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the European Union

1. Introduction

Welcome to the EPICURIOUS Guide for Youth Educators, Workers, and Mentors in Cultural and
Creative Industries (CCl). This guide is designed to provide practical tips and valuable information
on how to effectively incorporate the innovative tools and educational materials developed
through the EPICURIOUS project into your existing services. By leveraging these resources, you
can significantly enhance the digital, creative, and professional skills of young people, thereby
improving their employability and resilience in the dynamic landscape of cultural and creative
industries.

The EPICURIOUS project aims to bridge the gap between education and employability for youth,
especially those who are not in education, employment, or training (NEETs), as well as those
seeking to raise their professional skills. Our interactive learning materials, including the
EPICURIOUS Skills Wheel platform and digital badges, have been specifically designed to
address the needs of young people in the CCI sector and are provided in 7 different languages
(EN, GR, DU, FR, CZ, DE, and PL).

This Guide will help you navigate the World of EPICURIOUS regarding the Cultural and Creative
Industries beginning with the usage of the EPICURIOUS Skills Wheel Platform and the Badges’
gaining. Afterward, you will find module-related guidelines and tips for each Topic the project
created: Music, Writing, Handcrafts, Visual Arts, Digital Skills and Technologies, and Film & Media.
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2. Skills Wheels Platform

The EPICURIOUS platform is designed to take you into the fascinating world of Cultural and
Creative industries. It creates a personalized learning motivation environment with interactive
educational modules associated with the Cultural and Creative Industries called The
EPICURIOUS Skills Wheel. The Wheel identifies your needs and interests and presents the most
appropriate strategies for you. The EPICURIOUS platform focuses on a variety of topics such as
Music, Writing, Handcrafts, Visual Arts, Digital Skills and Technologies, and Film and Media. This
Guidebook has been created to guide you to use the EPICURIOUS platform and benefit through
the educational Modules.

This is the EPICURIOUS platform Home Page.

CcoNnTAcTUs: @ f @ 3

U/
q,Q‘@%, EPICURIOUS Skills Wheel

- ASSESSMENT MY WHEEL ALL WHEELS MY PROFILE LOG OUT CONTACT ENGLISH |

ENHANCING EMPLOYABILITY
OF YOUTH IN CULTURAL AND

CREATIVE INDUSTRIES

o Q

About EPICURIOUS Project About EPICURIOUS Platform

The EPICURIOUS project- “Enhancing Employability of Youth in Cultural and The EPICURIOUS platform aims to create a learning motivation environment
Creative Industries” refers to investment in cultural and creative industries for with interactive educational modules associated with the Cultural and Creative
young people’s resilience. The project enhances the entrepreneurs' digital, Industries called The EPICURIOUS Skills Wheel. The Wheel identifies your
creative, and professional skills through interactive learning and guiding needs and interests and presents the most appropriate strategies for you.
materials.

When you visit the platform, you can see the Menu in the picture below:

- (',Urio
qﬁ?@% EPICURIOUS Skills Wheel
- LOG IN CREATE ACCOUNT RESET YOUR PASSWORD CONTACT ENGLISH
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When you visit the platform for the first time, you have to create an account by typing a username
and your email address to explore the educational content.
-

HOME LOG IN _ RESET YOUR PASSWORD CONTACT ENGLISH

Create new account

Email address

The email address is not made public. It will only be used if you need to be contacted about your
account or for opted-in netifications
Username

Several special characters are sllowed, including space, pericd (), hyphen (-), apostrophe (),
underscore {_), and the @ sign

When creating your account, a welcome email will be sent to you to confirm your registration and
give you further instructions. Then, you can log in to the platform and enjoy the content!

Otherwise, if you have already created an account, you have to log in by typing your email address
and password. You can also reset your password by typing your email address and an email will
be sent to you with further instructions.

EE—

HOME - CREATE ACCOUNT RESET YOUR PASSWORD CONTACT ENGLISH

Login
Email address

Enter your email address.

