists of Toolkit (course 

materials and instructions), Self-evaluation 

tool for school teams and Guidelines for PDP trainers. 

The PDP comprises of seven sequential modules (units) that are mutually 

complimentary: 

1. Introduction 

2. Models of BL 

3. Designing for BL 

4. Management Strategies for BL 

5. Setting up BL 

6. Delivering BL 

7. Monitoring BL 

Outcomes of the 

practice 

The BLearning Toolkit 

Based on the needs around blended learning, the project produced an online 

Toolkit to assist schools in applying blended learning practices. The Toolkit will 

be a user-friendly, practical instrument to support professional development 

of trainers and school leadership teams. It consists of the following 

components: 

Professional Development Program (PDP) 

Guidelines for PDD trainers 

Course materials for PDP 

Self-evaluation tool for school teams 

Guidelines for school teams 
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Success Factors  Student engagement will result in motivation and active learning. Student 

feedback during the designing the 

curriculum as well as during the setting up phase is one the most valuable 

assets school has.  

Thou we advise you to get the 

professional trainer who would guide you through the process of changing the 

school teaching and learning 

environment. 

Development of the 

practice 

The practice will not be developed and improved so far.  

 

 

Conclusion In line with contemporary approaches to learning with technologies, the 

BLearning project brings positive impact in different aspects at a local, 

regional, national, and international level: 

Increased national and European understanding of blended learning 

Purposeful integration of ICT in schooling 

Linked innovative practices and systemic, research-based strategies for ICT 

integration 

Modern and dynamic advancement of school practices 

Meeting of students’ expectations, skills and abilities, in compliance with 

labour market needs 

Clear vision in school leadership teams for diversifying teaching and learning 

processes 

 

Related resources 

that have been  

developed  

http://blearning-project.eu/ 

Language(s)  The toolkit is in English, Greek, German and Latvian 

Contact details 

Name  

Company/Institution VALSTS IZGLITIBAS SATURA CENTRS 

Address VALNU 2 

1050 

RIGA 

Telephone  

E-mail http://www.visc.gov.lv 

 

 

 

 

 

http://www.visc.gov.lv/
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TIBL-Project: Technical Innovation in Blended Learning 

2017-2019 SAFA 

Element Guiding questions 

Type of document  Specify if the document is a good practice fact sheet, an information sheet, an 

experience sheet, a case study, a manual or guidelines?  

Publisher  The publisher SAFA is an important Spanish school foundation focusing on 

school and vocational education, 

 

Target audience  Formal VET education 

Non-Formal C-Vet education of people just working in the professional field. 

Field  Language learning for migrants 

Unemployment (outside Labour market) 

Vocational training (inside Labour market) 

Entrepreneurship  

Objective   The activities performed are the development, implementation, performing 

and evaluation of pilot courses in C-VET, the programming of a supporting 

software tool for trainers, the implementation of a training course for trainers 

to learn about the new techniques and the creation of a transferability and 

evaluation guide for the use of the developed outputs. 

Location 

/geographical 

coverage  

The geographical range is Europe 

Introduction  The project develops C-VET training courses for training performed in formal 

and in non-formal C-VET education. These courses use Blended Learning as a 

technology enhanced method and focus on the use of multiple devices (as 

used by the trainees an everyday life). The innovation is the implementation of 

a trainee-focusing pedagogical framework based on heutagogy, the 

development of an all-encompassing quality enhancement framework 

(including also the pedagogy) and the approach to the diversity of various 

technical equipment (the multiple devices).  

Stakeholders and 

Partners 

 The applicant SAFA is an important Spanish school foundation focusing on 

school and vocational education, EFQBL is a VET and trainers education 

organisation, DigiLab from the University La Sapienza and the University of 

Aveiro are specialised in innovation in technology enhanced training and the 

related pedagogy. SADE is a specialist in Distance Learning and quality 

enhancement frameworks. These participants ensure a consortium well-

distributed in Europe. 

Financing Body The financing body: Erasmus+ 

Action Type: Strategic Partnerships for Vet education 
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The main objectives The project develops C-VET training courses for training performed in formal 

and in non-formal C-VET education. These courses use Blended Learning as a 

technology enhanced method and focus on the use of multiple devices (as 

used by the trainees an everyday life). The innovation is the implementation of 

a trainee-focusing pedagogical framework based on heutagogy, the 

development of an all-encompassing quality enhancement framework 

(including also the pedagogy) and the approach to the diversity of various 

technical equipment (the multiple devices). The project is complementary to a 

Grundvig Multilateral project by transferring the theoretical developed 

outputs to a practical implementation in a different (but similar) educational 

sector. 

The description of 

the practice 

The used methodology starts from the existing needs analyses and the done 

study about the technical background. In a well-planned cooperation and 

experience exchange process the pedagogical framework is created (based on 

heutagogy) and the concepts of the Blended Learning courses. Supervised pilot 

courses (in a SME in Austria and C-VET courses in Spain) are used for 

evaluation of the findings and processed for necessary amendment. The 

gained experience is compiled to the two trainer aids (Trainer’s Toolbox and 

MOOC). The transferability guide is created from the training experience by 

using the education field specific competences of the partners. 

Outcomes of the 

practice 

The four products are special pilot courses fitting to the needs of the two 

training institutions SAFA and EFQBL using the tools described above, the new 

developed (web-based) software tool “Trainer’s Toolbox”, a trainers training 

course (implemented as a MOOC on a Moodle server) and the transferability 

guide. 

Success Factors  What are the conditions (institutional, economic, social, and environmental) 

that need to be in place for the good practice to be successfully replicated (in a 

similar context)?  

Constraints Many adult education organisations do not own a learning platform 

and therefore, the implementation of the blended learning course uses 

some cloud-based solutions. This is not in line with the intention of 

the TIBL concept because several principles of course 

implementations are not fulfilled. Using a cloud repository instead of 

a MOODLE server does not support 

The concept of a unique virtual place where all the material can 

be accessed 

Does not support the use of multimedia content in a best satisfying 

way 

May lead to problems in the collaboration 

Besides the problems mentioned above the implementation should 

follow the concept as described in the MOOC. 

http://www.tibl-project.eu/web/lcdv
http://www.tibl-project.eu/web/lcdv
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Lessons learned  In Adult Education groups often are extremely inhomogeneous. It is 

necessary to find out (from the beginning) with which level people 

start the course and which people need special support. 

Hint: To bring people to the same level some Micro Learning units 

can be prepared. Micro Learning supports individualized learning 

and can be used to compensate existing deficits. 

Sustainability What are the elements that need to be put into place for the good practice to 

be institutionally, socially, economically and environmentally sustainable?  

If applicable, indicate the total costs incurred for the implementation of the 

practice. As much as possible, provide also some cost/efficiency indications: 

What are the institutional, social, economic and/or environmental benefits 

compared to total costs?  

Development of the 

practice 

 The training institutions will use the new developed methodology 

implemented in practical courses as their future approach to offer courses for 

training in C-VET education (focusing on not hands-on based learning content). 

The close connection to other VET training organisations will offer the practical 

passing of the developed methodology and tool and the further use in these 

organisations. The developed outcomes have a longer lasting lifetime if they 

are adopted to the change of the technical devices. 

 

The transfer of the TIBL course concept can be done largely without 

major changes. Most of the items of the concept can be transferred 

as they have been developed for VET. This is valid for the toolbox as 

well as for the MOOC. 

Conclusion The project develops C-VET training courses for training performed in formal 

and in non-formal C-VET education. These courses use Blended Learning as a 

technology enhanced method and focus on the use of multiple devices (as 

used by the trainees an everyday life). The innovation is the implementation of 

a trainee-focusing pedagogical framework based on heutagogy, the 

development of an all-encompassing quality enhancement framework 

(including also the pedagogy) and the approach to the diversity of various 

technical equipment (the multiple devices). The project is complementary to a 

Grundvig Multilateral project by transferring the theoretical developed 

outputs to a practical implementation in a different (but similar) educational 

sector. 

 

The used methodology starts from the existing needs analyses and the done 

study about the technical background. In a well-planned cooperation and 

experience exchange process the pedagogical framework is created (based on 

heutagogy) and the concepts of the Blended Learning courses. Supervised pilot 

courses (in a SME in Austria and C-VET courses in Spain) are used for 
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evaluation of the findings and processed for necessary amendment. The 

gained experience is compiled to the two trainer aids (Trainer’s Toolbox and 

MOOC). The transferability guide is created from the training experience by 

using the education field specific competences of the partners. 

Related resources 

that have been  

developed  

https://www.tibl-project.eu/ : 

 

The four products are special pilot courses fitting to the needs of the two 

training institutions SAFA and EFQBL using the tools described above, the new 

developed (web-based) software tool “Trainer’s Toolbox”, a trainers training 

course (implemented as a MOOC on a Moodle server) and the transferability 

guide. 

 

Language(s)  The good practice document is available in  

English 

Svenska 

Español 

Portuguese 

Deutsch 

Italiano 

 

Contact details 

Name  

Company/Institution Fondacion SAFA 

Address  

Telephone  

E-mail info@tibl-project.eu 

 

 

 

What are the challenges for trainers today and how to mobilise them on digital blended learning? 

 

10/04/2020 Nell-associes / Vivea 

Element Guiding questions 

Type of document  Webinar 

Publisher  Organised by Vivea for its ForMidAble community 

 

Target audience  Target audience is all Trainers and Teachers 

Field  Adult and conitnious VET training   

Objective  Webinar on what to do when you are a trainer and you need to create a digital 

blended learning course? 

http://www.tibl-project.eu/web/lcdv
http://www.tibl-project.eu/web/lcdv
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Location 

/geographical 

coverage  

The good practice is target on France as the content is in French and examples 

apply to this area.  

Introduction  Today, everyone is becoming an actor in their own training and is seizing the 

opportunity of digital technology to acquire new knowledge and share it. But 

what can you do when you are a trainer and you need to create a digital 

blended learning course? How can you attract the attention of learners and 

mobilise them? 

 

Stakeholders and 

Partners 

Partners are: Nell-associes / Vivea and the community: ForMidAble 

Financing Body The practice was auto financed 

Context Learners today are more "drivers" than passengers. In other words, they like to 

choose the content of their learning, the duration, the location, etc. themselves, 

whereas in the past, in a more traditional approach, learners followed the 

trainer's instructions.  

Furthermore, with this multitude of information and the possibility of 

interacting at any time, learners have a reduced attention span but an increased 

ability to multitask. As a result, they are less attentive to concepts that require 

concentration but are more inclined to follow the stories that catch their 

attention. This is why storytelling has been on the rise in recent years. 

Another development is that learners are using digital tools. With these tools, 

they collaborate more with their peers, manage resources better and are also 

more autonomous in their learning. 

Impact for the trainer: a change in posture? 

The trainer is no longer the one who imparts knowledge. He or she now has a 

role as a community facilitator, a coach, a facilitator. They guide learners by 

providing them with additional resources. 

They must provide a working environment that is conducive to self-learning (or 

co-learning) and therefore to the assimilation of knowledge. It can also diversify 

learning methods by offering various digital tools (videos, quizzes, etc.), by 

playing on student collaboration or, on the contrary, competition, by adapting 

the duration of content, etc. 

The main objectives Creates a blended learning course that combines face-to-face and distance 

learning.  

