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1. A revolution in the making: the coming of Industry 4.0 
 

The decades to come are going to witness a wave of technological advancements that will transform the 

way we produce, consume and live in a profound way, comparable in scale to the impact that the 

industrial revolution had in the 19th century and the digital revolution had in the late 20th century. This 

is why many people are talking about the upcoming 4th industrial revolution or “Industry 4.0”, which is 

already manifesting in emergent industries but which will develop its full potential in the coming years 

and decades.  

 

Industry 4.0 is catalyzed by the rise of artificial intelligence and the consequent reinvention of industry 

through the connection of machines and factories in smart technologies. It comprises the swarm of 

connected smart technologies, the Internet of Things, the Industrial Internet, the Smart Factory and 

Manufacturing 4.0. 

 

 
 
Sources: Germany Trade & Invest, “INDUSTRIE 4.0—Smart manufacturing for the future,” July 1, 2014; National Academy of Science and Engineering, 

“Securing the future of German manufacturing industry: Recommendations for implementing the strategic initiative Industry 4.0,” April 2013; Deloitte 

analysis. 

 

 The term “Industry 4.0” was coined at the Hannover Messe Trade Fair, a congress promoted by the 

Germany Trade and Invest, which defines it as:  
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“A paradigm shift . . . made possible by technological advances which constitute a reversal of conventional 

production process logic. Simply put, this means that industrial production machinery no longer simply 

“processes” the product, but that the product communicates with  machinery to tell it exactly what to do.” 

 

According to the GTI, such transformations will "pave the way to a new technological age which will 

radically transform industry and production value chains and business models".  

Reinventing the industry, reinventing ourselves 
 

Industry 4.0 is expected to create opportunities and risks for different layers of the population, which may 

come up as winners or losers of this transformation. The automatization of car driving alone is expected 

to make the jobs of millions of workers redundant, which may lead them to feeling disheartened and 

frustrated for losing to the “train of innovation”.  

 

Concurrently, the emergent industries experience a severe lack of qualified workers capable of 

undertaking the jobs of the 4.0 Industry.  As a matter of fact, the productive systems have evolved at an 

increasingly fast pace; by contrast, public administrations are slow in regulating and facilitating the 

conditions for the optimal development of new industries while many schools and universities are still 

training students for, at best, the 2.0 Industry.  

 

In many educational institutions learners  are often provided with skills and modes of thinking that do not 

match the needs for the current and future job market. Prevailing educational paradigms emphasize the 

value of memorizing, repeating and learning solutions that have proven to be useful in the past, with 

students getting reward for finding “the one and only correct solution”. Saying that a profound reboot of 

education is urgently needed has become a commonsense statement.  

 

Lastly, prevailing organisational models in both business and corporate sectors and social economy and 

NGOs as well, do not meet the conditions required by the core challenge of our time: innovation. And by 

innovation we don’t mean to just creating something new, but something better than what already exists, 

and often something which represents not just a marginal linear improvement from previous solutions, 

but a rethinking of our challenges and a redesign of the solutions currently available. 

 

The coming trends of technologically disruptive innovation will deepen the skill gap between the training 

of the workforce and the needs of the productive system, and are widening the dysfunctionality of 

organisations which cannot properly match the level of adaptability and innovativeness demanded by a 

changing world and market environment.  

 

To sum up, both education and models of organisations and leadership are designed for a world that is 

disappearing and that soon will no longer remain. A broad dialogue on how to update and rethink 

education and organisations is underway. This manual seeks to join that conversation by providing 

training tools, skills, mindsets and concepts that support the transition towards the Universities of the 

Future.  

A new paradigm for a new time 
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The revolution in the industry demands (and will make inevitable) a profound transformation in all 

domains of society. Particularly in the domain of organisations and of education, this transformation can 

be an opportunity to transition towards models that promote an ethics of collaboration, active 

participation, critical thinking, sustainability and a systemic and holistic view that includes, integrates and 

draws synergies among diverse people, stakeholders and worldviews.  

 

In redesigning systems and creating new ones, we can draw lessons of extraordinary importance from the 

organizing principles of the most successful and sustainable systems we know of - the Earth’s ecosystems.  

 

Nature’s systems organizing principles are the same ones that need to be developed as a solid foundation 

for business and education to thrive in the exciting and uncertain times ahead:  

 

● Collaboration: working with others to achieve win for oneself, win for others and win for the 

planet.  

● Synergy: seeing our differences as a source of creative potential to be valued and appreciated. 

● Adaptability: being open and willing to change and evolve.  

● Creativity: the same way life manifests itself in an infinitely rich variety of forms, we humans hold 

in ourselves latent creative potentialities with its full scope yet to be discovered.  

● Self-organisation: creating ecosystems based on relationships of trust where autonomous units 

work towards a higher common purpose. 

● Resilience: learning from every new circumstance, growing stronger and wiser in every new 

challenge.  

● Regenerativity: taking care of oneself and others, integrating health and wellbeing in a balanced 

way.  

● Inclusion: systems succeed when all parts are included; organisations thrive when all voices are 

listened to.  

● Interdependence: I am because we are. Nothing can be understood isolated from its wider 

context; parts make sense in relation to the whole.  

● Ecosystem: like a weave of strings in a piece of fabric, we create communities where many-to-

many connections abound, transcending the old one-to-many paradigms.  

● Feedback loops: we learn from a never ending spiral of dialogue where listening becomes a 

central skill in collaborative leadership.  

● Versatility: the most versatile creature in nature is us humans: our open-endedness makes us the 

most adaptable and ultimately successful species on Earth. We will focus not just on acquiring 

knowledge and tools but on developing transversal mindsets and skills. 

 

 

These principles shall serve as a compass to guide the transformation towards the Universities of the 

Future. Education 4.0 can bring about great opportunities for the industry and business, for people and 

the planet.  

Why does co-creation matter for Industry 4.0? 
 

Co-creation matters for Industry 4.0 because:  
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● Industry 4.0 will make the nature of work increasingly networked, collaborative, innovation-

intensive and mobile.  

 

● The old rigid paradigms of leadership are becoming increasingly obsolete, bureaucratic and 

dysfunctional. More flexible approaches are becoming the new standard to foster the necessary 

level of innovation. 

 

● Breakthrough ideas and growth can be fostered by providing places for collaboration for diverse 

ecosystems within a culture of shared accomplishment.  

 

● Problems are increasingly complex. No single individual or stakeholder alone has the capacity to 

answer all the questions or meet all the challenges. Access to a broad range of potentialities can 

be tapped by unleashing collective intelligence.  

 

● Systems are increasingly complex and interdependent. Collaboration is the way power is exerted 

in the network society.  

 

● No single stakeholder - no matter how powerful - has the power to solve big problems on their 

own.  

Train the Trainers: a journey towards the Universities of the Future  
 

The Universities of the Future (UoF) project will address the existing (and potentially growing) gap 

between industries and higher education offer by developing new, innovative and multidisciplinary 

approaches to teaching and learning for up-skilling and re-skilling of current workers, stimulating 

entrepreneurial and digital skills of higher education teaching staff and company staff, boosting curricula 

adjustment and change and facilitating the exchange, flow and co-creation of knowledge. 

