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A cooperative school model
in blended experience

Educational Ventures is an Erasmus+
cooperation project that combines
e-learning, outdoor education and
augmented reality to strengthen
transversal, digital, civic and

social competences.

Learning through
cooperation, culture
and immersive

technologies.
g 0 @
BLENDED OUTDOOR AUGMENTED COOPERATION &
LEARNING EDUCATION REALITY INCLUSION

Disclaimer: Funded by the European Union. Views and opinions expressed are however those of the author(s) only
and do not necessarily reflect those of the European Union or the European Education and Culture Executive
Agency (EACEA). Neither the European Union nor EACEA can be held responsible for them.

Co-funded by
the European Union

2023-1-1T02-KA220-SCH-000151181

RESULTS AND IMPACT

Educational Ventures has developed a practical and innovative model that
connects cooperative learning, digital tools and immersive experiences.
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WHO BENEFITS PROJECT VALUE

MAIN RESULTS SO FAR

e e-learning modules created;

students; innovation in school education;
® Moodle learning environment

developed;

teachers; stronger cooperation

and inclusion;

schools and education
professionals;

* AR app designed and tested;
connection with culture and

place-based learning;

e pilot activities implemented
with students and teachers; local communities

and stakeholders.

sustainable and transferable
educational practice.

e feedback surveys and
monitoring tools used;

¢ multiplier events organised
in Poland, Italy and Turkiye;

e replicability guidelines
prepared and being refined.
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Educational Ventures - learning through
cooperation, culture and immersive technologies.
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| About the project

Educational Ventures is an Erasmus+ Cooperation
Partnership in School Education that promotes

an innovative cooperative school model combining
e-learning, outdoor education and augmented reality.
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@ strengthen transversal, digital, civic
and social competences;

Main objectives

| Project pathway

@ connect learning with local culture

and community;

WP2 - Model design

[ ]
@ promote cooperation, inclusion and Definition of the cooperative school model
studant eGA0EAISAE and educational framework.
@ integrate blended learning and o
immersive technologies; ° WP3 - Digital tools
Development of the e-learning platform
@ support innovative, reflective and and AR content.
experiential education.
. WP4 - Pilot testing
Implementation, monitoring and evaluation
of the model with target groups.
| Partnership
° WPS5 - Dissemination
Liceo Scientifico Communication, multiplier events and
Francesco D'Assisi support for replicability.
(Coordinator, Italy)
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| The Educational Ventures model

The model is based on a blended and cooperative learning pathway
that combines structured online learning with immersive outdoor experiences.
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| Learning modules | What learners gain
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digital literacy;
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Technologies Citizenship Learning &RAS

reflective learning;
stronger engagement
and motivation.




