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Abstract

Digital Cultural Heritage is a term that has begun to emerge in recent years. As almost every
aspect of our lives, the digital revolution has also transformed cultural heritage. New digital
objects are being created and integrated into the mainstream culture every day around the
world. UNESCO states that this type of heritage consists of various digital objects of timeless
value that would be advisable to preserve for future generations. However, digital cultural
heritage has often been deemed indiscriminately as non-timeless, with the end result being
that important parts of modern culture have already been lost.

The European project “CrowdDreaming - Youths co-create Digital Culture” (CDDC) aims to
disseminate and scale-up at a European level a good practice in the field of the valorisation
of digital cultural heritage as means for an inclusive education and the promotion of
European values among youngsters.

CrowdDreaming has developed a Curriculum and a Massive Open Online Course (MOOC) for
teachers of various specialties on the new required interdisciplinary skills, such as digital
tools, digital storytelling and Augmented Reality (AR). Through the MOOC, teachers have
been trained on how to use simple AR and other digital tools in the classroom in order to
introduce digital cultural heritage to their students and support them in developing digital
cultural heritage scenes.

The MOOC includes six (6) modules and has been offered in five (5) languages: English,
Croatian, Greek, Italian and Latvian. Each module has been designed based on specific
Learning Outcomes and Learning Objectives, consisting of relevant Open Educational
Resources (OERs), discussion fora and self assessment activities. Apart from the introductory
module, the course covers the topics: The Art of CrowdDreaming Method; Project
Development; Digital Tools for Digital Content Creation; Digital Storytelling, Digital Cultural
Heritage, and Media Literacy.

The MOOC lasts 26 hours in total in a self-paced mode. During their training the learners had
been supported by the CrowdDreaming tutors. Moreover, in parallel to the MOOC, the
learners were assigned to participate in Coaching Circles coordinated by the tutors. During a
coaching circle, each trainee presented their Action Plan on how they will involve and
support their students in developing digital scenes.

Specific indicators have been set already in the CDDC project proposal in order to assure the
quality of the provided course. In this report, and based on the aforementioned indicators,
the degree of satisfaction of both teachers who have completed the MOOC provided by the
CDDC project, as well as the CDDC tutors, is analysed. For its realisation, two surveys (users
and tutors) have taken place following the end of the MOOC. The surveys included both
multiple-choice and open questions in order to receive both quantitative and qualitative
feedback that could be of use.
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Introduction

The notion of cultural heritage is more or less well known. As UNESCO explains in very
simple terms, "Cultural Heritage consists of all the tangible and intangible elements of
human creation, of the past and present, that humanity wishes to save and pass on to future
generations."[1]. A Cultural Heritage Element is anything that is or at least should be passed
down from generation to generation having been designated as of timeless value for a
specific culture. Spaces, as well as material and immaterial objects that have cultural,
historical, aesthetic, archaeological, scientific, ethnological or anthropological value for
groups of people and individuals, and have the ability to describe the cultural and
sociological course of a nation through time, are being preserved, conserved and
transmitted through the cultural institutions and educational systems of each and every
country.

Since the advent of digital technologies, we are increasingly starting to encounter the notion
of Digital Cultural Heritage, which is a term that has begun to emerge in recent years. As
almost every aspect of our lives, the digital revolution has also transformed Cultural
Heritage. New digital objects are being created and integrated into the mainstream culture
every day around the world. UNESCO states that “this type of Heritage consists of various
digital objects of timeless value that would be advisable to preserve for future
generations.”[2]. However, for the most part to this day, due to its volatile and somewhat
fleeting nature, digital cultural heritage has often been deemed indiscriminately as non-
timeless, with the end result being that important parts of modern culture have already
been lost.