Password
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When you log in to the platform the Menu changes as follows:

(Xally?
qu‘@o% EPICURIOUS Skills Wheel

- ASSESSMENT MY WHEEL ALL WHEELS MY PROFILE LOG OUT CONTACT ENGLISH

Let the journey to the Cultural and Creative Industries begin!
1st STEP:

Click on the “Assessment” section. Answer the 18 questions and find out which categories of the
Cultural and Creative Industries you belong to! After completing the questionnaire, you will be
transferred to the “My Wheel” section to see the results of your Wheel. To the questions, the
numbers mean:

1= Not at All
2= Alittle

3= Moderately
4= Very

5= Extremely

Based on the score of your answers, the Personalized Skills Wheel will show you the categories
of the Cultural and Creative Industries that fit your interests. To fit in one category, you must
achieve a score of 10 out of 15. It is possible to fit into more than one category in the Cultural and
Creative Industries.

\C,UF'I'
@Q@% EPICURIOUS Skills Wheel

HOME _ MY WHEEL ALL WHEELS MY PROFILE LOG OUT CONTACT ENGLISH

Assessment

This is the EPICURIOUS assessment questionnaire. Answer the questions and find out to which categories of the Cultural and Creative Industries you be-
long! After completing the questionnaire, you will be transferred to the “My Wheel” section to see the results of your Wheel. To the questions below the
numbers mean:

* 1= Not at All

» 2= Alittle

* 3= Moderately
* 4=\ery

* 5= Extremely

1 2 3 4 5
| find critically analysing and interpreting artworks deeply
enriching.
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You can submit the questionnaire more than once and check your previous answers by clicking
“View your previous submissions”.

HOME MY WHEEL ALL WHEELS MY PROFILE LOG OUT CONTACT ENGLISH

You have already submitted this webformfl View your previous submissions.

Assessment

This is the EPICURIOUS assessment questionnaire. Answer the guestions and find out to which categories of the Cultural and Creative Industries you
belong! After the completion of the questionnaire, you will be transferred to the “My Wheel” section to see the results of your Wheel.

1 2 3 4 5
| find critically analysing and interpreting artworks deeply
enriching.
Playing with language and words to create vivid imagery
in my writing is a skill | want to develop.
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2" STEP:

After you submit the assessment questionnaire, you can check your results in the “My Wheel”
section. This is your personalized EPICURIOUS Skills Wheel, based on your answers to the
assessment questionnaire:

- Light blue categories perfectly match your preferences.
- Dark blue categories somewhat match your preferences.
- Grey categories don't match your preferences.

Explore the six topics in Cultural and Creative Industries. Click on each topic to learn more.

-~ CUF,
Q,Q\@o% EPICURIOUS Skills Wheel

HOME ASSESSMENT - ALL WHEELS MY PROFILE LOG OUT CONTACT ENGLISH

My Wheel

This is Your personalized EPICURIOUS Skills Wheel based on the answers to the Assessment questionnaire. The light blue categories match your prefer-

ences. Here you can discover the six topics in Cultural and Creative Industries. Click on each topic to find out more information.

Film and Media
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In the “All Wheels” section you can find the six topics of the Cultural and Creative Industries that

EPICURIOUS has developed. Click on each wheel to discover the educational content.

RXally’
Q?‘@ofﬁ, EPICURIOUS Skills Wheel

‘ HOME ASSESSMENT MY WHEEL

MY PROFLE LOG OUT CONTACT ENGLISH

All Wheels

Here you can find the six topics in Cultural and Creative Industries: Music, Writing, Digital Skills and Technologies, Film and Media, Visual Arts, and
Handcrafts. Click on each Wheel to start the educational journey of each topic. Read the relevant educational content, discover the exercises, find out case
studies, tips, and tricks, and validate your knowledge gained by answering the guestionnaire at the end of each topic. Gain & Badge for each topic you ac-

Film and ‘

complish by answering the guestionnaire successully!

%
y

Writing Media

)\ 4
4'0.

o
%

&
B
Yap'

Digital Skills
and

Technologie
s '
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34 STEP:

Each topic consists of an Introduction, some sections with educational content, exercises to
discover, Case studies, Tips and Tricks, and an evaluation questionnaire at the end. Click on each
piece of the wheel to read the relevant content. The content is presented in tabs as in the picture
below. Click on each tab and read the relevant content.

HOME ASSESSMENT MY WHEEL AllL WHEHLS MY PROHALE LOG OUT CONTACT ENGLISH

h
_ st een

Welcome to the exciting experience that is Music. The information presented within these pages is your key to unlocking your full potential &s a
musician, at whatever level you are at, from beginning musician to experienced composer

Music

%
3

Creating music takes both passion and dedication. While having talent is a component of creating music, it is equally important to have a solid
foundation in theory and musicality: the gquality and characteristics of being musical. More specifically, it is the knowledge related to harmony, rhythm,
pitch, interpretation of music, and the ability to be dynamic. Most important though is the appreciation of music.

