Lingua Project pre-proposal
SUMMARY
“In the partnership consisting of Czech, Romanian, Bulgarian, Danish, Swedish, Italian and Hungarian educational institutions - with the help of a British partner assisting us with its long-lasting experience in language teaching - we are trying to find and apply the basic rules of computer gaming acitivities in order to put language learning closer to the much-preferred and widely-spread freetime activity: computer games. 

Our main objective is to create such a novel multimedia online course at threshold level that - with the help of the EU Framework of Languages definitions - can meet the requirements of high-tech entertainment as well as of highly-efficient language acquisition. By creating an online course we produce an efficient means for on-demand language training, in which the user will have an informal learning scheme at his disposal.

On the basis of the sample online course created in English we are planning to produce similar contents in 7 of Europe’s minor languages represented in the partnership. 
 In order to be efffective in our efforts we are planning - as supplementary research - to find out which are the best ways of keeping motivation alive by increasing the elements of challenge, positive feedback and the attraction of novelty.
1.1 Why is the project needed?
Some institutions (The two Hungarian, the British, the Czech, the Romanian and the Bulgarian) of the present Partnership have been involved in a G1 project, in which the central activity has been focused on the production of an interactive multimedia online course of IT English. 
From the present on-going work we have gained the following resources, experiences and ideas:

1. experienced team of technical development

2. experienced team of content development

3. pedagogical and methodological know-how of self-evaluation, interactivity, multimedia elements application etc.

4. based on language learning needs analysis we have an idea of what is really expected of such a material: to be entertaining, exciting, catching that is something similar to the hundreds of computer games the young and the old are engaged with all the time.
if we study the present available multimedia games, we can state that they can be characterized by a highly motivating, attractive user interface, all multimedia elements involved, exciting, captivating tasks, high simulation and high interactivity elements, technically and graphically high standard, marketable design etc.

The idea is to find a way to produce a language teaching course that will possess the same standards. If we can produce the technical background and combine it with the effective methodological tools in one language (English), the next step – producing similar courses in the minor languages of the partnership – must be much more economical and of higher quality at the same time.
There is a great demand for motivating and captivating language learning materials that enhance the effectiveness of the learning process and make language acquisition enjoyable and attractive. 

There is an ever-increasing number of young adults who – with the help of the internet and the available multimedia tools – would be quite happy to acquire a language if the presently tiring and often annoying process was made more enjoyable and motivating.

1.3 The concrete aims and objectives of the project are the following:

· to identify those elements of computer games that can serve language acquisition if applied in the interactive multimedia course materials 

· to produce a number of activities for language learning that meet the requirements of point a. – technical development

· to produce the joint context in English to serve as a core for the contextual development in the partners’ minor languages – Level: Threshold (survival), skills: vocabulary related to basic situational topics, reading, writing, comprehension and language accuracy.
· to define the circle of formal and informal situations, language elements which the course will cover

· to find those fields of activities and topics in which language acquisition can coincide with learning about cultural issues

· to create the content matter for the same activities in the minor languages
· to pilot the outcome and make amendments if needed.
1.4 Main outputs and products
1.4.1 Didactic materials:
List and analysis of computer game-like activities applicable for language learning
Study on tools and methods to be applied in order to transfer the best practices from both computer games and existing interactive multimedia language course materials

1.4.2 Frame and activities – technical and graphical development – for interactive multimedia online course material development

1.4.3 Content in English for interactive multimedia online course at Threshold level (curricula, evaluation methods, skills definition on the basis of the European Framework definitions)

1.4.4 Content in the partnership’s minor languages (Hungarian, Danish, Romanian, Bulgarian, Czech, Italian and Swedish) for the interactive online courses
1.5 Main Activities

1. Analysis of high quality computer games and language learning software and CD ROMs – Product: Study on the online course technical potentials

2. Study of EU Framework of Languages and ready materials related to threshold level – Product: Study on the course content requirements

