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COMPETENCE-BASED LEARNING

+ Based on a competence-based learning
methodology, CLIL Goals ensures that learners are
equipped with the skills they need for tomorrow's
world.

- The STEAM focus develops students’ scientific
competences and problem-solving skills, while self-
assessment tasks encourage them to take more
control over their own learning.

* lcons within the Class Book indicating the
key competences practised in each lesson, with
accompanying notes in the teacher’s guide.

+ Specific competences tests to facilitate the
implementation of the LOMLOE in the classroom.

CONTINUOUS ASSESSMENT

- Rubrics for assessing the competences outlined
in the LOMLOE and notes on assessment
opportunities available throughout the Teacher's
Guide, with information and suggestions for
implementation in the classroom.
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- Review sections at the end of each unit to make
students aware of their own progress.

8 (5 Show what you have leamed. Choose one.
Createaposter. | Drawa picture. sentation.
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- Self-assessment sections within the tests.

- Active Learning Kit with iProgress Check and
Learning Record, which encourage students to
learn independently, and with gradebook to track
their progress.
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EDUCATION FOR SUSTAINABLE
DEVELOPMENT AND GLOBAL
CITIZENSHIP

* CLIL Goals has a strong focus on the real-world, including
authentic content and cultural bites.

* Learning Situations and projects related to the UN
Sustainable Development Goals, give students the
opportunity to work on solving global challenges while
encouraging students to gradually become responsible
citizens.

+ Pair and group activities encourage students to work 7
collaboratively to solve real life problems in a creative and ! s RARGS e o3
innovative way, whilst using the language they have learned
in each lesson.

 Go Pangea gives learners access to a world of content PSR e S s
where they can work collaboratively with an online |
international community of students, giving them the
opportunity to learn about other cultures and exchange
points of view and experiences with students from a variety
of cultures and backgrounds answering important real-life
questions aligned to UN SDGs.

© Watch. Compare your results with a classmate. Fillin the worksheet. )
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DIGITAL SKILLS DEVELOPMENT

* CLIL Goals promotes digital literacy and critical thinking
skills through digital competence activities: interactive

maps, WebQuests and weblinks, which engage students
to find information, discover and understand new
perspectives of the world we live in.
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Game Zone Reading
- Blended solution with access to the digital version of Club

the books to start familiarising pupils with digital formats,
following global digitisation trends. @
+ Active Learning Kit with different areas to develop Content iProgress Learning

Coach Check Record

different aspects of digital competence, with a gamified
format to encourage students’ involvement.

* Access to the Go Pangea platform gives students an -
opportunity for real-life communication and collaboration .‘7“ J P
through a global community of students which connects ’ 76 angea
and engages learners as they develop skills for success in
school, work and life in a safe online space.

SCIENTIFIC SPIRIT

* CLIL Goals provides real life situations for students to
actively observe and analyse as they experiment and
solve challenges. Curiosity about the world underpins
the series as students explore and discover information
together.

STEAM

* STEAM methodology provides stimulating problem-
solving scenarios where students must use knowledge
from other disciplines including Science, Technology,
Engineering, Art and Maths, in order to resolve the
challenges effectively.

* Through the STEAM challenge pages and activities,
students are guided through the different stages
of experimentation and execution to draw on their
exisiting knowledge in order to craft and create.