 

The expected outcomes of the UOF project include: 

 

● A common body of knowledge on industry 4.0 readiness/maturation of regions/business and 

related impact on skills shifting, up/re-skilling (a blueprint for cooperation with and for HEIs, 

businesses and governments). 

 

● Innovative lessons on core topics/main components of the Industry 4.0, targeting students 

enrolled in HE bachelors/master degrees. 

 
● Continuous training programmes/short-courses on core topics/main components of the Industry 

4.0, targeting employees that are interested in re/upskilling their competences. 

 

● A joint post-graduation course built on creative strategies applied to industry 4.0, targeting 

workers interested in putting into practice pilot projects to accelerate their company’s digital 

transformation. 
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● Guiding and supporting resources targeted to HEIs, business and government decision-making 

bodies and to educators/trainers. 

 
● A robust virtual teaching and learning factory for industry 4.0 populated with tools and resources 

enabling direct contact of the target-groups with the main components of industry and education 

4.0, and complemented by physical facilities/ equipment, aimed at supporting the development 

of the hands-on-experiment and pilot projects. 

 

 

2. Mix & Match: a modular toolbox for the UoF Train The 
Trainers  

a. The goals of a Train the Trainer 
 

The goal of the Train The Trainer course is to provide “Tools and methods for Co-creation Events” aimed 

at preparing the staff of the partner organisations to plan and implement successful events, where co-

creation is promoted and participatory processes are encouraged.  

This is fundamental for the success of the implementation of all the other activities of the WP2 enabling 

project partners of implementing at national level, including the ignition events, blueprint enabling 

events, blueprint co-creation events and forward-looking events.  

 

The events themselves and the associated training materials, including the present manual, are designed 

to serve as a blueprint for this various types of events. These events will contribute to promote effective 

pedagogical action coordinated by the European network of partners of the Universities of the Future 

project. This series of events will bring about new strategies to catalyze the transition towards Education 

4.0, deeping its vision, bringing on board new stakeholders, increasing public awareness of the challenges 

and opportunities this new time for the industry poses for society as a whole and finally facilitating new 

and exciting collaborations, projects and ideas that pave the way towards a brighter future for higher 

European education.  

 

Among the target groups and potential direct and indirect beneficiaries of the Train The Trainers (TTT) are 

HEI managers and teachers, Business/Industry representatives and workers; Students/alumni, 

Government/Public Bodies and Policy makers and other interested people and organisations joining the 

Consortium.  

 

Navigating the 21st century: compass & toolbox 

 
This manual aims at being a valuable resource for trainers and leaders engaged in the transition towards 

Education 4.0 who want to support their partners in developing a collaborative mindset, with hands-on 

processes and proven tools to guide teams through successful co-creation processes. The concepts and 

tools presented in this guide can be creatively used to design and facilitate a broad range of events of 

collective inquiry and collaborative challenge-solving.  
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The Educative Assets that accompany the Train the Trainers are aimed at enriching current curricular 

units, expanding HEIs lifelong learning offer and providing innovative joint postgraduate programmes. The 

Guiding tools presented include practical step-by-step methodologies, exercises and recommendations to 

create organisational strategies in HEIs and companies as well as improving learning pedagogies.  

 

b.  Playbook & toolbox: Mix & Match  
 

The tools and concepts presented in this manual can be used in creative ways and have been planned to 

support the design of the 4 different types of events within the framework of the Universities of the Future 

project. Each of the event types are designed to meet a specific need of the Universities of the Future 

project and have distinct goals and targets. While Igniting events inspire and bring people together, 

Blueprint enabling events foster deliberation on Education 4.0 related issue in the spirit of a community 

of practice; Blueprint co-creation events are hands-on workshops to develop projects and prototypes that 

respond to key challenges, and Forward-looking events set ambitious horizons, dreams and visions for the 

future of education. The tools presented in this manual are transversal for the creative use and application 

into the diverse types of events. We will be exploring that in further detail in section 6.  
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3. Exploring co-creation 

3.1. What is co-creation?  
 

“Co-Creation is a creative process that taps into the collective potential of groups to generate 

insights and innovation”1 

Co-creation practices “are understood as processes of participative design taking place in a variety of 

cultural and economic fields. The discipline has its roots in the participative design as established in 

Northern Europe since the 1970s. Through using different principles, methods and solutions, it originated 

from the necessity of placing the user or client at the centre of the value creation process as a practical 

and active source of knowledge, motivation and creation. Whether through workshops, in-person 

sessions or online collaboration dynamics, co-creation can be understood as a way to activate and channel 

creative processes, especially as a tool which increasingly enables the collaborative identification and 

generation of products, services, and even learning dynamics or project incubation... (Co-creation) affords 

new, innovative and positive dynamics in the development and participation of different agents and 

stakeholders in new projects.”2 

The context of Industry 4.0 production processes, therefore (and as discussed in the introduction to this 

manual), "bring(s) together different stakeholders such as technology developers (startups, academia, 

freelancer …) in different areas (e.g. sensors, gateways, predictive analysis, communication), Industrial 

Technology users, System Integrators and Enterprise Partners for (the) development and adoption of 

innovative solutions to the problems in the domain of Industry 4.0.”3 Embedding co-creation in the 

engagement of all the stakeholders from beginning to end, till adoption of solution by technology users is 

key to the process. 

3.2. The co-creation mindset 
What follows is Platoniq’s suggestion on the mindset and attitude to look towards to and embody during 

the co-creation process and that the Train the Trainers centers on. Our in-house expertise on developing 

participative innovation processes has shown us that best projects are very often born out of balancing 

attention to results, people and processes. Whilst we believe that there is no “one-size-fits-all” recipe for 

effective co-creation, we warmly invite participants to consider the following approaches and tenets as 

central to the satisfactory development of Universities of the Future events.  

i. UNTAPPING COLLECTIVE INTELLIGENCE. A group is more than the sum of people 

that make it up. 1 + 1 does not necessarily equal 2 here. Groups are the fertile 

ground where collective intelligence and creativity arises, where the spark 

happens and collaboration gives its fruits. We invite you to try and trust the 

potential of groups and the processes they engender. 

                                                                 
1 https://www.cocreation.world/co-creation/ 
2 “White Paper: methodologies of open co-creation around digital culture” by Platoniq 
3https://community.nasscom.in/community/discuss/iot/co-creation-program/blog/2017/03/09/co-creation-

program-for-industry-40 
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ii. CATALYZING COLLABORATION AND SYNERGY. Co-creation has the collaboration 

of different perspectives and backgrounds at its core, as opposed to competitive 

models of idea generation.  

 

iii. “YES AND” THINKING. In order to foster effective collaboration, good 

brainstormers usually build on other people’s ideas by keeping an open mind to 

their intuitions and finding links with one own’s creativity. Active listening is a 

very valuable skill and exercise to this end. Similarly, the predisposition to letting 

one own’s ideas develop in whichever direction the collective intelligence takes 

it creates the most value for participants, provided that the group has the 

framework and goals of action clear.  

iv. PARTICIPATION: DESIGNING WITH, NOT JUST FOR. Empathy is often considered 

a key tenet of design thinking and co-creation processes. Whilst we consider this 

to be a fundamental skill to develop and approach to keep in mind at all times, 

we also advise you to go beyond the empathy hype. For as much as listening to 

users / beneficiaries stories and needs, empathy has its limits in the fact that lived 

experiences can never really be 100% understood by others. Nothing really 

substitutes the effectiveness (and justice) of involving beneficiaries / users / 

impacted communities in your design. When possible, we suggest you design 

with, not for. That’s what co-design is all about. 

