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1. Introduction  

 
  

With the support of the Erasmus+ Programme of the European Union. 

 
Disclaimer:  
The European Commission support for the production of this publication does not 
constitute endorsement of the contents which reflects the views only of the authors, 
and the Commission cannot be held responsible for any use which may be made of 
the information contained therein.  
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Introduction 
 

This document has been developed within the framework of the ArtS - Skills of the creative 

economy project. ArtS is a project co-funded by the Erasmus+ Programme KA2 - Cooperation for 

innovation and the exchange of good practices, Sector Skills Alliances. 

The main aim of the project is to deliver a joint Vocational Training Programme (VET programme) 

which responds to EQF/ECVET standards to provide low-skilled, unemployed and self-employed 

artists, the opportunity to update their professional competences and acquire management, 

business and networking skills, connecting the desired qualifications/competences with a sets 

of knowledge, so that they can have an easily access to the labor's market. 

The ArtS training programme is a deliverable of WP3 “Designing the curricula, certification and 

assessment”, which is the central WP to the project implementation as it will deliver the major 

project results:  

• Nine (9) training modules for the target groups, of which three are common modules 

(Business administration /management, Networking/ digital and media communication 

and Entrepreneur skills and social entrepreneurship) and six are devoted to a specific 

sector (Craft, Cultural Heritage, Visual arts, Audiovisual and multimedia, Literary arts 

and Performing) 

• Ten (10) assessment exams, one for each training module.  

The training modules are based on the findings of WP2 to develop innovative and flexible 

techniques that respond to specific market needs and promote interaction and experimentation 

in accordance with successful and recognized professional development techniques and 

practices.  

The programme will abide by the European Qualifications Framework for lifelong learning (EQF) 

and the European Credit System for Vocational Education and Training (ECVET) standards.  

This WP3 will deliver different documents that are directly linked between them and with the 

next tasks: 

• ECVET units design meeting (R3.1),  

• Definition of the e-art space training and certification framework (R3.2),  

• ArtS training programme: description of methodology and tools (R3.3),  

• ArtS training modules (R3.4) 
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• ArtS assessment exams (R3.5) 

• ArtS training programme (R3.6) 

• ArtS programme-trainers’ guide (R3.7) 

• ArtS programme-trainee’s guide (R3.8). 
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Objectives of ArtS training programme 
 

The main goal of this document is to be a concrete and useful instrument providing a detailed 

description of the ArtS training modules, teaching methods and assessment criteria. It will 

include a programme description, the presentation of the different modules and a description 

of the units of each module.  

Each unit will be described as follows:  

1. title of the unit; title of the Qualification;  

2. EQF Level for qualifications; NQF Level for qualifications;  

3. ECVET points allocated to qualifications;  

4. Learning outcomes description for the Unit (including skills, knowledge, competence);  

5. ECVET points for the Unit;  

6. the procedures and criteria for assessment of the units of learning outcomes;  

7. the validity in time of the unit, where relevant.  

 

According to RECOMMENDATION OF THE EUROPEAN PARLIAMENT AND OF THE COUNCIL of 18 

June 2009 on the establishment of a European Credit System for Vocational Education and 

Training (ECVET). 

Below a description of the ArtS training programme is shown, taking into consideration the main 

aspects of each module:  

A. ArtS training course definition, where it is indicated the title of the course, duration, 

languages available, e.t.c.. 

B. Training action curricula design, where it is described the target group profile, the 

general and specific aims of the course, the training content and timing and the 

methodology follow. 

C. Assessment criteria, the criteria established to get the ArtS certificate. 

D. Modules description where ArtS modules description is shown: the title of the module 

and the Qualification, specific objectives, didactic units and learning outcomes 

(specifying knowledge, skills and competences), the validity in time of the units and the 

assessment criteria for the module. 
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In the annexes the specific detail for each unit and module is described.   
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ArtS Training Programme 
 

A. ArtS training course definition 
 

TITLE: Update your creative and cultural skills!! 