Digital Culture, at the moment, evolves and expands on 3 simultaneous Innovation flows: a.
the digital cataloguing of pre-existing tangible and intangible cultural elements produced in a
traditional way, b. the creation of new, inherently digital, objects of cultural interest and c.
digital connectivity for a wide scope dissemination of cultural heritage. These 3
simultaneous flows are supported by the European Union through the development of
dialogue between the member states and the release of funds both for research and
educational programs. The aim is to implement a common European policy of active
approaches towards the preservation, conservation and dissemination of tangible and
intangible cultural heritage goods. [3]

Today’s technology, in the field of Culture, is operating in various ways. In addition to being
a means of preserving, conserving and disseminating cultural goods, it also offers a huge
creative potential by broadening the known limits of creation and presentation and by
enabling the active involvement of the viewer. State-of-the-art technologies such as Virtual
and Augmented Reality offer to the general public unprecedented opportunities of access to
a variety of cultural goods. Cultural institutions can reach a much wider audience and attract
new users and educational institutions can design new, creative and accessible content for
educational and recreational purposes.
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Education and Culture are communicating vessels. Therefore, it is logical that the
educational sector is being mobilized in the same direction with training programs for
teachers of various specialties on the new required Interdisciplinary skills, such as cutting-
edge technologies, with the consequent goal of familiarizing students with digital culture.

In this framework, the European project “CrowdDreaming - Youth co-create Digital Culture”
(CDDC) and its Massive Open Online Course (MOOC) addressed to teachers has been built
upon and developed. In order to assess the MOOC impact, specific indicators had been
assigned since the project proposal phase. After the course finalization, two (2) surveys have
been developed and conducted by the Work Package Leader, the Hellenic Open University:
one (1) addressed to participants/users and one (1) to tutors. The surveys included both
multiple-choice and open questions in order to receive quantitative and qualitative feedback
that could be of use.
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1. Purpose

Since the inception of Massive Open Online Courses (MOOCs) in 2008, until today, MOOCs
have become very popular and have largely expanded in numerous subjects, providing free
and accessible quality online training to anyone in the world, supporting lifelong learning in
the most cost-effective way. Learners participate in MOOCs for various reasons, including a
desire to acquire new skills and knowledge, obtain job (re)training, and even personal
enrichment, but through an autonomous and self-paced way of learning. [5]

Digital Culture is being supported by the European Union through the development of
dialogue between the member states and the release of funds both for research and
educational programs. The aim is to implement a common European policy of active
approaches towards the preservation, conservation and dissemination of tangible and
intangible cultural heritage goods. [6]

The European project “CrowdDreaming - Youth co-create Digital Culture” (CDDC) aims to
disseminate and scale-up at a European level a good practice in the field of the valorisation
of digital cultural heritage as means for an inclusive education and the promotion of
European values among youngsters. Specifically, it aims to create a Platform for sharing
Knowledge, Good Practices and Innovations in Digital Culture and Education. In its
framework, new technologies become an excellent tool in the hands of teachers for the
dissemination of cultural elements and the visualization of knowledge and offer a more
direct and suitable learning process for the students of the 21st century. The participants in
this project will create “a collective mind” which will have as a common goal to address the
challenge of disseminating digital cultural heritage and transform it into a common practice
for new generations.

Primarily, the role of the field of Digital Cultural Heritage is storytelling. [4] CDDC introduces
this specific tool in order to provide the conceptual framework of Digital Culture. The
content of the digital stories can vary from historical, artistic, archaeological, sociological,
modern or referenced in the past. The CDDC introduces Culture to Education through the
use of cutting-edge technologies such as Augmented Reality which has been proposed as the
predominant type of digital content for digital culture collections. Through the educational
path of a MOOC, CDDC implements teacher training on the use of simple augmented reality
and digital storytelling applications in the classroom in order to introduce digital cultural
heritage to the students.