 

v. GO BEYOND YOUR ASSUMPTIONS. Therefore, we try and maintain the goal of 

not designing for oneself or with oneself in mind. Whilst unlearning is always a 

work in progress, we suggest you aim at challenging your assumptions. 

 

vi. BRINGING DIVERSITY TOGETHER. As someone that is designing and running co-

creation events, you are in the exciting role of being a bridge between different 

groups that would not normally meet; all of them with equal dignity and expertise 

despite coming from different backgrounds, experiences and competencies 

across the ecosystem. Co-creation happens at the intersection of disciplines, lived 

experiences, technologies, mindsets and tools bringing together diverse 

stakeholders facing a common challenge. 

 

vii. STAY HUMBLE. We all come from different paths and have stronger and lighter 

opinions about different things. Being humble and ready for feedback and for 

leaving your ideas in the parking lot when something that works better in that 

context comes along is a skill that makes co-creation a truly satisfying experience 

of collaboration. 

 

viii. INHABITING DIFFERENT ROLES IN CO-CREATION. The same way groups are made 

of different people, groups are made of different roles that multiple people can 

inhabit at different times. There’s a few roles and mindsets that we suggest you 

try out at different times of the co-creation process in order to experiment 



 

15 

 
 

 

collaboration at its best. As example, the “starter pack” could include: the 

collaborative / fact-oriented / creative / creative or sky-is-the-limit mindset.  

 

ix. ADAPTABILITY IS IMPORTANT. In our experience, the best processes and events 

are produced when seeking a careful balance between structure and flexibility, 

keeping the goals of the activities in mind whilst allowing needs and creativity of 

groups to organically emerge. 

x. MINDFULNESS OF THE PROCESS: CANVASES AND POST ITS ARE NOT THE GOAL 

THEMSELVES. Subsequently, co-creation dynamics, exercises and canvas are 

suggestions that aim at holding the framework of the non-linear process made of 

different phases that we can call “Set the context / Make sense / Ideate / 

Prototype / Share”. We advise you to be mindful of this processes but not to stick 

to much to specific activities you had in mind at the beginning.  

 

xi. TEST, ITERATE AND IMPROVE. Co-creation is an action-oriented approach. Try, 

fail and try again and as early as possible to create ideas, projects and prototypes 

that work best. 

 

xii. DIFFERENT PEOPLE LEARN/CREATE DIFFERENTLY. By hosting a variety of events 

and collective sessions we have seen that we as people can have very different 

creativity, learning and participation styles. Whilst planning schedules and events 

can be a challenging task for the myriad of aspect one needs to take into 

consideration, we advise you to try and be mindful of creating a space that is 

comfortable for a variety of needs (this can mean mixing small / big group 

activities or mixing auditory / kinesthetic / experiential learning .. and so forth). 

 

xiii. DON’T REINVENT THE WHEEL. We often have struggled with this one too: being 

thrilled from a “sky-is-the-limit” collective ideation moment can lead you to 

considering your idea very exciting with little consideration of whether something 

similar exists already or if something less innovation-y could work better. We 

advise you learn from what has been done already. Innovation only works when 

learning from history and from good practices out there.   

 

3.3. The co-creation skills for the Train the Trainers 
Complementarily to the above mentioned principles and attitudes, some core skills for outstanding co-

creation identified by UoF partners Marcela Acosta from Aalto University through their groups’ empirical 

research, are shown in this table and presented in this section.  

 

Working life skills are defined as the knowledge, skills or attitudes that are needed to perform a job 

successfully. They refer to both discipline-specific professional competencies and knowledge as well as 

transferable skills.  
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3.3.1. Transferable skills 
 

Transferable skills are sets of skills that can be used in many different settings and contexts. They include 

skills such as:  

 

➢ Social / interpersonal skills:  

 

Soft skills include personal attitudes and interpersonal skills, such as:  

 

○ Teamwork 

○ Leadership 

○ Communication 

○ Networking/social skills 

○ Assertiveness 

○ Empathy 

 

➢ Systems thinking skills: refer to the ability to understand things in a larger context, their impact, 

and possible applications and implications. Thinking about the implications of decisions in wider 

contexts is a core tenet of ethics, ethical knowledge, as well as sustainable development. 

 

○ Futures literacy 

○ Sustainable development 

○ Ethics 

 

➢ Metacognitive skills:  
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Hillage and Pollard (1998) refer to metacognitive knowledge as the awareness of one's own skills, which 

is signaled as a key element in career management. Pintrich (2002) defines metacognitive knowledge as 

awareness of one's own knowledge.  

 

○ Self-confidence 

○ Autonomy/proactivity 

○ Reliability/responsibility 

○ Motivation / positivity 

○ Openness to change 

 

➢ Problem-solving skills and the science process:  

 

Professional work is defined as continuously problem-solving. Schein (1972) identifies three aspects to 

problem-solving: the basic science component; the applied science for problem-solving; and the skills and 

attitudes used for solving the problem. 

 

○ Knowledge management 

○ Creative thinking 

○ Critical/analytical thinking 

○ Experimentation 

○ Decision making / judgement 

3.3.2. Discipline-specific competencies in Industry 4.0 
 

The following sections will take a closer look at discipline-specific, professional competencies associated 

with the different elements of Industry 4.0. 

 

➢ Technical and engineering competencies 

 

Industry 4.0 is driven by key advances in technologies, which imply skills such as:  

 

○ Cyber-physical systems related skills  

○ The Internet of Things related skills 

○ Advanced analytics 

○ Novel human-machine interfaces 

○ Digital-to-physical transfer technologies 

○ Data communications and networks 

 

➢ Business thinking 

 

The transition to Industry 4.0 starts with the commitment of management, the allocation of resources, 

and a leadership that has a dedicated strategy. Competencies related to management are, among others:  

 

○ Technology awareness 
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○ Change management 

○ Using forecasting data and planning metrics for strategy development 

○ Understanding technology tools for talent management. 

 

➢ Design and Innovation competencies 

 

The articles talking about Industry 4.0 and design focus on the interaction between robots and humans, 

and user interfaces. Most technology fails because the human use was not taken into consideration, and 

people utilize it in a different way than intended. Advancements in technology permit better ergonomic 

solutions and an improved user experience, as well as the design of customized, unique products and 

services. Therefore, key skills are:  

 

○ Design for human-robot interaction 

○ Social impact of technology 
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4.  The content of the Train the Trainer  
 

The Train the Trainers course “Tools and Methods for Co-creation Events" (TTT) aims at providing 

participants with skills and tools to explore the potential use of co-creation in the different types of events 

to be carried out in the Universities of the Future project. 

Over two days (16 hours), the group has undertaken a (non linear) co-creation journey organised along 

different building block, that the 15 participants have been able to play with, role-play, digest and re-

shape during the future small events they will set up. The Train the Trainers has taken place in the 

beautiful Fabrica Ramis space in Inca (Mallorca), an old manufacturing factory repurposed as a creative 

space generating ideas, projects and knowledge in a circular economy perspective. 

