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About

DIMPA: Digital Innovative Media Publishing for All

Digital skills are as important today as being able to read or write in order to remain employable in an always more digitized working place.

New technologies are often perceived as complex, expensive and reserved for some specialists and often cause reluctance or even anxiety when we are required to use or implement them within a company. Moreover, the lack of knowledge of easy-to-use creation tools increases the gap between the  “specialists” or “geeks” and the rest of the professionals.

In order to tackle this issue, we have created the first European training on the practices and tools in 6 main technologies involved in enhanced contents publishing and dissemination: EPUB 3, Augmented Reality, Virtual Reality, Video 360°, Interactive Video and augmented printed materials.

The objective is to provide learners with operational tools, enabling them to define a digital strategy within “specialists” or “geeks” and the whole of professionals.

Practically, the Digital Innovative Media Publishing for All project will gather:



    		A MOOC on the new technologies of enhanced content publishing,

    		A toolkits on tools of production and database of resources,

    		Reusable models,

    		18 Explanatory sheets,

    		A training implementation guide.

	



This document is MOOC's "Training Implementation Guide". It aims to give a quick overview of the process of creating MOOC, its structure and content. It also focuses on the pedagogical objectives as well as on how to implement it in a training programme.

For more information, go to the DIMPA website here.


A European partnership

The project is coordinated by MBCF (France). This partnership also includes Les Apprimeurs (France), LogoPsycom (Belgium), BF OOE (Austrian), AKETH (Greece), CEPS Projectes Socials (Spain).

Those 6 partners have worked together to develop the content of MOOC with the aim of making it simple and accessible to all. MOOC and the resources of this project are available in 5 languages: English, French, German, Greek and Spanish.



It's an Erasmus+ Project
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The European Commission's support for the production of this publication does not constitute an endorsement of the contents, which reflect the views only of the authors, and the Commission cannot be held responsible for any use which may be made of the information contained therein.


Introduction and general presentation

Goals of this guide

Welcome to the Training Implementation Guide of the DIMPA MOOC. This guide aims to give a quick overview of the MOOC creation process, its structure and content and also focuses on the MOOC’s pedagogical objectives as well as on how to implement this MOOC in a training program.

About the situation

European societies are becoming more and more digital, at all levels and for all sectors, be it medical, educational, sales, tourism, agriculture, public services, etc. Recently, the period of the Covid 19 pandemic has given an even greater boost to this digital transition, but the same fundamental questions remain and the European Union is faced with an enormous challenge in terms of digital skills: how to succeed in integrating digital tools into our societies without further widening the digital divide? How can we ensure that these tools and techniques are accessible to all? How can we enable citizens to acquire the digital skills that are now essential on the labour market and in everyday life?
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According to a fact sheet published in September 2017 by the European Commission ("A digital Europe needs digital skills"), only 56% of Europeans aged 16 - 75 have at least basic digital skills. Yet these skills are expected in over 90% of jobs in all occupational sectors and 38% of companies say that the lack or shortage of digital skills impacts their performance.

What are the facts?

Over the last decade, we have entered an era of media, with the omnipresence of social networks and screens. Our cultural and professional practices have changed and the way we produce and consume digital content has evolved. Any type of content (books, communications, plays, courses, training, hiring...) can become digital, thanks to enriched publications such as videos or immersive experiences. 


Although professionals are in daily contact with these new forms of enriched content in their professional and personal lives, few of them are aware of their specificities, the means of production, the cost, the use of these tools. Indeed, these new tools are often perceived as complex, expensive and reserved for specialists. Integrating this type of tool into a company can give rise to reticence, even anxiety, and above all, is very costly. Moreover, the lack of knowledge about the tools for creating these technologies widens the gap between content creation experts and other workers. In addition, the demand for training on these new tools exists but remains fragmented, costly or reserved for certain sectors of activity.


In the vocational education and training sector, these technologies are widely valued because they make it possible to maximize learner engagement, break the learning routine and meet the expectations of new uses and new professional trends.

Our solution

Taking into account the previous points: professional and personal need to have digital skills, lack of affordable, accessible, online and practical training, omnipresence of enriched content, etc. the idea came to develop a simple learning tool, accessible online, free and open source under the program of Erasmus+.

