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2. ACEEU GmbH Germany 
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5. European E-learning Institute Denmark
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MOOW consortium
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• MOOW CODE is a forward-looking and impact-oriented project that aims to 
develop and promote MOOW (Massive Open Online Week, pronounced as 
"move"), a multifaceted, synergistic format of digital learning and co-creation in 
higher education.

• MOOW is a promising new format and concept that builds on the strengths of 
traditional MOOCs, the university Entrepreneurial Weeks and online idea-stage
accelerators and bootcamps. 

• What is the innovation here? - MOOWs offer a fully digital and highly interactive
learning environment that is set within a rigid timeframe (one week) and is
designed to facilitate the development of new ideas, products and solutions
through collaboration and co-creation. 

What is MOOW about?
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• It is expected that MOOWs will produce tangible results - new ideas, prototypes 
and/or MVPs to be implemented by the participants in a fully digital 
environment that address a variety of pressing social issues. Thus, generating, 
prototyping, implementing (and possibly commercialising) novel ideas and 
products arising from MOOW collaborations. 

• We expect each MOOW to produce at least 4-6 ideas or products (x3).

4

Impacts of MOOWs
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• greater access to innovative digital learning formats in higher education
• increased entrepreneurship, problem-solving, product development and project

management competencies
• greater opportunities to learn from real-life practitioners, entrepreneurs, experts
• gained experience in producing ideas, prototypes or MVPs to be exploited in 

universities and beyond
• expanded professional networks and improve career prospects
• development of applied digital learning and co-creation skills, ICT skills

5

Main benefits for students
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• increased opportunities to co-create with students and explore for new digital
teaching approaches

• increased understanding of innovative methods and approaches to 
entrepreneurship-centred training

• empowerment of participants to generate and work out novel ideas, and turn
them into tangible solutions and products

• new contacts and opportunities for cooperation with colleagues from other HEI
• fostering and enriching student teacher relationships
• development of applied digital learning and co-creation skills, ICT skills

6

Main benefits for teachers
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• The main limitation of MOOW results from its one week length. 
• Students will be expected to acquire knowledge from presented sources to work 

effectively as a team and cooperate with teachers and entrepreneurs. This 
requires self discipline from the students. 

• Online teaching and cooperation influences group dynamics. Engagement and 
connection between team members is more reduced than when working and 
collaborating in person. Collaborative work management tools cannot exactly 
follow the energy of real-life activities. 

7

MOOW limitations
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PR1 MOOW Concept and Framework
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Literature/ best practices review

UEKAT, RTU, UNINA identified examples of massive open online concepts and projects (including 

MOOCs), short-terms online accelerators, digital bootcamps, and online awareness-raising campaigns.
A total of 133 projects were analysed as part of the review. The information collected on the projects 
varied in scope, but the following distinguishing features of each initiative are noted:

• Digital bootcamps identified the most digital tools and platforms that are used in working with 
participants;

• MOOCs are the more well-known and recognised project types due to the greater experience in their 

implementation that comes from the dates of the identified projects,
• Accelerators are parts of larger projects such as MOOCs and target narrowly defined objectives, 

while in other cases the objectives are more numerous and have a broader scope,

• Awareness campaigns address socially relevant topics that are currently important in a particular 
region of the world or otherwise defined area.
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PR1A2 Focus groups

3 Focus groups: UNINA, UEKAT, RTU
The aims: 
• To learn about experiences and opinions on computerised forms of supporting 

learning and collaboration,
• Recognise the opportunities and risks of computerising learning and 

collaborating to create new solutions,
• An exchange of views on the solutions, tools and activities needed to create a 

digital platform to support learning and collaboration between different actors,
• Receive practical guidance for the entity responsible for creating the MOOW.
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Requirements for course leaders:
• The content and IT competences of the course leaders, but also of the learners 

are important.
• It is recommended that training courses on the use of IT tools be conducted for 

course developers on the MOOW platform.
• The support provided during learning is critical.
• There must be a system (rules) that does not change during the course.

PR1A2 Focus groups
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PR1A3 Guidelines for organizers

STARTING UP
• start up with some onlie presentations and facilitations exercise
• the theme of the MOOW should be also presented at the beginning of the 

event, possibly having detailed online presentations from the expert or
“problem owners” (e.g. cooperate company explaining frequent problems).

• single activity during the teamwowk should take no longer than 90 minutes to 
avoid exhaustion of the participants.

• different phases of MOOW could be introduced by online speeches or
presentations, that specify the problem, requirements and expected results. The 
introductory information could be provided by experts or problem owners.

·
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PR1A3 Guidelines for organizers

PRESENTATION OF OUTPUTS
• Each presentation should illustrate the main features of the product or solution, 

the main considerations and justifications for choices made.
• Each team should be given an approximately 15 minute presentation about their

idea. 
• Limit the number of slides and to define their content (e.g. 1 slide for the idea 

presentation, 1 slide for the technical specifications, etc.) to better control the 
length of the presentation.
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PR1A3 Guidelines for organizers

EVALUATION
• The evaluation of ideas and solutions is an integral part of the MOOW, and 

important moment in the event, because it provides feedback to the teams, 
possibly suggesting improvements. 