Specifically, in the CDDC project framework a Curriculum and a MOOC for teachers of
various disciplines on the new required interdisciplinary skills, such as digital tools, digital
storytelling and Augmented Reality (AR) in relation to Digital Culture have been developed.
Through the MOOC, teachers had been trained on how to use simple AR and other digital
tools in the classroom in order to introduce digital cultural heritage to their students and
support them in developing digital cultural heritage scenes. [7]
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Main goal for the MOOC development has been to produce and maintain a user-friendly and
learning-oriented environment for its delivery, and specifically: to deliver a modern MOOC
to support the teachers in their learning process, while at the same time, it ensures that all
relevant stakeholders (tutors, learners and schools) are fully engaged and informed to
maximize the impact of their participation in the national pilots. In order to measure the
CDDC MOOC impact specific indicators had been assigned since the project proposal phase.
These included:

e R6.4. At least of 80% of participants successfully complete the MOOC

e R6.5. At least 80% of the participants in the course are satisfied with the programme
and MOOC

Purpose of this report is to present and analyze the results of the two (2) surveys conducted
with teachers and also tutors following the end of the CDDC course, in order to evaluate
their level of satisfaction with the programme and MOOC.
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2. Methodology

2.1 MOOC Development and Launch

Starting from a needs analysis (desk research and coaching circles,
https://crowddreaming.eu/results/), that has been conducted in all 4 participating countries

(WP2), and following the design of the Curricula and the identification and development of
the digital content based on OERs training material (WP3), the development and launch of
the MOOC course for teachers took place (WP4-https://mooc.cti.gr/CDDCIntroPage.html).

At a first place and following an examination of currently available platforms made by
DAISSy Research Group appointed technician and mutually agreed upon all partners,
MOODLE platform has been chosen as the one that suited better the project needs.

In parallel with the development of the platform, the specific digital contents that would be
used in the MOOC had been prepared. The MOOC material development was based on a
framework developed by the Hellenic Open University (HOU), which included: Structural
Guidelines for developing videos, readings, presentations and self-assessment quizzes for
online courses, and the following dedicated templates: 1. Learning Object Template-TB3; 2.
Assessment Object Template-TB3a; 3. Presentation and 4. Video Transcript templates. As
soon as the content has been prepared it was uploaded in the CDDC Moodle platform.

The MOOC designed includes six (6) modules and has been offered in five (5) languages:
English, Croatian, Greek, Italian and Latvian. Each module was designed based on specific
Learning Outcomes and Learning Objectives, consisting of relevant Open Educational
Resources (OERs), discussion fora and self assessment activities.

Following the Methodology on MOOC material and compilation, as this has been developed
by HOU, an innovative and self sustained MOOC has been launched. The first version -
c¢MOOC included the following modules: Opening Module; 1. The Art of Crowddreaming
method; 2. Project development; 3. Digital Tools for Digital Content Creation; 4. Digital
Storytelling; 5. Digital Cultural Heritage and 6. Media literacy. The course has been launched
in English and all four (4) national languages.

The structure of each and all modules has been built on the following design-structure: an
innovative video that introduces the module content, various material based on OERs, such
as presentations, articles, infographics, etc., and a compulsory self assessment quiz that
trainees had to complete at the end of each module in order to proceed to the next one.

The MOOC-based training is 26 hours in total in a self-paced mode. During their training the
learners had been supported by the CrowdDreaming tutors if and whenever needed.
Moreover, in parallel to the MOOC, the learners have been required to participate in four (4)
hourly coaching circles coordinated by the national tutors. During a coaching circle, each
learner could present their action plan on how they will involve and support their students in
developing digital scenes for the Europa Square using MOOC learned simple AR tools.

10
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Regarding the MOOC trainees, Open Calls have been launched in all four (4) participating
countries and at a European level, with a target accumulating to a total of 150 primary and
secondary teachers. Following an expanded dissemination effort of all partners, the target
was surpassed with 286 teachers applying: 41 in Croatia, 152 in Greece, 59 in Italy and 34 in
Latvia. Out of them, 150 have been chosen taking into account a set of specific criteria, i.e.
the teachers’ high interest and active involvement since the start of the project by
participating in needs analysis phase during WP2 as well as the target for inclusion of
disadvantaged schools, to participate in the CDDC MOOC.

2.2 Delivery of MOOC - Covid-19 challenges and response

The MOOC was planned to last 8 weeks, but to be delivered for a longer period (10-12
weeks) in order to minimize drop-out. National tutors have been assigned in order to reflect
and reply on trainees questions on the material. Via the open calls, the target of 150 people
has been identified as the project’s target group and the MOOC implementation initiated on
February 2020.