The advantages are numerous:  

For the learner: 

- Training that adapts to your schedule, 

- a training course that adapts to your level and your needs, 
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- training accessible from anywhere, 

- saving time, 

- more autonomy, independence, accountability. 

For the company: 

- a reduction in training costs,  

- more effective training, 

- saving time for managers and organisers. 

 

The description of 

the practice 

What levers can be used to support the transformation of a training course into 

blended learning? 

There are many levers that can be used to help transform a classroom-based 

course into a digital blended learning course. 

 

First of all, it is necessary to give meaning to the implementation of blended 

digital training (FMD). To do this, it is important to provide an overall vision and 

to take time with the trainers to go back over the genesis of the project, its 

motive, the starting point and the objective sought. 

 

Next, it is imperative to build a support plan to involve the trainers and make 

them actors of the project.  

 

It is also necessary to listen to the trainers in order to hear their fears but also to 

establish a link with the individual aspirations of each person. 

 

Finally, it is necessary to highlight the benefits for the trainers: the interest of 

the tasks, working conditions, financial advantages, development... 

 

The 3 axes for structuring digital blended learning 

The 3 axes for structuring the blended learning system are: 

 

Time: how long does the training course last? How much time do employees 

have to follow the training?  

The modality: what will the different learning modalities be?  

The individualisation of the course: how can I adapt to the learner? What will 

attract my learner's attention? 

 

Outcomes of the 

practice 

Outcome is a Webinar 

  

 

Development of the 

practice 

New topics are emerging since Covid Outbreak, the thematic is developed in 

several articles on the website: https://nell-associes.com/blog 

https://nell-associes.com/blog
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Ex:  

https://nell-associes.com/blog/digital-e-learning/quels-sont-les-avantages-

dune-formation-en-digital-learning/ 

https://nell-associes.com/blog/digital-e-learning/le-blended-learning/ 

https://nell-associes.com/blog/le-blended-learning-prend-de-lessor/ 

 

Conclusion A real training dynamic. The blended learning training system (or digital blended 

training) will combine and organise resources within a pedagogical scenario 

aimed at achieving learning objectives for the trainees. 

What is important to remember is that training for trainers is essential to adapt 

to the learners. Every year, new tools enter the market, new trends emerge and 

it is important to be aware of these developments in order to master them 

better. 

Related resources 

that have been  

developed  

Webinar: https://player.vimeo.com/video/402553012 

Language(s)  The good practice is available in French only 

Contact details 

Name  

Company/Institution Nell-associes 

Address 250, Rue Saint-Denis, 75002 Paris 

Telephone 01 77 19 34 48 

E-mail contac@nell-associes.com 

 

 

 

Hybrid or Blended Learning in continuous training 

 

2016 Formation Continue UNIL-EPFL 

Element Guiding questions 

Type of document  The document is a good practice fact sheet with practical guidelines 

Publisher  The good practice published by Formation Continue UNIL-EPFL  

Target audience  Target audience is all Trainers and Teachers 

Field  Adult and continuous VET training including the following fields:  

Language learning for migrants 

Unemployment (outside Labour market) 

Vocational training (inside Labour market) 

Entrepreneurship  

 

Objective  The aim of the study and recommendation is to give a concrete and practical 

https://nell-associes.com/blog/digital-e-learning/quels-sont-les-avantages-dune-formation-en-digital-learning/
https://nell-associes.com/blog/digital-e-learning/quels-sont-les-avantages-dune-formation-en-digital-learning/
https://nell-associes.com/blog/digital-e-learning/le-blended-learning/
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analysis of the transformation of existing courses into blended learning.  

Location 

/geographical 

coverage  

The practice was elaborated in Switzerland and is in French. The content can be 

translated and would be useful in any country so far it can be read.   

Introduction  Teaching systems are not immune to technological development. In particular, 

technological advances have fuelled the development of Blended Learning, 

which combines traditional and e-learning (Siemens, Gaševi & Dawson, 2015). 

Blended learning is thus situated between an entirely face-to-face mode (face-

to-face teaching) requiring the presence of participants on campus and an 

entirely online and distance mode. It uses new tools, such as learning platforms 

(e.g., Moodle), interactive forums, videos, etc., to support the learning process. 

It reaches a wider audience, making teaching more flexible to allow participants 

to reconcile work and private life. It also promotes in-depth and quality learning 

that corresponds to the expectations of adult learners. The aim of this brochure 

is to present what the Blended Learning method consists of and how it can be 

used to design courses that meet the needs of adult learners. 

 

Stakeholders and 

Partners 

Formation Continue UNIL-EPFL is the only stakeholder 

Financing Body Formation Continue UNIL-EPFL is the financer of its own study 

Context The Background of the practice genesis is not known, but we estimate that it’s 

for informative proposes. 

 

The main objectives The main objectives of the practice are:  

 

1. To define the advantages of the hybrid or Blended Learning system  

2. Define and explain the different moments of a hybrid device  

3. Defining the approach to Blended Learning in Continuing Education  

4. Explanations on how to design a hybrid system in adult education  

5. Explain how to transform an existing course into a hybrid device. 

6. Recommendations 

 

The description of 

the practice 

The practice is a synthetic report describing the hybrid or Blended Learning 

system for continuing education with practical and pragmatic 

recommendations. 

 

Outcomes of the 

practice 

Very clear recommendations and study parts with the following chapters:  

 

1. Definition and advantages of the hybrid or blended learning system  
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2. The different moments of a hybrid device  

3. The UNIL-EPFL (FCUE) Continuing Education approach to Blended 

Learning  

4. 4. Designing a hybrid system in adult education  

5. Transforming an existing course into a hybrid device Recommendations 

Conclusion Thanks to the technological advances that have fuelled the development of 

Blended Learning, it has moved from an experimental stage to a new, emerging 

field of research. In addition, numerous research studies have demonstrated a 

positive influence on student performance, making Blended Learning an 

attractive model for continuing education (Siemens, Gaševi & Dawson, 2015). 

Blended Learning promotes greater flexibility to meet the expectations of adult 

learners and active, in-depth learning. It enables a wider, even international, 

audience to be reached. It is not an end in itself and great care must be taken in 

designing the training system. 

 

Related resources 

that have been  

developed  

https://www.formation-continue-unil-epfl.ch/ 

https://www.formation-continue-unil-epfl.ch/wp-

content/uploads/2017/02/BlendedLearning_byFCUE_201606.pdf 

 

Language(s)  The good practice document is available in French 

Contact details 

Name  

Company/Institution Formation Continue UNIL-EPFL 

Address EPFL Innovation Park, Bâtiment E CH-1015 Lausanne 

Telephone  +41 21 693 71 30 

E-mail www.formation-continue-unil-epfl.ch 

 

 

 

White Paper: When digital enriches professional training  

2019 

 

Nicolas Desbordes 

Hugues Duhazé 

Édouard Gachenot 

Element Guiding questions 

Type of document  The document is an analysis and information/ sheet  

Publisher  The document is published by CSP DOCENDI  

Target audience  Target audience is all Trainers and Teachers 

Field  Adult and continuous VET training   

Objective  The aim of the study and recommendation is to give a concrete and practical 

analysis how to enrich professional training with digital apports. 
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Location 

/geographical 

coverage  

The practice was elaborated in France and is in French. The content can be 

translated and would be useful in any country so far it can be read.   

Introduction  Digital training consists of bringing together the face-to-face and the distant. 

New technologies are thus invited into the training rooms as pedagogical 

modalities. On the one hand, it enhances the learners' need for interaction with 

their trainer and colleagues and, on the other hand, it relies on digital, an 

additional medium that enriches the learning process. 

 

Stakeholders and 

Partners 

CSP DOCENDI  is the only stakeholder 

Financing Body CSP DOCENDI is the financer of its own study 

Context Since 2010, faced with the systematic and daily use of the Internet, distance 

learning has been on the increase in France. However, employees who have 

experienced totally distance learning do not wish to repeat the experience. 

100% digital or e-learning courses require a high level of involvement and 

motivation on the part of the participant. In fact, 85% of large CAC 40 

companies prefer to use face-to-face training sessions, considering this to be the 

learning method that gives the best results. And with good reason. Many of 

them still too often confuse "digital training" and "distance learning".  

 

 

The main objectives The main objectives of the practice are to analyse how to enrich professional 

training with digital apports. To explain:  

- the dosage of digital tools. 

- The digital trainer's toolbox  

- The new profile of the digital trainer  

- The EWN philosophy increased tenfold thanks to digital technology  

 

Outcomes of the 

practice 

In order to achieve the ideal balance between face-to-face and digital, the 

company 

needs to know its degree of appropriation of digital tools, and thus 

than that of its participants. Work that must be done upstream 

so that the architecture of the pedagogical process put in place will be the 

more efficient as possible. 

 

Today, the training process is based on the following tools 

digital everyday life, thus becoming complementary to the classics. 

Post-it notes, flipcharts and PowerPoint... The idea? Making learning 

more fun, more attractive and more interactive, and get better results. 
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The new profile 

of the digital trainer 

Architect, facilitator, skills booster, producer, moderator... 

The digital trainer is multifaceted. Their mission: to know how to use 

digital tools to good effect, in and out of the training rooms. 

 

Digital training, just like 100% face-to-face training, 

are difficult to measure in terms of ROI (return on investment). 

They are, however, more effective. The solution is to address the problem 

in terms of ROE (return on expectations). In other words, to identify 

the expected benefits in terms of membership and behaviours 

observable (and measurable) rather than pure financial gains. 

Lessons learned The 4 key points to remember 

 

1 The level of digital maturity It is necessary to know your habits and uses in 

terms of digitalisation. It is this first level of information that will help the digital 

trainer to create the mix that best corresponds to your characteristics and those 

of your participants, between face-to-face and digital.  

2 Digital training is accessible to everyone the many digital tools used to 

structure the training can be used on all media, without the need to be a 

computer engineer.   

3 The digital trainer is an architect. His role is not to use digital media to excess. 

He or she architects the entire teaching process by using digital in small touches 

and with the aim of serving the learning process.   

4 Digital increases the notion of ROE The impact of a training course must be 

measured mainly by taking into account the ROE, i.e., the return on 

expectations. Focusing on the financial impact of digital training (i.e., its ROI) is 

extremely difficult and risky in many cases. On the other hand, measuring 

involvement, achievements and the attainment of objectives, which can be 

measured in terms of observable behaviour, is feasible for all types of training 

and even more so for digital training. 

Conclusion The impact and usefulness of the good practice is given as it targets specifically 

VET trainings and gives huge insights on digital learning conception and 

economical constraints that are associated!  

Related resources 

that have been  

developed  

https://www.csp.fr/la-digitalisation-de-la-formation 

Language(s)  The good practice document is available in French 

Contact details 

Name  
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Company/Institution CSP 

Address 33, rue de Châteaudun – 75009 Paris 

Telephone 01 53 24 90 00 

E-mail www.csp.fr 

 

 

 

Design and set up a system of blended learning 

Still ongoing 2020 Gereso training - Professional training 

Element Guiding questions 

Type of document  Training and training description 

Publisher  Gereso 

Target audience  Trainers, pedagogical engineering managers, training managers and project 

managers, training and e-learning device designers. 

