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OBJECTIVES OF THE PROJECT
The overall objective of the project is to support better integration of children belonging to vulnerable
groups in partner schools through various activities, starting with the school year 2019-2020.
Specific objectives:
1. Developing teachers' professional skills to plan and realize activities supporting the inclusive approach in their teaching and extra-curricular activities ;
2. Increasing the portfolio of activities that support inclusion at school level by creating a community of practices among teachers involved in the project;
3. Developing the emotional intelligence and well being of pupils belonging to vulnerable.
DESCRIPTION OF ACTIVITIES
There will be three joint staff training events and two short term exchanges of pupils. Pupils will
access the project's website and also the eTwinning platform to know each other and to
communicate.They exchange e-mails and introduce themselves in Flipgridvideos. Every school will
create three games that help their partners learn about their country, town and school. The games'
instructions will be uploaded to the website so that others can play the games. Each school organizes
an Erasmus Games Event. Pupils play each other's games and learn about each other's cultures.
Then, ONLINE LIVE COMPETITION takes place.Thus, pupils will work on different topics such as
"How we play ?", "Who are my heroes?" or "What makes me happy, sad or angry ?". During the
Learning Teaching Training activities pupils will play games and learn about and from one
another.They will learn to work together, to find the best way for each group member to contribute, to
listen to and accept the viewpoints and contributions of others.
FINAL OUTCOMES
· the project website ; "G.O.A.L" - METHODOLOGY -describing the rationale and the steps of using games as a teaching tool; 
· a TEACHER'S GUIDE for the use of digital tools for learning; 
· "G.O.A.L" booklet -"TOGETHER FOR EUROPE" (presentations of each school, the description of project, the objectives, the results etc ) ; 
· "G.O.A.L - GAMES FOR ACTIVE LEARNING"-a collection all the games developed in the project ; "UNITED IN DIVERSITY"- a digital presentation of each country ; 
· a FINAL VIDEO-CLIP about the project .
IMPACT
FOR PUPILS
· [bookmark: _GoBack]Tolerance with regard to different cultures ;Team work and social skills development ; 
· Knowledge of lifestyle and education in partner countries ; Strong bonds with pupils from partner schools ; 
· Digital skills development; Foreign language skills development ; 
· Interest in other countries and their cultures ;
FOR TEACHERS
· Experience of different teaching methods ; 
· Knowledge and understanding of partner countries’ educational system (content and assessment) ; 
· Creation of strong bonds with partner country teachers ; 
· Digital skills development ; 
· English language skills development ; 
· Social skills development ; 
· Motivation for professional training and skills development ;
FOR THE SCHOOL
· Improvement of school climate ; 
· Development of openness and cooperation with schools from other countries ; 
· Stronger relationships between pupils and teachers ; 
· Better teamwork among teachers ;
· Introduction of new teaching systems, new content ;
· Strengthening of the European dimension and its development ;
· Increased support and involvement of other local stakeholders: local and regional authorities, companies, parents’ associations.