The upcoming pandemic implications had already started showing signs from the winter
2020, but especially in spring 2020 a shutdown of educational institutions due to the Covid-
19 virus threat was implemented nationwide, to participating countries, with the aim of
limiting its spread throughout the community. The precautionary measures concerned
private and public Primary and Secondary Education Institutions, Vocational Training
Institutes as well as Higher Education Institutions.

During the suspension of the operation of schools, the Ministries of Education activated
distance learning and the problems observed during the distance education were, in several
cases, the lack of equipment and the inadequacy of digital educational material for the
satisfactory conduct of the courses, connectivity problems in remote areas of the countries
and the gradual withdrawal of students from the online courses. Also, in some cases like in
Greece and Italy, during the effort of organizing and conducting the online courses, a
significant increase of the workload of the teachers was observed since in many cases they
were called to create ex novo digital educational material and related activities for the
online delivery of their course and in many cases they had to learn how to use online
educational platforms from scratch.

The aforementioned implications affected the training path of CDDC, even more due to its
specific target group (teachers-students-schools). Contingency plans, including flexibility
measures have been taken in order to minimize the dropout rates, which seemed to be
raising at the period due to various reasons, including health implications, connectivity
problems, lack of time due to urgent, new emerging obligations for the participating
teachers, etc. And following the lockdown, the holidays’ period for schools has been
initiated, another factor that could affect the dropout rates. The CDDC partners’ prompt and
flexible response, lead to an extension of the training period which resulted to a 91,3% (137
out of 150) teachers successfully completed the MOOC. The target/indicator of at least 80%
of participants successfully complete the MOOC (R6.4.) has also been surpassed although
even the multiple and complex Covid-19 challenges and issues.

11
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2.3 MOOC evaluation

Following the end of the course, two (2) surveys were conducted with teachers and also
tutors, in order to evaluate their level of satisfaction with the programme and MOOC. The
surveys included both multiple-choice and open questions in order to receive quantitative
and qualitative feedback that could be of use. The tutors’ questionnaire was run directly by
Hellenic Open University, sent and received by 4 head tutors from all 4 piloting countries,
while the users’ was developed by Hellenic Open University in English, translated by project
partners in their national languages, and their respective results have been forwarded in
national reports in order to compile this Final Evaluation report. Following are the evaluation
results.

12



.\’
Crowddreaming
WP4 Evaluation Report

3. MOOC Evaluation Results

3.1 Tutors

Tutors from the participating countries share an agreement when evaluating the learning
experience provided by the MOOC. Specifically, they (strongly) agree that the purpose and
learning outcomes of the course were clear; the course was organised well (in modules and
activities); the required quizzes were helpful in facilitating the learners learning and the
learning material was of high quality. Unanimously, they strongly agree on evaluating the
overall MOOC content positively.

Regarding the second set of indicators for evaluating the usability of the software system
(learning platform) used for delivering the course again tutors strongly agree that: the
system was easy to use; the various functions in this system were well integrated; they
learned to use the system quickly and felt confident using it. Furthermore, unanimously they
also strongly agree on evaluating the overall MOOC platform positively.

Lastly, on commenting about possible improvements, the only input received indicated that
“An Action Plan simpler to implement although the overall feedback received from the
trainees was positive”.

3.2 Participants

3.2.1 Participants’ profiles
The total number of MOOC participants, whom successfully completed the MOOC is 137 and
133 have filled the evaluation questionnaire.

From the 28 Croatian participants: all of them are women, mostly aged between 35 and 55
years old; 11 out of 28 teachers live in smaller rural areas and 10 out of 28 have a Master’s
Degree. The largest group (7 out of 28) is general education teachers, while the rest of them
are specialised teachers in Informatics, foreign languages, Arts and other disciplines.

