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Curriculum 
International Edtech Training 
Full-Time. 40 weeks 
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Overview 
The Edtech International Training program provides you with a foundation knowledge in 
technology, learning design psychology and business. It aims to give you the necessary skills, 
knowledge and competences to develop edtech solutions for school systems in Sweden, 
Poland, Lithuania and Germany. The knowledge can also be applied to edtech solutions for 
the consumer market or higher education.  
 
About BBVET 
Boosting Business Integration Through Joint 
Vocational Education and Training (BBVET) is a 
research and development project broadening 
the internationalisation of Vocational 
Educational Training (VET) in the Baltic Sea 
Region. Funded by the INTERREG South Baltic 
Programme and embedded in the EU strategy 
for the Baltic Sea Region. 
 
BBVET’s aim is to develop and pilot the first 
international vocational education in the edtech 
sector, involving 20 students and 4 countries, 
promoting steps towards internationalisation of 
VET schools and regional companies. 
 
Program Outline 

1. Sweden (10 weeks) 
2. Poland (10 weeks) 
3. Lithuania (10 weeks) 
4. Germany (10 weeks) 
 

In each country, you will learn about the 
country, cultural differences, the different school 
systems, educational approaches, philosophies 
and frameworks, and edtech specifics to that 
country. Personal development and 
sustainability runs throughout the whole 
program as underlying tracks. Based on a 
learning spiral approach, the program allows you 
to touch on subjects several times and go deeper 
as the program evolves. 

1st period - Sweden

BOOTCAMP

(Edtech ecosystem, future of 
education, meeting stakeholders, 

didactics, gamification)

2nd period - Poland

PEDAGOGY

(Digital learning, innovative 
pedagogy, learning technologies, 

cognitive science, psychology)

3rd period - Lithuania

TECHNOLOGY

(Software, learning management 
systems, game design, coding, 

emerging technologies)

4th period - Germany

BUSINESS

(Content creation, digital 
transformation, creating a stratup, 

digital transition in education)



 
 
 

PERIOD ONE – SWEDEN 
 
Intro & Teambuilding 
Get to know your new class and Sweden as a country. You will learn about personal 
development, group development, leadership, and idea creation.  
 
The Edtech Industry (Key Issues and Debates) 
How will the future of learning look like? Now it is time to dive into the edtech sector. You 
will research the edtech industry, its role, the trends and the big players.  
 
Education is traditionally a conservative sector, so it is important to know how it has 
developed over time and where it is heading in order to create relevant solutions. It is also 
important to understand educational challenges to make sure you find solutions to real 
problems. We explore the history of education, the current reality and how the future might 
look like. That means we also look at how to create solutions that are visionary but yet close 
to current reality so that they can be implemented in the near future. 
 
The third week you will jump straight into your first live client brief, work in teams, have 
direct contact with the client and work with idea generation techniques to tackle your first 
big challenge. 
 
Understanding People (Learning Design, Presentation & Communication) 
Many edtech solutions are tech focused, but we need to think about the science of learning 
and the psychology behind learning in order to develop good solutions for digital learning. 
Here you explore psychology, learning design, didactics and gamification as tools for 
learning.  
 
When describing your idea to potential clients, it is crucial to be good at presenting yourself 
and your idea or product. During this module, you will also practice your presentation and 
communication skills.  
 
Strategy & Business (Concept Development, Market Research & Business Transformation) 
The education sector is rather conservative, characterized by tradition and longstanding 
structures. The sector also differs a lot between different countries. This means the business 
process differs from other sectors.  
 
In this module, you explore how the business of edtech looks like. Understand who is who in 
the structure: who buys and implements edtech? You look at things such as: markets, needs, 
negotiation, pricing, school budgets, procurement, and general data protection regulations. 
You also look at edtech solutions in relation to engrained educational philosophy, and 
transactional and transformative theories.  
 
Understanding Tech (Experimentation, Programming & User Experience) 
Hands on experimentation with technologies. We explore current solutions on the market, 
try virtual reality, augmented reality and other technologies. You learn more about models 
and tools, such as, rapid prototyping, mock-ups and Theory U.  
  



 
 
 

   



 
 
 

PERIOD TWO – POLAND 
 
Branding & Communication (Social Media, Marketing & PR) 
We focus on understanding brand building and marketing strategies through digital 
channels. Visual communication, data driven marketing, design strategy and how to use 
research as a means for competition. How do you build a community, engaged users and 
trust? 
 
Managing Projects & Teams (Team tools, Time Management & Project Management) 
This module is about project management and leading teams. We explore theories and 
methods about, for example: team roles, motivation, time management, communication, 
working with colleagues from other countries in different time zones, shifting deadlines, 
productivity multiple deliverables, parallel projects, evaluation, feedback, reflection and 
project lifecycle.  
 