The first European MOOC was then born, addressing how to create, produce, edit and distribute enriched digital content using 6 innovative technologies: digital books (EPUB 3), Augmented Reality on mobile and printed documents, Virtual Reality (VR), Immersive Video (360° video) and Interactive Video.


The advantages of a MOOC to acquire and develop competences is that a MOOC uses almost all the learning channels described in the below learning pyramid, is available/accessible at all time and is free.
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Target group of this MOOC

This MOOC is designed to meet the needs of learners of all ages involved in education, training, including trainers and teachers, but the skills developed can also be aimed at any learner in any type of sector. It is not necessary to have previous experience in any of the technologies or programming skills, the MOOC closes the gap between learners and the production of digital projects involving publishing technologies.

What does this Massive Online Open Course offer?

This MOOC is an online course that covers several aspects of learning with fun and engaging techniques for learners. The objective is to enable professionals to improve their digital skills and enhance their employability by providing them with practical tools to define a digital strategy for publishing enriched content.

On the one hand, this online course addresses purely theoretical modules in a simple and accessible way on what enriched content is in the format of the 6 different technologies. On the other hand, this MOOC enables practical knowledge to be developed with a series of enriched content models to be appropriated and duplicated. The MOOC also makes a bridge between professionals from different sectors who can exchange their good practices, their projects but also their tools and advice concerning the use of certain software, applications and digital tools in general. Thanks to these exchanges within the MOOC community, learners can become familiar with some tools but also empower themselves and each other and feel more comfortable with tools that were recently considered too complex or reserved to qualified multimedia professionals. Finally, as this project has been developed within the framework of Erasmus+ projects, it is a certified training, recognised and accessible to all. This training is also designed to be adapted as much as possible to people with specific learning disorders, who represent 8 – 15% of the population in Europe.

This project provides a modular MOOC to support the VET offer in e-Learning. All the contents are OER (Open Educational Resources) and have a Creative Commons Licence so that they can be (re-)used by the participants. The MOOC consists of mandatory parts and optional ones, but also includes a pathway to be chosen by the participants, according to their interest and needs. This enables the target audience to choose which kind of technologies and practical skills they want to learn more about. This supports self-directed learning and can respond in a more flexible and faster way to the learner’s needs. In addition, proposing a MOOC is in line with the development of the e-Learning offer of VET providers and meets the current demands of users in terms of flexibility, mobility and personalisation.

The few trainings available on the topic are either limited and very expensive or limited to the publishing industry. These costs and obstacles are prohibitive for many professionals and learners, especially considering that the software and tools are affordable and ready.

The objective of this MOOC is to demystify these technologies by making them accessible to as many people as possible and by enabling them to appropriate to tools that professionals increasingly come into contact with in their everyday work lives.

This MOOC includes free or financially accessible tools, not requiring particular skills and allowing to quickly produce high quality content. These tools are accompanied by tutorials and collected in toolkits dedicated to each technology.

These new forms of publications are also an opportunity to include different audiences through an unpublished reading experience. The originality of this training is to include this dimension natively: every digital content produced today should / must have an inclusive dimension at least.
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	list of resources produced during the project

Authors of this MOOC

Initially, three partners: MBCF, Les Apprimeurs and Logopsycom were involved in an Erasmus+ project about the creation of a MOOC on specific learning disorders called MOOC Dys. This online course was a real success and it emerged that participants and learners were eager to acquire purely theoretical and practical skills but also to appropriate new adapted tools, free of charge and validated/recommended by people who encounter the same problems as them. As the partners were themselves already involved in training programs in teaching, they reflected on how to overcome the lack of accessible and affordable digital training. As stated on the Commission's website: there is an urgent need for digital skills for almost all jobs where digital technology complements existing tasks. 


The three partners therefore decided to take inspiration from the MOOC Dys format to offer a completely free training course for teachers and trainers on new technologies applied to the creation and publication of enriched content.


Within the framework of this Erasmus + funded project, the three partners naturally turned to 3 international players already recognized in the field of digital training for VET: AKETH, BFI, CEPS.