Field  All types of vet training 

Language learning for migrants 

Unemployment (outside labour market) 

Vocational training (inside labour market) 

Entrepreneurship  

Objective  Create a blended training combining "off line" (face-to-face) and "on line" 

(digital) training 

Location 

/geographical 

coverage  

The practice was elaborated in France and is in French. The content can be 

translated and would be useful in any country so far it can be read.   

Introduction  The availability of new training tools on the market (off-the-shelf e-learning 

modules, rapid-learning, blended learning, serious games, web conferencing, 

etc.) Always raises many questions for corporate training professionals: how to 

choose among all these solutions? How can we build a training course that 

brings together the different types of learning and that is innovative, effective 

and simple to set up? How do we go about it and what are the key factors of 

success?  

Stakeholders and 

partners 

The beneficiaries / target group of the good practice are trainers, pedagogical 

engineering managers, training managers and project managers, training and e-

learning device designers. 

Financing body The financing body is gereso for the training itself and for the participants it’s 

their own financings. 

Context The availability of new training tools on the market (off-the-shelf e-learning 

modules, rapid-learning, blended learning, serious games, web conferencing, 

etc.) always raises many questions from corporate training professionals: how to 
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choose among all these solutions? 

 

The main objectives To have a map of the different training systems and understand their 

differences and specificities.  

Analyse your needs and the most appropriate blended training system.  

Transposing an existing training module into a blended learning system: an 

innovative and pragmatic method for analysing content and tools.  

Analyse the impact on your target audiences and formalise your roadmap. 

The description of 

the practice 

The idea of the practice; 

The main activities - program flow process, its stages; 

People or groups involved in the implementation of the practice - what was 

their role?  

 

Identify the expectations of trainees in the digital age 

The impact of digital for our customers, employees, trainees, etc.'. 

' The new learning modalities 

' The stakes for the training department and its training offer 

Agile methods to assess the state of play in your context 

Map the current pedagogical devices 

Understand blended learning and related terminologies. 

' Mapping the pedagogical modalities (digital and non-digital): the right content, 

For the right support, for the right lens 

Identify why the e-learning lever used alone does not work. 

Case studies 

Matrix of modalities according to learning modalities (bloom's taxonomy) 

Do" and "don't" analysis 

Frame your needs to transpose your modules efficiently 

To blended learning 

' Formalize the ambitions of the project and the specifications 

Analyse the needs of the trainees and what the training module should meet. 

In its blended learning version 

Objectify the future device according to your constraints. 

Based on one of your existing modules, formalize your future mixed system as 

follows 

The co-design method Design and implement a bbl. device according to the best 

Expected experience Appropriate the methodology to design a training module 

in lull to analyze the digital/non-digital device imagined from the point of view 

of the trainee, the trainer, the 

Training coordinator 

Define the relevant distribution of content and the appropriate pedagogical 

methods. 
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' Mapping the facilitating tools to digitize its contents 

' Formalize the success factors 

On the basis of one of your existing modules, design your future mixed system 

according to the Co-design method 

Succeed and "sell" a blended learning training system 

Analyse business strategies that have driven blended learning. 

Specify the impacts on your blended learning process: who, what, how? 

Identify your levers to federate your audiences in the face of these changes. 

Case studies 

Analysis of possible solutions (creativity methods) 

Formalization of your roadmap 

Outcomes of the 

practice 

A training allowing the analysis of one's own needs, the exploration of possible 

solutions, as well as the sharing of one's professional situation and experience a 

true pragmatic method of training construction, easily reusable in the company. 

The experimentation of interactive tools to promote digital in the classroom. 

  

Success factors  Take part in the training and apply the methodology. Blenedevet project could 

be one success factor  

Constraints No challenges  

Development of the 

practice 

The practice is still ongoing so very highly developed right now. 

 

Conclusion Creating a blended training combining "off line" (face-to-face) and "on line" 

(digital) allows you to: 

- have a cartography of the different training systems and understand their 

differences and specificities. 

- analyse your needs and the most appropriate blended training system. 

- transpose an existing training module into a blended learning system: an 

innovative and pragmatic method for analysing content and tools. 

- diagnose the impacts for its target audiences and formalize its roadmap. 

Related resources 

that have been  

Developed  

Https://www.gereso.com/formations/ingenierie-formation/formation-

concevoir-et-mettre-en-place-un-dispositif-de-blended-learning 

Language(s)  The good practice document is available in French 

Contact details 

Name Ylea 

Company/institution Gereso 

Address 38 rue de la teillaie, 72018 le mans 

Telephone +33800400460 

E-mail  
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Norway - Fonix 

“Entreprenerdy” - Digital support program for entrepreneurship training  

for the unemployed  

 

10/2019 Author: Mr. Jan Evensen 

Educational Manager for Fønix AS 

Fønix AS Norway 

 

Element Guiding questions 

Type of document  Information sheet  

Publisher  Fønix AS 

 

  

Target audience  Adult unemployed in need of entrepreneurship training  

 

Field  Entrepreneurship 

  

Objective  Both group and individual entrepreneurship training programs have been 

available for unemployed in Norway for many years.  

For the last three years there has been an overall focus on entrepreneurship 

training for individuals.  

The main reason for this is a general reduction of funding for labour market 

measures due to low unemployment rate, and a growing demand for more 

flexibility and individual follow-up of entrepreneurship training 

 

Location 

/geographical 

coverage  

The digital entrepreneurship program, developed by Entreprenerdy, has been 

used by Fønix to follow up job seekers on their pathway to become independent 

entrepreneurs since 2019. 

 

Introduction  It is a political goal in Norway to get more unemployed people to choose 

entrepreneurship as a strategy for new work.  

 

To help structure and support the individuals in establishing their business, the 

Norwegian Labour and Welfare Administration (NAV) in cooperation with 

Entreprenerdy has developed a new online platform for entrepreneurship 

training for the unemployed. 

  

 

Entreprenerdy | Efficient entrepreneurship support programmes 

https://entreprenerdy.com/
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The platform offers an online incubation programme which replaces business 

plan assessment phase and training provided locally in the regular programs. 

 

Stakeholders and 

Partners 

Unemployed aiming to start their own business. 

 

Unemployed in Norway who In Norway who already receive unemployment 

benefit and are entitled to continue to receive them while setting up their own 

business. This programme is called “Unemployment benefit during the 

establishment of your own business” (in Norwegian: Dagpenger når du etablerer 

egen virksomhet).  

 

The number of participants in the programme is stable, with an average of    2 

700 participants per year in last three years. 

 

Fønix working with job seekers. 

 

Fønix base ours service provision on each persons' individual need for 

assistance, regarding their work capacity. We coach each individual towards 

ordinary employment through qualification and job training.   

 

The digital entrepreneurship training is an option offered to job seekers who are 

entitled to establish their own business during unemployment. 

 

Financing Body Fønix AS through regional authority; The municipality of Sandefjord, Norway. 

 

Context Since September 2018 NAV Vestland (Bergen) tested the online platform 

developed by Entreprenerdy in a pilot project.  

Since April 2019, the platform has been rolled out throughout the region and 

expanded to the region of Rogaland (Stavanger) and other parts of Norway.  

Fønix has been using the program since October 2019. 

 

The main objectives The online incubation program develops entrepreneurial competences of the 

participants, giving them the skills to create and validate viable business ideas.  

 

The description of 

the practice 

The platform is available 24/7 and consist of two modules.  

 

First module “Clarification and professional assessment” lasts for 4 weeks and 

consists of online training and individual mentoring.  

 

The training and development offered in it gives the participants the tools and 

https://www.nav.no/no/Person/Arbeid/Dagpenger+ved+arbeidsloshet+og+permittering/dagpenger-og-etablering-av-egen-virksomhet--347271
https://www.nav.no/no/Person/Arbeid/Dagpenger+ved+arbeidsloshet+og+permittering/dagpenger-og-etablering-av-egen-virksomhet--347271
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skills to sharpen their business idea, test it in real life and evaluate whether they 

would like to proceed with their business idea or not. In addition, the 

participation is offered 1 hour per week of individual mentoring to discuss their 

progress and business ideas.  

 

The main idea with the online incubation programme is that this is 100 % 

digitalized and only offered online. This includes the individual mentoring every 

week, but for those who live nearby one of Fønix locations, has also been 

offered an option for face-to-face mentoring.  

 

Upon completion of this module, the mentor and job consultant make an 

assessment based on criteria such as commitment, business idea tests, acquired 

competences and progression. The assessment determines whether the 

participant can continue on Module 2. 

 

In the second module “Action plan, company start-up and mentoring” the 

participants work primarily on getting to market with their product or service 

and establishing their own company.  

 

Thought 22 weeks of the training participants have access to 1 hour per week of 

individual mentoring. 

 

 

Outcomes of the 

practice 

The online incubation programme has so far been a success and are now rolled 

out to several new regions in Norway.  

 

It is cost efficient compared to the traditional entrepreneurship program and 

offers more flexibility and a closer and offers more personal follow-up of the 

participants. 

 

It also emphasizes the importance of being able to offer a geographically 

independent product that enables participants to participate in the program 

regardless of place of residence. 

 

This is especially important since many of the entrepreneurial ideas are linked to 

entrepreneurial workplaces that are established locally in connection with the 

participant's place of residence.  

 

Success Factors  Since this is a new product, currently less than 100 participants took part in the 

digital programme monitored by Fønix.  

 

Among them approximately 20% found employment and almost30 % has got 
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the first sales and established a full-time company.  

 

However, it is difficult to assess the effectiveness of the online programme due 

to lack of reliable information for the regular programme offered by NAV.  

 

The low dropout rates in module one (21 %) and two (8 %) are encouraging.  

 

Constraints No challenges encountered by men and/or women in the use of Entreprenedy 

digital entrepreneurship program. 

 

In general, more men than women in Norway choose to run their own business. 

This is also reflected in the number of men (65 %) represented in the traditional 

entrepreneurship programs in Norway.  

 

The government has taken actions to increase the number of women 

entrepreneurs, and the use of the digital entrepreneurship program by 

Entreprenerdy shows better opportunities for both men and women. 

  

Lessons learned  The program offers an individual program with less meeting points between the 

participants and the mentors and lack of close monitoring is often mentioned as 

a reason for failure in the traditional Norwegian program for entrepreneurship 

training. 

 

The need for a post-program evaluation to evaluate the success rate one or two 

years after the end of the entrepreneurship program has been mentioned. 

 

Since each individual business case can be linked to a specialist anywhere in 

Norway, and not limited to a local consultant office, any business idea would be 

able to find a relevant specialist to help the unemployed in his or her business 

case. 

 

Individuals working in the digital program will also be able to form groups 

geographically independent via the platform and social network, and the 

platform will offer a possibility for continuous monitoring and post-program 

evaluation at any time. 

 

Sustainability The use of Entreprenerdy digital support program for entrepreneurship training 

only need access to PC and wi-fi connection. 

 

This is a very cost-efficient tool. 
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Development of the 

practice 

The use of the Entreprenerdy program is used with a growing number of 

Norwegian job seekers aiming to establish their own business. 

 

Conclusion The new online incubation programme developed by Entreprenerdy are tested 

out as part of the Norwegian entrepreneurship program since 2019. 

 

 

Related resources 

that have been  

developed  

Entreprenerdy | Efficient entrepreneurship support programmes 

Language(s)  Norwegian, English, Swedish and Danish. 