3. English sample course material design and development: Technical and contextual development

4. Contextual development of national courses (Hungarian, Danish, Swedish, Italian, Czech, Romanian and Bulgarian) – similarities and differences due to cultural, geographical etc. characteristics

5. Piloting the English sample course

6. Feedback and modifications of English sample online course

7. Modifications in national courses

8. Piloting the national courses

9. Dissemination activities: part-results (studies) and final results (online courses) in different forms (project web site, professional forums like conferences, online forms like interest groups and blogs, publications in professional journals.
10. Monitoring and Evaluation (see in Point 3)

1.6  Target groups

1. Young adults interested in minor languages (with the aim of tourism, work, intellectual interest) – at threshold level – 
2. Potentially teachers of other minor languages who are involved in language teaching material development. They can apply the content as a starting point for further work.

Impact : there are immediate short-term impacts and, hopefully, long-term   impacts on our target groups.
· those users who start - and hopefully finish – the course – on one hand will start enjoying language learning, on the other hand will use the course more effectively than any other traditional means

· the participants will get acquainted with the culture and language of a nation not so much in the focus of interest

· people can learn the language with the very practical aim of making contacts, traveling and collecting new experience or information, increasing their potential in finding a job and working in a foreign environment

· the users of the course can decide to follow their studies of the language at a higher level – long-term impact
· there are those teachers who – on the basis of our core material (in English) will start working on other languages’ course development. – hopeful long-term impact.
1.7 Pedagogical and didactic approaches

By putting an emphasis on the policy of life-long learning and ICT in distant learning we must find both the theoretical and the most effective practical solutions for making the learning process more attractive and motivating. Although we have long realized the importance of the different media and interactivity in language acquisition, - due to different reasons among which the financial is only one – so far we haven’t been able to produce anything at least slightly similar to computer games, which keep the users glued to the monitor. 

By analyzing the requirements clearly defined in the European Framework of Languages and applying it in our pedagogical practical experience we can produce the core content matter in English to serve as guidance for producing the material in the minor languages.

By involving experts in the field of drama pedagogy, language teaching and technical development we can create a good balance between contents and activities.

1.8 Innovative elements
· ICT’s role in the project

· It is quite clear that the essential part of the project is the development of the technical solution for the online course – templates, web environment, online uploading interface etc.
· It is evident that for evaluating the existing computer games and the presently available technical solutions of interactive multimedia language courses our best source will be the internet. 
· As the core outputs of the project will be online interactive multimedia courses in different languages, the application of ICT - both in the development and the utilization of the courses – is crucial.
· Several minor languages are put into focus at the same time.
· The most useful parts/ideas of existing materials (computer games) can be integrated resulting in a new quality in the field of online language learning.
· By producing the core material first, we can use our resources in a most optimal way.
1.9 Dissemination potentials
The basic objective and task of the dissemination is to achieve that the results of work procedures should get to the widest circle during the running of the project, moreover, long after the project has been completed and to ensure further possibilities of utilization. As most of the partners are set to launch the online course to the market, dissemination activities will get an outstanding importance in the course of the project period.
The effective realization of the dissemination plan is ensured by the previous experiences of the coordinating institution and the partners who are all highly experienced in the field of international project management.

The division of the dissemination activities takes place according to the following classification:

What: general information about the project; project product; part-time results; other.

Communication channels: home page, professional conference, publication, press conference, teacher’s meeting, publicity, online forms.

Target group: teachers, students, professionals in education, young and not so young adults interested in language learning, participants of economy, press, large public, decision makers in educational policy, foreign partners.

Time: during the project period + one more year after closing – this will coincide with the marketing activity of the products.
The Hungarian and the international partner institutions take part in the dissemination together and to the same extent. The person responsible for the dissemination activity is the same as the one in charge of the coordination of the project in each of the partner countries.

We consider it very important that the part-time and final results of the project should be published not only for the participants in the piloting but for the general public and a wide circle of professionals too. One of the best ways is to produce a project’s web site, which can serve doubly: partly it is the communication channel for the partners (Enter Members only with code) and it is an information center for the public.
With satisfactory and continuous dissemination during the project period, hopefully there will be a lot of interest within national and European networks to disseminate an interactive multimedia language product (e.g. EDEN, Danish e-learning network etc.) which has a potential of involving several further European languages in the long run.

