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Executive Summary

The Case studies and Tips and tricks are part of our comprehensive training methodology for the
Digital Skills and Technologies module of the EPICURIOUS Entrepreneurship Skills Manual. This
module is designed to equip youth with essential digital literacy skills, covering areas such as
productivity software, online security, social media management, and digital marketing. The
training is learner-centred, interactive, and practical, incorporating theory, exercises, case studies,
and expert tips.

This section includes digital hacks, advice on staying updated with digital trends, and guidelines
for effective and safe online practices.

The EPICURIOUS Entrepreneurship Skills Manual © 2023 by The Consortium of the EU Co-
Funded Project "EPICURIOUS" is licensed under Attribution-NonCommercial-ShareAlike 4.0
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Case Studies
Case Study 1: Spotify's "Wrapped" Campaign

Introduction

The "Wrapped" campaign by Spotify has become an annual tradition that users eagerly anticipate
as the year ends. Launched initially in 2015, this campaign provides Spotify users with a
personalized summary of their listening habits over the past year. It includes details like the user's
most-streamed songs, artists, genres, and even the total time spent listening to music on the
platform.

Context

The campaign usually rolls out in early December and is active for a limited period. It has become
a cultural phenomenon, with users sharing their "Wrapped" statistics on various social media
platforms, thereby creating a viral loop. The campaign leverages Spotify's vast data analytics
capabilities to generate these personalized summaries.

Key Players

o Spotify: The music streaming giant is the orchestrator of this campaign. Their data
analytics and marketing teams work in tandem to make this campaign a success year
after year.

o Users: Spotify's global user base, which exceeds 345 million, plays a crucial role by
engaging with the campaign and sharing it on social media.

o Artists and Record Labels: They also benefit from the campaign as it often leads to a
surge in streams for the top songs and artists featured in users' "Wrapped" summaries.

Objectives

1. User Engagement: One of the primary objectives is to increase user engagement on the
platform by providing them with personalized insights.

2. Brand Awareness: By making the summaries shareable, Spotify aims to create a viral
effect, thereby increasing its brand awareness.

3. Customer Loyalty: The campaign also serves to make users feel valued and understood,
thereby increasing customer loyalty.

4. Data Utilization: It showcases Spotify's data analytics capabilities, subtly highlighting how
well the platform understands its users' preferences.

By examining the Spotify "Wrapped" campaign in detail, we can glean valuable insights into how
a well-executed, data-driven digital campaign can achieve multiple objectives, from user
engagement and brand awareness to customer loyalty. It's a testament to the power of combining
data analytics with creative marketing strategies.
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Case Study 2: The Virtual Museum Tours

Introduction

The Virtual Museum Tours initiative was launched in response to the COVID-19 pandemic, which
led to the closure of museums and cultural institutions worldwide. Recognizing the need to adapt
and continue to engage with the public, many museums transitioned to offering virtual tours of
their collections and exhibitions. This case study focuses on the British Museum's virtual tour,
which allows visitors to explore the museum's extensive collection from the comfort of their
homes.

Context

The pandemic posed an unprecedented challenge to museums, affecting not just footfall but also
revenue from ticket sales, merchandise, and donations. The British Museum, among others,
sought to leverage technology to continue to provide cultural enrichment and education to the
public. The virtual tour was launched in mid-2020 and is accessible via the museum's website
and through VR platforms.

Key Players

o The British Museum: Responsible for curating and digitizing their collection and creating
the virtual tour interface.

e Visitors: The global audience who can now access the museum's collection online,
thereby expanding the museum's reach beyond geographical limitations.

o Technology Partners: Companies specializing in 3D imaging and virtual reality
contributed the necessary technology to make the virtual experience as immersive as
possible.

o Educational Institutions: Schools and colleges have incorporated these virtual tours into
their curriculum, providing a new form of interactive learning.

Objectives

1. Public Engagement: The primary objective was to continue to engage with the public and
provide access to cultural and educational resources during the pandemic.

2. Revenue Generation: By offering premium virtual experiences, the museum aims to
offset some of the revenue loss due to the pandemic.

3. Global Reach: The virtual tours have the added benefit of reaching a global audience,
thereby increasing the museum's international profile.

4. Educational Outreach: Partnering with educational institutions to integrate virtual tours
into curricula aims to enrich the educational experience for students worldwide.

The Virtual Museum Tours, exemplified by the British Museum's initiative, showcase the resilience
and adaptability of cultural institutions in the face of challenges. They also highlight the role of
digital skills in transforming traditional sectors, making them more accessible and relevant in
today's digital age.
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Case Study 3: Netflix's Use of Al for Personalization
Introduction

Netflix, the global streaming giant, has been at the forefront of using Artificial Intelligence (Al) to
personalize user experiences. This case study delves into how Netflix employs Al algorithms to
curate personalized content recommendations, thereby increasing viewer engagement and
subscription retention.