  

Contact details 

Name Jan Evensen 

Company/Institution Fønix AS 

Address Nygårdsveien 82, 3211 Sandefjord, Norway 

Telephone +47 905 39 610 

E-mail Jan.evensen@fonix.as  

 

 

 

 

 

The use of iPads in language training for migrants 

 

07/2020 Author: Mr. Jan Evensen 

Educational Manager for Fønix AS 

Fønix AS Norway 

 

Element Guiding questions 

Type of document  Information sheet  

Publisher  Fønix AS 

 

  

Target audience  Migrants in Norway learning Norwegian language 

 

Field  Language training for migrants 

 

Objective  For migrants Fønix deliver the Integration Program on behalf of the municipality 

of Sandefjord. As part of this program Fønix oversee the training of more than 

https://entreprenerdy.com/
mailto:Jan.evensen@fonix.as
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300 migrants every year. 

The main purpose with training for migrants is to help them use the Norwegian 

language and help them to enter the Norwegian working life. 

The use of iPads as an educational tool is an important best practice from our 

work with migrants. 

 

Location 

/geographical 

coverage  

All teachers in Fønix – working with migrants – use iPads in their educational 

practice. 

 

Introduction  The use of iPads is an important methodology in teaching Norwegian. 

iPads are used on all levels and tracks 1-3, from A1-B2. 

 

The use of iPads in language training enables a faster progression with more 

adapted teaching to the individual. 

 

 

 

 

Stakeholders and 

Partners 

Students: Adults migrants coming to Norway and enrolled into language training 

at Fønix. 

 

Institution: Fønix provide “Work Preparatory Training” for people who need to 

establish necessary basic job skills, lifelong career guidance, language training 

and work-related integration for migrants.  

 

 

Financing Body Fønix is 100% owned by the municipality of Sandefjord, and the training of 

migrants are ensured financial under the Norwegian Introductory Act. 

 

This act ensures all migrants the right to receive a specific number of training 

hours in Norwegian language. 

 

Immigrant integration - Competence Norge 

 

 

Context Organization: 

1-1 iPad, i.e., each participant has their iPad. Fønix currently leases the tablets. 

An iPad manager who makes sure to prepare machines for all participants and 

teachers, as well as reset and delete upon submission. 

Lightspeed (MDM system) that controls the iPads, assigns apps, adds groups / 

classes, updates, and organizes the practicalities. 

https://www.kompetansenorge.no/English/Immigrant-integration/#:~:text=The%20Introduction%20Act%20of%202003%20states%20that%20refugees%2C,includes%20Norwegian%20language%20training%20for%20newly%20arrived%20immigrants.
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Fønix are responsible for training of all employees in the use of the various apps 

/ programs. A key to good and educational use is that employees know how to 

make use of the iPad. 

Preparation of detailed operating instructions for the various apps / programs 

Apple TVs and speakers in every classroom for viewing. 

All iPads come with earplugs and a microphone for training in listening 

comprehension and oral skills. 

 

The main objectives To enable the migrants to learn the Norwegian language in a best possible way. 

 

The description of 

the practice 

Educational use: 

 

iPads are used on all levels and tracks 1-3, from A1-B2. 

 

The use of iPads in language training enables a faster progression with more 

adapted teaching to the individual. 

 

Reading texts, making own books, playing educational games, making films. 

 

 

 

 

 

Using Showbie as a platform for submitting and handing out assignments as well 

as communication and feedback between teacher and student.  

 

Showbie – Your classroom, connected. 

 

iPads are especially useful for training in oral skills. 

 

Participant reads texts, receives feedback from other students or teacher, 

repeatedly with improvements based on guidance. Where previously one could 

hear one and one loud in a classroom, now whole groups can practice oral skills 

at the same time. 

 

Less use of paper-based teaching materials, more use of digital tools such as 

blackboard books, listening exercises and other digital resources. 

 

Meets most digital requirements and goals in the curriculum using the iPad. 

 

Used for practice in advance of exams / Norwegian tests, among other things 

through the tool Get ready where everyone has their own user. 

https://www.showbie.com/
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Provides far greater opportunities for use in practice by taking photos and films 

from the workplace and using this further into Norwegian language teaching. 

 

Can also be a communication tool that allows the participant to follow large 

parts of the Norwegian teaching even if the student is in practice (work outside 

the school) several days a week. 

 

Symbol and image-based tools are very useful in relation to newly arrived 

participants and participants without schooling from their home country 

(illiterate). 

 

Increases the opportunity for self-study in leisure time and during holidays. 

 

 

Outcomes of the 

practice 

Several years of use have shown us that the use of the iPads contributes to 

faster and better learning. 

 

Success Factors  All participants have their own unit, with professional apps assigned by the 

school. 

 

Stable and good network that is up and running. 

 

Qualified teachers who can make use of the tool, and realize that the iPad is not 

a method, but a tool. 

 

Constraints None 

Lessons learned  The learning outcome is improved after using iPads as part of the language 

training. 

 

Sustainability All participants must have their own iPad, with professional apps assigned by 

the school.  

 

This is not very expensive. The prices of iPads are falling, and the iPad can also 

be rented. 

 

 

Development of the 

practice 

From a pilot projects three years ago, iPads are now used in language training 

for migrants in Fønix on all levels and tracks 1-3, from A1-B2. 

 

That means that all students and teachers in language training for migrants use 
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iPads daily. 

 

Conclusion The learning outcome is improved after using iPads as part of the language 

training. 

 

Related resources 

that have been  

developed  

Fønix has developed some manuals and textbooks, but unfortunately only in 

Norwegian. 

 

This is links to some useful external resources: 

 

Why should we use iPads in education? (academia.co.uk) 

 

10 ways to use iPads in classrooms | Bosstab 

 

18 iPad uses: How classrooms are benefiting from Apple's tablets | Higher Ed 

Dive 

 

Language(s)  Norwegian 

Contact details 

Name Ole Kristian Nalum 

Company/Institution Fønix AS 

Address Nygårdsveien 82, 3211 Sandefjord, Norway 

Telephone +47 412 57 597 

E-mail Ole.kristian.nalum@fonix.as 

 

 

 

 

Digital tools for the implementation of Upskilling Pathway, A new national digital career guidance 

service 

 

01/2021 Author: Mr. Jan Evensen 

Educational Manager for Fønix AS 

Fønix AS Norway 

 

Element Guiding questions 

Type of document  Information sheet  

Publisher  Fønix AS 

 

  

https://edu.academia.co.uk/use-ipads-education/
https://www.bosstab.com/blog/2019/10-ways-to-use-ipads-in-classrooms/
https://www.highereddive.com/news/18-ipad-uses-how-classrooms-are-benefiting-from-apples-tablets/68569/
https://www.highereddive.com/news/18-ipad-uses-how-classrooms-are-benefiting-from-apples-tablets/68569/
mailto:Ole.kristian.nalum@fonix.as
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Target audience  Adult employees in VET training 

 

Field  Vocational training inside labour market 

 

Objective  Skills Norway is Directorate for Lifelong Learning and belongs to the Norwegian 

Ministry of Education and Research. 

Skills Norway has developed a service that gives everyone who needs it access 

to public, quality-assured and free career guidance online.  

The service is called Utdanning.no and is developed on behalf of the Ministry of 

Education and Research, and was launched in the autumn of 2020.  

The service is online and gives teachers and students the opportunity to receive 

guidance on chat and phone, and a website with information and self-help tools.  

Skills Norway in English - Competence Norge 

 

Location 

/geographical 

coverage  

The national digital career guidance service is free and easily accessible from 

their own website. Forside | Utdanning.no 

 

All teachers in Fønix – working with adult students from working life in VET 

training – can access the website and freely use the career guidance resources 

available there at any time. 

 

Introduction   

Utdanning.no is the official Norwegian national education and career portal.  

 

It includes an overview of educations in Norway and about 600 career 

descriptions.  

 

Both education and career information have been developed in close 

collaboration with relevant institutions, such as study providers and professional 

bodies. 

 

Utdanning.no also contains interviews with professionals and students, study 

descriptions and articles which have been designed to help prospective students 

select education and career. 

 

Stakeholders and 

Partners 

Students: Adults (mostly between 25 – 60 years old) in work but without formal 

competences as trade certificate etc.  

 

Institution: Fønix has extensive experience with internal company training on 

many different levels – both in public- and private sector. Fønix is a pre-qualified 

provider of basic skills training (Basic Skills in Working Life – BCWL) by Skills 

https://www.kompetansenorge.no/English/
https://utdanning.no/
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Norway and involved in more than 600 ongoing BCWL-projects in Norwegian 

companies.  

 

Financing Body Utdanning.no receive public funding from the Ministry of Education and are free 

for all users. 

 

Context Utdanning.no is the national web portal for information about education and 

profession, with an overview of the Norwegian educational offer.  

The website provides an overview of more than 8000 educations in Norway, 

from upper secondary education to higher education, including vocational 

schools, folk high schools and continuing and further education offers. 

Education  

Every year, Utdanning.no collects more than 6,000 educations from all over 

Norway.  

The website collaborates with a number of actors in the education sector and 

receive study information from universities, colleges and vocational colleges.  

The educations are entered by data imports, among other things from the 

schools' study administration systems, or via their partner pages. To make it 

easier to find, utdanning.no have made educational descriptions where they 

present all studies within the same subject or category based on the Norwegian 

standard for educational grouping (NUS).  

Occupations  

The editorial staff writes job descriptions and sends them to professional and 

industry organizations for quality assurance.  

Each job description has one or more interviews with people in the profession, 

which provide supplementary information about the profession.  

They also show statistics related to most professions.  

The statistics show the connection between education and the profession of 

people, and are obtained from the Norwegian Labour and Welfare 

Administration (NAV) and Statistics Norway. Salary information is obtained from 

Statistics Norway and trade unions.  

Articles  

The editors write articles that help and guide those who are to choose 

education and profession.  

The articles are quality assured by relevant actors in the education sector.  

Inspiration and tools  

Utdanning.no have launched inspirational tools to help students choose a 

profession.  

The job compass provides an overview of occupations in different industries in a 

visual way.  

The grade calculator helps to calculate grade points and see which points and 

subject combinations are required for studies from Coordinated admissions.  



 

 

 

 

BlendedVET project N°2020-1-FR01-KA202-079830 218   

 

 

This can also be used as a planning tool in high school. The education system is a 

visual representation of the Norwegian education system.  

The career planner helps you who are in higher education to plan your career. 

Find apprenticeships shows potential apprenticeships in your area and for your 

subjects.  

Advice and guidance  

Utdanning.no is also an online resource for teachers and students as a 

supervisor about education, job and career. 

The website was launched in October 2020 and in the first three months the 

website was visited 10,475,000 times.  

Hundreds of employees from the business community and industry and 

professional organizations contribute to quality assurance of the content on 

Utdanning.no.  

 

The main objectives In the report Skills Strategy Action Report Norway, the OECD points out that 

access to career guidance is too poor. 

oecd_skills_strategy_action_report_norway.pdf (kompetansenorge.no) 

 

One of several recommendations the OECD makes to the Norwegian authorities 

to improve this situation is that the population should have better access to 

personal and online career guidance. 

 

„Establish a high-quality lifelong career guidance system to provide youth and 

adults with personalised advice on labour market opportunities and education 

and training options. (...) Consider establishing a central national online platform 

for career guidance and information.” 