These 6 partners collaborated to develop the content with the objective of keeping it simple and accessible to all. All the preparation work as well as the first version of the course was developed in English and then translated in each of the partners language. Thus, the MOOC is available in 5 languages: English, French, German, Greek, and Spanish. This makes this MOOC very inclusive and with a high reach.
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Logospycom was initially created as a care company, specialized on learning disorders, among youngsters, especially in “Dys”  (Dyspraxia, Dysphasia, Dyslexia, etc.), also called Specific Learning Disorders (SLD). During several years of accompanying schools, VET centres, educational organisation, youngster and parents we created or used alternative methods or tools (digitals or not) and we have developed our field of expertise to be an education innovation centre.

Website
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The Berufsförderungsinstitut Oberösterreich (BFI-OÖ) is one of the largest providers of vocational adult education. The educational programme of the BFI comprises – in the sense of lifelong learning – offers for every need and every target group, from comprehensive courses and seminars to universities of applied sciences, academies, special services for companies and labour market policy measures. Ongoing dialogue with business, research, the labour market and education ensures that the high standard of the services offered is maintained and innovation is driven forward. For more than 20 years, the BFI has successfully carried out numerous international projects and is involved in several European networks as an active partner.

Website
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Les Apprimeurs is a digital agency specialized in enriched digital contents production. We imagine tailor-made solutions to answer the new expectations of users in terms of accessibility, interoperability and interactivity.

Website
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Developmental Centre Of Thessaly – D.C.T., is a nonprofit continuing vocational education and training (VET) centre/pro­vider, located in Trikala, Greece and founded in 2004. AKETH-DCT promotes the strategic deployment of ICT in education as a learning tool. It promotes the development of ICT applications for learning and the integration of digital tools as comple­mentary educational content within wider, blended learning and teaching processes.

Website
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The mission of CEPS Projectes Socials (Barcelona) is to facilitate citizens to access the social and cultural capital of their communities by empowering people, fostering social cohesion, social inclusion and combating discrimination.

Website
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Marco Bertolini – Conseil et Formation (in English MB Training and Consultancy) is a firm of consultants specialising in multimodal digital learning.  We provide advice to private companies as well as to public or academic institutions. We help them define and implement their digital learning strategy.  We also provide our own courses through different channels: on site learning, blended learning, e-learning, micro-learning, escape games, etc.

We propose trainers’ training as well as mind mapping, visual thinking and project management training through multimodal digital learning experiences.

Website



Technologies and supporting content

Technologies


		
		
			[image: illustration de realite augmentee]
		
		Augmented Reality: when your real environment merges with digital artefacts.
Augmented Reality (AR) is an interactive experience of a real-world environment where the objects that reside in the real world are enhanced by computer-generated perceptual information, sometimes across multiple sensory modalities, including visual, auditory, haptic, somatosensory and olfactory. (source: Wikipedia)
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		Virtual Reality: when your brain doesn't know what's real and what's not.
Virtual reality (VR) is a simulated experience that can be similar to or completely different from the real world. Applications of virtual reality can include entertainment (i.e. video games) and educational purposes (i.e. medical or military training). Other, distinct types of VR style technology include augmented reality and mixed reality. (source: Wikipedia)
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		Interactive Video: when videos answer your questions and react to your requests.
In the interactive video, the user answers questions, goes back, chooses the course of the story... Some educational videos can also propose tests and quizzes.
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		Immersive Video: when you really are IN the video!
360-degree videos, also known as immersive videos or spherical videos, are video recordings where a view in every direction is recorded at the same time, shot using an omnidirectional camera or a collection of cameras. During playback on normal flat display the viewer has control of the viewing direction like a panorama. It can also be played on a displays or projectors arranged in a sphere or some part of a sphere.
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		eBooks: when the book goes digital and fits to your screens.
The EPUB format is a standard format for publishing e-books.  It can be read on a computer, a reader, a tablet or a smartphone.
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		Augmented print: when printed material opens up to other worlds.
Augmented printing, or Interactive printing, links printed documents to virtual reality applications: the person illustrated on this magazine gives explanations about the product in the video.