After setting the context for the participants to warm up, become a group and identify the role they 

usually take on when collaborating with others, the facilitators have run them through the agenda for the 

TTT focusing on main tenets and goals of the training. 

In a participatory learning perspective, the group started the journey by collectively creating a shared 

understandings of what Co-creation comes from and what it means in their different professional fields. 

The co-creation journey has begun by delving into three challenging topics, central to current and future 

reflections and work on Industry 4.0. These challenges (or additional topics brought up by the group) have 

been the foundation of all the ideas developed by the participants throughout the two days. After running 

an informal benchmarking activity to map out existing solutions and projects tackling such challenges 

(“Our vision: value barometers”), the teams have broken down the complex topics chosen through the 

“Digest the challenges” activity and canvas. 

Next, the “What If ” tool has been protagonist of the ideation moment, in which participants have 

identified different possible scenarios and user stories for their idea and chosen one to bring forward. The 

“Empathy mapping” and “User profile” canvases allowed building a multilayered understanding of the 

users and beneficiaries of the projects the teams were developing.  

A first round of feedback concluded day 1, leaving space and time on Day 2 to structure the ideas thanks 

to the “Rapid prototyping canvas”, where groups created consensual visual explanations of the different 

elements of the idea they were pursuing. Next, the “Simplified Business model canvas” helped teams 

evaluate whether their prototype was viable and worth bringing to production.  

Concluding Day 2 was an “Idea feedback” moment and an occasion to “Pitch” what developed during the 

co-creation journey. 

 

http://www.fabricaramis.com/
http://www.fabricaramis.com/
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4.1.  The Co-creation Journey: the Why, What and How.  
 

This section presents the Co-creation process phases in a coherent and iterative way while pinpointing key 

practical tools to advance the goals of each of the stages of the learning journey. These phases bear key 

importance as the development of the UoF project can be understood and greater clarity under the light 

casted by this methodological framework.  
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I. Setting the context 
 

The goal of the “Setting the context” phase is to gather relevant information around a specific topic or 

issue. 

 

By setting the context, giving a historical perspective on the issue, identifying key core elements of it and 

receiving inspiration from things that work the co-creation process will start with a broader understanding 

of the complexity and web of interrelationships surrounding a specific challenge.  

 

By providing context the participants will be able to start the conversation from a basic common ground 

that makes communication possible. The solutions arising from this broader common understanding will 

bear more relevance and appropriateness.  
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Context can be set through talks from leading voices in the field, presentations, open dialogues on key 

generative questions and by sharing stories that show the state of the art in the field. The invitation to 

the participants is thus to think systemically (identifying factors and elements involved in creating the 

situation), to inquire appreciatively (identifying assets, resources, strengths and opportunities) and 

sharing inspiring stories. 

   II. Make sense 
 

In the Making sense phase the goal is to gain clarity and focus on the challenge(s) you seek to impact 

positively. 

 

The following tools can be used as a way to identifying and ask the correct questions, understanding why 

and for whom the challenge is important, identify core values as well as the causes and symptoms of the 

core situation.  

● Our vision: value barometers 

 

WHY: A common vision and shared values are the foundations of effective group work. Having a shared 

intention makes the design and development of the ideas and projects much more agile and effective. 

Value barometers helps the group identify core values that will inspire its co-creation journey. This 

exercise will provide participants with the opportunity to run a light benchmarking exercise of existing 

projects or solutions tackling the challenge they have chosen for the Train the Trainers journey. Scanning 

what’s already out there to identify strengths and weaknesses is a fundamental part of a co-creation 

process. Developing an effective and innovation solution does not equal reinventing the wheel.  

 

WHAT: This exercise helps find a common ground with other participants on what makes your idea one 

worth pursuing. Benchmark already existing projects and good practices tackling or solving partly your 

challenge, establishing common performance indicators or values (such as engagement, feasibility, 

educational potential, responsibility…) that these examples comply with. Use these values to calibrate 

your own idea to decide what you want to incorporate in it and what you rather leave behind.  
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How to play: 

1. In your small groups share examples of the best projects or products you know that tackle similar 

challenges and explain why.  

2. Start harvesting the selection of examples provided and start with the most relevant one.  

3. The whole group will have previously established collectively what are the “values” that make this 

inspiration noteworthy. Write these down at the top of the barometers you’ve been handed out. 

4. Calibrate! Move the tokens according to the indicators on the boards.  

5. You can use the barometers and repeat the exercise for more than one example you want to 

benchmark. Use the tokens you have been provided: P1 will be the first project you are 

benchmarking, P2 the second and so forth. 

You’ll need: 

● Sharpies  

● Tokens indicating different projects 

 

TIP: Even if the examples don’t focus on your specific topic, you might like them for other interesting 

features.  

 

Set the context / Make sense / Ideate / Prototype / Bring to Life / Learn from Experience 

 

https://docs.google.com/document/d/1zrtp4w-R8b2-4AThGqd63HAFsgpWOVQbDC5SovcXvmI/edit#heading=h.6edff5g09iqw
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● Complex Challenge Breakdown 

 

WHY: Sometimes we can get paralyzed when facing a problem or challenge with multiple layers of 

complexity. In order to overcome that blockage, you can break the challenge down into its different 

elements, mapping their causes and symptoms and identifying gaps in our knowledge that prevents us 

from being effective. This will help participants  see the challenge they are tackling under a new light, 

making new patterns and trends apparent, selecting their mission with more leverage and identifying its 

key drivers or main issues of the problem we are trying to solve.  

 

WHAT: This canvas helps you break down, digest and resize the complex challenge you have chosen for 

this co-creation journey.  

 

 
 

How to play: 

 

1. First, identify and write down the challenge you are trying to tackle. 

2. Write down the direct, underlying and contributing symptoms you see as a result of it. These may 

be people involved with the problem, systems, equipment, materials, external forces, etc. Try 

drawing out as many contributing factors as possible. 

3. Now fill out the causes that correspond to these symptoms. Once the worksheet has been filled 

out, go through each symptom and cause with your team and consider if they are correctly placed, 

and discuss what you can learn from this in terms of clarifying your aims. 

4. Identify the gaps in your knowledge. This will guide you in selecting a resized challenge you can 

actually tackle and will suggest information you need to look for. 



 

25 

 
 

 

5. Try and write down a resized definition of the challenge you are working with during this co-

creation journey. 

 

You’ll need: 

● Sharpies 

● Post its 

 

TIP: Be careful to not mix the causes of a problem with its symptoms as you note these down – a cause is 

the reason why something happens, while a symptom is usually what we see as the end result of the 

problem. 
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 III. Ideate 
 

In the Ideating phase the goal is to find out and to create new possibilities to tackle the identified 

challenges in innovative ways.  

 

While in the Making Sense phase the scope of the attention is narrowed down to understand more deeply 

a given challenge, in the Ideating phase the purpose is to generate divergent thinking which is capable of 

bringing a broad diversity of possibilities, ideas and solutions.  

● Scenario development: What - If 

 

WHY: The creative process consists on moments where many alternatives are created alternated with 

moments where decisions have to be made and options have to be selected (and discarded). The What - 

If / Idea scenario canvas allows to make that divergent-convergent movement, generating a wide variety 

of alternative desirable future scenarios and facilitating the focusing of the group’s energy around the 

ones with the most exciting potential.  