Through this manual, you will learn the thecry and musicality. We will also look into the traditions and culture surrounding music. It is hoped that you

will develop a greater appreciation for music and its fundamentals.
In addition to learning theory and musicality, we will also explore how to make your music profitable. We will explore promotion and advertising.

Whether you are an experienced musician with many years of experience performing, or a beginning musician just starting, this manual should serve

as a usaful tool for your musical journey.
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In the category “Tips & Tricks”, you can find a PDF document with practical insights and real-life

examples of each topic.

Music
Introduction
Assessme
w - q
Tips & Tricks
Click on the link below to download the document and discover more about Case studies, Tips, and Tricks for this Topic!
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4 STEP:

In the “Assessment” section you will find a questionnaire to test your gained knowledge based on
the educational content of each topic. Answer the questionnaire, achieve a score of 8 out of 10,
and gain a Badge for each topic you manage to complete. More information on the Badges will
be presented below in this Guide.

We hope to find the journey in the Cultural and Creative Industries interesting and educational!

Further information:

In the “My Profile” Section you can see your personal information, you can change your password,
and language, and also cancel your account. You can find the choice “Cancel account” at the

bottom of the “My Profile” section.
-I B Cancel account I

You can also Contact the team of the EPICURIOUS project in the “Contact” section by typing your
name, your email address, the subject, and your message and we will contact you as soon as
one of the contact people is available.

HOME ASSESSMENT MY WHEEL AlLlL WHEELS MY PROHLE LOG OUT - ENGLISH

Contact

Your Name

Your Email

Subject

I Message
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3. Badges

The EPICURIOUS Skills Wheel provides an e-learning environment for users to have a
personalized training program. The acquired knowledge is validated with the use of Open Badges.
Apart from knowledge validation, the badges also have a motivational scope.

The tool provides 6 Open Badges, one Badge per Topic. These are the Badges:

1. Music Badge:

/0

I

2. Writing Badge:

)
X

3. Handcrafts Badge:

Jek

13
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4. Visual Arts Badge:

5. Digital Skills and Technologies Badge:
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Each Badge represents the accomplishment of studying the educational content in each Topic
and successfully completing the corresponding evaluation questionnaire.

5%

<as’

Great work! You read all the educational content! Now it's time to validate your knowledge based on what you learned. Answer the following questions and
reach the score of 8 out of 10 to earn a badge! In your Profile, you can see what Badges you have earned so far.

Music

Assessment

Musicality refers solely to the ability to play a ical i i =

True False @

To earn the Badge, you must accomplish a score of 8 out of 10 on the evaluation questionnaire.
If not, you can try again!
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When you successfully complete the questionnaire, an email will be sent to you. You can see your

Badge or download it through this email. Check the picture below:
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You earned the Music badge!

|zsued by:
EPICURIOUS Consortium

Issued on: 2024-07-23

The Erasmus + EFICURIOUS project- "Enhancing
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In the “My Profile” section you can also find your gained badges. Click on “Share URL” to see
the Badge’s details and “Copy URL” to copy the link to share the Badge directly from the platform
on your LinkedIn or other social media or copy the link to your CV! You can also share the link in
a Badge hosting and demonstration Platform like the OER Badgr https://eu.badgr.com/auth/login

via APls.
UK
3‘ °<ﬁ, EPICURIOUS Skills Wheel
HOME ASSESSMENT MY WHEEL AlLlL WHEELS MY PROHLE LOG OUT CONTACT ENGLISH
Kouk
My Badges
I N
Music
Share URL -
\ J

Try to earn All 6 Badges for the greatest educational experience!
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4. Module-related guidelines

4.1 Music

This module consists of three parts, the theory and assessment, the case studies, and the
workshops. These are the steps you can follow, to explore all the potentials that the EPICURIOUS
tools have to offer.

15t STEP:

The first step in successfully integrating the music module is to evaluate the participants' existing
musical knowledge and abilities. This will make it easier to modify the module to suit their own
requirements and preferences. Establish definite learning goals that correspond with the
objectives of the module, which include developing compositional originality, exploring a variety
of musical styles, and improving comprehension of music theory.