	




These 6 technologies are presented within the MOOC. Related to the main technologies, you can find their definitions and specificities, some examples and case studies, production tools, a technical presentation with reusable models (including explanatory sheets) and finally, some tips and links to deepen into technical and advanced topics.

Supporting content

The whole MOOC consists of 20 modules  containing different content. 6 modules focus on the above mentioned technologies and the others are supporting modules. It is not enough to know how to use a technology – there are many different skills and factors that need to be taken into consideration (like planning a digital project etc.). The 14 supporting modules are divided in compulsory and optional modules. Depending on how deep participants wants to dive into every topic they can choose to work on all the provided content or just the compulsory modules.

Compulsory modules: Is a set of learning materials about creating digital projects involving and complementing the technologies, providing the learners with tools to interact within the digital world and publish projects successfully.

The compulsory modules include an overview of the digital environment, how to define a project through a roadmap of interactive content, two guides about copyright and accessibility emphasizing on digital content and a module about digital change management.

Optional content: Is a guide step by step through the process of producing a digital project. The aim of these modules is to complement the learning process by showing tools, some examples and a set of methodologies to develop projects with different perspectives and objectives.

The optional models include an overview of trend and media innovation, a guide to understand different formats in the digital field, how to prepare, organize and manage resources, also how to asses and broadcast a digital project involving the already mentioned technologies.

In the MOOC we show a table, which shows you the above described pathways and possibilities to go directly to the sequence or modules (if you want to get the corresponding grades and badges).
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Pedagogical approach

Microlearning

For this MOOC, we wanted to organise the subject in the easiest possible way for the learners. We considered using both a website and a separate application and to propose short pedagogical sequences that our learners could view and interact with on any device - also a smartphone.

We contributed to a book about microlearning, explaining that it is not the tool that defines if you are actually creating microlearning courses, but the pedagogical design method that you are using1.

But technical difficulties and exchanges with some colleagues convinced us that the best way was to keep everything on the same website but a responsive one that could offer the same content and layout both with your computer browser or your smartphone.

We organised the courses keeping in mind the necessity to offer our learners courses divided in modules and sequences varied enough and structured in such a way that make them reasonably digestible.

Pedagogical objectives

The modules of this MOOC all aim to support skills and knowledge within those 4 areas:



  	Personal digital learning experience

 	New Digital Publishing Innovations and Practices

 	Methodology and Tools

 	How to integrate the New Media Publishing in one's professional practice





Within those 4 main areas the production we developed pedagogical objectives which were followed during the production of the MOOC.

Personal digital learning experience


  	To install a positive climate and get people engaged,

 	A first tour of the main functions of the platform and how to navigate it to help the learners to understand their learning environment,

 	To remind the participants about the program and provide an overview of what the learner can expect,

 	To assess prior knowledge and interest.



New Digital Publishing Innovations and Practices


 	To clarify terminology

 	To present the technologies and their use

 	To give general details and technical vocabulary about the technologies

 	To present practical application of the technologies

	To provide learners additional knowledge around technologies in order to successfully implement them

	To reduce barriers for ‘less digital’ learners



Methodology and Tools


  	To know how to set the framework of a project, its objectives, targets and available resources

 	To understand the issue of accessibility in a digital project

 	To know and apply the good practices in terms of accessibility

 	To know and use the monitoring and tracking tools available

 	To understand potential future developments and how to anticipate them



How to integrate the New Media Publishing in one's professional practice


  	To understand the required skills for a project and the new professions that are associated

 	To learn how to identify the skills available internally in order to define the project properly

 	To understand the steps of a digital project from designing to distribution

 	To identify and understand the constraints of the different publication platforms

 	To understand the business models associated with different technologies and platforms

	To understand how to integrate a digital project into overall development perspectives

	To know how to present your digital project internally and externally




Organization and certification

The structure of MOOC
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	Mooc structure

The whole MOOC consists of 20 modules. 6 of them cover the technologies (one module per technology), 6 more are compulsory and 8 modules provide additional content and are optional – depending on the participants interests and needs.