 

WHAT: Use this canvas to generate structured scenarios for the product or service you are designing. 

Generate as many as you can, and invite the rest of the participants to improve them or vote for the ones 

they like the most.  

 

https://docs.google.com/document/d/1zrtp4w-R8b2-4AThGqd63HAFsgpWOVQbDC5SovcXvmI/edit#heading=h.6edff5g09iqw
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How to play: 

 

1. Imagine what the opportunities would be in the selected challenge in the near future.  

2. Write them down in one sentence using 4 post-its of different colours, starting with the words 

“[What if  ], [could ], [with], [in order to]”. Use at least one verb describing an action, and a type 

of content. 

3. Follow this structure and the examples: 

a. ▪ Yellow: users 

b. ▪ Blue: actions 

c. ▪ Green: content 

d. ▪ Orange: objectives 

4. Once all of the scenarios and the different ideas generated are on the canvas, the group will select 

their preferred one by discussing the options without judgement using the motto "if you dont like 

an idea, propose a better one" and then refining and combining the options. New alternatives and 

more complex/inclusive scenarios can come up from this exercise. 

5. You can use circular stickers to indicate the most interesting options/features from your point of 

view and reach a final collective decision on the selected scenario . (Red light: not  interesting 

// Green light: I would go for it).  

 

You’ll need: 

● Sharpies 

● Post-its: 

○ Yellow: users 
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○ Blue: actions 

○ Green: content 

○ Orange: objectives 

● Small red and green circular stickers 

● Examples of one or two previous elaborated scenarios for you to get inspired 

 

TIP: Try and use different “magic pills” to brainstorm different scenarios: be inspired by creativity, by using 

a “sky-is-the-limit” approach, by the rigorousness of data, by cautiousness and by the spirit of 

collaboration. 
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●  Users: The Moving Empathy Map 

 

WHY: Values and beliefs are embedded in designs the same way the tree is contained in the seed. The 

way we see the beneficiaries of our work,our level of understanding of their needs and the degree to 

which we are able to co-design with our users will mould the outcomes of the design process. The moving 

empathy map is a tool to deliberately set aside what we thought we knew about the real needs of the 

people we work for, and to include their voices as much as possible into the co-creation process. By 

introducing a dialogic perspective in the design process we get invaluable insights that will inform the co-

creation journey and to increase its odds of success. 

 

WHAT: This canvas help you develop your understanding of the users and beneficiaries of your idea. This 

will become increasingly structured and multilayered and will lay the foundations for an effective 

innovative project.  

 

https://docs.google.com/document/d/1zrtp4w-R8b2-4AThGqd63HAFsgpWOVQbDC5SovcXvmI/edit#heading=h.6edff5g09iqw
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How to play: 

 

1. In this canvas, one of the participants will role-play as one of the users and/or beneficiaries of the 

project and a different (or multiple) participant will role-play as the team developing the project. 

The objective of their engagement is for the Project team to move on the canvas towards their 

users.  

2. The participant role-playing the user asks the Project team questions that can help these advance 

or reflect on the relationship between the Project team, their idea and the user/beneficiary. The 

Project team begins at the start the zebra crossing where the canvas says, “Me / My idea”. 

3. The Project team is asked to “identify 3 reasons for them to engage with their beneficiary or 

reasons for their beneficiary to engage with them". Whilst mentioning each reason, they will 

advance one step in the zebra crossing.  

4. The “beneficiary” will question these reasons by opposing arguments or challenging their 

perspective. According to the Project team’s ability to argue and convince (or not) the 

“beneficiary”, this will allow them to take one more step towards the center, closer to the 

beneficiary that they represent. 

5. Next, one representant of the Project team takes position at the center of the canvas and explains 

out loud what they think they know about the beneficiaries. This is a first sketch of user 

“personas”. They will imagine details of their lives: "what do they see", "think and feel" and "say 

and do".  

 

 

You’ll need: 
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● Sharpies & Post-its to stick notes about what you believe your “users” and “beneficiaries” would 

think & feel / say & do / see in the relevant sections of the canvas. 

● To make the most out of this exercise, you could gather qualitative research and information in 

advance about your users and beneficiaries. This could include user research, qualitative surveys, 

quotes, shadowing notes, field analysis, etc. 

 

TIP: Make sure you are avoiding a “one size fits all” approach. The user group will definitely be composed 

of people with very different lived experiences and backgrounds. Try and remind the group to think of 

multiple layers and of different coexisting actors. Repeat the exercise with different “beneficiaries”. 
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●  User profiles 

 

WHY: Design is an act of service that entangles responsibility and power. The first question that demands 

an answer is: who do you want to serve? The next game will help you to bring down to Earth abstract 

ideas, visualizing how specific groups of people - represented by archetypal individuals - may actually 

benefit and draw value from your team's work.  

 

WHAT: This canvas helps you define who are going to be the end-users or the main actors in your project. 

What is their job, how do they interact with your project, what are their interests and needs?  

 

https://docs.google.com/document/d/1zrtp4w-R8b2-4AThGqd63HAFsgpWOVQbDC5SovcXvmI/edit#heading=h.6edff5g09iqw


 

30 

 
 

 

 
 

How to play: 

 

1. Select three types of users. 

2. Try to define age range and sociocultural background. 

3. Try to identify how they interact with your project, their interests, profession and needs. 

You’ll need: 

● Sharpies  

 

TIP: Try and think of ways for you to get more first hand information on your user groups, beyond your 

assumptions. Can you find content they have been involved in generating? 
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  IV. Prototype 
 

The goal of the Prototyping phase is to make ideas tangible in order to improve them collaboratively.  

 

By representing ideas into the physical realm, feedbacks can be more easily and productively incorporated 

into the process. As the conversation becomes less abstract and more specific, participants will be able to 

https://docs.google.com/document/d/1zrtp4w-R8b2-4AThGqd63HAFsgpWOVQbDC5SovcXvmI/edit#heading=h.6edff5g09iqw
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see and feel what the other people involved in the co-creation process actually mean and what their 

contributions to the evolution of the idea or solution are in a concrete and specific way.  

●  Rapid prototyping 

 

WHY: Fear of failure is one of the main causes of failure. Acceptance of failure as an opportunity for 

growth and learning and the willingness to readily try, experiment and prototype different ideas help 

catalyze those sweet a-ha! moments where the dots suddenly connect. Rapid prototyping is a simple 

strategy to get the team failing fast to learn fast.  

 

WHAT: “A picture speaks a thousand words”. This canvas gives you the freedom and the space for 

prototyping your idea and creating consensual visual explanations for relationships and actions derived 

from each scenario and identify areas that need improvement.  

 

 
 

How to play: 

1. Use this clean surface for visually describing one of the scenarios of your new product or service. 

2. Draw, cut & paste, collage, use schematic drawings, idea maps or process-oriented flowcharts or 

any techniques you like to generate a sketch, mockup, diagram, process or a combination of all of 

the above.  

3. One of the team members can play “the product” or the “service” switching the sketches 

according to how the user behaves.  

