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Centro studi e formazione Villa 
Montesca (VMSTC) 

Centre presentation 
Centro Studi e Formazione Villa Montesca is a non profit organisation founded in 
February 2001. It organises and develops training programmes and projects, and 
experiments new learning paths for studying and monitoring individual competences. 

Our team works with national and foreign researchers and operators in developing 
specific methods and tools in the field of education. 

The Centre is a high level training organisation for post-graduate and post-diploma 
courses and for permanent education for adults based on the Lifelong Learning method. 

It works also in the field of innovative teaching methods for new professional profiles in 
the European labour market as an experimental workshop where master plans are 
carried out in the fields of the environment, welfare, cultural assets and environmental 
protection. 

Centro Studi Villa Montesca has been awarded the Quality Certification ISO 9001 
(Vision 2000) for planning, development and development of professional training 
services for High Level training and Lifelong learning courses at regional assessment 
level. 
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Training centre 
Centro Studi Villa Montesca stands out in the field of innovative and successful training 
courses aiming at  

• contributing to training development 

• determining the effectiveness of the training methods 

• supporting learning and knowledge development abilities 

• coaching and monitoring activities 

• supporting Lifelong Learning activities 

Special attention is given to High Level Training, Teacher Training and Adult 
Education, supported by the scientific academic character and tradition of the place 
where the Montessori education system was first experimented. 

 

 

 

 

 

 
 

 

 

 
 

Areas 

 

The environment and renewable energy 
to develop environmental sustainability 

projects 

ICT and E-learning to develop innovative 
didactic methods and instruments 

Social and local development for service 
integration systems and local network 

experimentation. 

Culture to promote international initiatives 
and events. 

New Media to define strategies and create 
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Research centre 
 

 

 

 

The Centre has become an important reference point at European level in training and 
ICT as well as for the integration and co-operation in the education and cultural fields. It 
carries out experimentations of new teaching methods for distance learning through IT 
and engineering. The activities are mainly concentrated in finding new approaches to 
new technologies, such as: Co-operative learning, Social networking, Problem based 
learning. 

Centro Studi e Formazione Villa Montesca is also: 

Accademia montesca 

A multi-disciplinary school which organises several training courses linked to new 
professions in cinema and television. 

Montesca multimedia 

A centre dedicated to the creative development of new training and communication 
methods in multimedia applications. 

Montesca network 

A permanent co-operation network at European level for the promotion and 
development of joint projects in areas of common interest. It is now acting as a link for 
more than twenty European countries (Austria, Belgium, Bulgaria, Cyprus, England, 
Finland, France, Germany, Greece, Hungary, Italy, Lithuania, Malta, Holland, Poland, 
Portugal, Romania, Slovakia, Slovenia, Spain and Sweden). 

Era-edu e-learning system 

An open space allowing free access to on-line training courses. This is part of a wider 
project promoted by the Umbrian Upper Tiber local administrations for the circulation 
of the WI-FI connection also in the local mountainous areas in order to guarantee every 
access to the training activities of this platform. 

Rete delle scuole (schoolnet) 

A protocol of permanent co-operation with secondary schools in the Upper Tiber Valley 
(IIS Patrizi Baldelli , IPSSARCT Cavallotti , ITCG Salviani , ITIS Franchetti and Liceo 
Classico Plinio il Giovane - Citt di Castello; IIS Leonardo da Vinci - Umbertide) for the 
development of innovative activities in the field of education. 
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The villa 
      

  
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Villa Montesca has an important role in the field of education and is 
renown in all of Europe for its history and vocation that reflect the aims 
of its founder and builder. 

The construction of the Villa and its outbuildings was commissioned by 
Baron Leopoldo Franchetti and built by the Florentine architect Boccini. 
The estate is located on a hilltop overlooking the town among centuries 
old woodland and rare botanical species. 

Baron Franchetti was born in Livorno in 1847, moved to Città di 
Castello in 1880 and in 1882 began his parliamentary career as a MP 
for the Liberal Royalist Union and at the end of his political life in 1909 
was elected member of the Senate. 

He was very sensitive to social and economic issues and tackled with 
utmost passion the land problems focusing on the need for its 
economic reform and tuning his efforts towards improving the farmers 
cultural conditions and life. In 1874, a year after his study tour around 
Southern Italy in order to acquire a deeper understanding of the 
Southern Question , Alice Hallgarten, who was to become is wife in 
1900, was born in New York. 

After their marriage they took residence in Villa Montesca which had 
just been completed. 

Despite the age gap it was a happy marriage made even stronger by 
their common cultural and psychotherapeutic interests. 