As we think that the part products are important too, we are aware of the fact that dissemination should start right after Work package 2. If we can’t draw public attention to the theoretical findings of our work we won’t be able to ensure that our final project be well-known and ready for further utilization – which is our real aim.

As the coordinator has definite ideas about the further utilization of the final product, it is in its interest to organize and coordinate the best possible methods and tools in order to disseminate the actual and tangible results as well as potential further application in other minor languages.

Considering partnership composition (some countries with relatively small population) and the importance of the basic objective (to produce something applicable in a much broader circle and utilizing the high quality features of computer games), we are sure that with appropriate dissemination and marketing activities the product (assuming that it will be of high quality) can easily find its way in the other European countries too. 
1.10 Target languages of the products:

all the didactic materials will be produced in English

the technical development (frame, uploading surfaces, specifications etc.) will be created in English

the course materials will be produced in all the languages of the partnership: Hu, Ro, Cz, Da, Si, Bg, It
2. Partnership composition and contribution
2.1 ISZTI (The Innovational Training and Retarining Centre Public Utility) is involved in elementary, secondary, vocational and adult education. Main fields: regular IT- and medical training with supporting disadvantaged people; Accredited training; Developing and publishing teaching materials; Career advising; Software developing.  
It runs several national projects in the field of training material development and presently coordinates a Grundtvig 1 Project on IT English interactive multimedia online course design and development. 
2.2 Madeilane Public Utility operates a vocational training school. It is a post-secondary training in cooperation with ISZTI. They work with professional experts from different educational institutions, universities, etc. They participate in developing training materials. It is a partner in the present Grundtvig 1 Project too.  
2.3 The Foundation for European Initiatives: is a not-for-profit organization, which assists originations in a variety of ways from surveys/questionnaires through to training course development. One of the Senior staff members, Kevin Osmond undertakes the building on-line -e-learning multimedia courses for various sectors. They have been involved in several international projects (Leonardo mainly), presently they are partner in the Grundtvig 1 Project.
2.4. Higher and Secondary School of Gustav Habrman (HSSGH): Main training field: Logistics and management course at higher professional level.              

Its activity has been always connected closely with the technical and economic practice. During five years’ history of  the higher vocational studies at HSSGH  the quality of teaching and fulfilment of the student’s profile is followed  carefully in the framework  of the external and internal  evaluation.  Involved in numerous local and European projects. Partner in the Grundtvig 1 Project.
2.5 Euroinform has experience in management and co-ordination of EU funded projects. The company deals with consulting services related to foreign language teaching and learning and introduction of modern training methods. Also engaged in translation and adaptation of learning and teaching tools and materials. Currently the company carries out a Lingua 1 project dedicated to raise awareness about Cyrillic and Greek languages and is partner in the Grundtvig 1 project. 

2.6 The European Pole Of Knowledge – school network (Council for European Educational Integration) has been involved in a great number of European projects (Grundtvig I, II, Comenius, Youth etc.) and one of its activities comprises the education of immigrants. 
2.7 The Social and Health Care College in Aarhus is providing basic and vocational training for people wishing to work in the social and health and pedagogical sector. The college employs nearly 100 full time teachers. The inhouse multimedia department produces all multimedia elements from pedagogical design to graphic interfaces and streaming video.The key competencies of the staff are to combine high quality web and multimedia solutions with pedagogical reflected learning processes. It is involved in several international projects like Grundtvig, Second the college and sosuMedia have designed and submitted a large Grundtvig 1 project in 2005, called ADULT EUROPEANS, about new ways in adult language learning. This project is one of the first attempts to implement the new plurilinguistic language learning approach of the EU Common Framework for Language Learning and Teaching in practical adult learning environments. The college is also a partner in the newly granted Grundtvig 2 Learning Partnership called Lifelong Language Learning.
2.8 INFO PROJECT was set up in April 2004 with the aim  to promote European projects in Maramures county. Being an Authorized TOEIC/TFI Testing Centre and  a TEF Training Centre it  stimulates the study of foreign languages. It has successfully promoted several Grundtvig 1 and Grundtvig 2  projects. It is partner in the Grundtvig 1 Project. 
2.9 STPKC has extensive experiences of pedagogic development, unique competencies in methodology development and production of practical solutions matching vocational and professional development needs. It is involved in virtual communities like Leonardo Virtual Community, as well as similar services for Grundtvig and Minerva programmes, gives us unique capabilities to handle dissemination, valorisation, to provide overviews on ongoing and already developed solutions and services, as well as to develop and coordinate user-centred online services. They possess broad experience of international projects, project reviews and project management.
2.2 Specific expertise: - see underlined parts from 2.1
2.3 Specific tasks assigned for the partners:
1. Technical development – Hungarian partners 