DURATION: 3 months  
 

 
 

1st DELIVERY:  STARTING DATE: August 18st 2017 // ENDING DATE: October 17th 2017 

2nd DELIVERY:  STARTING DATE: November 1st 2017 // ENDING DATE: January 31st 2018 

 

TEACHING PLACE: Athens (Greece), Palermo (Italy) and Bilbao (Spain) 

 

LANGUAGES: English, Greek, Italian and Spanish  

AUTHOR INSTITUTIONS 

EUROtraining (Greece) 

Libera Palermo (Italy) 

Franchetti Centro Studi Villa Montesca - CSFVM (Italy) 

Fondo Formacion Euskadi – FFE (Spain) 

 

 

B.Training action curricula design 
 

B1. TARGET GROUP PROFILE: 

Unemployed and self-employed artists and all those artists related the cultural and and creative 

sectors who look for updating their professional competences. 

 

B2. GENERAL AIM OF THE COURSE: 

The ArtS training course aims at giving the artists the opportunity to update their professional 

competences and acquire management, business and networking skills. At the same time, it goals 

to improve artists’ selfemployability and the creative entrepreneurship by helping them to 

manage their own development and take ownership of their careers. 

 

B3. SPECIFIC AIMS: 

The ArtS training course apart from covers transversal aspects (Business administration and 

management, Networking, digital and media communication and Enterpreneur skills) has a 

sector-based approach, in order to take into account the specificities of 6 specific sectors. The 

specific aims are the following: 
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- Improve the self-employability and entrepreneurship  

- Help to organize the thoughts or ideas rapidly and to communicate spontaneously, concisely 

and effectively to others 

- Explore ideas and create an awareness of the knowledge, skills and competence necessary for 

the aspiring entrepreneur and/or social entrepreneur.  

- Develop the artisan skills to a professional standard 

- Share the existing knowledge and experiences in cultural heritage and cultural diversity as 

well as introduce new concepts and coaching techniques 

- Prepare students to participate in the diverse practices and inquiries in the field of 

contemporary art  

- Promote the exchange of ideas between disciplines, supports mobility and ongoing 

interaction between contemporary artists, faculty and art students. 

- Carry out 2D and 3D Shape designs, as well as to get working techniques to achieve project 

Layouts and designs with high visual power 

- Develop narrative ability inherent to every human being 

- Use the creativity addressed to the required parameters, work the proactive attitude and the 

professionalism, valuing the person´s talents in scenic arts. 

 

B.4. TRAINING CONTENT AND TIMING (Nº HOURS): 

To get the ArtS certification is compulsory to attend the 3 common modules + 1 specific module 

(as minimum), which means 200 learning hours. 

 

- Three common modules: 50 hours each 

V Business administration /management  

V Networking/ digital and media communication  

V Entrepreneur skills and social entrepreneurship 

 

- One sector specific module (to choose among): 50 hours each 

V Craft  

V Cultural Heritage 

V Visual arts 

V Audiovisual and multimedia 

V Literary arts 

V Performing 

 

B.5. METHODOLOGY: 

The ArtS Project Description places emphasis on blended learning with a combination of: 

• Instructor-led, classroom-based learning – This method will include both theoretical and 

practical knowledge through classes and workshops. 
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• E-learning – With the creation of a distant learning platform, the trainees will be able to 

attain knowledge in a flexible manner. 

The 50 hours of each module is methodologically divided as following: 

V Common modules: 35 hours elearning and 15 hours face to face 

V Sector specific modules: 35 theoretical hours (20 h. elearning + 10 h. face to face + 5 h. 

workshop) and 15 practical hours  

 

The ArtS blended learning will take place through a Moodle1 platform. Here (http://www.arts-
project.eu/elearning) you will find all the material regarding the training course. 
Moodle is a free open source software used for e-learning projects and distant education with the 
specificity to create on line courses to achieve specific learning objectives. It allows a virtual 
learning environment encouraging the learners to contribute to the educational experience and 
being active part of a learning virtual community. It allows to organise the learning program into 
sections and modules guaranteeing a sequentiality of activities.   
 