Between 1901 and 1902, the Baroness set up a school for the farmers 
children with classes up to 6th grade and free access. Her new and 
original teaching method attracted the attention of Maria Montessori 
who completed her own method in the Villa. 

From the circulation of culture and education for the emancipation of 
the poorer classes stemmed other ideas such as the Umbrian Cloth 
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For centro studi Villa Montesca 

Active learning means 
 

 

Parental learning 

The diffusion of the social networks is generally considered a source of new barriers 
between Parents and Children. Internet is also considered a place where the children 
safety and morality are at risk. The fact is that the use of the Web is different if the users 
are adults or teens. 

It’s perhaps possible to consider the Family a place where Adults and Teens can learn 
together and can live the learning process as a sort of entertainment. In that way, those 
warnings can be managed by the Parents and the generational differences can become 
an opportunity to share knowledge. Teens can teach the use of social network, adults 
can put at their disposal cultural contents. 

To experiment this opportunity CS created a learning game: 

The game is divided into two sections:  

• Use of WEB 2.0 

• Quiz Show 

Families in ten Countries will be able to participate in a synchronic environment  

 

 

 

 

 

 

 

Cooperative learning in Communities of Practice 

Adults have previous knowledge that can be interesting to share with other adults. In 
order to let adults be protagonist of the learning process, CS introduced some 
experimental Community of Practice based on the WEB. 

The main are: 

• Very simple, intuitive and friendly E-environment to avoid the problems many 
adults have to face the WEB 2.0 social networks. 

• An active role of the moderator to animate the Community representing also an 
“assistant” to solve some problems that can occur. 

• Defining very clearly the Community’s tasks and the goals 

• The “Ownership” of the Community belongs to the participants 
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E- Orientation 

 

 

 
WeB 2.0 as a place where it is possible to verify your skills 

 

CS has realized and registered a web based system to auto-verify one’s job skill 

This System is called Gap Analysis. 

1st step: The user can choose a Professional Profile he could be candidate for  

2nd step: The user is called to auto-verify the skills needed 

3rd step: The system verifies the skill the user is supposed to have 

 

The system presents the result, suggesting: 

• To have more training (specifying some training proposals the GA checks in the 
WEB) if the Gap between what the user is, and what he has declared to be, is to 
high. 

• To present his Cv to some enterprises that have previously made a registration   

 

 

 

 

 

Virtual worlds  

Generally, Virtual Worlds are most of the time seen as 3D Games, there are many 
different kinds of it: forums, blogs, wikis and chatrooms where communities born. 
Places which have their own world, their own rules, topics, jokes, members, etc... Each 
person who belongs to these kinds of communities can find like-minded people to talk 
to, whether this is a passion, a wish to share information or just to meet new people and 
experience new things. Some users develop a double personality depending on which 
world they are interacting with. Depending on whether that person is in the real or 
virtual world it can have an impact on the way they think and act. It is not all about 
video games and communities, virtual world also plays a part in the social as it can 
allow people to speak or share knowledge one with each other. Best examples are 
instant messaging and video-conferences which allow people to create their own virtual 
world. It can also be used to help hospitalized children (suffering from painful disease 
or autism for example) to create a comfortable and safe environment which can help 
them. 

CS space in Second Life allows some social activities and makes it possible to organize 
some events involving people living in very far places. 
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CS Learning Village (Work in progress) is also a place where adults can find some 
contents and some tools for learning activities. 

CS Learning Village is also a social network where adults can share information and 
opinions about some categories of interest they can have 

 

Soft-learning 

 

SOFT LEARNING is 

An approach to LLlearning for enhancing citizenship based on: 

Soft tools (mobile phone, TV…) 

Soft didactical methods (games, simulations, social networking…) 

Soft time at disposal 

 

General principles: 

• personalized timetable 

• Learning by enjoying 

• personalized contents 

• creating permanent communities of learners 

• increasing interest and participation 

 

Learning and enjoying  

 

Some activities are actually games: 
 

  Short quiz shows 

  Competitions  

  Role games  

 

In the SL Communities there aren't teachers and students.  

  They are communities of Peers.  

  The Moderator has to let them be able to create their contents.  

 The communities can invite experts to take part in the activities to give their 
contributions   

(e.g. if the contests is about local history, the Community can invite a local historian to 
explain something or to suggest some book to read) 

 

How do they work? 
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First step: the communities have to “know who are the participants”, exchanging 
information about the single profiles 

Second step: every participant has to engineer his/her own timetable planning when to 
act. Just one task: Keeping in touch with the community 

The moderator has the task to gather any useful information about the timetable 
organization 

The community decides if and when to meet in presence 

 

 