The modules are color-coded:


  	Purple = technology

 	Green = compulsory

 	Yellow = optional



Considering that not everyone is interested in all the technologies or does not have the time capacities to learn about 6 different technologies in 6 weeks – which might be especially hard for total beginners – the MOOC offers 3 different pathways:


	Augmented Print

	Interactive and Immersive Video

	Augmented and Virtual Reality



Augmented print: Technologies related to enhancing books and print contents


		Ebook: Digital end enhanced books with a standard format, the Epub3. It allows the integration of sound, video interactivity and accessibility for the visual impaired.

		Augmented printed material: Printed content such as pictures, markers complemented with virtual content.



Interactive and immersive video: Technologies that takes a video beyond its limits


	Interactive video: A video with interactive layer that enables user interaction which triggers an action.

	Video 360: Also called immersive video, 3d, or spherical, is a technique that records a view in all directions at a time.



Augmented and virtual reality: Technologies that expand or change what we see


	Augmented reality: A technology that adds graphics, 3D models, video and/or sound to the real world, through a smartphone, tablet or laptop screen.

	Virtual reality: A 3D simulated environment based on immersion, virtual world and interaction.



Calendar

The MOOC extends over 6 weeks and each Monday the modules of the week are opened for the participants. Additionally, to the two technologies of the chosen pathway, participants also need to work through the compulsory modules.

MOOC certification

For finishing each pathway, participants can earn a badge. In order to do that, they need to earn 450 Anar Seeds – points they earn for interaction (writing a post, participating in a poll) AND work through the compulsory modules as well as the models on the 2 technologies of the pathway and complete the final quiz on the technologies with at least 70 %.

For gaining the certificate participants need the same amount of Anar Seeds and the compulsory modules, but also the final quiz an all 6 technologies. So, participants who earn all 3 badges also get the certificate.

EQF and ECVET

The EQF framework is a tool to make national qualifications more comparable across Europe. The MOOC was developed on EQF level 4 (of 8):



   EQF level 4
   
      
      	Knowledge
      	Skills
      	Responsibility and autonomy
   

   
      	Factual and theoretical knowledge in broad contexts within a field of work or study
      	A range of cognitive and practical skills required to generate solutions to specific problems in a field of work or study
      	Exercise self-management within the guidelines of work or study contexts that are usually predictable, but are subject to change; supervise the routine work of others, taking some responsibility for the evaluation and improvement of work or study activities
   

 
 

Earning a certificate also means gaining 1 ECVET point. 1 ECVET point is the equivalent to 25 tutoring hours. The tutoring hours is not the same as the actual learning duration – which is usually higher and depends on the learner’s prior knowledge, motivation and work pace as well as thoroughness and this will be different from person to person. The 6 technology modules combined with the 6 compulsory modules equal 1 ECVET point. There are also 8 optional modules which would equal about 1.5 ECVET points.

"ECVET points are a numerical representation of the overall weight of learning outcomes in a qualification and of the relative weight of units in relation to the qualification.

Together with units, descriptions of learning outcomes and information about the level of qualifications, ECVET points can support the understanding of a qualification. The number of ECVET points allocated to a qualification, together with other specifications, can indicate for example, that the scope of the qualification is narrow or broad.

The number of ECVET points allocated to a unit provides the learner with information concerning the relative weight of what s/he has accumulated already. It also provides the learner with information concerning what remains to be achieved."2

Additional equipment to go further

Besides the MOOC itself and this Training Implementation Guide, the project also provides digital toolkits on each technology, reusable models and explanatory sheets.

The toolkits are like a toolbox containing the most important facts about what you have learned during the MOOC on each technology (including production tools and tips).

Our additional equipment consists of:



		Digital toolkit

		3 usable models per technology (located in the section “Technical Presentation” of each technology)





This section proposes to develop a model in the given technology and gives more technical details about the tools, software, etc.

For the participant to be able to duplicate the model, there is a roadmap with all the information about the tool, its purposes, objectives, where and how to publish it as well as the production steps. This sheet can be downloaded and participants are encouraged to share their creations, give feedback on other participants´ creations or ask questions.


	[image: Example of a toolkit for VR]
	Example of a toolkit for VR

For each technology you can find at least 3 reusable models – examples produced with a certain tool which you can recreate to learn how to use the applications. Supporting this process are the explanatory sheets, which are basically step-by-step instructions.