2" STEP:

Then, you can utilize the case studies by setting them in context and connecting them to the
abstract ideas. Make sure you explain to the students why these particular examples are
significant while presenting the case studies. Draw attention to the many perspectives that Miles
Davis, Maria Rodriguez, and Sarah Collins provide on various genres of music, such as jazz,
classical, and rock. It will also be helpful to make connections between the case studies'
experiences and the particular theoretical ideas and pointers listed in the "Tips and Tricks" section
as you analyze the cases. For example, describe the strategies for developing a music style, how
to build an audience, and how someone can monetize their music.

34 STEP:

The last step is the workshops. We have two workshops: the first about harmony in action, which
is @ music theory and performance workshop, and the second about unlocking melodies, which
is a music theory and songwriting workshop. scales, chord progressions, and harmonization,
followed by practical exercises in notating and harmonizing music.

Move on to songwriting, emphasizing lyrics crafting, melody creation, and song structure.
Facilitate collaborative sessions where participants compose and refine their work, exchanging
feedback with peers. Conclude with performance preparation, including stage presence and
managing anxiety, leading to a final showcase where participants perform their compositions and
receive constructive feedback. For follow-up and evaluation, organize discussions to assess the
learning outcomes and collect participants’ feedback on the sessions. Encourage them to revise
their work based on the insights gained and to keep practicing their skills. Provide additional
resources for further learning and offer continuous support through follow-up sessions or
mentoring. This comprehensive strategy ensures that participants not only develop their creative
writing talents but also gain experience in collaboration and interactive learning environments.
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4.2 Writing

Integrating the workshops:

To integrate the module effectively, begin with an initial assessment and planning phase by
evaluating the current skills and learning needs of your participants. This will help tailor the module
to their specific requirements. Define clear learning objectives that align with the module's goals
of developing creative writing skills.

Next, move to the preparation phase by gathering and preparing all necessary materials, such as
workshop outlines, character development sheets, dialogue writing guides, and scenario analysis
samples. Ensure that facilitators are well-versed in the module content and comfortable with the
interactive teaching methods to be used.

During the workshop implementation, start each session with a clear introduction of the session's
objectives and an icebreaker activity to engage participants. Guide them through character
creation, focusing on background, personality traits, and motivations. Conduct exercises where
participants write and refine dialogues, emphasizing authentic voice and conflict. Facilitate peer
review sessions where participants can exchange and critique each other's work constructively.
Lead them through scriptwriting exercises, encouraging collaborative writing and the integration
of visual storytelling elements.

For follow-up and feedback, organize group discussions to reflect on the learning outcomes and
gather feedback on the workshops. Encourage participants to revise their work based on the
feedback received and continue practicing their skills. Provide resources for further learning and
offer ongoing support through follow-up sessions or mentorship. This comprehensive approach
ensures that participants not only develop their creative writing skills but also gain valuable
experience in collaborative and interactive learning environments.

Practical tips for working with the case studies:
Here are some tips on how to effectively work with these materials:

o Contextualizing case studies: When presenting the case studies, ensure you explain to
students why these specific examples are relevant. For instance, highlight how J.K.
Rowling, David Ogilvy, and Andy Weir each offer unique insights into different aspects of
writing and publishing—from fiction and advertising to digital self-publishing.

o Linking to theoretical concepts: When analysing the case studies, connect their
experiences to specific theoretical concepts and tips mentioned in the "Tips and Tricks"
section. For example, explain how Ogilvy's emphasis on research and data can be applied
to audience building, or how Weir's interaction with the online community supports his
authorial style and marketing strategies.

o Assessment and reflection: Encourage participants to actively engage with the case
studies by using the questions at the end of each study. These questions are designed to
stimulate critical thinking and deeper understanding. You could suggest that readers
discuss their answers in small groups or include them in a personal writing journal,
allowing them to reflect on how they can apply the insights to their own projects.

¢ Practical application: Motivate students to take the techniques and strategies from the
case studies and experiment with them in their own work. For example, they might try
implementing Ogilvy's methods of persuasive writing in an advertising text or applying
Weir's strategy of serial publishing to their blog posts.
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e Connecting with personal development: Emphasize how the stories of success and
overcoming obstacles can serve as inspiration for readers' personal growth. Highlight that
persistence, experimentation, and engagement with the audience, as demonstrated in
these case studies, are key elements of a successful writing career.

