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SETTING THE SCENE 
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• Aim of the Project 
 
– Implementation of the CLIL approach within technical degree programs (informatics, logistics, 

civil engineering, mechanical engineering) 
 

– Development of foreign language skills (German, Czech, English) within the cross-boarder 
region in Austria and the Czech Republic 
 

– Identification of current needs of the labour market in the Austrian-Czech cross-border region 
 

– Development of e-learning modules and terminology lists 
 

– Enhancement of graduate employability in this geographical region 
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Cultural Aspects in Austria 
and the Czech Republic 



CULTURAL ASPECTS 
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• Cultural dimensions of  
Austria and the Czech Republic 
(Hofstede, 1984) 



CULTURAL ASPECTS - DIFFERENCES 

• Using hierarchy only for 
convenience 

• Competition, achievement and 
success are important 

• Working consecutively 

• Rule-based control 
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Austria Czech Republic 

• More hierarchical society 

• Operating more simultaneously 

• Diffuse Culture = mingle work and 
private life 

• Human-oriented control 

 

Schroll-Machl Sylvia & Nový Ivan (2008, 2009) 



CULTURAL ASPECTS - SIMILARITIES 
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Austria Czech Republic 

• Strong independence 

• Preference for loosely social 
relationships 

• Role-oriented 

• Conflict avoidance 

Schroll-Machl Sylvia & Nový Ivan (2008, 2009) 

• Strong independence 

• Preference for loosely social 
relationships 

• Role-oriented 

• Conflict avoidance 
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E-LEARNING SYSTEMS AND GAMIFICATION 

• E-Learning Systems 
 

– support students by improving their skills and gaining new knowledge by using 
web-based information and communication systems and technologies  
 

– encourage students to learn more independently and actively  
 

– support  
• contact between students and teachers 

• cooperation between students 

• communication between all participants  

• possibility to learn from each other  
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(Zaric, Scepanović, Vujicic, Ljuco-vic & Davcev, 2017) | (Amriani, Aji, Utomo & Junus, 2013) | (Shea, Picett & Pelz, 2003) 



E-LEARNING SYSTEMS AND GAMIFICATION 

• Gamification 
 

– is defined as the use of game design mechanics and elements in non-game 
contexts  
 

– with the aim to enhance the engagement and motivation of learners by using 
gaming techniques  
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(Deterding, Sicart, Nacke, O'Hara & Dixon, 2011) | (Muntean, 2011)   
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Research Design 
Objectives and Methodology 



RESEARCH OBJECTIVES 

• Identify the contextual differences and online learning preferences of Bachelor 
students taking a degree in logistics in Austria and the Czech Republic 

 

• With the aim to 
 

– deliver online material that suits the requirements of the investigated geographical groups  
 

– present e-learning resources in such a way that it can also benefit employees of the local industries 
in Austria and the Czech Republic  
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RESEARCH DESIGN - METHODOLOGY 
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Gender Country Discipline 

Male (21) 

Female (19) 

Austria (20) 

Czech 
Republic (20) 

Logistics (40) 
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Layout, visualization and structure of e-learning material 
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CONCLUSION 
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• Apparently Austrian and Czech students have a different 
perspective on learning which is why 
 

• Czech students are more into text based learning 

• Austrian students are more into visualisation and gamification 

 

• Adopt both approaches within the project so that all 
players are satisfied 

 
 



LIMITATIONS 

• Too small sample size for quantitative study 

 

• Focus on bachelor students of logistics only 
 

• Restricted regional perspective 
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POTENTIAL FUTURE AVENUES  

• Broaden the scope to all 4 disciplines 
– Informatics 
– Civil engineering 
– Mechanical engineering 
– Logistics 

 

• Take more participants into account 
 

• Embrace more geographical regions 
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