• The evaluation team could includes experts and problem owners.
• The event should close up with some summarizing speech and thanks to the 

participants, experts, collaboratives and other facilitators.
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PR1A4 MOOW Playbook
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PR1A4 MOOW Playbook
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Project Result 2 - MOOW Online Platform



M
as

si
ve

 O
p

en
 O

n
lin

e 
W

ee
k 

fo
r 

C
o

lla
b

o
ra

ti
ve

 D
ig

it
al

 E
d

u
ca

ti
o

n

Project Result 2 - MOOW Online Platform

• The MOOW Online Platform will be the digital space where all MOOW learnings, 
collaborations and interactions will take place. It will also function to promote
MOOW as a concept and to disseminate MOOW related information and results.

• The Platform will be developed as a template (files to be installed) that universities
could fill with content, customise, set up and run on their servers. 

• The Platform does not duplicate the functions of existing and readily available
project/team management online platforms (Microsoft Teams, Google Workspace), 
but will rather be used in conjunction with them. 

• The Platform is built in English, allowing MOOW teams to add local languages using
the developer’s guidelines. 
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PR3 University Staff Training Pack
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PR3 University Staff Training Pack

Training Pack is expected to have presentations supported by textbook materials and 
visual learning aids. These could be supplemented with educational games, simulations, 
and guided case discussions.
The main objectives of the University Staff Training Pack: 
1. To upskill university staff involved in the design and execution of pilot MOOWs in key
areas (planning, budgeting, marketing, online event management, Bootcamp moderation) 
2. To ensure high quality planning and execution of the two pilot MOOWs
3. To promote the Project and its outcomes by engaging University staff in the creation of 
the inaugural MOOWs
4. To gather input from university staff in order to update and improve the MOOW 
Guidelines, Playbook, and Online Platform
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• PR3/A3. University Staff Training MOOC (M15-M18) The University Staff Training 
Pack will be made available to the general public as a short MOOC course in a 
digital version.

• PR3/A4 Reflection and improvements following MOOW Pilots (M20 – M22, M31 
– M34) - The Training Pack and its online version will be reviewed and improved
as necessary in the aftermath of each of the pilot MOOWs. 

PR3 University Staff Training Pack
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MOOW Pilots

Each MOOW is made up of two parts: 

(1) MOOW Talks (general public events) will include free and open to all online 
lectures, panel discussions, workshops and similar events on the MOOW 
topic. 

(2) A fully digital MOOW Bootcamp will enable students, educators, developers, 
and entrepreneurs to work jointly on innovative solutions (idea concepts, 
prototypes or MVP – minimum viable products). These online collaborations
will be moderated by the staff upskilled during the Workshop. We expect each
MOOW to produce at least 4-6 ideas or products. 
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MOOW organizing team

• MOOW organising team will be primarily composed of university staff who have
taken part the Workshop (PR3) 

• It will consist of 5-7 members who will work on the preparation and 
implementation of pilot MOOWs and will typically be chaired by a senior 
university executive

• In addition to the staff from the leading unit, the organising team also involves
one or more representatives from: - A business and/or entrepreneurship
education unit - A digital education or digital innovation team - A university
accelerator or a similar business suport program
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• Held 2-4 weeks prior to MOOW launch.
• A 2-3 hour physical or online session consisting of presentations and interactive

activities.
• The aim is to advertise the Bootcamp opportunity and recruit its participants:
• students, especially those in entrepreneurial, education, ICT programs and the programs

relevant to the MOOW topic
• university professors and other teaching/support staff in all disciplines and academic units
• external stakeholders (representatives of tech SME companies, innovation-driven start-ups, 

individual entrepreneurs, community groups and organisations active in education and 
training MOOW general public events)

• panel participants who are experts in the topic of the event
• other interested individuals from the university community or elsewhere

25

Impact day
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15+ student participants in Bootcamp
5+ facilitators
6+ ideas, prototypes or MVPs developed in the Bootcamp - 100+ 
participants in general public events (open access lectures, panel 
discussions) 
6+ lecturers, presenters, speakers in general public event 

Targets for pilot MOOWs
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Budget for MOOW
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PR4- Pilot MOOW 1 -
"Mental Health on University Campus"
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PR5- Pilot MOOW 2 
”Sustainability in Higher Education"
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Multiplier events

1. Multiplier Event in Riga (M20) - This event will present the result of the Pilot 
MOOW 1 at RTU as well as other pilot MOOWs (via a video link).

2. Multiplier Event in Katowice (M36) - This event will present the result of the 
Pilot MOOW 1 and Pilot MOOW 2

3. Multiplier Event in Naples (M36) - it will present the result of the Pilot MOOW 1 
and Pilot MOOW 2

40+ national and 15+ international participants
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