From the 44 Greek participants: most of them are women (33), and almost all aged between
35 and 55 years old; they live in both urban and rural areas and all 44 have completed at
least one degree of Higher education. The largest group is general education teachers, while
the rest of them are specialised teachers in History, Physics, foreign languages, Arts and
other disciplines.

From the 33 (out of the 37 who successfully completed the MOOC) Italian participants who
filled in the evaluation questionnaire: most of them are women between 45 and 55 years old
and they live in semi-rural or rural areas. 12 out of the 33 teachers have a Master’s Degree
and 4 of them have a PhD; most of them (21 out of 28) are general education teachers, while
the rest are specialized teachers in other disciplines.

Lastly, from the 28 Latvian participants: most of them are women between 45 and over 55
years old and live in cities all over Latvia. Most of them have completed a Master’s Degree;
some are teachers and others representatives of the administration and they all have

13
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specializations in different disciplines in regards to their teaching (Culture, History, German,
English, Latvian, Computer Science).

Overall statistical analysis indicates that: most of the participants are women between 45
and over 55 years old and live in both urban and rural settings in their respective countries.
All of them have completed a degree on Higher education, most of them also a second one
(Masters) and they are either general teachers or have specializations in various disciplines
such as Culture, History, German language, English language, Computer Science, Physics,
Arts, etc.

3.2.2 Participants’ knowledge/skills

Regarding the evaluation of their acquired knowledge/skills, and specifically on what they
gained from their participation in the CDDC online course per Course module, the vast
majority either strongly agree or agree in: 1. having understood the Art of CrowdDreaming
Method; 2. acquired knowledge in regards to the Project Development of Digital Projects 3.
acquired new skills on digital tools for Digital Content Creation; 4. acquired knowledge on
Digital Storytelling; 5. having understood the concept of Digital Cultural Heritage; gained
relevant skills on Media Literacy and experience in planning and organising Digital Culture
initiatives. Furthermore, they place value on having gained a certificate from the online
course and the importance of having made contact with other people that share the same
interests on the subject.

In the other gains they might have had, Greek teachers indicated the connection with other
teachers that share the same interests, while Italian teachers indicated that:

a. they were in a continuous relationship with people who share the same experiences,

b. the use of complex digital tools that would require further study, c. the collaboration and
sharing of paths and resources, d. empathy the Stigmergic Paradigm and e. the use of Canva.
Lastly, Latvian teachers indicated that they had a new experience and the use of Moodle
features.

On how they rate the knowledge/experience they acquired through the course, again the
vast majority indicates as either quite significant or significant all the: understanding the
CrowdDreaming methodology; knowledge on digital projects; understanding the benefits of
Digital Cultural Heritage; planning and organizing project initiatives and taking inspiration for
the further development of projects.

Regarding the impact they think that CDCC Course would actually have on their
professional life, almost all participants either strongly agree or agree that they will be able
to apply what they have learned to their job. Moreover, most of them feel like they will be
able to change how things work in their organization and that they will be able to improve
on their current job. Lastly, more than half of them expect that they will be able to get more
job opportunities after taking this course, and in other gains one Latvian participant
indicated the interesting ideas he or she acquired from colleagues and students and another

14



.\’
Crowddreaming
WP4 Evaluation Report

one that he or she will be able to share the newly acquired knowledge and skills with the
students.

At last, in the question about if there is anything else that the participants expected to gain
from this course and they didn't, Croatian teachers didn’t indicated anything further; a
number of Greek teachers indicated pandemic related time issues and more networking
opportunities at an international level; 27 out of 33 Italian participants responded no, the
course corresponded to their expectations. One of them added that s/he would have
needed a more practical and proactive dimension of learning since they struggle to bridge
the gap and develop collaborative initiatives with colleagues and more experienced
professionals. The pandemic and the limited time available have prevented this teacher
from establishing meaningful professional relationships that allow him or her to overcome
moments of difficulty in the processes of innovation and change. This teacher mentions also
a personal rigidity of mindset that does not allow him or her to creatively exploit moments
of crisis. He or she ends the comment in the hope to get support on these issues not only in
terms of hard skills, but also banally in terms of motivation to dare the unthinkable and the
unpredictable. Another teacher mentions that found the course too demanding the part
related to the compilation of the action plan. A different person would have liked an
increased networking with colleagues from other schools. Greater mastery of tools and work
steps is being mentioned by yet another trainee. Another teacher mentions he or she
would have expected a comparison with European colleagues and a last comment by a
different teacher mentions the need for more practical skills. Lastly, Latvian participants
mentioned the need to learn more tools for creating digital projects and more face-to-face
meetings with project colleagues and students. One colleague mentioned that due to lack of
time and the pandemic, they haven’t been able to create the planned number of digital
projects. Another teacher indicated that would have liked to learn more about the
experiences of other participants during the learning process and another teacher misses
the ability to share this content with his or her colleagues and being able to add them to the
platform.

