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Introduction 

This project is a continuation of the Erasmus+ projects carried out by the Consortium in 2014-

2016 "Key Skills for EU Hotel Staff" and in 2016-2018 „Language skills and intercultural issues in 

the hospitality industry: unity in diversity in the EU labour market”. The current project is intended 

to elaborate and put forward the results attained in the previous two projects and by attracting 

new partners, involving new target groups of participants and adding the development of learners’ 

other key skills it is extending the scope as well. 

This project addresses the specific objectives of the Erasmus+ programme in the field of 

education and training: 1) to improve the level of key competences and skills (the 21st century 

key skills and competences, such as problem solving, collaboration, creativity, critical thinking, 

learning strategies, collaboration, communication, ICT skills, etc.), with particular regard to their 

relevance for the labour market (improved skills and competences) and their contribution to 

cohesive society (alongside with other adult learners we address also the people with 

geographical,  social and economic obstacles, and cultural differences, and special education 

treatment needed, also low-skilled and low-qualified); 2) promote the emergence and raise 

awareness of a European lifelong learning area (through creating OER containing the 

teaching/learning material related with European cultural heritage and applying innovative 

methodologies and introducing the wider society with opportunities of using the OER created for 

lifelong learning purposes, incl. in remote areas); 3) improve the teaching and learning of 

languages and promote the EU's broad linguistic diversity and intercultural awareness (by 

incorporating the material suitable for increasing learners’ language competence in 10 European 

languages, the material revealing the rich cultural heritage of the project countries, including 

minority groups – ethnic Hungarian region of Romania, a unique cultural region of Suiti in Latvia, 

etc.). 

The Consortium is creating innovative learning material, an OER, applying the CLIL methodology 

(content-based language learning) and creating comprehensive blended-learning modules 

involving online learning material and material for group work/pair work in chatrooms and F2F 

sessions to develop the key skills in a complex way. The material is based on exploring cultural 

heritage of our countries, created in 10 EU languages (our languages: HR, LV, PL, Sl, CZ, RO, 

HU, + EN, DE, FR as the major foreign languages spoken in Europe) fostering the development 
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of cultural knowledge and awareness, language competences and relevant 21st century skills for 

adult learners. The course, based on prior needs analysis, is targeted at adult learners including 

those with certain obstacles to learning (geographical, social, economic, cultural, educational) 

depending on the country.   

The project is related with the themes of the Year of European Cultural Heritage addressing the 

2 main objectives of the Year: ‘Engagement’ (the theme ‘Shared Heritage’) and ‘Innovations’ (the 

theme ‘Heritage-related skills’). Although in the forefront of each country in Europe is some of 

these specific objectives, our needs analysis conducted shows that those themes are important 

for all of us. We will contribute to increasing our common understanding of European cultural 

heritage, and developing people’s skills relevant for creating innovations, by creating a learning 

program (OER) based on the rich cultural heritage of our countries, developed in 10 languages 

which will foster common cultural values and skills development. 

We will address adult learners in our education institutions; in rural areas, including in remote 

ones to involve learners with geographical, economic and cultural barriers for learning, thus 

fostering their social inclusion; adult learners in formal and non-formal education, also on lifelong 

learning basis; those lacking the skills and competences. 

The overall aim of the project is to develop adult learners’ relevant 21st century skills 

(communication, language competence, intercultural competence, collaboration, innovation, 

initiative, ICT skills, etc.) and foster the learners’ knowledge of the rich European cultural heritage 

and its values by applying innovative learning approaches and materials consequently improving 

people’s education level and bringing them closer to cultural heritage, history and the common 

values of Europe, enhancing their overall development and employability. 