 

You’ll need: 



 

32 

 
 

 

● Sharpies 

● Post its 

● Scissors, stickers or glue 

● Filled in User Profile sheet 

TIP: Aim at “good-enough”. This is not a production-ready prototype. Test and iterate this prototype as 

much as possible. 
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●  Feedback 

 

WHY: Sharing our prototypes with others looking for honest feedback is a humbling exercise that can 

further catalyze the improvement, refinement and evolution of our creations. Detachment from the idea 

prototype will facilitate an objective examination and to take all feedback as the opportunity for growth 

that it is.  

 

WHAT: This canvas is designed for gathering feedback after presenting designs or prototypes, where the 

rest of participants can leave their opinion and suggestions about aspects of your project. 

 

 
 

How to play: 

https://docs.google.com/document/d/1zrtp4w-R8b2-4AThGqd63HAFsgpWOVQbDC5SovcXvmI/edit#heading=h.6edff5g09iqw
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1. This canvas is best placed to work after presenting your idea / prototype to the rest of 

participants. 

2. Provide other participants with post its and ask them to go step by step filling the different boxes. 

3. Ask everyone to write a phrase per post-it explaining each point. 

4. Rearrange the duplicates ones. 

5. Make a set of conclusions on each case. 

6. Use this feedback to improve your idea in the next iterations. 

 

You’ll need: 

 

● Sharpies 

● Post its 

 

TIP: Encourage participants to provide detailed explanations including for example their conditions for 

participation, the reasons why they like it , the possible improvements that could be taken into account 

and other considerations that could help you benchmark. 
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● Structuring our idea 

 

WHY: This simplified Business Model Canvas helps you evaluate whether your prototype is viable and 

worth bringing to production. In a more general sense, creative processes have a first phase of creating 

and expanding possibilities (divergent thinking) and a moment of combining ideas, refining them and 

evaluating their viability in order to facilitate the later prioritization and decision making process 

(convergent thinking). This tool allows for a systematic evaluation of the Value Proposition materialized 

in the prototype in order to make it more solid and down to Earth.   

 

WHAT: The moment of truth! This (simplified) Business Model Canvas will help you to take one important 

step to bring the idea to life. Follow the numbered order to build on the reflections of your team. 

 

https://docs.google.com/document/d/1zrtp4w-R8b2-4AThGqd63HAFsgpWOVQbDC5SovcXvmI/edit#heading=h.6edff5g09iqw
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How to play: 

 

1. Start tackling the different boxes in the canvas following the order prompted by the numbers. 

Write a post it per box.  

2. Express the Value proposition of your idea identifying what users’ problems you are trying to solve 

and what of their needs you are looking to satisfy. 

3. Reflect on the structure of costs and revenues of your idea: how will you make money? What is 

the revenue model? What are the most important costs inherent in your business model? What 

is the mix of fixed and variable costs? 

4. Next, think of your key partners: what are you getting from them.. and giving to them? 

5. What key activities do you require? Manufacturing, software development..? 

6. What key resources do you require? Financial? Physical? Human resources? etc.. 

 

You’ll need: 

● Sharpies 

● Post its 

 

Phase: Set the context / Make sense / Ideate / Prototype / Bring to Life / Learn from Experience 

 

TIP:  

● Don't be tempted to explain every detail of your business model. The most important is that 

people get the essence of your model. Focus on the critical elements and leave out details. Why 

https://docs.google.com/document/d/1zrtp4w-R8b2-4AThGqd63HAFsgpWOVQbDC5SovcXvmI/edit#heading=h.6edff5g09iqw
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is your business model different? What makes it stand out? Why is it going to succeed where 

others didn't? 

● Avoid "filling out" each block one after the other, like you were going through a checklist. Instead, 

create a thread to your story to potentially walk your audience through the narrative. 

 

V. Bring to life 
 

In the Bringing to life phase the goal is to bring the ideas out into the world. This phase sets the action 

plan necessary for the development of the idea, project or solution resulting from the co-creation process.  

The very first step will be to expose the communicate the idea to others. While new ideas create new 

possibility, their potential is only enacted through action. There are many different complementary 

additional tools that can support in this process such as Dragon dreaming, SCRUM, agile development, 

etc.  

 

●  Pitch 

 

WHY: Now comes the time to present your idea to the bigger group, to share with others the outcomes 

of your creative process. You will have the opportunity to share the intention that inspired the idea, to 

express why you think it matters and why it is relevant for you and for others. Before going into the WHAT 

and the HOW of your idea, do not forget to make clear the WHY. Answers make sense only when the 

question or challenge has been formulated.  

 

HOW: Pitching my idea 

This canvas is designed to help you present your idea in a clear and structured way. Sum of the concept 

and key aspects of your project in just a few minutes.  
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How to play: 

1. Use post its to write down the following answers. 

2. Start by summarising your idea into the prompted What-if-I structure. 

3. Name your idea! 

4. Think of a tagline: an effective catchphrase or slogan that identifies your idea. Try to use a 

maximum of 8 words. Less is more! 

5. Sum up how does your idea work in maximum three bullet points. 

6. Think of the key customers / users of your idea: who will be the protagonist of your idea? Who 

will use it? 

7. In the key features box, summarise the key characteristics of your idea in maximum three bullet 

points. 

8. Describe the partners that you’d carry this project forward with: with whom can you join forces 

to make this idea work? 

 

You’ll need: 

● Sharpies 

● Post-its 

 

TIP: Try and be as concise as possible for you to pitch your idea in less than 8 minutes. 

 

 

Set the context / Make sense / Ideate / Prototype / Bring to Life / Learn from Experience 

https://docs.google.com/document/d/1zrtp4w-R8b2-4AThGqd63HAFsgpWOVQbDC5SovcXvmI/edit#heading=h.6edff5g09iqw
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VI. Learn from experience 
 

In the Learning from experience phase the goal is to draw lessons from what has worked and what needs 

to be improved and to compare the processes which have been implemented in relation to the results 

they have obtained.  

 

Learning from experience includes evaluation, impact measurement, accountability and progress tracking. 

Choosing the right criteria or parameter for evaluation is of paramount importance as well as identifying 

clear ways to determine whether the objectives have been met, in what measure there has been progress 

towards them and to what degree the development of the project responds to the initial vision and 

intention of the process. The Value Barometers tool is a useful dynamic to evaluate results according to 

some set of predefined criteria of success.  

 

In this phase the initial goals and vision can be broadened, improved, modified and refined, starting again 

the whole iterative cycle but to stage 1 (Setting the context) in a spiral loop of action and observation, of 

creation and evaluation. Thus, because of its spiral design the Co-creation process is not meant to serve 

as a production line of solutions but as framework for the continuous improvement and development of 

innovative solutions to the challenges of Education 4.0.  
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5. The 4 types of events to develop the Universities of the 
Future  

 

The development of the Universities of the Future project entails the opportunity to develop a series of 

events to catalyze the transition towards Education 4.0, In total, 33 events will be promoted and each of 

the event types is designed to meet a specific need of the Universities of the Future project and have 

distinct goals and targets.  

 

The event types include: Igniting events, Blueprint enabling events, Blueprint co-creation (units) events 

and Forward-looking sessions. While Igniting events inspire and engage new participants and stakeholders 

into the project, Blueprint enabling events foster deliberation and identify core Education 4.0 challenges 

that will inform the co-creation process. Blueprint co-creation events are hands-on workshops to develop 

projects and prototypes that respond to the identified key challenges, while Forward-looking events 

evaluate the work done, drawing lessons to ensure the sustainability of the project and broadening the 

vision of the potential of the network and of Education 4.0. 