3.2.3 Participants’ experiences on the usage of CDDC MOOC platform

The second main part of the assessment questionnaire was on their experiences on the
usage of CDDC MOOC platform. In their evaluation of their learning experience (question
13): the vast majority of teachers indicated that the: a. purpose and learning outcomes of
the course were clear to them; b. course was well organised in modules and activities and c.
the learning material was of high quality. Also, about 3/4 of them indicated that: d. quizzes
were helpful in facilitating their learning; e. the degree of intellectual challenge they
experienced during the course was high and f. they consider the Coaching Circles as an
added value.

In their evaluation of the usability of the software system (learning platform) used for
delivering the course (question 14), again the vast majority indicated that: a. they would like
to use such system frequently; b. the various functions of the system were well integrated;

15
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c. they do not think there is some inconsistency in the system; d. they learned how to use
the system very quickly and e. they felt very confident in using it. Furthermore, f. almost
none of them found the system unnecessarily complex, but quite the contrary, g. they
evaluate it as easy to use and either strongly disagreed or disagreed with needing technical
support in order to be able to use it. Lastly, almost all teachers either strongly disagreed or
disagreed with the affirmation that they had to learn a lot of things in order to be able to use
the system.

In their evaluation of the strong points of this course and eventual suggestions the
participants could make (open questions 16-17), teachers replied including a number of
points in all MOOC aspects. Specifically, they made an explicit mention to the: valorisation of
cultural heritage in a new and fun way; fact that they discovered how they can update their
regular class with a new and interesting methodology; use of augmented reality in
classroom; usefulness of the E-Journalism handbook; cooperation with teachers from all
around the country; tutors support and guidance in general and especially during the
qguarantine; the resources available and the organization of the course; quality of
educational material; structure of the course separated in modules; notion of Digital Cultural
Heritage and the network that has been created; extraordinary colleagues distinguished by
the highest professionalism that they have met through the course; opportunity to meet
other people that were eager to learn new ways of organizing work; the fact that they were
able to finalize the learning process by transforming it into a usable and sustainable digital
product; interaction and exchange with colleagues in the team; vision and the push to new
organizational forms of the didactic-cultural work; the fact that they have dealt with issues
that were new to them in a clear understandable way; the valuable resources that can be
used in the future as well; continuity between the modules and the action plan sections; the
fact that they had the opportunity to work on augmented reality and storytelling; quality of
the material produced; structure of the MOOC in clear cut modules; Coaching Circles.

Furthermore, the project idea on which the online course was developed was considered
interesting; they were positive about having learned something new for themselves
personally and for future work with young people; they think that the development of digital
projects was an interesting addition to their skill set and appreciated the opportunity they
got to learn remotely in an easy to use way as well as the Project development methodology
and they were confident about starting to create digital projects by themselves by using the
same up-to-date and well-structured teaching material. Also, the fact that the material was
translated in their language was very much appreciated too; the short and interesting self-
evaluating tests were considered helpful; the collaboration with other educators to make
the most of the opportunities offered, as well as the support from the mentors was well
received and much appreciated.