 

Course methodology 

As mentioned in the introduction the CLIL methodology (content-based language learning) was 

chosen for creating the learning material in this project as, considering the target group of the 

project, CLIL refers to situations where subjects, or parts of subjects, are taught through a foreign 

language with dual-focused aims, namely the learning of content and the simultaneous learning 

of a foreign language. (Marsh, 1994) While students are learning about the subject matter, they’re 

also learning a new language alongside it. Furthermore, CLIL offers multifaceted approaches 

such as building intercultural knowledge and understanding, developing intercultural 

communication skills, improving language competence and oral communication skills, developing 

multilingual interests and attitudes, providing opportunities to study content through different 

perspectives, allowing learners more contact with the target language, complementing other 

subjects rather than competing with them, diversifying methods and forms of classroom practice, 

increasing learners' motivation and confidence in both the language and the subject being taught 

and it does not require extra teaching hours (EC, 2008).  
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Some of the basic principles are that language is learnt in context and naturally; also, language 

is innately tied to motivation. Moreover, fluency is more important than accuracy and reading is 

an essential skill. 

Core features of CLIL are the multiple focus approach, a safe and enriching learning environment, 

authenticity, active learning, scaffolding and cooperation. 

Activity types can differ from enhancing peer communication, helping to develop reading 

strategies, guiding student production to engaging higher cognitive skills.   

Examples of typical CLIL listening tasks are: 

 Listen and label a diagram/picture/map/graph/chart  

 Listen and fill in a table 

 Listen and make notes on specific information (dates, figures, times)  

 Listen and reorder information  

 Listen and identify location/speakers/places  

 Listen and label the stages of a process/ instructions/ sequences of a text 

 Listen and fill in the gaps in a text   

Examples of typical CLIL speaking tasks are: 

 Question loops - questions and answers, terms and definitions, halves of sentences  

 Information gap activities with a question sheet to support  

 Trivia search - 'things you know' and 'things you want to know'  

 Word guessing games  

 20 Questions - provide language support frame for questions  

 Students present information from a visual using a language support handout 

Taking all these descriptions in consideration, we have created a course that included all the 

above-mentioned elements, different tasks such as simulations, role-play, classroom interactions 

and similar, goals, input and outcomes, activities, roles, monitoring and evaluation. 
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In the B1/B2 Joint Course Syllabus produced within the project there is a more detailed description 

of the course syllabus with the topics and goals of the course, the intercultural competence to 

achieve, the predicted learning outcomes and the methods applied.  

 

 

Technological Platform 

To attain learning outcomes, it is essential to design a learning management system (LMS) that 

handles all aspects of the learning process. The most popular and common LMS is Moodle 

because of its accessibility. Its open source nature makes it very easy to customize and brand. 

Its advantages are free and simple use and as the most popular tool among teachers and students 

it is well-known in the learning and teaching field. Moodle enables fast searching for web content 

and materials connected to the learning topics or subjects. It integrates interactive activities 

combining simulations, short videos, virtual experiments, games and more, in order to enhance 

interactive learning based. It offers multiple forms of data retention, communications and course 

delivery and enables designers to use a whole array of learning models that overcome the classic 

training routines and obstacles. It features a completely customizable wiki system, forums, 

resource indexes, and multimedia course models that can be completely reshaped depending on 

the style and materials the instructor wishes to use. 

It is possible to share courses and work in a team. Peer and self-assessment are possible, and 

workshops and surveys encourage learners to view, grade and assess and work as a group. 

When solving different tasks learners can monitor their progress by checking their score of points 

and track their progress and success with a variety of options for tracking individual performance. 

The score of points can be also checked by teachers so they can monitor the students’ progress. 

Grades are automatically tallied, tracked and logged as well. 

The platform created supports the language learners’ and teachers’ needs, including preparing 

online blended courses with materials that can be downloaded, preparing guided dialogues to 

listen with different tasks concerning hotel and catering situations for different accommodation 

and facilities, preparing tasks to enrich the professional vocabulary and so on.  
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Technological Guidelines 

 

ACCESS TO THE E-LEARNING PLATFORM 
 

You can access the E-learning platform on the URL:  http://e-culture.eu 

http://e-culture.eu/
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START PAGE  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

MAIN TOPICS 

USER LOGIN 

PROJECT WEB PAGE 
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LOGIN TO THE PLATFORM 

 

You will find the LOGIN button in the right top corner on the start page. Click on it. A login window 

will open. Type in your login data and click on the arrow. The start page will appear again.  