Project management is an essential part to the program and you will practise it throughout 
the whole study period.  
 
Understanding Elegance (Creative Exploration & Design principles) 
What does it mean to design digital learning experiences? You will explore design, esthetics, 
user experience, functionality, user interaction, and develop innovative and useful 
experiences.  You also dive deeper into the science of learning to understand the factors that 
will influence your design, such as, motivators for learning, psychology, pedagogy and 
didactics. You get to “try fast and fail fast” in iterative processes. 
 
It is not enough to create a functioning and beautiful edtech experience. You have to 
understand people’s realities in the sector to be successful with your design. Solutions that 
make your stakeholder’s processes better or easier. You have to look at things such as: 
needs, wishes, reasons for stress, available time, time for preparation, time for tutoring and 
teaching, weekly work structure, problems, union statistics,  experienced difficulties and 
work patterns. In this module, you emerge in these questions and meet your stakeholders 
and the field. Proper research combined with an understanding of human behaviour, is the 
foundation of any good design process. 
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PERIOD THREE - LITHUANIA 
Deep Dive Tech (Ideation, Software & Coding) 
Getting back into the program after the summer holidays with teambuilding, ideation and a 
two-day hackathon to refresh the knowledge from spring.  
 
Education providers are experts in their content, but often they do not know how to build 
systems and technological tools. In this module, we dive deeper into the technical aspects 
and explore how digital tools, such as for example, video, webinars, virtual reality, artificial 
intelligence, and augmented reality can be used in education. You will explore questions 
such as: What possibilities do we have with technology in creating digital learning 
experiences? You will look at a whole range of technologies, from old to emerging, and 
experiment how to create impactful experiences through technology. Even if you are not a 
programmer or have the goal of learning the craft, it is important to understand the 
technical language, understand the basics of programming, formats, and work with Learning 
Management Systems, Content Management Systems and other systems.  
 
Specialization (Developing a concept & Developing a solution) 
The culmination of everything that you have learned during the school-based period up until 
now (technology, learning design psychology and business). Do research, state assumptions 
and formulate hypotheses, test them, make conclusions, engage with other professionals, 
create something original and innovative, leave your mark. 
 
You will move quickly from theory to practice, trying out a diverse range of methods and 
approaches, learning how to test concepts, refine them, and work with other professionals 
to get them built.  
 
PERIOD FOUR – GERMANY 
 
Understanding Media (Content creation, Photography & Filming) 
It is now time to explore how to create content for elegant and powerful edtech solutions. 
Here you have hands on experimentation with photo, video, sound and text, learning the 
craft and testing different types of media and programs. We also explore the regulations 
relevant to content creation, e.g. taking pictures in schools, copyright, publishing rules etc. 
 
Digital Transformation & Change Management 
Here you will explore digitalization. It is a huge opportunity, but also a big challenge for 
companies overall. How do you perform digital transformation, for example, in the 
publishing industry, schools, and universities? Learn tools and techniques to inspire buy-in 
and find your change champions. Practice methods for visualising what the future can look 
like and graphically convincing your audience. Discover new ways to overcome resistance, 
ingrained culture, and traditional structures.  
 
Running an Edtech Business (Start-up Strategy & Learning by Doing) 
In this module, you will work practically with ideation, concept and business development. 
You practise to define problems and to find solutions that create real value for people and 
organizations, looking into business fundamentals, such as, audiences, user journeys, and 
business needs. The implementation is also an important part of edtech. After a service is 



 
 
 

launched how do you, for example, work with support. Learn about economics and budget 
in order to understand the costs for development, implementation and support.  
 
Being effective at validation is vital for the success of the business. Therefore, you will meet 
principals, teachers and other professionals, interview them and understand what questions 
they are confronted with. Information about what data they need in order to consider an 
edtech solution and information about what they value is crucial to your success. You will 
therefore do fieldwork and test your solutions, to make sure they are work in your 
stakeholder’s everyday reality.  
 
The last part of the program is to create your own start up from scratch. Work in an iterative 
process with your business ideas, create a business model, investigate the market, e-
commerce systems, commercial front-end, and how to pitch to potential investors. The core 
of this project is to explore what it means to run a company from a day-to-day perspective, 
including: management, organization, culture, finance and clients. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Contact us to find out more: 
Sweden: jenny.bergman@netport.se, Netport Science Park 
Poland: mmwojtkiewicz@gmail.com, University of Szczecin 

Lithuania: djackuniene@gmail.com, Plunge Technology and Business School 
Germany: franka.becker@uni-rostock.de, University of Rostock 
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