 

 

Today (January 2021) You will find the following updated content on 

Utdanning.no:  

 

584 job descriptions  

561 interviews with people in education and professions  

354 educational descriptions  

106 articles with help and guidance  

Inspiration tools: The Job Compass and the Grade Calculator  

Visual overview: The Norwegian education system  

Gender equality: Overview of gender balance in 400 occupations in Norway  

Film: Utdanning.no has dozens of films about occupations, educational choices, 

and the education system. The subject of educational choice, digital online 

resource. 6872 educations from approximately 52 universities and colleges, 105 

vocational schools, 491 upper secondary schools and 83 folk high schools 

https://www.kompetansenorge.no/contentassets/3d6692c2f0894f538e471c750d0d064a/oecd_skills_strategy_action_report_norway.pdf
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The description of 

the practice 

Fønix use Utdanning.no as a career consultancy program in our daily work with 

adult students in VET training. 

 

The students can find out what is needed in terms of practise and / or education 

to pursue a formal vocational education.  

 

They can read about different occupational groups. Check salary level and 

career opportunities.  

 

They can receive free online career guidance at any time 

 

 

Outcomes of the 

practice 

The use of Utdanning.no gives us – as an adult education provider - a unique 

opportunity to offer close and personalised career guidance to adults in VET 

training. 

 

Success Factors  The website combines educational opportunities with job descriptions and 

easily accessible guidance  

 

Will be continuously updated  

 

It's free to use  

Constraints None 

Lessons learned  The website has only been operative for four months, but so far, we are very 

satisfied with the functionality 

 

Sustainability The website is guaranteed by the Ministry of Education 

Development of the 

practice 

All material and links on Utdanning.no are in continuous development, and is 

updated continuously. 

Conclusion The career guidance service made available by Utdanning.no will give everyone 

who needs it access to public, quality-assured,  

and free career guidance online 

 

The opportunity to receive free guidance on chat and phone, and a website with 

information and self-help tools will provide more people with access to good 

career guidance regardless of age, place of residence, work, and education 

situation 
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Related resources 

that have been  

developed  

 

The link to Utdanning.no: 

Forside | Utdanning.no 

 

The link to the career guidance tool: 

Karriereveiledning | Karriereveiledning.no 

 

Other countries like Scotland have some similar resources: 

My World of Work | 

 

 

 

Language(s)  Norwegian 

Contact details 

Name Jan Evensen 

Company/Institution Fønix AS 

Address Nygårdsveien 82, 3211 Sandefjord, Norway 

Telephone +47 905 39 610 

E-mail Jan.evensen@fonix.as  

 

 

 

 

 

Open Educational Resources for secondary education - The Norwegian Digital Learning Arena (NDLA) 

 

10/2019 Author: Mr. Jan Evensen 

Educational Manager for Fønix AS 

Fønix AS Norway 

 

Element Guiding questions 

Type of document  Information sheet  

Publisher  Fønix AS 

 

  

Target audience  Adult employees in VET training 

 

Field  Vocational training inside labour market 

 

https://utdanning.no/
https://karriereveiledning.no/
https://www.myworldofwork.co.uk/
mailto:Jan.evensen@fonix.as
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Objective  The Norwegian Digital Learning Arena (NDLA) is a joint enterprise operating on 

behalf of the county councils in Norway.  

Its aim is to develop and publish high quality, internet-based open educational 

resources (OER) in subjects taught at upper secondary school level and make 

these freely available.  

NDLAs vision is to offer open educational learning resources in all subjects in 

upper secondary education in Norway and to support students and teachers in 

their active and collaborative learning. 

Forbidden - NDLA 

 

Location 

/geographical 

coverage  

The Norwegian Digital Learning Arena (NDLA) is free and easily accessible from 

their own website. Forbidden - NDLA 

 

All teachers in Fønix – working with adult students from working life in VET 

training – can access the website and freely use the learning resources available 

there at any time. 

 

Introduction  It is a political goal in Norway to get more unemployed people to choose 

entrepreneurship as a strategy for new work.  

 

To help structure and support the individuals in establishing their business, the 

Norwegian Labour and Welfare Administration (NAV) in cooperation with 

Entreprenerdy has developed a new online platform for entrepreneurship 

training for the unemployed. 

  

 

Entreprenerdy | Efficient entrepreneurship support programmes 

 

The platform offers an online incubation programme which replaces business 

plan assessment phase and training provided locally in the regular programs. 

 

Stakeholders and 

Partners 

Students: Adults (mostly between 25 – 60 years old) in work but without formal 

competences as trade certificate etc.  

 

Institution: Fønix has extensive experience with internal company training on 

many different levels – both in public- and private sector. Fønix is a pre-qualified 

provider of basic skills training (Basic Skills in Working Life – BCWL) by Skills 

Norway and involved in more than 600 ongoing BCWL-projects in Norwegian 

companies.  

 

https://ndla.no/nb/
https://ndla.no/nb/
https://entreprenerdy.com/
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Financing Body NDLA receive public funding from county authorities and are free for all users. 

 

Context Learning resources and other services 

In addition to offering digital learning resources, NDLA offers digital tools for 

students, teachers and others to assist the learning process. The aim is to 

contribute in developing a culture of sharing within upper secondary education 

in Norway. NDLA’s ambition is that the resources should be under continuous 

development. 

NDLA’s long term goal is to inspire to an increase in the use of digital learning 

material within all subjects in upper secondary school. This will be a gradual 

process paced by the various counties of Norway, in their capacity of being 

school owner, and through their joint decisions. 

Distributed organization 

NDLA invites public tenders for digital learning resources which cover part or all 

the learning targets in the relevant subjects. Publishing companies can submit 

tenders on an equal basis with other participants. Contributors are, for example, 

pedagogical personnel from schools, colleges, and universities, plus suppliers of 

technical solutions.  

 

The editorial work in each subject is carried out by an editorial staff with solid 

professional and pedagogical competence. The members are mostly recruited 

from upper secondary schools in the counties. All the central resources are 

presented simultaneously in both Norwegian languages.  NDLA uses the 

publishing system Drupal version 6, an open-source content management 

system. The free software is available to anyone who wishes to develop digital 

learning resources. Most of NDLA’s content is offered under a Creative 

Commons license. 

 

The main objectives The online incubation program develops entrepreneurial competences of the 

participants, giving them the skills to create and validate viable business ideas.  

 

The description of 

the practice 

The platform is available 24/7 and consist of two modules.  

 

First module “Clarification and professional assessment” lasts for 4 weeks and 

consists of online training and individual mentoring.  

 

The training and development offered in it gives the participants the tools and 

skills to sharpen their business idea, test it in real life and evaluate whether they 

would like to proceed with their business idea or not. In addition, the 

participation is offered 1 hour per week of individual mentoring to discuss their 

progress and business ideas.  
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The main idea with the online incubation programme is that this is 100 % 

digitalized and only offered online. This includes the individual mentoring every 

week, but for those who live nearby one of Fønix locations, has also been 

offered an option for face-to-face mentoring.  

 

Upon completion of this module, the mentor and job consultant make an 

assessment based on criteria such as commitment, business idea tests, acquired 

competences and progression. The assessment determines whether the 

participant can continue on Module 2. 

 

In the second module “Action plan, company start-up and mentoring” the 

participants work primarily on getting to market with their product or service 

and establishing their own company.  

 

Thought 22 weeks of the training participants have access to 1 hour per week of 

individual mentoring. 

 

 

Outcomes of the 

practice 

The online incubation programme has so far been a success and are now rolled 

out to several new regions in Norway.  

 

It is cost efficient compared to the traditional entrepreneurship program and 

offers more flexibility and a closer and offers more personal follow-up of the 

participants. 

 

It also emphasizes the importance of being able to offer a geographically 

independent product that enables participants to participate in the program 

regardless of place of residence. 

 

This is especially important since many of the entrepreneurial ideas are linked to 

entrepreneurial workplaces that are established locally in connection with the 

participant's place of residence.  

 

Success Factors  Since this is a new product, currently less than 100 participants took part in the 

digital programme monitored by Fønix.  

 

Among them approximately 20% found employment and almost30 % has got 

the first sales and established a full-time company.  

 

However, it is difficult to assess the effectiveness of the online programme due 

to lack of reliable information for the regular programme offered by NAV.  
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The low dropout rates in module one (21 %) and two (8 %) are encouraging.  

 

Constraints No challenges encountered by men and/or women in the use of Entreprenedy 

digital entrepreneurship program. 

 

In general, more men than women in Norway choose to run their own business. 

This is also reflected in the number of men (65 %) represented in the traditional 

entrepreneurship programs in Norway.  

 

The government has taken actions to increase the number of women 

entrepreneurs, and the use of the digital entrepreneurship program by 

Entreprenerdy shows better opportunities for both men and women. 

  

Lessons learned  The program offers an individual program with less meeting points between the 

participants and the mentors and lack of close monitoring is often mentioned as 

a reason for failure in the traditional Norwegian program for entrepreneurship 

training. 

 

The need for a post-program evaluation to evaluate the success rate one or two 

years after the end of the entrepreneurship program has been mentioned. 

 

Since each individual business case can be linked to a specialist anywhere in 

Norway, and not limited to a local consultant office, any business idea would be 

able to find a relevant specialist to help the unemployed in his or her business 

case. 

 

Individuals working in the digital program will also be able to form groups 

geographically independent via the platform and social network, and the 

platform will offer a possibility for continuous monitoring and post-program 

evaluation at any time. 

 

Sustainability The use of Entreprenerdy digital support program for entrepreneurship training 

only need access to PC and wi-fi connection. 

 

This is a very cost-efficient tool. 

  

Development of the 

practice 

The use of the Entreprenerdy program is used with a growing number of 

Norwegian job seekers aiming to establish their own business. 

 

Conclusion The new online incubation programme developed by Entreprenerdy are tested 
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out as part of the Norwegian entrepreneurship program since 2019. 

 

 

Related resources 

that have been  

developed  

Entreprenerdy | Efficient entrepreneurship support programmes  

Language(s)  Norwegian, English, Swedish and Danish. 

  

Contact details 

Name Jan Evensen 

Company/Institution Fønix AS 

Address Nygårdsveien 82, 3211 Sandefjord, Norway 

Telephone +47 905 39 610 

E-mail Jan.evensen@fonix.as  

 

 

 

 

Use of ZOOM as educational platform  

 

11/2020 Author: 

Mr. Ole Kristian Nalum 

Educational Manager for Migrants 

Fønix AS Norway 

 

Element Guiding questions 

Type of document  Information sheet  

Publisher  Fønix AS 

 

  

Target audience  Low skilled employees in the Norwegian SkillsPlus program. 

 

The SkillsPlus program is the major Norwegian program designed to improve 

basic skills in the adult population in the areas of literacy, numeracy, oral 

communication, and ICT 

 

SkillsPlus assumes a collaboration between companies and training providers in 

Norway. The target group is employees in companies that are at risk of falling 

out of the labour market. 

 

The program offers a combination of different skill areas that are tailored to the 

https://entreprenerdy.com/
mailto:Jan.evensen@fonix.as
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companies' needs. Specific competence - or linked to formal competence in the 

form of a trade certificate (VET). 