4.3 Handcrafts

To integrate the module effectively, the first key issue that you need to explain is the importance
of crafts for people, cultural and traditional values, and the natural environment. Explain to the
learners that handicrafts refer to those products that are shaped and made by hand and function
as symbols of a culture. Explain how handmade products communicate the message intended by
their creators and the importance of using environmentally friendly and sustainable materials in
modern society. Make learners understand that handicrafts are important in today's society and
then relate them to the methods used in factories to produce similar products.

Combining the Theory and Practical Activities:

You should ensure that there is a combination of theory and practical activities within the lesson
plans. Begin the display with a short theoretical introduction to various sorts of handcrafts taught
in the module including but not limited to ceramic, wool and woodcarving, and fashion designing.
This should be the right time to explain how different techniques and materials are used in each
of the crafted items. Use practical activities that demonstrate these techniques to develop this
theory, for example, making a small pottery item or a woolen ornament.

Using Examples:

Use examples of successful loom-made bags under the case called “Argalios”, sweet preserves
under the case called “Mastos”, and handmade jewelry under the case called “Margie Handcraft”,
to explain how Handicraft skills can be used in real business. These stories will also assist
learners in learning how a hobby can be transformed into a profitable venture. Ask the learners to
define the difficulties and achievements of these artisans, and what they can learn from these
examples related to entrepreneurship, creativity, and perseverance.

Enabling Entrepreneurial Skills:

Promoting Entrepreneurship and Business Skills Guide learners towards the business skills of
handcrafts. Explain how they can begin their own small business by applying their talents and
focusing on innovation, value, and environmentalism. Use tips and trick categories to offer how-
to information on launching and running craft businesses, as well as streamlining operations, and
interpreting trends. Emphasize on the effective incorporation of traditional knowledge tools with
contemporary business management approaches including those identified in the above cases.

Highlight the use of crafts:

The lack of cultural appreciation and sustainability promotes social, cultural, and environmental
degradation. Highlight the use of crafts in cultural and environmental conservation. It is
recommended more discussions on how handicrafts contribute to the preservation of local culture
and their economy while being environmentally friendly. Provide assignments that require learners
to learn about local ornaments in the community or delve into environmentally friendly materials
in their work. Challenge them to think about how they can apply these values to the production of
their artwork.
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Some more tips:

1. Read the content of the module thoroughly before the training session and identify key
areas where more effort or time may be required during the training.

2. Allocate time wisely across the different sections of the module, focusing more on areas
that are complex or require deeper understanding. Monitor time during discussions and
exercises to ensure that all topics are covered within the allocated time frame.

3. Encourage participants to remain focused and engaged during discussions guide
participants to stay on topic and promote an inclusive environment where everyone feels
comfortable sharing their thoughts and ideas.

4. Anticipate potential discussion points and prepare prompts or questions to facilitate
meaningful discussions. Be prepared to redirect discussions back to the main topic if they
get off track.

5. Offer guidance and support to participants during exercises or activities. Be prepared to
give examples or explanations to clarify concepts or instructions, especially in the
assessment forms.

6. Familiarize yourself with the assessment forms, anticipate questions or areas in which
participants may need guidance, and help anyone who needs it to successfully complete
all questions.

7. Remain flexible and adaptable to unexpected changes or challenges during the training
session and adjust the pace or delivery of content based on the needs and dynamics of
the group.

4.4 Visual Arts

To effectively integrate the Visual Arts module, begin by assessing the participants’ current
knowledge and skills in both traditional and digital art forms. This will allow you to tailor the module
to their specific needs and learning objectives. The module is structured around three key
components: theoretical foundations, case studies, and hands-on workshops, all designed to
provide a comprehensive understanding of visual arts and their application in entrepreneurial
contexts.

Theory and Assessment:

Start by introducing participants to core art creation techniques, with a focus on both traditional
mediums (such as painting and drawing) and digital mediums (including digital illustration and
animation). Establish clear learning goals that encourage exploration of new artistic techniques
and their entrepreneurial potential. This theoretical foundation is complemented by quizzes that
test understanding of key concepts, ensuring participants can apply their learning practically.