 

 

 

 
Event Description & Key features: 

● Conference/Seminar type of event 

● Moderators using WP1 briefing notes, promotional 

video and flyers to present findings and catch box 

to debate them in Q&A 

● Keynote speakers using storytelling to present the 

state-of-the-art  --------------> 

● Invited experts participating in “Lightning” or 

“ignite talks” about “First movers”, drivers and 

hampers to industry/education 4.0, potential of 

digitalisation to the competitiveness, etc.  

 

Speakers/moderators 

● Moderators (academia partners responsible for the organisation) 

● Keynote speakers linked to national/regional initiatives on industry/education 4.0 and experts on 

the topics of the project. 

● Participation of representatives from the “national network” (including partners representing 

industry and public bodies) 

 

Objectives 

 

Igniting events 

The keynote speakers with 

international training will motivate 

further Engagement from diverse 

stakeholders on board towards 

Industry/Education 4.0. The 

seminars will provide additional 

international frameworks and 

context that widen the vision of a the 

global state of the art. 
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The goal is to raise motivation, interest, awareness and to know and to acknowledge that authorities, HEIs 

and businesses are first moving towards a change in the model and achieve a better position in Industry 

4.0.  

 

The core underlying question shall be: “Do you want to join and be a first mover? If you do we will guide 

you through different stages of participation throughout the rest of types of events.” 

 

● To raise interest, motivation and awareness to the project goals and activities 

● To present the blueprint and showcase best practices  

● To encourage further involvement of participants, showing the added value of joining and 

following-up the project “communities of practices” 

 

Partners involved and their roles 

● Academia partners plan, organise and evaluate the igniting events with the support of “national 

networks”, including partners representing industry and public bodies 

● WP leader guides and oversees the activities and monitors the performance 

● Platoniq provides support 

● INOVA+ provides tools and materials for the promotion and evaluation of events 

 

 

Inputs from the project 

● Results of WP1: the state-of-art report and briefing notes, benchmark report, e-book and 

promotional video, and blueprint for the Universities of the Future 

● Guidelines of WP2 developed by WUT 

● Tools and materials for promotion and evaluation of the events developed by INOVA+ 

 

Outputs for the project 

 

The Igniting Events raise awareness and motivation to new participants and stakeholders to join a 

collective inquiry that will lead, throughout the coming phases and events in the process, to the 

production of relevant educational  assets, lessons and training tools.  

 

The final learners will be made aware that they are invited to join the process and to participate in the 

production of these results and educational assets, since in the different types of events they will have 

the chance to participate in the co-creation and piloting process.  

 

● Registration or commitment of the participants to complete the registration to become part of 

Event details:  
Number of events: 3 (one per country: 

Finland, Portugal and Poland. 
Number of participants: 90 (30/event). 
Duration: 4 hours 

Language: Finnish, Portuguese, Polish  

Target groups: 

HEIs (leaders, teachers) 

Industry (managers, HR managers, 
workers) 

Students/Alumni 
Government/public bodies/policy 

makers 
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the project “community of practice” (“champions’” database) and attend the “blueprint enabling 

events” 

● Interest of academia and industry actors to actively participate in the co-creation and validation 

of the educational assets  

● Interest of academia, industry and government/public bodies representatives and policy makers 

to actively participate in the co-creation and validation of guiding tools 

 

Timetable 

● November-December 2018 (planning and preparing)  

● January 2019 (organising)  

● February 2019 (evaluating) 

● Note: Linked to the preparatory phase of the project, end of WP1 and launching of the 

communities of practice that will participate in the co-creation process in which the project results 

of WP3 are built-on (related to the “blueprint enabling events”) and piloted/validated (related to 

the “blueprint co-creation units”) 

 

Requirements: State of the art, promotional video, ebook, the blueprint. 

 

 

 
Key features: 

● Co-creation methods to explore draft structure of the educational assets and guiding tools 

● Networking activities to boost links between key actors of the different nodes of the quadruple 

helix (world café, fishbowl…) 

● Workshop-like 

 

Speakers/moderators 

● Moderators (academia partners responsible for the organisation) 

● Invited co-creation experts and experts in the topics addressed by this type of events 

● Participation of representatives from the “national network” (including partners representing 

industry and public bodies) 

 

Objectives 

The expected results of the Blueprint Enabling Events will be to have a clear overview and strategy of 

relevant content that we will be using to develop the educational assets and the learning units of the HEI, 

the learning lessons training courses. 

 

● To share perspectives, experiences and practices among the actors of the nodes and boost 

cooperation between and within the quadruple helix  

● To discuss relevant topics related to industry/education 4.0 (such as requirements and progresses 

towards enhanced alignment between curricula and market needs; development of t-shaped 

skills; competencies valorised by the labour market; integration of technologies in learning 

Blue-print enabling events 
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methodologies; possible actions to accelerate digital innovation/transformation in HEIs and 

companies, etc) 

● To generate useful inputs for the project outcomes (especially the educational assets) 

 

 

 

 

 

 

Partners involved and their roles 

● Academia partners plan, organise and evaluate the blueprint enabling events targeted to 

academia and industry with the support of “national networks”, including partners representing 

industry and public bodies 

● AYY/BEST plan, organise and evaluate the blueprint enabling events targeted to students/alumni 

with the support of academia partners 

● WP leader guides and oversees the activities and monitors the performance 

Platoniq provides support 

● INOVA+ provides tools and materials for the promotion and evaluation of events 

 

Inputs from the project 

● Inputs for the educational assets 

and guiding tools 

● Interest of academia and 

industry actors to actively 

participate in the co-creation 

and validation of the educational 

assets  

● Interest of academia, industry 

and government/public bodies 

representatives and policy 

makers to actively participate in 

the co-creation and validation of 

guiding tools 

 

Outputs for the project 

● Registration or commitment of the participants to complete the registration to become part of 

Target groups: 

HEIs (leaders, teachers) 

Industry (managers, HR managers, 
workers) 

Students/Alumni 
Government/public bodies/policy 

makers 
 

Event details:  
Number of events: 15 (5 per country – 

Finland, Portugal, Poland): 
6 events for academia 

stakeholders (2 events in each 
country) 

6 events for industry 
stakeholders (2 events in each 
country)  

3 for alumni/students 
(organised by AYY/BEST in each 
country) 

Number of participants: 150 (10 per 
event) 

Duration of each event: 4 hours 

Language: Finnish, Polish, Portuguese 
 

Meta-inputs 

Results of WP1, namely the state-of-art report 

and briefing notes, benchmark report, e-book and 

promotional video, and blueprint for the 

Universities of the Future 

Guidelines of WP2 developed by WUT 

Guidelines of WP3 developed by P.Porto/PDF 

and draft structure of the educational assets 

Guidelines of WP4 developed by WUT and 

draft structure of the guiding tools 

Tools and materials for promotion and 

evaluation of the events developed by INOVA+ 



 

42 

 
 

 

the project “community of practice” (“champions’” database) and attend the “blueprint enabling 

events” 

● Interest of academia and industry actors to actively participate in the co-creation and validation 

of the educational assets  

● Interest of academia, industry and government/public bodies representatives and policy makers 

to actively participate in the co-creation and validation of guiding tools 

 

Timetable 

● December-January 2018 (planning and preparing)  

● February-March 2019 (organising)  

● April 2019 (evaluating) 

● Note: Linked to the preparatory phase of the project and establishment of the communities of 

practice and launching/performing of the co-creation process. 