 

The program is basically based on traditional classroom teaching - but in recent 

years has to some extent opened for elements of digital education  

  

Field  Basic skills training and vocational training in companies. Language training for 

migrant and employees with non-Norwegian language. 

 

Objective  When the Covid-19 pandemic broke out Fønix had more than 1.400 employees 

in different training programs in companies – representing more than 15.000 

hours of training. Most of it was traditional face-to-face training, but also some 

blended learning. 

 

After March 2020, we could transfer traditional classroom courses in the 

SkillsPlus program to digital education. 

 

Location 

/geographical 

coverage  

ZOOM as educational platform has been used as educational platform in all kind 

of courses and training in Fønix since early 2021. 

 

Introduction  In our best practice with ZOOM we have developed some new practice 

regarding the use. 

 

On addition to the ordinary use of ZOOM video conferencing service we made 

special tutorial videos to show how to log on to digital teaching 

 

We also established «Outbreak rooms» that was available during training for 

group work and digital guidance - both in groups and 1: 1 

 

During the running of education, we arranged separate meetings at Teams every 

week with all teachers to share experiences and good teaching methods 

 

We also used Facebook groups to share information and links to training 

sessions, and guided those who had technical problems via Facetime 

 

Stakeholders and 

Partners 

Students: Adults (over 18) outside or inside the labour market. Jobseekers with 

need of basic skills training, vocational training and / or language training. 

 

Institution: Fønix provide “Work Preparatory Training” for people who need to 

establish necessary basic job skills, lifelong career guidance, language training 

and work-related integration for migrants.  
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Financing Body Fønix AS through regional authority; The municipality of Sandefjord, Norway. 

Special funding from the Ministry of Norway through SkillsNorway. 

 

Context ZOOM offers an easy-to-use platform for digital education both for teachers and 

students. 

 

It is easy to reach students at any time unlimited by geographical borders. In our 

case with ZOOM during the pandemic students participated from different 

locations.  

 

A minority of our students sits in the companies, most of them sat at home. 

Several foreign participants participated from their home countries - e.g., 

Poland  

 

The main objectives Our organization has now implemented ZOPOM as standard digital educational 

platform for all our training with adult workers in companies.  

 

This includes language training, ICT training and vocational training. 

 

 

 

 

 

 

The description of 

the practice 

We buy ZOOM licenses for each teacher. Notice that you need a professional 

license or else the number of students that will be able to attach to the 

educational sessions will be limited. 

 

Train the teachers in using ZOOM as a digital tool, and – if possible -built up 

special teaching rooms «green rooms» for the teachers Students must follow 

this information to advance in the game.  

 

 

Outcomes of the 

practice 

Easy to reach far more students. 

 

Flexibility. 

 

Low price. 
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Success Factors  Preparation and training of the teachers. 

 

Special rooms in several locations with fixed equipment, cameras, computers 

etc. 

 

Constraints None 

Lessons learned  ZOOM offers an easy-to-use platform for digital education both for teachers and 

students. 

 

This is a very cost-efficient methodology 

 

It is easy to reach students at any time unlimited by geographical borders. In our 

case with ZOOM during the pandemic students participated from different 

locations.  

 

A minority of our students sits in the companies, most of them sat at home. 

Several foreign participants participated from their home countries - e.g., 

Poland. 

 

Sustainability All students must have iPad or PC and a good working wi-fi. 

Development of the 

practice 

From almost 100% traditional classroom education we have today developed a 

practice with 50/50 classroom and digital education via ZOOM. 

 

Conclusion Digital education via ZOOM have become an important part of our educational 

practice in our work with adult students. 

 

Related resources 

that have been  

developed  

This is a good resource for setting up digital education via ZOOM: 

 

Comprehensive Guide to Educating Through Zoom.pdf 

 

Language(s)  English 

Contact details 

Name Jan Evensen 

Company/Institution Fønix AS 

Address Nygårdsveien 82, 3211 Sandefjord, Norway 

Telephone +47 905 39 610 

E-mail Jan.evensen@fonix.as  

 

“Frostrune” in basic language teaching A1-A2  

https://zoom.us/docs/doc/Comprehensive%20Guide%20to%20Educating%20Through%20Zoom.pdf
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11/2020 Author: 

Mr. Ole Kristian Nalum 

Educational Manager for Migrants 

Fønix AS Norway 

 

Element Guiding questions 

Type of document  Information sheet  

Publisher  Fønix AS 

 

  

Target audience  The target audience is adults (over 18) refugees and immigrants with relatively 

low language skills in Norwegian. (Migrants.)  

 

Their language level is A1-A2 according to the European framework for 

languages. These target group are considered as basic users of the language.  

 

Participants at level A1 can understand and use familiar, everyday expressions 

and very simple statements about themselves and close relationships.  

 

The participant can participate in routine conversations in a simple way, if the 

conversation partner speaks slowly and clearly and is willing to help. 

 

Field  Language learning for migrants 

  

Objective  Frostrune is a digital game used to ensure the basic main objectives in reading 

and listening at level A2. 

 

The game is used to learn about and talk about basic features from Norwegian 

history and the Viking Age, which are part of the goals in Social Studies for adult 

immigrants: 

  

Get acquainted with some of the important processes that have formed the 

basis for the emergence of modern Norway.  

 

Be able to talk about different lifestyles, traditions and views on religion, and 

about changes in these areas over time. 

  

Location 

/geographical 

coverage  

The Frostrune game has been used with migrants in Fønix who are learning 

Norwegian language for the first time. 
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Introduction  Fønix has a lot of best practise examples with the use of educational games as a 

tool for language learning for adult emigrants.  

 

The use of games as Frostrune provide good opportunities to facilitate and 

adapt, create active learning and make collaboration safer.  

 

With an educational setting, entertainment games can serve as an inclusive 

learning activity. Students, with different backgrounds, get to contribute their 

strengths into a joint work with fellow students.  

 

Games also provide a combination of written, visual and auditory training that 

for many will be motivating and supportive in learning a new language. 

 

The use of games in general is a good opportunity to address learning to groups 

across age and gender barriers. 

 

Stakeholders and 

Partners 

Students: Adults (over 18) refugees and immigrants with relatively low language 

skills in Norwegian, level A1-A2 according to the European framework for 

languages.  

 

Institution: Fønix provide “Work Preparatory Training” for people who need to 

establish necessary basic job skills, lifelong career guidance, language training 

and work-related integration for migrants.  

 

Fønix deliver the Integration Program on behalf of the municipality of 

Sandefjord and oversee more than 400 migrants every year. 

  

Financing Body Fønix AS through regional authority; The municipality of Sandefjord, Norway. 

 

Context Frostrune is a game that draws inspiration from Norwegian mythology and 

history.  

 

As the introductory sequence informs us, the story takes place in the summer of 

965 CE off the coast of Norway. You play as Liv, a 13-year-old girl who is the sole 

survivor of a shipwreck.  

 

You are cast away on a deserted island, which you soon find out is plagued by an 

ominous presence. Your mission is to unravel the mystery of the island and get 

rid of the unwanted spirits so as to deem the land habitable once again.  

In order to do so, you have to explore the different locales and solve puzzles 
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with the help of ghosts.  

 

The game itself is an uncomplicated adventure with clear intentions that shows 

how simplicity combined with conviction can create wonders. 

 

  

 

The game is divided into different scenes with written and oral information in 

Norwegian.  

 

The main objectives Educational games as Frostrune provide good opportunities to facilitate and 

adapt, create active learning and make collaboration safer.  

 

Within an educational setting, entertainment games can serve as an inclusive 

learning activity.  

 

Students, with different backgrounds, get to contribute their strengths into a 

joint work with fellow students.  

 

Games also provide a combination of written, visual and auditory training that 

for many will be motivating and supportive in learning a new language. 

 

The description of 

the practice 

Students must follow this information to advance in the game.  

 

As an introduction, the class goes through the introductory text of the game, 

and plays the first scenes together on the big screen, so that all students 

understand how the game works. There is also a lot of talk about words and 

expressions, about the different environments we see and the time we are in. 

This forms a basis for the further teaching program.  

 

After a joint introduction, the students are divided into groups that play 

together on the iPad. The students should have different language backgrounds, 

so that they must use Norwegian as a common language in conversations and 

discussions about how to get on in the game.  
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During the game, they collect various objects, which provide a basis for learning 

words and expressions. For groups with a very low Norwegian level, a recipe is 

prepared for what the students should do in each scene, with simple 

instructions in Norwegian. This means that the game can be individually 

adapted to different language levels in the class.  

 

Assignments and verb lists are developed for each session, which can be used in 

further language teaching. 

 

Outcomes of the 

practice 

The game has been used within classes of 12 – 16 students at the same time 

throughout 2020. 

 

Success Factors  Access to templates as iPad and licenses for the game. 

 

Constraints No challenges encountered by men and women in the use of Frostrune as 

educational game. 

  

Lessons learned  Educational games as Frostrune can be a good complimentary to ordinary 

teaching methods. 

 

For students who do not learn well with traditional methods can benefit a lot 

with game-based learning. 

  

Sustainability The use of Frostrune only need access to iPads and license for the game. It is 

easy to use and easy to implement in an ordinary education / classroom setting. 

 

This is also a very cost-efficient tool. 

  

Development of the 

practice 

The use of Frostrune is just one example out of many within the use of 

educational games in language training for migrants within Fønix. 

 

We have a strategy to implement even more games in the future, as we 

consider this to be an important tool within language learning for adult 

migrants. 

 

Conclusion Testimony from teacher: 

 

A lot of engagement from the students. Some of them found it exciting to play 

and learn. A few found it boring.  

 

The students learned inventory words and how to tell the directions and some 
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adjectives.  

 

They learned something about Norse mythology. 

 

The advanced language in the game makes it difficult for new beginner learners 

in Norwegian to follow the game without coaching and guidance.  

 

The game demands a high-level skill in Norwegian language.  

A target audience in B1 and up would benefit more on this game.  

 

In a corona time point of view, I as the teacher had to be the one leading the 

game thru zoom  

 

Testimony from students: 

 

On the question of what they think they learn from the game, some answered:  

 

“I learned some words new words. The game had difficult vocabulary, but if I 

play a Norwegian game again, I maybe will remember something.”, 

 

“It was exciting, and the graphic was very good. I learned new words, but I don`t 

think I learned anything about the history because I focused more about the 

target of the game.”  

  

Related resources 

that have been  

developed  

The Frostrune - Apps on Google Play 

The Frostrune på Steam (steampowered.com) 

  

Language(s)  Norwegian and English. 

  

Contact details 

Name Ole Kristian Nalum 

Company/Institution Fønix AS 

Address Nygårdsveien 82, 3211 Sandefjord, Norway 

Telephone +47 412 57 597 

E-mail Ole.kristian.nalum@fonix.as  

 

 

The use of Kahoot in education 

 

11/2020 Author: 

Mr. Jan Evensen 

https://play.google.com/store/apps/details?id=com.grimnir.frostrunethe&hl=en_US&gl=US
https://store.steampowered.com/app/513890/The_Frostrune/
mailto:Ole.kristian.nalum@fonix.as


 

 

 

 

BlendedVET project N°2020-1-FR01-KA202-079830 234   

 

 

Educational Manager in Fønixs 

Fønix AS Norway 

 

Element Guiding questions 

Type of document  Information sheet  

Publisher  Fønix AS 

 

  

Target audience  Low skilled employees in the Norwegian SkillsPlus program. 