Ensure that participants not only learn the technical aspects of creating art but also develop the
ability to critique and analyze visual artworks. This involves understanding artistic elements such
as composition, color, and symbolism, as well as how these elements can be harnessed for
entrepreneurial success in the creative industries. Encourage regular reflection and self-
assessment to help participants track their progress and identify areas for improvement.
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Case Studies:

Use case studies to provide real-world examples of success in the visual arts industry. For
instance, showcase how Aether Studios adapted traditional art forms to the digital market,
successfully blending old and new techniques. Similarly, explore ArtisanHub’s approach to
creating an online marketplace for independent artists, and how Canvas & Chrome balanced
maintaining artistic heritage with embracing digital innovations.

Incorporate these case studies into your lessons to demonstrate the practical application of
theoretical concepts. Encourage participants to analyze the challenges and successes these
entities faced, and how they can apply similar strategies in their own artistic practices. Emphasize
key entrepreneurial skills such as market engagement, personal branding, and adapting to
technological advances.

Workshops:

The workshops are designed to provide hands-on experience and foster creativity in a
collaborative environment. Two key workshops are included in this module:

o Creative Alchemy: Hands-On with Art Creation and Technique: This workshop focuses
on both traditional and digital mediums, allowing participants to experiment with watercolor
painting and digital illustration techniques. Through structured activities, participants will
explore blending mediums, collaborating on joint art pieces, and reflecting on their learning
experiences.

¢ Insightful Perspectives: The Art of Critique and Analysis: This workshop develops
participants’ critical thinking and feedback skills by guiding them through the process of
analyzing and critiquing art. Participants will engage in group discussions and apply
principles of critique, enhancing their ability to provide constructive feedback and articulate
their artistic insights

Practical Application and Follow-up:

Encourage participants to apply the techniques and strategies learned in the workshops to their
personal projects. Provide opportunities for peer feedback and collaboration to foster a community
of learners who can support each other’s creative and entrepreneurial growth. Additionally, offer
continuous support through follow-up sessions, and provide resources such as recommended
reading and online tutorials to encourage ongoing learning.

This approach ensures that participants gain a comprehensive understanding of both the artistic
and entrepreneurial aspects of visual arts, preparing them for successful careers in the cultural
and creative industries.
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4.5 Digital skills and technologies

The Digital Skills and Technologies module aims to enhance the digital literacy of youth, focusing
on productivity software, online security, social media management, digital marketing, and Al
integration in creative projects. Below are the specific steps for integrating this module into the
training program and practical tips for successful implementation.

Steps for Integration:
1. Initial Setup and Preparation:

Identify the target group of youth participants and assess their current digital skill levels.
Ensure all necessary resources are available, including computers, internet access,
software (e.g., Microsoft Office, social media platforms), and Al tools. Set up both online
and in-person training environments to ensure accessibility and inclusivity.

2. Module Introduction:

Begin with an introductory session that outlines the objectives and importance of digital
skills. Use engaging activities such as icebreakers and introductory games to create a
welcoming atmosphere.

3. Workshop Implementation:

Conduct interactive workshops covering key topics. For example, use practical exercises
for editing tools like Microsoft Word, Excel, and PowerPoint; simulate phishing scenarios
for online security; create mock social media profiles; design basic SEO and PPC
campaigns; and explore Al tools for creative projects. Encourage hands-on activities and
real-time feedback to reinforce learning.

4. Continuous Evaluation and Feedback:

Implement continuous evaluation methods, including quizzes, group discussions, and
practical assessments. Provide constructive feedback and address any challenges
participants may face. Adjust the training materials and methods based on feedback to
ensure effectiveness.

5. Final Assessment and Certification:

Conclude the module with a comprehensive assessment that evaluates participants'
understanding and application of digital skills. Provide certificates of completion to
acknowledge their achievements and encourage further learning.
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Practical Tips:

e Engage Participants: Use interactive and practical exercises to keep participants
engaged. Incorporate real-world examples and case studies to demonstrate the
application of digital skills.

o Flexibility: Be adaptable in your teaching methods to cater to both online and in-person
learning environments. Ensure all materials are accessible in digital formats.

e« Resource Utilization: Leverage existing digital tools and platforms to provide a hands-on
learning experience. Encourage participants to explore and experiment with different tools.

e Continuous Support: Offer ongoing support and resources for participants to continue
developing their skills after the workshops.