 

 

 

 

 

 

 

 

People and participants will have the opportunity to solve together complex problems, hands-on. 

Key features: 

Co-creation methods (for instance, jigsaw sessions)  

● To foster cooperative learning and  

● To solve hands-on challenges related to the educational assets 

● Networking activities to boost links between key actors of the different nodes of the quadruple 

helix (world café, fishbowl…) 

 

Speakers/moderators 

● Moderators (academia and industry staff responsible for the piloting of the educational assets) 

● Invited experts in the topics addressed by the challenges of the educational assets (lessons, 

continuous training courses and post-graduation) 

 

Objectives 

● To support the pilot implementation of the collaborative components (challenges) of the 

educational assets (lessons, continuous training courses and post-graduation)  

● To strengthen university-business cooperation through work-based sessions 

● To encourage the participation of the stakeholders in the Virtual Learning and Teaching Factory 

 

Blue-print co-creation units/Work-based events  
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During the piloting, a  practical approach is expected, taking this opportunity to create the event where 

these different stakeholders will be encouraged to work collaboratively to solve the challenges. 

 

 
 

Partners involved and their roles 

● Academia partners (students from different fields), with the support of industry representatives 

involved in the development and testing of the educational assets plan, organise and evaluate the 

blueprint co-creation events 

● All partners motivate participants of the piloting activities to engage in the challenges  

● WP2 and WP3 leader guides and oversees the activities and monitors the performance 

● Platoniq provides support 

● INOVA+ provides tools and materials for the promotion and evaluation of event. 

Inputs from the project 

● Educational assets and respective 

challenges (available also in the 

Virtual Factory) 

● Tools and materials for promotion 

and evaluation of the events 

developed by INOVA+ 

 

 

Outputs for the project 

● Validation of the educational assets 

● Animation of the Virtual Factory 

● Inputs for the update of the 

blueprint for the Universities of the 

Future. 

 

Timetable 

● July-August 2020 (planning and preparing)  

●  September-October 2020 (organising)  

●  October 2020 (evaluating) 

● Note: Linked to the valorisation phase of the project and the sustainability of its main results. 

 

 

 

 

 

 

 

Event details:  
Number of events: 9 (3 per country – FI, PL, PT): 1 

event in each country per educational asset (lessons, 

continuous training courses and post-graduation) 

Number of participants: 180 (20 per event) 

Duration of each event: 4 hours 

Language: Finnish, Polish, Portuguese 
 

Target groups: 

Participants engaged in the piloting of the 
educational assets (lessons, continuous training courses 
and post-graduation) 
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Key features: 

The main idea of these types of events is to ensure sustainability, to use the strategy that was first 

defined - in the blueprint enabling events - and try to see how the strategy is updated in order to 

ensure its relevance. 

● Ideation workshop or mirror groups (representing stakeholders) where participants debate a 

predefined topic/need and its intersections with possible new training offer/services 

● Moderators using WP3 and WP4 flyers to present main project results and launch debate 

around its sustainability. 

 

Facilitation: by moderators (academia partners responsible for the organisation), maybe different 

stakeholders that may be engaging in different phases of the project and see what will be the further 

steps to complete and move forward. 

 

Objectives 

● To discuss emerging issues within industry/education 4.0 a 

● To update the blueprint for the Universities of the Future with support from WP5 (the 

platform) ensuring that we have a long term vision and want to see if the journey was 

successful. 

○ Accreditation of new/updated curricula in line with the future needs 

○ Opportunities along the vertical and horizontal operational value chains 

■ new digital business models 

■ digital engineering 

■ vertical operations integration  

■ smart maintenance & services, digital workplace, digital sales & marketing 

●  Framework conditions for industry/education 4.0, etc.) 

Forward Looking Events / 

Meeting - Workshop  Focus Group  
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● To boost the sustainability of the project results 

 

 

 

Partners involved and their roles 

● Academia partners plan, organise and evaluate the forward-looking events 

● All partners identify and invite participants representing the different nodes of the quadruple 

helix for the event  

● WP2 leader guides and oversees the activities and monitors the performance 

● Platoniq provides support 

● INOVA+ provides tools and materials for the promotion and evaluation of event 

Inputs from the project 

● Main results of the project (promotional materials of WP1 to WP5) 

● Tools and materials for promotion and evaluation of the events developed by INOVA+ 

Outputs for the project 

● They will be both tangible and intangible. Additionally where we can also include the 

reference to how we will use these results for the further steps or the project.  

● Inputs for the update of the blueprint for the Universities of the Future 

● Feedback on further steps towards the project results sustainability  

Timetable 

● July-August 2020 (planning and preparing)  

● September-October 2020 (organising)  

● October 2020 (evaluating) 

● Note: Linked to the valorisation phase of the project and the sustainability of its main results 

 

  

Target groups: 

HEIs (leaders, teachers) 

Industry (managers, HR managers, 
workers) 

Students/Alumni 
Government/public bodies/policy 

makers 

Event details:  
Number of events:6 (2 per country 

:Finland, Portugal and Poland) 

Number of participants: 60 (10/event). 
Duration: 4 hours 

Language: Finnish, Portuguese, Polish  
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6. Conclusions 
 

The Train the Trainers Manual provides a methodological framework for the development of 

innovative solutions to the challenges of Education 4.0 and provides tools for the training in valuable 

skills for students and workers who want to develop the collaborative mindset and skills required to 

thrive in Industry 4.0. The methodological framework presents a series of stages that bring the group 

from analyzing the wider context of an Industry 4.0 related challenge through the process of making 

sense of the information and defining the challenge, to create, refine and implement innovative pilots 

to meet the needs of the universities of the future.  

 

By highlighting the importance of the collaborative mindset, skills and tools the Manual empowers 

innovators to hold the space of collective intelligence and cross-sector quadruple-helix wide 

cooperation required to create the educational assets needed to meet the educational needs of both 

future students and workers needing retraining and updating their work skills.  

 

The UoF project is developed throughout a series of events with different intentions and goals that 

have a design process structured similarly to the UoF series of events bringing the network from the 

exploration of broad issues and inspiring stories within the Industry 4.0 field (Igniting Events), to 

narrow down to better understand the challenges (Blueprint Enabling Events), to the development 

and prototyping of (Co-creation events) to the evaluation and readjustment of the process (Forward 

Looking Events).  

 

This similar structure allows for the flexible use of the canvas and tools presented in this Manual for 

them to be applied in creative ways in the different types of events. The main tip when it comes to 

the design of the 4 types of events is to listen deeply to the needs present in the field, to keep an 

appreciative approach, to give abundant context and facilitate space to share meaningful stories and 

to create and nurture relationships of trust. From that broadened context and understanding and a 

clear mastery of the different tools and concept, they will be use in a context appropriate way that 

delivers satisfactory results to the network. For further information on co-creation tools and phases, 

please visit https://wotify.eu/ 

 

  

https://wotify.eu/
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