 

Test  

 

Username: user 

Password: user 
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CHOOSING A TOPIC  

You may choose first a language and then the topic, or you may first choose the topic and 

then the language. 

On the start page, we choose among six culture modules: Croatian culture module, Czech 

culture module, Latvian culture module, Polish culture module, Romanian culture module and 

Slovenian culture module. Clicking on them will lead you to three submodules to choose from. 

 

 

 

CHOOSING A LANGUAGE  

You may choose first a language and then the topic, or you may first choose the topic and 

then the language. 

Click on the language you would like to learn, practise or improve. Clicking on a flag will lead 

you to study material and exercises in the chosen language. 
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USING THE STUDY MATERIAL AND TASKS 

Every country submodule has a cover story that connects all parts. It is cut into sections that 

offer different tasks, such as reading, speaking and writing tasks. That is common to all country 

submodules. However, the structure of tasks differs slightly from module to module as each 

partner chose their own topics on intangible cultural heritage and prepared their own learning 

material.  

 

Basic view  
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View of a submodule – starting with the cover story  

 

 

 

View of a submodule – part with creative and online tasks 
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SOLVING TASKS  

 

How to start  

 

a) Click on the Task button marked with an orange arrow.  

 

 

 

b) To start solving the task click on the ˝Attempt quiz now˝ button. There is no time limit 

for solving the quiz. 
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Basic view of the quiz / task 

 

Before you start solving the quiz/task, read the instructions. When you come to the end of the 

first set of questions, click on the “Next page” button to get to the next set of questions. 

 

 

 

 

 

 

 

 

Question menu  

Information 

Question  
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How to finish 

 

After solving all questions, a confirmation window opens. If you want to check your answers 

again, choose the ˝Return to attempt” button.  If you want to check your answers and your 

score click on the ˝Submit all and finish˝ button. 
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Correct answers are coloured green. Wrong answers are coloured red. 

 

If your answer is wrong, place or position the cursor on the wrong answer and the correct 

answer will be displayed. 

 

Correct answer 

 

Wrong answer 
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Some tasks will give the correct answers in a section below the task, such as this: 

 

 

 

 

 

Final grade 
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Types of tasks  

 

There are listening, reading, speaking and writing tasks. All the tasks are connected to the topic 

of the submodule. Listening tasks are typical listening tasks, where students listen to a dialogue, 

interview, story or similar and solve exercises connected to them. But they can also be part of a 

video, where students listen and watch, and then solve exercises. Reading tasks include reading 

texts and solving exercises connected to them. Speaking tasks are dialogues, discussions, 

presentations and similar, whereas writing tasks are descriptions, webquests, project work, 

presentations and similar. Speaking and writing tasks are principally connected.     

Warm-up tasks include matching exercises, true or false statement exercises, gap-fill exercises, 

putting sentences in the correct order exercises, grammar exercises, looking at photos and 

describing them exercises, watching a video and describing it exercises, reading short texts and 

answering questions exercises, discussion exercises and similar.    

There are also tasks using design thinking tools, such as problem solution, visualization, mind 

mapping and other creative tasks, such as case studies, webquests, problem-solving discussions, 

project work and similar.  

There is also a range of online games, such as solving a crossword or cryptex and playing 

Millionaire or Hangman to check new vocabulary or improve the existing. 

 

Examples of different types of tasks: 

 

Discussion 
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Gap-fill 

 

 

 

 

Grammar 
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Listening 

 

 

 

Matching 
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Reading 

 

 

Video and listening 
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Visualization 

 

 

 

Webquest 
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Writing 

 

 

 

Online games - crossword 

 