 

The SkillsPlus program is the major Norwegian program designed to improve 

basic skills in the adult population in the areas of literacy, numeracy, oral 

communication, and ICT 

 

SkillsPlus assumes a collaboration between companies and training providers in 

Norway. The target group is employees in companies that are at risk of falling 

out of the labour market. 

 

The program offers a combination of different skill areas that are tailored to the 

companies' needs. Specific competence - or linked to formal competence in the 

form of a trade certificate (VET). 

 

The program is basically based on traditional classroom teaching - but in recent 

years has to some extent opened for elements of digital education  

  

Field  Basic skills training and vocational training in companies. Language training for 

migrant and employees with non-Norwegian language. 

 

Objective  Kahoot is a digital quiz platform suitable for use in education and learning, from 

kindergartens and up to university level.  

 

It's a great way to combine learning and entertainment, often referred to as 

infotainment.  

 

 

Location 

/geographical 

coverage  

Kahoot been used as a supplementary to digital education and classroom 

education in all kind of courses and training in Fønix in 2021. 

 

Introduction  Kahoot is a free online tool and only the teacher must register into an account. 

 

As a participant, you can answer from your own mobile phone (smartphone). 
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You do not need to install any app to participate.  

 

Participants only need to get assigned a code and create their own nickname / 

nickname when participating.  

 

Stakeholders and 

Partners 

Students: Adults (over 18) outside or inside the labour market. Jobseekers with 

need of basic skills training, vocational training and / or language training. 

 

Institution: Fønix provide “Work Preparatory Training” for people who need to 

establish necessary basic job skills, lifelong career guidance, language training 

and work-related integration for migrants.  

 

Financing Body Fønix AS through regional authority; The municipality of Sandefjord, Norway. 

Special funding from the Ministry of Norway through SkillsNorway. 

 

Context Kahoot is device-neutral, as it works on any internet-enabled device, including: 

PC, laptop, tablet, smartphone.  

 

This means it can work easily in any educational setting which is making use of a 

mixture of devices.  

 

Another important thing point is that no software or apps need to be 

downloaded or installed, so it can be used immediately by anyone with internet 

access. 

 

This is a very cost-efficient methodology 

 

The main objectives Our teachers and trainers are educated in the use of Kahooth and use on 

frequent base to spread motivation and a better learning outcome in classes. 

 

The description of 

the practice 

Kahoot can also be used as a quick survey, if you are standing in front of an 

assembly and want to air and discuss what the students think about the topic.  

 

A Kahoot has a leader that uses a large screen to show the questions.  

 

Participants answer their mobile phones. What they give in response is only 

visible on own device.  

 

When everyone has given an answer, the correct answer is displayed on the big 

screen and an overview over the 5 best participants so far in the competition.  
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Because nicknames are used it will be possible "to hide your identity" if you do 

not want to make yourself known to everyone else on the big screen. We buy 

ZOOM licenses for each teacher. Notice that you need a professional license or 

else the number of students that will be able to attach to the educational 

sessions will be limited. 

 

Train the teachers in using ZOOM as a digital tool, and – if possible -built up 

special teaching rooms «green rooms» for the teachers Students must follow 

this information to advance in the game.  

 

 

Outcomes of the 

practice 

Easy to use, more individual contact with teacher and students, flexible and fun. 

 

Success Factors  It is important that you have cess to a big screen in the classroom to share the 

results from the Kahoot online and directly live on the screen. 

 

If you are doing digital education, you can easily sheer it on the computer 

screen. 

 

Constraints None 

Lessons learned  Positively surprised at how well (simple) the technology works. 

 

The use of Kahoot in education with adults is motivating and always create a 

good learning atmosphere in class.  

 

When we use Kahoot in a physical classroom, we show the live results from the 

Kahoot through the projector onto the whiteboard. At Zoom, we just share the 

screen with the Kahoot with the class. It works the same way. 

 

Sustainability All students must have access to a tablet, PC or smartphone.  

 

Especially the possibility to use Kahoot via smartphones makes it very easy to 

use. 

Development of the 

practice 

Fønix use Kahoot in many situations in our practice with adult students. 

 

Both in basic skills training, vocational training and in language training for 

migrants. 

 

Conclusion The learning outcome is improved. 

 

More enthusiasm and motivation among the students. 
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Related resources 

that have been  

developed  

Kahoot! in special education | Gamification tips 

 

how to use kahoot in education - Bing video 

 

12 Ways to Use Kahoot! in Your Classroom - WeAreTeachers 

 

Language(s)  English 

Contact details 

Name Jan Evensen 

Company/Institution Fønix AS 

Address Nygårdsveien 82, 3211 Sandefjord, Norway 

Telephone +47 905 39 610 

E-mail Jan.evensen@fonix.as  

 

 

 

 

The use of Padlet in education 

 

11/2020 Author: 

Mr. Jan Evensen 

Educational Manager in Fønixs 

Fønix AS Norway 

 

Element Guiding questions 

Type of document  Information sheet  

Publisher  Fønix AS 

 

  

Target audience  Low skilled employees in the Norwegian SkillsPlus program. 

 

The SkillsPlus program is the major Norwegian program designed to improve 

basic skills in the adult population in the areas of literacy, numeracy, oral 

communication, and ICT 

 

SkillsPlus assumes a collaboration between companies and training providers in 

Norway. The target group is employees in companies that are at risk of falling 

out of the labour market. 

 

https://kahoot.com/blog/2018/04/12/kahoot-special-education-gamification-tips/
https://www.bing.com/videos/search?q=how+to+use+kahoot+in+education&qpvt=how+to+use+kahoot+in+education&FORM=VDRE
https://www.weareteachers.com/best-of-teacher-helpline-12-ways-to-use-kahoot-in-your-classroom/
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The program offers a combination of different skill areas that are tailored to the 

companies' needs. Specific competence - or linked to formal competence in the 

form of a trade certificate (VET). 

 

The program is basically based on traditional classroom teaching - but in recent 

years has to some extent opened for elements of digital education  

  

Field  Basic skills training and vocational training in companies. Language training for 

migrant and employees with non-Norwegian language. 

 

Objective  The result of this best practice is to engage and motivate the students to 

participate in group-based discussions regarding certain subjects. 

 

To access a board, students can be given a link or a QR code and access it from 

their phones, tablets, or desktop computers at home. The website provides 

users with short links and QR codes that can be easily shared. 

 

Location 

/geographical 

coverage  

Padlet has been used as a supplementary to digital education and classroom 

education in all kind of courses and training in Fønix in 2021. 

 

Introduction  Padlet is a website that provides users with a digital canvas.  

 

The user can post text, videos and images from a mobile device or a desktop.  

 

One of the great appeals of Padlet for classroom use is the fact that many 

people can post to the same board at the same time, making it very suitable for 

collaborative work and the creation of projects.   

 

Stakeholders and 

Partners 

Students: Adults (over 18) outside or inside the labour market. Jobseekers with 

need of basic skills training, vocational training and / or language training. 

 

Institution: Fønix provide “Work Preparatory Training” for people who need to 

establish necessary basic job skills, lifelong career guidance, language training 

and work-related integration for migrants.  

 

Financing Body Fønix AS through regional authority; The municipality of Sandefjord, Norway. 

Special funding from the Ministry of Norway through SkillsNorway. 

 

Context Padlet is a free online tool. 

 

Padlet can be used by students and teachers to post notes on a common page.  



 

 

 

 

BlendedVET project N°2020-1-FR01-KA202-079830 239   

 

 

 

The notes posted by teachers and students can contain links, videos, images, 

and document files. 

 

The main objectives Our teachers and trainers are educated in the use of Padlet as a learning tool. 

 

The description of 

the practice 

When we work with Padlet we can let the students work at the same time on a 

common board or screen. 

 

For example, the picture below shows a board where students from a class in 

logistics were asked to post images that they associated with the word “climate 

changes”. (“Klimautfordringer” in Norwegian.)  

 

 
 

It's fun for the students to see all the answers in the picture on the screen. 

 

 Then we have a good starting point for further discussion in class. The Padlet – 

and the answers given by the students - can also be used to map the class. 

 

Padlet can be used by students and teachers to post notes on a common page.  

 

The notes posted by teachers and students can contain links, videos, images, 

and document files.  

 

When you register with Padlet, you can create as many “walls” or online notice 

boards as you like. These walls can set to private or public, with each wall having 

separate privacy settings.  

 

This can facilitate teacher collaboration in a subject department, which is not 
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accessible by students. Private walls can be created by requiring a password to 

access them, or by limiting access to registered users, with specified emails. As 

the creator of a wall, teachers can moderate all notes before they appear, and 

privacy settings can be adjusted at any time.  

 

Users do not need to sign up to use Padlet, though it is recommended that 

teachers using it in a classroom setting would do so, in order to edit a wall, 

moderate posts and collate all class walls into one management screen.  

 

Teachers can also choose to set a notification to receive an email whenever a 

student posts to the teacher’s wall. 

 

Outcomes of the 

practice 

Easy to use, more individual contact with teacher and students, flexible and fun. 

 

 

Success Factors  The teacher and the students need access to PC, laptop, tablet or smartphone. 

Constraints None 

Lessons learned  Padlet is device-neutral, as it works on any internet-enabled device, including: 

PC, laptop, tablet, smartphone.  

 

This means it can work easily in any school which is making use of a mixture of 

devices.  

 

Another important thing point is that no software or apps need to be 

downloaded or installed, so it can be used immediately by anyone with internet 

access. 

 

You can use Padlet in ordinary classrooms and / or in combination with digital 

education via ZOOM.  

 

If the students are not gathered in class, the use of Padlet easily creates an 

atmosphere like they were in the same classroom. 

 

This is a very cost-efficient methodology 

 

Sustainability Very good. 

Development of the 

practice 

Since we introduced Padlet to the teachers last year, many of them reports an 

increasing use of the methodology. 
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Conclusion Padlet is easy to use, it creates more individual contact with teacher and 

students, flexible and fun.  

 

Positively surprised at how well (simple) the technology works. 

Padlet is a free online tool. 

 

Testimony from teacher: 

 

“The good thing with using Padlet is that everyone in class can see what 

everyone else is writing on the wall. New answers appear on the wall all the 

time. It's really the same as if the whole class were standing up at the 

blackboard and writing at once.” 

 

Related resources 

that have been  

developed  

Some good websites with tips and recourses for the use of Padlet in education: 

 

30 creative ways to use Padlet for teachers and students - BookWidgets 

 

What is Padlet and How Does It Work for Teachers and Students? | Tech & 

Learning 

 

Padlet Instructions.pdf (pdst.ie) 

 

Language(s)  English 

Contact details 

Name Jan Evensen 

Company/Institution Fønix AS 

Address Nygårdsveien 82, 3211 Sandefjord, Norway 

Telephone +47 905 39 610 

E-mail Jan.evensen@fonix.as  

 

 

 

 

 

 

 

The use of Facebook in education 

 

11/2020 Author: 

Mr. Jan Evensen 

Educational Manager in Fønixs 

https://www.bookwidgets.com/blog/2017/08/30-creative-ways-to-use-padlet-for-teachers-and-students
https://www.techlearning.com/how-to/what-is-padlet-and-how-does-it-work-for-teachers-and-students
https://www.techlearning.com/how-to/what-is-padlet-and-how-does-it-work-for-teachers-and-students
https://www.pdst.ie/sites/default/files/Padlet%20Instructions.pdf
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Fønix AS Norway 

 

Element Guiding questions 

Type of document  Information sheet  

Publisher  Fønix AS 

 

  

Target audience  Low skilled employees in the Norwegian SkillsPlus program. 