The tools that can be used on Moodle are various: 
V Google docs, links  

V Blogs 

V Video Conferences 

V Discussion Forums  

The e-learning through the Moodle Platform can be integrated with many useful online tools. 
 

 

C. Assessment criteria 
 

C.1. CRITERIA TO GET THE ArtS CERTIFICATE  

 

It is established, as general criteria, to get the certificate: 

 

V to answer correctly at least the 60% of the questions referred to each unit  

 

V to answer correctly at least the 60% of the questions referred to the module  

 

V to attend the face to face learning 

 

V to participate and carry out the tasks of the workshop  

 

 

 

                                                           
1 Acronym for Modular object-oriented dynamic learning environment (source: the free encyclopedia Wikipedia) 

http://www.arts-project.eu/elearning
http://www.arts-project.eu/elearning
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D. Modules description 
 

ArtS modules description is shown below: the title of the module and the Qualification, 

specific objectives, didactic units and learning outcomes (specifying knowledge, skills and 

competences), the validity in time of the units and the assessment criteria are indicated 

for each module.   
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MODULE: BUSINESS ADMINISTRATION /MANAGEMENT  

 

MODULE: NETWORKING/ DIGITAL AND MEDIA COMMUNICATION  

 

MODULE: ENTREPRENEUR SKILLS AND SOCIAL ENTREPRENEURSHIP 

 

MODULE: CRAFT  

 

MODULE: CULTURAL HERITAGE 

 

MODULE: VISUAL ARTS 

 

MODULE: AUDIOVISUAL AND MULTIMEDIA 

 

MODULE: LITERARY ARTS 

 

MODULE: PERFORMING 

 

 

In the annexes, the detail of each unit for each specific module is specified: 
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MODULE: BUSINESS ADMINISTRATION /MANAGEMENT – Ref. Qualification: Expert in Business and Management (EQF: level 4) 
Specific Objectives Units  Learning Outcomes Duration Assessment criteria 

- Teach trainees how to 
manage the process to 
develop their own business 

- Teach trainees how to 
manage their career and 
their timeframe 

- Teach trainees how to 
develop leadership 

- Teach trainees how to 
develop planning and 
organizing competencies 
linked to the business and 
administration topics 

- An introduction to finance 
- An introduction to budget 

and its process 
- Teach trainees to set up a 

business plan 
 

The specific areas the 
module is focused on: 

 
Unit 1. Introduction to 
Management. The trainees will 
learn about the main elements 
of the management 
 
Unit 2. Planning and 
Organization. The trainees will 
learn how to plan and organize 
their own job and business 
 
Unit 3. Introduction to 
Finance. The trainees will learn 
about the main elements of 
finance 
 
Unit 4. Introduction to Budget. 
The unit will be focused on the 
concept of budget. The 
trainees will learn some info 
about the budget, like how to 
manage a business plan 
 
Unit 5. Management. Some 
info about the meaning of 
management and how its 
process works 

Knowledge 
- Being familiar with resources and techniques 

to get employment  
- Meaning and concept of management 
- The main elements of management 
- Meaning and concept of planning and 

organizing 
- The planning process and main elements  
- Different types of planning 
- Basic knowledge of Finance 
- The link between Finance and Business 
- Knowledge about budget and its process 
- knowledge about the elements of the 

budget 
- The business plan 
- The financial plan 
- Some knowledge about the history of 

management 
- Project management framework 
- The leadership 
Skills 

- How to manage and how to plan 
- Be able to initiate a project 
- Develop the capacity of Administration 
- Management and planning 
- Be able to initiate a project 
- How to deal with the concept of planning 
- How to deal with the issue of organizing 
- Developing the making decision 

Unit 1:10 h 
Unit 2: 15 h 
Unit 3: 10 h 
Unit 4: 10 h 
Unit 5: 5 h 

 

 

TOTAL:50H 

Face-to-face lectures 
Simulation practice 
Assessment test 
Interactive online 
lectures 
Online discussion on the 
relevant topics 
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- Knowing how to manage the time periods 
for Finance 