Beta-Test

The MOOC Beta-Test took place from the 14th of September 2020 to the 25th of October 2020. It was conducted in all 5 languages (English, French, German, Spanish and Greek) and had a total of 313 participants – our Beta-Testers (we awarded them with a Beta-Tester badge).

Requiring participants to interact in order to gain enough Anar-Seeds for the badge or certificate definitely encouraged them. More than 350 posts and over 670 reflections (ratings or comments on existing posts) show, that this way it was possible to engage people. At the beginning, the community needed to be fanned a bit, but more and more they started to comment and share with each other.

We consider the Beta-Test very successful and we gained a lot of positive feedback. During the Beta-Test we also included a Padlet wall where the participants could report bugs and ambiguities, broken links etc. This is very useful in various ways – people feel more engaged and we were able to trouble shoot or implement this feedback after the Beta-Test.

The MOOC is quite long and provides abundant information, which is why we kept the MOOC open even after the 6 weeks for people to work through it and have a look at all the different tools and methods presented.


Integrating the MOOC into a training program

The DIMPA MOOC has been designed as a reusable program of reusable modules and reusable resources. That means that anybody and everybody – participating or not in the MOOC as a leaner or instructor – can reuse, modify and redistribute our contents, under certain conditions.

The DIMPA MOOC is published under Creative Commons License 4.0 Attribution – Share Alike.

The Sequences´ structure

The MOOC Sequence structure has been designed as four modular pathways with compulsory sections (to obtain the badges and the certificate of completion) and optional sections.

The MOOC contents have been proposed in a six weeks journey.  Each week, we opened a new “Technology module” with also comprised some sections about the digital world and project management.3

If an institution or an individual wishes to integrate the MOOC into a training program, it can be done in several ways:



			Using the whole MOOC,

			Using some of the MOOC modules/sections,

			Using some of the MOOC resources (like infographics, Padlet walls, presentations, etc.).



Using the whole MOOC

The DIMPA MOOC contents will stay on the CN e-learning system for at least 5 years.  After the Beta version of September 2020 and the first session of December 2020, the project partners can propose new sessions of this MOOC, together or individually.

Some partnerships might be considered with learning institutions in Europe or elsewhere to distribute the MOOC contents with the Course Networking platform in the existing languages.

The course can be the existing one or a copy.  If it is the existing course, it must be in partnership with the partner who is responsible of the course in the desired language.

If it is a copy, it necessitates the cooperation of an administrator. In that case, the institution must create a new course, without any content, in a Course Networking channel 4.  When the new course is created, the content can be imported using the Import tasks tools. Click on Tasks, then on Import Tasks.


	[image: illustration tutorial Import Tasks]
	Import Tasks

When the new window opens:


		select the course you wish to import from,

		select all the course tasks with the Select All command,

		if you want to import all the contents (posts, polls, events) created by the authors, tick the corresponding box.  Tick the box in front of Import Gradebook Items of the selected tasks if you want to import them (description of the work to be done, grades, etc.).

		and then click on the Import Tasks button at the bottom of this window.




	[image: illustration tutorial import tasks from a course]
Import tasks from a course

Another form of partnership that we may consider is the distribution of the MOOC contents in other languages.  In that case, the cost of the translation might be supported by the new distributor.  If the translated course is to be distributed through the Course Networking, the easiest way is to import all the tasks (as shown above).  Then, the partners can start translating the content in their own language, using translating tools like DeepL or even the translating tool integrated in the CN itself.

The content of the MOOC can also be copied and transferred on another platform than the Course Networking.  This might be done using a norm like Scorm for the transfer of files, for instance.  But the main text should be copied to another platform or an intermediary support (like Scrivener, for instance).

Using parts of the MOOC

Some sections of the MOOC can also be of interest for learning institutions, training centers or businesses.

A section like “Author Rights”, for instance, that introduces both the European legislation about copyrights and the use of free educational resources and Creative Commons Licenses can be integrated in a variety of training courses (for teachers, trainers, distance workers in general).

Integration in a Course Networking course

To integrate a section of the MOOC into another Course Networking course, the procedure is quite similar to the importation of an entire course.  The difference will be the selection of some specific tasks of the MOOC instead of all of them.
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	Import task from a course

In this example, we want to import the Task  ”What about Copyright” from the DIMPA English MOOC to another course.