 

The SkillsPlus program is the major Norwegian program designed to improve 

basic skills in the adult population in the areas of literacy, numeracy, oral 

communication, and ICT 

 

SkillsPlus assumes a collaboration between companies and training providers in 

Norway. The target group is employees in companies that are at risk of falling 

out of the labour market. 

 

The program offers a combination of different skill areas that are tailored to the 

companies' needs. Specific competence - or linked to formal competence in the 

form of a trade certificate (VET). 

 

The program is basically based on traditional classroom teaching - but in recent 

years has to some extent opened for elements of digital education  

  

Field  Basic skills training and vocational training in companies. Language training for 

migrant and employees with non-Norwegian language. 

 

Objective  The aim of this practice is to create secret closed secret groups on Facebook in 

the beginning of a training program.  

 

Then we invite all students in a course to be part of the group. 

 

Then Facebook are functional as learning platform and tool for communication 

between the students during the complete course. 

 

Location 

/geographical 

coverage  

Closed, secret groups on Facebook been used as a supplementary to digital 

education and classroom education in all kind of courses and training in Fønix in 

2021. 
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Introduction  Facebook is free for use, and most students are already members of Facebook. 

 

With a closed secret Facebook group, it is not visible for anyone else that the 

participants.  

 

You do not have to be active on Facebook to join, but if you are not on Facebook 

from before, you have to open an account to be part of the group. However, 

your personal profile can also be secret and closed. 

 

Stakeholders and 

Partners 

Students: Adults (over 18) outside or inside the labour market. Jobseekers with 

need of basic skills training, vocational training and / or language training. 

 

Institution: Fønix provide “Work Preparatory Training” for people who need to 

establish necessary basic job skills, lifelong career guidance, language training 

and work-related integration for migrants.  

 

Financing Body Fønix AS through regional authority; The municipality of Sandefjord, Norway. 

Special funding from the Ministry of Norway through SkillsNorway. 

 

Context Facebook is device-neutral, as it works on any internet-enabled device, 

including: PC, laptop, tablet, smartphone. Most people use it on smartphones, 

and it is always available. 

 

This is a very cost-efficient methodology 

 

The students get a lot of extra motivation because they get a feeling of being 

part of something new and exciting at the same time as the use of Facebook 

seems less frightening as a communication channel.  

 

With Facebook there is a personal, social, and informal tone between the 

participants.  

 

Teachers can give quick feedback and keep the students active and curious.  

 

Continuous messages in chat conversations in the comment fields ensure that. 

The students communicate between each other on Facebook, it strengthens the 

social contact. 

 

The main objectives Our teachers and trainers are educated in the use of Facebook as learning 

platform. 
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The description of 

the practice 

When we work with ZOOM or Teams, the teaching can be filmed and posted on 

streaming so that the participants can watch the teaching sequences later on 

Facebook. 

 

The conference system – ZOOM or Teams - are the backbone of the digital 

classroom. It allows sharing of files, photos, videos, and applications. 

 

The chat function in Facebook is always available to participants, both to 

communicate with the group or between individual participants. 

 

We have also experienced that the students takes pictures from workplace an 

add them to Facebook.  

 

The teacher can also give messages and post exercises and tasks. It is a great 

advantage that the teacher at any time can monitor who has read what, and so 

ensure that the information has reached all students. 

 

Outcomes of the 

practice 

Easy to use, more individual contact with teacher and students, flexible and fun. 

 

Success Factors  Very easy to use. Most teachers and students are already on Facebook. 

Constraints None 

Lessons learned  Statements from teachers: 

 

“For me, this has worked very well. I post tasks on Facebook and send out 

information and messages there. Use of Facebook has a low threshold. The 

medium can be used on several platforms: PC, tablet, mobile. If there's 

something people carry with them most of the day, it's the mobile phone! Thus, 

the participants are available at all time.” 

 

“During the lectures on ZOOM or Teams, a good deal of chatting occurs. The 

students contact each other and communicate with me afterwards on 

Facebook.” 

 

“With only the use of ZOOM or Teams, I found it difficult to get people talking. 

An extra PC and use of Facebook solved the communication problem.” 

 

“Now I post not only programs, dates, and the names of the participants, but 

also the study material there - movies, animations and links. Everything looks 

great. The participants are encouraged to post the material they come across 

themselves so that everyone can enjoy it.” 
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“If you are traveling, say on a train or bus, you have the classroom in your 

pocket and can take a learning or rehearsal session when appropriate. If a 

participant is on holiday, Facebook learning can be taken up "occasionally". If 

someone has been ill, it is easy to make up for the neglect.” 

Positively surprised at how well (simple) the technology works. 

 

Sustainability Very high. Most teachers and students are already familiar with the use of 

Facebook, and are very often already members of other groups on Facebook. 

Development of the 

practice 

In Fønix we establish closed secret group on Facebook for all courses involving 

adult students.  

 

Conclusion Positively surprised at how well (simple) the technology works. 

 

The use of Facebook as learning platform in education with adults is motivating 

and always create a good learning atmosphere in class.  

 

Related resources 

that have been  

developed  

We have not developed any resources on the use of Facebook in Fønix, but it is 

easy to find relevant resources and guides on Internet. 

Language(s)  English and Norwegian 

Contact details 

Name Jan Evensen 

Company/Institution Fønix AS 

Address Nygårdsveien 82, 3211 Sandefjord, Norway 

Telephone +47 905 39 610 

E-mail Jan.evensen@fonix.as  
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Educational Manager in Fønixs 

Fønix AS Norway 

 

Element Guiding questions 

Type of document  Information sheet  

Publisher  Fønix AS 

 

  

Target audience  Low skilled employees in the Norwegian SkillsPlus program. 

 

The SkillsPlus program is the major Norwegian program designed to improve 

basic skills in the adult population in the areas of literacy, numeracy, oral 

communication, and ICT 

 

SkillsPlus assumes a collaboration between companies and training providers in 

Norway. The target group is employees in companies that are at risk of falling 

out of the labour market. 

 

The program offers a combination of different skill areas that are tailored to the 

companies' needs. Specific competence - or linked to formal competence in the 

form of a trade certificate (VET). 

 

The program is basically based on traditional classroom teaching - but in recent 

years has to some extent opened for elements of digital education  

  

Field  Basic skills training and vocational training in companies. Language training for 

migrant and employees with non-Norwegian language. 

 

Objective  In our best practice with the use of Google Classroom, we have experienced that 

Google Classroom enables the teachers to create an online classroom area in 

which they can communicate with and manage all the papers and documents 

that their students need. 

 

 

 

Location 

/geographical 

coverage  

Google Classroom has been used as a supplementary to digital education and 

classroom education in all kind of courses and training in Fønix for the last five 

years. 
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Introduction  In our practice with the use of Google Classroom, we want to pin point the 

following as best practice: 

 

Easy to manage workflow 

 

For example, a teacher can streamline the process of students submitting their 

assignments. Just a casual glance on screen and you will immediately know who 

is missing out on the homework.  

 

To top it off, every single task can be tied to a specific deadline in Google 

Classroom. So, the teacher will be able to spot late submissions in a breeze 

regardless of the size of your class.     

 

Accessibility   

 

Google Classroom is a cloud-driven software. In other words, you can dive into 

all the data from any part of the world. Whether you are traveling or sitting in a 

coffee shop, you can do something productive by logging into Google classroom. 

 

This easy accessibility also offers both teacher and students to work paperless. 

As a teacher, sometimes it could be very consuming to organize paper notes. 

Because you may easily misplace or even forget to bring them into the class.  

 

Stakeholders and 

Partners 

Students: Adults (over 18) outside or inside the labour market. Jobseekers with 

need of basic skills training, vocational training and / or language training. 

 

Institution: Fønix provide “Work Preparatory Training” for people who need to 

establish necessary basic job skills, lifelong career guidance, language training 

and work-related integration for migrants.  

 

Financing Body Fønix AS through regional authority; The municipality of Sandefjord, Norway. 

Special funding from the Ministry of Norway through SkillsNorway. 

 

Context Like other Google applications, you need a Google account to use it. But not just 

any Google account will do for Classroom; you need a Google Apps for 

Education account. This is different than your standard Google account.  

 

You can try out Google Classroom for free by making a classroom of your own. 

Direct any browser to classroom.google.com.  

 

The main objectives Our teachers and trainers are educated in the use of Google Classroom in all 
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training and courses with adults. 

 

The description of 

the practice 

Google Classroom sits between you and Google Drive and provides a 

teacher/student-friendly way of managing classroom documents.  

 

Here is an overview of what we do in our practice with Google Classroom in our 

training with adult students: 

 

Make assignments:  

The main thing you, as the teacher, will do with Google Classroom is doing 

homework assignments for your students. When you create an assignment, you 

can upload the necessary documents for the students to read or work on. 

Students receive e-mail notification of new assignment. The students “turn in” 

the assignments when finished, and you can then grade the assignments. 

 

Make announcements:  

If you have a quick announcement for the entire class, you can quickly type in 

the announcement, which is e-mailed to all your students in the class. 

 

Store classroom materials:  

The materials you add to an assignment aren’t the only documents you can 

store. You can store any other necessary documents for students on Google 

Drive. 

 

Allow students to interact:  

Students have the ability to comment on assignments and announcements, as 

well as e-mail each other through the Classroom interface. 

 

Outcomes of the 

practice 

Google Classroom is free for schools and individuals 

 

Google provides everyone with free access to tools like Gmail and Google Drive.  

 

“G Suite” is the enterprise subscription product that bundles these—and 

other—tools for workplaces and schools. If you’re part of a school or non-profit, 

you may qualify for free G Suite access.  

 

Individuals can also access Google Classroom for free, although some 

organizations may need to pay for the tool as a part of Google’s G Suite service. 

 

Google makes it clear that this free product is not selling your data for 

advertising purposes, nor does it display ads for revenue. 
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Success Factors  Both teacher and students can access Google Classroom from any browser, or 

download the app for Android, iPhone, or iPad. 

 

The Internet is full of great instructions on video on how to set up and use 

Google Classroom in education. 

 

Constraints None 

Lessons learned  Positively surprised at how well (simple) the technology works. 

 

The use of Google Classroom is efficient and safe and save both students and 

teachers a lot of work. 

 

Sustainability All participants must have access to computer and Internet 

 

Development of the 

practice 

Today we in Fønix use Google Classroom as standard in all our classes with adult 

students. 

 

Conclusion The learning outcome is improved after implementing the use of Google 

Classroom. 

 

Related resources 

that have been  

developed  

We have not developed any special resources regarding the e use of Google 

Classroom. 

Language(s)  English and Norwegian 

Contact details 

Name Jan Evensen 

Company/Institution Fønix AS 

Address Nygårdsveien 82, 3211 Sandefjord, Norway 

Telephone +47 905 39 610 

E-mail Jan.evensen@fonix.as  

 

 


