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Youth

Educators

Want to Learn!

Fireside Chat

Thoughtul, informal presentation by
a subject matter expert followed by
discussion. Learn about a program
or webmaking skill. Thr, monthly.

Hacktivity

A simple learning activity adaptable
for the classroom, a workshop, or
similar environment. Suitable for
one-offs or part of a curriculum.
15min - 2hr, frequently.

Science Fair

A lively, curated fair filled with demo
tables hosted by smart people. Good
conversation and drinks fuel partici-
pants throughout the evening.

3hr, quarterly.

Pop-Up

A buzzing tent within a larger event
featuring table-top hacktivities.
Bite-sized model of Mozilla programs
in partnership with local institutions.
1 - 3 days, quarterly.

Journalists

Developers

Web Maker Call

Team-driven planning meeting with
updates from projects. Help shape a
program, develop new solutions, and
stay in touch. 1hr, weekly.

Meet Up

A fun, local gathering for people

with shared interests in webmaking.
Meet friends, new and old, to discuss
projects in a relaxed setting.

2hr - until drinks run out, monthly.

Hack Jam

Design, code, and learn at targeted
webmaking events. Skills are paired
with hacktivities and challenges,
guided by easy-to-use toolkits.

2hr - 2 days, frequently.

Charrette

A gathering of local organizations,
educators, philanthropists and others
to craft a strategic plan to launch
sustained webmaker programs.

1 - 2 days, yearly.

Mozilla Festival!

Filmmakers

Designers

Want to Make!

Peer Assist

Real-time problem-solving by
peers. A challenge is briefly
explained; group gives targeted
feedback. 15min, as needed.

Idea Jam

Quick-fire session to addresss real
web challenges. Napkin-sketch
solutions and share insights with
peers across the globe.

1hr - 1 day, frequently.

Sprints

Get to done fast. Rally your peers
and build dedicated solutions that
scratch your collective itch. A
focused fest to power a project.

1 - 2 days, quarterly.

Camp

A purposeful mini-festival where
community members, staff, and
beta-testers sprint on code, design
new curricula, and play Werewolf.
1 - 3 days, quarterly.