	We start with selecting the DIMPA English course in the Course Selection field.

	Then we tick the box in front of the name of the task we wish to import.

	 Then we tick the boxes in front of the options we want to select (like the import of contents like posts, polls, events created by instructors and associated with the selected task of the Gradebook items – those will be useful if you want to grade the learners’ works the same way).

	When the selection is done, click on the Import Tasks button, at the bottom right corner of this window.

	The task is automatically added to the end of your course menu (the Task Menu at the left side of your course page).

	When this is done, you can start modifying the content of this added section.  You can also move it to another part of your course.



Don’t forget to make some introduction to this added material, so your learners won’t feel that it is some alien object fallen from outer space.

Integration in another platform (Moodle, Blackboard, etc.)

The all content should be copied directly to the new platform or stored on a temporary support (like Scrivener, for instance.  Scrivener is preferable to Word since this last software sometimes introduce invisible coding (for the formatting of subtitles for instance) that are invisible to the human eye but can affect the layout or the functioning of some part of the virtual learning environment.

Using some of the MOOC resources

You can also be interested in some particular resources from our MOOC.

Those resources have been published under diverse formats.  According to those formats, the resources can be easier to reuse, modify and redistribute.

Vidéos

All our videos have been published first on our YouTube Channel DIMPA Project that you can find at this address.

They are open to community subtitles, so if there are no subtitles in your language, feel free to add your own, using the YouTube caption tool or another (like Amara) and upload them in a proper format.

Genially

We used a lot of Genially media: it is an online interactive presentation tool to display interactive infographic, pictures, quiz etc. All our Genially resources are public and reusable.  If you want to modify them, apply the following process.

Find them in Genially.  Click on Create Genially.


		Click on Inspiration

		Make sure the Show reusable Genially button is activated
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	Genially Interface

If you don’t want to modify them but to share them online, you can use 3 different links:


	On social media: use the “view as social page” link.

	On a course or private website page: View as exclusive page.

	[image: illustration copie code iframe de genially]
	Genially share options


	If you want to embed one of our Genially resources on a Web page or an online course one, you can do it using the iFrame Code.

	[image: illustration export code iframe de genially]
	Genially share options


	To share our Genially resources in Google Classroom or Teams, use one of the following links:

	[image: illustration intégrer code iframe de genially]
	Genially share options

Then, a new window will open to ask you in what course you want to embed your presentation and what kind of item you want to create (homework, documentation, etc.).



Canva

Canva is another werbsite specialised in designing visuals for social media, online courses, etc. Teachers can apply for an free access to the complete version of the Website at this address.

We also created some resources with Canva like static infographic at the end of each module (5 things you have learned in this module). You can download those documents in PDF format by clicking on the provided link. To download the Image format (JPEG or PNG), just right click on the picture to download a copy.

We also created “reusable models” of our Canva resources. To modify one of our Canva resources, apply the following procedure:



	Go to the provided list on the Resource Section of the DIMPA Project Website.

	Click on the link.

	Make a copy of the resource (this is very important or else your resource might be destroyed by the subsequent user).

	Modify the copy in your own Canva account (if you have no Canva account, you have to create one.  There is a free version of Canva and also an “Education version”).



Warning: some of our infographic use “Canva for work” features like pro icons, etc.  To print those infographics with those icons, you’ll have to have a paying or an Education Canva account.  It won’t work with a free account (unless you used the special Canva for Education plan).

Proposals for implementation (legal use of the resources)

The MOOC and its content are published under Creative Commons License Attribution and Share Alike International 4.0.

This type of license is graphically represented with this logo:



	[image: illustration logo]



So, what can you do with that material?

You can:


	Retain - make, own, and control a copy of the resource (e.g., download and keep your own copy)

	Revise - edit, adapt, and modify your copy of the resource (e.g., translate into another language)

	Remix - combine your original or revised copy of the resource with other existing material to create something new (e.g., make a mashup)

	Reuse - use your original, revised, or remixed copy of the resource publicly (e.g., on a website, in a presentation, in a class)

	Redistribute - share copies of your original, revised, or remixed copy of the resource with others (e.g., post a copy online or give one to a friend)




But you have to:



	Attribution: to give credit to the MOOC DIMPA, provide a link to the license and indicate if some changes have been made to the original resource.