Context

In the highly competitive streaming industry, retaining subscribers and keeping them engaged is
a significant challenge. With an extensive library of shows and movies, Netflix needed a way to
direct viewers to content that would resonate with them. The company turned to Al to analyse
vast amounts of data and provide personalized recommendations, which has been a game-
changer in terms of user engagement and satisfaction.

Key Players

¢ Netflix: The streaming service that implemented Al algorithms to curate personalized
content for its users.

o Data Scientists: The team responsible for developing and fine-tuning the Al algorithms
that analyse user behaviour and preferences.

o Subscribers: The end-users who benefit from a more personalized and engaging viewing
experience.

o Competitors: Other streaming services that are also exploring Al for personalization may
not have achieved the same level of sophistication as Netflix.

Objectives

1. Enhanced User Engagement: The primary objective is to keep subscribers engaged by
offering them content that aligns with their preferences, thereby increasing the likelihood
of continued subscriptions.

2. Data-Driven Decision Making: Using Al to analyse user data helps Netflix make informed
decisions about future content creation and acquisition.

3. Competitive Advantage: Personalization offers a unique selling point that sets Netflix
apart from competitors in a crowded market.

4. Global Reach: Personalization is not just about individual preferences but also considers
cultural and regional factors, making the platform more globally accessible.

Netflix's use of Al for personalization serves as an excellent example of how digital skills and
technologies can significantly impact business success in the Cultural and Creative Industries.
The case study demonstrates the power of leveraging data and technology to meet consumer
needs more effectively, thereby creating a win-win situation for both the company and its
subscribers.
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Tips & Tricks

1. Productivity Software:

e Word Processors: Regularly use styles and formatting tools to maintain document
consistency. Utilise the "Track Changes' feature for collaborative Editing.

e Spreadsheets: Familiarize yourself with basic formulas and functions. Use pivot tables to
analyse large datasets efficiently.

e Presentation Tools: Keep slides concise, using visuals to complement your message.
Always practice your presentation to ensure smooth delivery.

o Collaboration Tools: Set clear guidelines for team communication. Use labels and tags
to organize tasks effectively.

2. Online Security:

« Safe Browsing: Always check for 'https' in the URL before entering personal information.
Be wary of pop-ups and unsolicited downloads.

o Password Management: Use a combination of letters, numbers, and symbols. Consider
using a reputable password manager.

o« Two-Factor Authentication: Enable this wherever possible, especially for primary email
and financial accounts.

3. Social Media Management:

o Platform Selection: Choose platforms that align with your target audience. For instance,
LinkedIn is ideal for B2B, while Instagram suits visual brands.

e Content Calendar: Plan content, ensuring a mix of promotional, informative, and
engaging posts.

e Engagement: Respond promptly to comments and messages. Regularly analyse
engagement metrics to refine your strategy.

4. Digital Marketing:

o SEO: Regularly update your website with quality content. Use tools like Google Analytics
to track keywords driving traffic.

e PPC Advertising: Start with a small budget, testing different ad copies and targeting
options. Regularly review and adjust campaigns based on performance.

o Email Marketing: Segment your email list to deliver tailored content. Always include a
clear call to action.

5. Analytics:

o Data Interpretation: Focus on key metrics that align with your goals, such as conversion
rates or bounce rates.

e Continuous Learning: Digital landscapes evolve; regularly update yourself on the latest
analytics tools and interpretation methods.
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6. Al:

o Define Goals: Before diving into Al, clearly define what you want to achieve. Whether it’s
improving user engagement, streamlining content creation, or personalizing user
experiences, having a clear goal will guide your Al strategy.

o Data Quality: Ensure you have access to high-quality, relevant data. Al's output quality
directly correlates with the input data's quality. Cleanse and prepare your data to improve
Al performance.

o Research Al Tools: There's a wide range of Al tools and platforms available, each suited
to different tasks. Spend time researching to find the ones that best match your project
needs.

Tips for Overcoming Challenges:

o Stay Updated: The digital world evolves rapidly. Dedicate time each week to learn about
the latest trends and tools.

o Seek Feedback: Regularly ask peers or mentors to review your work, providing insights
you might have missed.

e Network: Join online forums or local groups related to your thematic area. Sharing
challenges and solutions with peers can be invaluable.

Maximizing Opportunities:

o Continuous Training: Platforms and tools offer regular training sessions or webinars.
Participate to gain advanced insights.

e Collaborate: Consider collaborating with peers or influencers in your field to expand your
reach.

o Analyse and Adapt: Regularly review your strategies. If something isn’t working, be ready
to pivot and try a new approach
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