In regards to the suggestions for improvement of the course and other future courses like
this one, teachers pointed out various suggestions that can be of use, namely: a. maybe the
descriptive part of the project could be simplified by focusing more on the end product and
the tools used to create it; b. the use of the teaching material could be simplified even more
in order to be able to get to the piloting part in an easier way and c. the project could have
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an action plan that’s easier to implement. It was also suggested that d. the students could be
helped too, by providing forms of accompaniment, sharing platforms, resources and tools,
with some tutoring by the project experts in the MOOC; e. delivery deadlines could be more
in phase with the problems encountered; f. a training module with a live link could be
added. At last, ideas that can be related to project sustainability, they suggest a new edition
of the course involving more teachers and always keeping the content up to date; including
more interactive elements and self-assessment quizzes; leaving free access to these training
materials after the end of the project for future use and continue this idea by supplementing
teaching materials on new topics.

Lastly, to the question (18) whether they would be interested in taking another course like
this one, 25 out of 28 Croatian; 42 out of 44 Greek; 25 out of 33 Italian and 26 out of 28
Latvian teachers responded positively, summing up to a grant total of 88,7%.
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4. Conclusions
Based on a previously identified best practice developed in Italy by Stati Generali
Innovazione, the project CDDC disseminates and scales-up at a European level a good
practice in the field of the valorization of digital cultural heritage as means for an inclusive
education and the promotion of European values among youngsters. This best practice has
been called: Crowddream.

In order to facilitate this process, an innovative MOOC has been developed, that combines
both a study material of 26 hours and coaching circles coordinated by the tutors. The MOOC
has been launched for teachers in all 4 piloting countries: Croatia, Greece, Italy and Latvia
and it has been successfully completed by a total of 91,3% of the participants (R6.4).
Following its finalisation, a. the MOOC platform has remained open for all successful
trainees in order to have access to the material whenever needed and b. evaluation
guestionnaires have taken place for both MOOC tutors and participants in order to evaluate
the platform and its usage and impact.

The results of tutors’ evaluation of the MOOC have been very positive on all indicators and
the overall assessment of both the MOOC content and the MOOC platform was unanimously
indicated as positive.

Furthermore, the indicator assigned in the project proposal in order to assess the impact of
the MOOC in the participating teachers has been overreached:

e R6.5. At least 80% of the participants in the course are satisfied with the programme
and MOOC - thus, the vast majority (more than 80%) respondent positively in all sub
indicators related to both the learning content and platform usability and about
88,7% indicated that they would be interested in taking another Course like the
CDDC.

The results have been very encouraging, especially taking into consideration the pandemic
implications in all piloting countries and especially its impact on educational contexts, in
which the MOOC target group, i.e. the teachers have been operating at. Overall, the
organization of MOOC was evaluated as easy to use and most participants would be
interested in taking a similar course in the future.

At last, it is worth mentioning, that based on the teachers’ knowledge acquired through the
MOOC, by its finalisation which is scheduled on spring 2021, CDDC project is about to reach
400 secondary school students supported by at least 80 teachers in total, which will create
20 digital scenes per country. The CDDC final deliverable, the Europa Square Digital
Monument will host at least 80 digital AR scenes from the students across Europe being the
first paneuropean digital monument on Digital Cultural Heritage.
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Annex - Assessment questionnaires

The questionnaires used to collect the data for this report have been developed by DAISSy
Research Group of the HOU in English (tutors and users) and translated (users) by the
partners in their national languages. These questionnaires are available online in the
following addresses:

Tutors

https://forms.gle/1BrQ3EPBzHBeScCUA

Users

English: https://forms.gle/tCrBgcPg7wdYGi9N9
Croatian: https://forms.gle/oAUwqe7BsVggYCi8A
Greek: https://forms.gle/utSFyzHLC2kP1PGe8

Italian:

https://docs.google.com/forms/d/e/1FAlpQLSciZsnnVlakb0 9pQcyEFu04nSegfmeWr_ b2Tu
-JcgAAzZizw/viewform?usp=sf_link

Latvian:

https://docs.google.com/forms/d/e/1FAlpQLSdSg6HIWQAeuMRV20ghspLXurhgO7limWo73
am3Wy2GNlulow/viewform
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