- Knowing how to deal with Finance aspects 
like its Sources 

- Focusing on the project goals 
- Budgeting process 
- Learning how to deal with a business plan 

steps 
- Knowing how to manage a project 
- Knowing how to deal with the different 

aspects of a project 
Competences 

- Initiative 
- Creativity 
- Entrepreneurial thinking 
- Self - management 
- Initiative 
- Entrepreneurial thinking 
- Self - management 
- Project management 
- Leadership 
- Making decision process 
- Measuring the own capacity of planning 
- Review Advanced Topics in Management 

and Leadership 
- Design the management and the leadership 

development plans 
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MODULE: NETWORKING/ DIGITAL AND MEDIA COMMUNICATION – Ref. Qualification: Expert in effective digital communication (EQF: level4) 
Specific Objectives Units  Learning Outcomes Duration Assessment criteria 

- Examine some of the 
fundamental components of 
strategic communications; 

- Explain the theories of 
communication, persuasion 
and ethics; 

- Describe an understanding of 
effective communications; 

- Describe how social media 
has changed the way we  
communicate and the way 
we do business; 

- Describe how social media 
fits in with other digital tools 
and marketing approaches; 

- Explain how create and 
manage social presences on 
Facebook, Twitter, Youtube, 
Instagram and Google+ and 
how communicators are 
using these networks; 

- Explain which are the best 
practices around social 
media etiquette as well as 
the nuances of specific social 
networks to help you 
communicate effectively 
online; 

- Explain how to have a 
consistent personal brand 

The specific areas the module 
is focused on: 
 
Unit 1. Principles and 
Techniques of Effective 
Communication  
 
Unit 2. Internet 
Communication 
 
Unit 3. Social Networks and 
personal branding 
 
Unit 4. Social Media Tools and 
Applications  
 
Unit 5. Social e-portfolio and 

techniques of online self-

presentation 

Knowledge 
- Basic principles of communication; 
- Defining communication: types, patterns 

and modes of communication;  
- channels of communication; 
- the communication process; 
-  transmission and reception; 
-  barriers to effective communication;  
- lingustic communication; 
- sensory reception;  
- non-verbal communication; 
- first impressions;  
- one-to-one vs. one-to-many 

communication;  
- The evolution in the communication process 
- Basic principles of online communication; 
- Persuasive writing in the Social networks 
- CMC or Computer Mediated 

Communication 
- Basic principles of online psychology 
- Basic knowledge of the main social media; 
- The characteristics of a social media for 

enhance your brand 
- Fundamentals of creating and managing 

social presences and personal branding on 
social networks; 

- Fundamentals of storytelling; 
- The rules of storytelling 
- The Psycology of sharing 

Unit 1: 4 h 
Unit 2: 8 h 
Unit 3: 10 h 
Unit 4: 24 h 
Unit 5: 4 h 

 

TOTAL:50H 

Face-to-face lectures 
Simulation practise 
Assessment test 
Interactive online 
lectures/animations 
Online discussion on the 
relevant topics 
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and professional online 
presence; 

- Explain the fundamentals of 
creating and managing social 
presences on LinkedIn, 
Instagram, and Youtube, and 
how these networks are 
being used for PR and 
communications; 

- Explain how to create a social 
media analytics report; 

- Explain how to follow a social 
media policy responsibly; 

- Explain how to apply the 
techniques of storytelling 
and online self-presentation 
to create a social e-portfolio. 

 

- Techniques of online 
self-presentation 

- Social Media Management Tools 
- Social Media Best Practise 
Skills 

- Communication skills 
- Networking skills 
- Technical skills 
- Interpersonal skills for influence 
- Attending skills  
- Verbal response skills 
- Non verbal communication skills 
- Motivational skills 
- Listening skills  
- Influence skills 
- Negotiation skills 
- Team work skills 
- Communication skills 
- Computer basic skills 
- Life skills 
- Digital skills 
- Creative skills 
- Public relation skills 
- Personal branding skills 
- Critical thinking  
- Problem-solving skills 
- Self-presentation skills 
- Behavioral Skills 
Competences 