4.6 Film & Media

Integrating the workshops:

To integrate the Film and Media workshops best, it is more beneficial to focus on some elements
of the workshop process rather than the content itself. If the workshop sets the conditions to be
productive and engaging, the topic will already be interesting to the participants who choose to
follow it. Some of the aspects it is worth focusing on and how to enhance them are described
below.

Engagement and interactivity are key for any successful workshop taking place within a group.
To create conditions for them, always set off with an ice-breaking activity to create a relaxed
environment and help participants get to know each other. Further, use a mix of teaching methods
including discussions, group work, and hands-on activities to keep the participants engaged and
cater to different learning styles.

Maintaining a clear structure and flow of a workshop is also important. It is useful to outline the
workshop at the beginning to provide a clear roadmap of the session at hand. This facilitates the
understanding of how each segment fits into the overall learning goals. Once you define this
outline, stick to the allotted times for each activity to achieve everything planned.

Demonstrate that the knowledge earned in the workshop has a practical application in the real
world. This can be done by using real-life examples and case studies to illustrate your points and
concepts and make the learning more relatable and practical. Offer hands-on exercises, for
instance, in the “Think and Structure a Fictive Production Process” activity, and encourage
participants to apply concepts to a project they are passionate about. This increases relevance
and engagement.

Foster collaborative learning through group work and peer feedback sessions. This not only
enhances learning but also helps participants develop teamwork skills.

Consider and reflect upon your use of technology and resources. Use PowerPoint slides
effectively to highlight key points and visual aids to enhance understanding. When possible and
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applicable, use short videos to break up the session and sustain interest. Also, make sure that all
participants have equal access to all materials needed.

Always leave sufficient time for reflection and networking. Participants should reflect on what
they’ve learned and how they can apply it. It's also beneficial to them to exchange contacts during
the closing segments. This helps build a network of like-minded people with similar interests.

If possible, after the workshop, share additional resources, and collect feedback through
surveys or informal talks.

Practical tips for working with the case studies:

When working with case studies, make sure to always first introduce and contextualize the case
study at hand. Start with a brief overview of the case study, highlighting its main information and
context. Use clips, trailers and other images to visually immerse participants in the case study.

Then, consider key players and roles. Explain the roles in your case study and discuss their
contributions to the film’s success and how each role is vital in the production process. Also, try
to encourage participants to discuss what qualities they think each key player brought to the film
and how these might be replicated or adapted in their own projects.

Pin down the objectives of the case study — did it want to tell a love story, have a social message?
Discuss how these objectives shaped production decisions and other elements of the case study.
You can also examine the film’s financial success and cultural impact. Encourage participants to
consider how clear objectives can drive a project’s success.

Focus on production techniques, highlighting innovation and different approaches possible.

Don’t leave aside marketing. Discuss the different marketing strategies used to promote movies,
including trailers, premieres, and music. As a group exercise, have participants develop a brief
marketing plan for a fictive film, considering lessons learned from the case studies.

Consider the cultural impact. Explore the film’s impact on popular culture, fashion, and music.
Use multimedia elements to show examples. You can also have a discussion or debate on how
films can influence society. Ask participants to reflect on a film that impacted them personally.
After discussing the case study, have groups present how they would handle a similar production.
Encourage creativity and practical application of the concepts learned. Finally, also allocate time
for peer feedback and group discussions on the presentations. This reinforces learning and
encourages critical thinking.
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5. Summary and Conclusion

Cultural and creative industries (CCls) play a key role in promoting economic growth, and
innovation and enriching cultural diversity. By utilizing creative talent, embracing technological
developments, and fostering collaborative networks, CCl professionals can navigate the CCI
space with resilience and adaptability.

Success in CPls will depend on a commitment to continuous learning, interdisciplinary
collaboration, and the ability to exploit the most available resources and opportunities. By
following the strategies, best practices, and ideas presented in this guide, industry professionals
can not only succeed but also contribute to the development of opportunities for young people
interested in engaging in the field of CCls. The future of CCls is full of possibilities, and with the
right tools, creative sector professionals can shape a dynamic and inclusive cultural ecosystem.

Funded by the European Union. Views and opinions expressed are however those of the author(s) 26
only and do not necessatrily reflect those of the European Union or the European Education and

Culture Executive Agency (EACEA). Neither the European Union nor EACEA can be held

responsible for them.