2. Contextual development – all partners

3. Methodology – comparative essay – British and Danish partners

3. Needs analysis – all partners

4. English core material development – coordinator + British partner

6. Piloting - each partner respectively

7. Dissemination – each partner but the Danish partner will play an outstanding role due to its prior and present international involvement

3. Monitoring and Evaluation
3.1  Promoter appoints persons in charge for monitoring and evaluating the following specific fields:

· Methodology-related research and products to be monitored and evaluated by external professionals (proofreading)

· Technical development to be monitored by team leader, evaluated by pilot groups

· Contextual development to be monitored by international team leader (core material in English) and proofread + evaluated by British partner

· Contextual development (in national languages) monitored by national team leaders + external expert in each partner country. Final evaluation by pilot groups (teachers included)
· All the other  project-related tasks are in charge of the coordinators with the guidance of the promoter

Methods for monitoring: 

· Joint planning and design according to the proposal + mainly during the meetings and continuous contact-keeping

· Monitoring the work and activities in monitoring meetings, minutes and reports and on the homepage (monitoring meetings for the specific areas of activities e.g. content developers, technical developers etc.)
· Interim and final reports to Socrates office

· International meetings for the partnership, extra meeting to be held only for the material developers.
3.2. Testing and evaluation of the products
       
Methods for evaluation: 

3.2.1. Internal evaluation:

· Using questionnaires, observations, exchanges of professional opinions, pilot testing,  feedback from users based on questionnaires and personal interviews 

· The online course material will be tested by pilot courses organized in all the partner countries 

3.2.2. External evaluation:

- carried out by persons outside the frame of the project appointed by the project management in each partner country at critical points/final phase of completing a product;

                      -  With the help of the dissemination channels carried out continuously during project period we can get feedback on both the reception and the professional contextual issues of the product (talks and publications)

                       - With the help of the widespread project activities and domestic professional links of

the partnership (prior to the present project) external and foreign institutes and user groups can access the product before it is finalized (forum and demo version available on the homepage, international and national conferences, professional bodies etc.)

4. Other aspects
Potential for the products

Once we have produced the technical and graphical environment and the core material in English, there is no limit to applying the same know-how and content to any other minor language. If we consider the size of the partnership and the potentials of the partners’ dissemination activities, contacts and their involvement in other projects – both national and international – may offer, we can conceive an approximate idea about the further potentials of the final project products. 

We hope that after the completion of the present project we can find a follow-up project (Leonardo or Grundtvig), in which we can explore the further implementing potentials of the language game model and the theoretical basis for further usage in formal and non-formal adult and vocational training environments.
Reasons for the long duration of the project:

· The relatively big size of the project calls for close cooperation and frequent contacts (not only electronic) among the coordinators, and the professional staff involved in the development.

· As there are two distinctive stages of the project – the first being the design and development of the English sample course material, its piloting, feedback and evaluation, modifications, finalization; the second comprising the course design and development in 7 different languages including their piloting, evaluation, modifications and finalization – we don’t think the execution of all the objectives and the production of all the planned products are possible within 24 months.
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