- Linguistic competence  
- Sociolinguistic Competence: 

appropriateness 
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- Discourse Competence: cohesion and 
coherence 

- Strategic Competence: appropriate use of 
communicative strategies 

- Communicate and manage information 
online  

- Solve problem  
- Linguistic and creative competence  
- Identifying stories to tell 
- Create and share content 

 

MODULE: ENTREPRENEUR SKILLS AND SOCIAL ENTREPRENEURSHIP – Ref. Qualification: Expert on Creativity and Entrepreneurial Skills (EQF: level4) 
Specific Objectives Units  Learning Outcomes Duration Assessment criteria 

- To develop an understanding 
of the principles and 
practices of 
entrepreneurship, both 
business and social, from 
past to the present; locally, 
nationally and 
internationally. 

- To facilitate the learner to 
identify the core skills, values 
and attributes of the 
entrepreneur and relate 
these to their personal skill 
set.  

- To assist the learner to 
calculate funding for a 
particular task or project. 

The specific areas the module 
is focused on: 
 
Unit 1. Theory and Principles 
of Entrepreneurship  
 
Unit 2. Understanding and 
Development of Personal, 
Interpersonal and 
Entrepreneurial Skills  
 
Unit 3. Funding and Start-Up  
 
Unit 4. Active Project 
Development 
 

Knowledge 
- Outline the Principles of Entrepreneurship in 

business and social innovation. 
- Define Modern Entrepreneurship, to include 

both business and social entrepreneurship. 
- Explain how the concept of 

entrepreneurship has evolved over time, to 
include reference to practice in a range of 
business, social innovation and international 
environments.  

- Outline the core skills, values and attributes 
of the entrepreneur in a particular industry, 
social environment or organisation. 

- Outline the main types of funding for an 
enterprise including commercial, private 
and public sources. 

 

 

 

TOTAL:50H 

Face-to-face lectures 
Simulation practise 
Assessment test 
Interactive online 
lectures/animations 
Online discussion on the 
relevant topics 
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- To encourage the learner to 
explore, identify and plan a 
potential entrepreneurial 
opportunity in a particular 
industry, social environment 
or organisation. 

- To assist the learner to 
develop the language, 
literacy and numeracy skills 
related to the workplace and 
engage in teamwork. 

- To enable the learner to take 
responsibility for his or her 
own learning. 

Unit 5. Selected Case Studies of 
Social Entrepreneurs and 
Learning Activities 

- Explore the opportunities for innovation and 
entrepreneurship in a particular field or area 
of work.  

- Assist in planning an entrepreneurial 
approach to a particular problem, task or 
project. 

- Assist in calculating funding and other 
resource requirements for a particular task 
or project. 

- Participate in business or social enterprise 
project or activity, to include implementing 
innovative strategies and solutions and 
working as part of a team or group. 

- Review personal entrepreneurial skills, 
values and attributes. 

 
Skills 

- Communication skills 
- Networking skills 
- Technical skills 
- Interpersonal skills for influence 
- Attending skills  
- Verbal response skills 
- Nonverbal communication skills 
- Motivational skills 
- Listening skills  
- Influence skills 
- Negotiation skills 
- Team work skills 
- Communication skills 
- Computer basic skills 
- Life skills 
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- Digital skills 
- Creative skills 
- Public relation skills 
- Personal branding skills 
- Critical thinking  
- Problem-solving skills 
- Self-presentation skills 
- Behavioral Skills 
Competences 

- Linguistic competence  
- Sociolinguistic Competence: 

appropriateness 
- Discourse Competence: cohesion and 

coherence 
- Strategic Competence: appropriate use of 

communicative strategies 
- Communicate and manage information 

online  
- Solve problem  
- Linguistic and creative competence  
- Identifying stories to tell 
- Create and share content 
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MODULE: CRAFT – Ref. Qualification: Expert in craft (EQF: level4) 
Specific Objectives Units  Learning Outcomes Duration Assessment criteria 

- Learn about the types of 
crafts that exist 

- Learn about the basic craft 
techniques 

- Practice professional artisan 
skills 

The specific areas the module 
is focused on: 
 
Unit 1: Historical info - 
Trainees get to know some 
info about the handicraft 
history focusing on the Italian 
and Sicilian ones. 
 