	Share Alike: If you remix, transform, or build upon the material, you must distribute your contributions under the same license as the original (or a compatible license like the Free Art License 1.3 or the GNU General Public License 3 GPLv3).





For more information about the CC-BY-SA and the compatible license, you can visit this webpage.


Warning: The application of that CC-BY-SA license is valid only for the content that the members of the international partnership of the Erasmus+ project DIMPA have created: texts, photos, reusables resources, etc.

The embedded videos from third parties belong to the said parties and cannot be claimed as part of the MOOC under the CC Licenses.  The user should therefore verify what kind of copyright applies to those videos (YouTube License or Creative Commons License).  In case of doubt, we strongly recommend to contact the authors of those videos to avoid even unintentional abuse of copyright and the subsequent consequences.

It is the same for some other resources like pictures form Freepik or other respositories that we used for the MOOC. Before copying, modifying and/or redistribute them, check the media license.

Feedback

Did you reuse one or several resources from the DIMPA MOOC? We would be more than happy to get some feedback from you. You can give us a feedback on your own usage of the DIMPA MOOC resources by completing this form.

The answers you give us will be anonymised for a report about our resource usage.


Conclusion

Creating this MOOC was a challenging yet rewarding task.

From the beginning, we wanted to create a collaborative MOOC, based in some measure on the “connectivist model” proposed by Stephen Downes and George Siemens.  This model claims that the participants of a MOOC learn more through discussion, exchanges and participation than by viewing videos and answering standardised quizzes.

This is also why, after experimenting with a different solution, we went back to the Course Networking that some partners already used for the MOOC Dys.

Throughout this MOOC modules we proposed a lot of interactive and/or collaborative activities:



	Writing and/or answering posts

	Creating and/or answering polls

	Creating events like study groups, online collaboration

	Etc.



Those interactions generated, even during the Beta-Testing phase a positive atmosphere between learners and trainers (in this case, they were both course designers and animators).

We encourage learners to exchange with other not only on technological topics, but also by answering open questions about their own experience of point of view.  We enticed them to share their production and to provide peer feedback.

By doing that, we ensured the “social presence” that is required to create a true learning community: a space where each learner can express him/herself, where he/she has the feeling to be listen to and taken care of.


[image: genially_conclu]
Types of présence in Distance Learning, according to Garrison et Arbaugh


By encouraging open exchanges and solution between learners we also generated some cognitive presence: we observed in several cases that a question asked by a participant was answered by another learner even before a MOOC animator could intervene.  Those exchanges between participants also generate what we can call a collective intelligence of those technologies and their usage in the classroom.

And, finally, the possibility for the learners to plan their own activities (polls, posts, events) enable the pedagogical presence.

All these interactions don’t happen by chance.  It is also the involvement of the animators, their constant posting, their friendly intervention, the creation of a positive and collaborative culture that enables the learners to interact.

A MOOC should also be a learning space, a place where it is safe to learn.  Where you create a “mistake friendly” culture.  That means that it is allowed to make mistakes, to state “I didn’t succeed to do this, I wonder what I didn’t do well” and get some suggestions of solutions from your peers.  That means that “trial and mistake” is just a normal path to learning.  And that working together is not “copying” or “tricking” but “collaborating”.  That is maybe the greatest lesson we can take from this experience.

Contact

For further information, visit our website Dimpa Project

  note 1: Pierre Mongin, Félix Levious, Marco Bertolini, Former avec le Microlearning : Créer des modules courts et efficaces, Paris, Dunod, 2018, p187. ↩

	note 2: ECVET FAQ Page ↩

	note 3: See Section 1 The Structure of the MOOC in B Organization and Certification of this documents for more details about the MOOC structure. ↩

note 4: A channel is a section of the Course Networking belonging to an institution. That institution – a university, a school or a training centre - manages a number of courses, users and networks. CNEU is a channel inside the Course Networking. ↩
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