Unit 2: Craft and materials - 
Trainees learn about different 
types of materials, how to 
work with them and how use 
them. 
 
Unit 3: Introduction to 
Chemistry - Trainees learn 
some basic chemistry lessons. 
 
Unit 4: Mixing and Melting - 
Trainees get to know some 
info about the way of mixing 
and melting different kind of 
materials. 
 
Unit 5: Final project - Trainees 
choose a type of craft and 
have the opportunity to 
practice the techniques they 
have learned in the previous 

Knowledge 
- Knowledge about the handicraft history 
- Knowledge of materials 
- Chemical reactions 
- knowledge of mould making 
- knowledge of melting 
- Knows how make a specific craft item 
- Knows what the creation of this item 

involves 
Skills 

- Compound kills 
- Non verbal communication skills 
- Motivational and Listening skills 
- Choose a suitable way of using the different 

materials 
- Mould making 
- Mixing elements Communication skills 
- E-skills 
- Creative skills 
- Public relation skills and Networking skills 
- Personal branding skills 
- Critical thinking 
- Problem-solving skills 
Competences 

- How to better use the different types of 
materials  

- How to use the artistic materials in a proper 
way 

- How to mix different elements 

Unit 1: 5 h 

Unit 2: 10 h 

Unit 3: 5 h 

Unit 4: 15 h 

Unit 5: 15 h 

 

TOTAL:50H 

Face-to-face lectures 
 
Simulation practise 
 
Assessment test 
 
Interactive online 
lectures/animations 
 
Online discussion on the 
relevant topics 
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units making one artisan item 
of their choice 

- Independently create a craft item 
- Planning the work, determining the 

materials and the costs  
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MODULE: CULTURAL HERITAGE – Ref. Qualification: Expert in promotion and social development for the cultural heritage (EQF: level4) 
Specific Objectives Units  Learning Outcomes Duration Assessment criteria 

- To explore different methods 
to teaching a cultural 
heritage and cultural 
differences and to suggest 
cross-cultural coaching 
approaches  

- To explore techniques and 
instruments used in order to 
promote cultural awareness 
and cultural heritages 

- To understand the general 
idea of culture 

- To demonstrate the different 
aspects of culture 

- To identify tangible and 
intangible cultural elements 

- To develop outlines of a 
curriculum for coaching 
cultural diversity and 
different perceptions about 
culture 

The specific areas the module 
is focused on: 
 
Unit 1. Awareness on local, 
national and international 
cultural heritage 
 
Unit 2. Didactics of  Arts 
 
Unit 3. Marketing for cultural 
heritage 
 
Unit 4. Promotion activities for 
cultural heritage 
 
Unit 5. Financing cultural 

heritage 

Knowledge 
- basic  knowledge of art history and meanings 

of cultural heritage 
- basic knowledge of major cultural works, 

including popular contemporary culture 
- knowledge of the concept of culture, the 

cultural object, history of popular traditions 
and folklore  

- knowledge of the evolution of taste in the 
world  

- knowledge of the functions of cultural 
heritage and of the contemporary art 

- The coaching process 
- Facilitation techniques and tools to artistic 

groups 
- Represent “myself as an artist” and the 

pieces of art through the social media 
- Promote the art and the cultural heritage 

through the SMs 
- Economic impact of cultural heritage 
- Marketing strategies in cultural heritage 
- The marketing mix adapted to cultural 

heritage 
- The Cultural factors, social factors, personal 

factors and psychological factors of the 
marketing in cultural heritage 

- How to make a business plan for cultural 
heritage. Risk analysis and action plan  

- Strategies for promoting the cultural 
dimension of the artistic heritage 

Unit 1: 10 h 
Unit 2: 10 h 
Unit 3: 10 h 
Unit 4: 10 h 
Unit 5: 10 h 

 

TOTAL:50H 

Face-to-face lectures 
Simulation 
practise/Project Work 
Assessment test 
Interactive online 
lectures/animations 
Online discussion on the 
relevant topics 
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- Methodologies for implementing local 
tourisms programs based on the culture of 
the places 

- The concept of sustainability: finding the 
right balance between benefiting from 
cultural heritage today and preserving its 
‘fragile wealth’ for future generations 

- Knowledge of the policy measures for 
facilitating the cultural heritage tourism 
development 

- Strategies for accessing the 
national/regional/local funding for cultural 
heritage 

- Methodologies related to the technique of 
“cloud financing”  

- Strategies for the “commercialisation” of 
heritage sites 

- Basic tools for accessing the European Grant 
Funding sources 

- Knowledge of the Loans by European 
Investment Bank (EIB) or by other banks 

Skills 

- Communication skills 
- Problem solving skills 
- Civic skills 
- Planning & organizing skills 
- Creative And Innovative Thinking Skills 
- Coaching skills 
- Public relation skills 
- Interpersonal skills  
- Attending skills 
- Motivational skills 
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- Listening skills  
- Influence skills 
- Negotiation skills 
- Psychological and pedagogical skills 
- Local development skills 
Competences 

- Creative expression 
- Aesthetic Perception  
- Historical and Cultural Perspective  
- Critical Analysis 
- Assisting a group to brainstorm and problem 

solve 
- Group management processes 
- Communication techniques 
- Promotion and Advertising for cultural 

heritage 
- Implementing marketing strategies for 

cultural heritage 
- Defining Integrated marketing 

Communications 
- Business Planning 
- Display an implicit capacity for original 

thinking in the development or application 
or ideas, in promoting cultural heritage 

- Analyze and evaluate tourism-related 
developments in local context 

- Apply communication strategies to analyse 
situations and communicate with care, 
efficiency and professionalism in the field of 
the promotion of cultural heritage 

- Display the opportunity of financing cultural 
heritage 
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- Identifying the national/regional/local 
funding for cultural heritage 

- Know the importance of the operating and 
maintenance (O&M) costs for cultural 
heritage  

- Developing projects 
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MODULE: VISUAL ARTS – Ref. Qualification: Expert on visual arts (EQF: level4) 
Specific Objectives Units  Learning Outcomes Duration Assessment criteria 

- Learn about the materials 
and their use. 

- Learn how to manipulate and 
adapt a wide range of 
physical materials and 
technologies.  

- Learn the styles in visual arts, 
as they result from art 
history 

- Basic knowledge of major art 
works, including popular 
culture as an important 
record of human history 

- gain awareness of local, 
national and international 
cultural heritage as 
inspirational sources. 

- Acquire knowledge of the 
evolution of taste in the 
world and the importance of 
aesthetics factors in daily life. 

UNIT  1.- Materials and 
techniques, Brainstorming.  
Trainees get to know the basic 
materials and their techniques 
and possibilities through slides 
and videos. Introduction to the 
process of brainstorming 
ideas. 
 
UNIT  2.-  Color Theory, 
Inspiration from nature, 
Inspiration from non-European 
cultures 
Trainees are learning the 
theoretical basis of color 
mixing, and how to utilize 
cultures and nature as a 
source for inspiration. 
 
UNIT  3.-Composition Theory:   
Trainees learn how to conceive 
and compose a new synthesis. 
 
UNIT  4.- Forms of Visual Arts: 
 Familiarize with the 
contemporary visual art scene 
and the forms it takes through 
significant art pieces/artists. 
Practice mixing the techniques 
and materials into new art 

Knowledge 
- Materials and their use in different 

techniques 
- Process of brainstorming and creative 

process. 
- Color theory rules 
- Awareness of inspiration sources in 

everyday life  
- Understanding of the laws of nature and 

laws of geometry in a composition 
- The trainee gains awareness on trends, 

contemporary visual arts scene. 
- The trainee understands the forms of visual 

arts, how they are presented and specified.  
- Combining the materials to make a     mixed 

media piece 
- Combining techniques for a mixed media 

piece. 
- Knows how to develop series of work. 
- Knows how to promote and exhibit his/her 

work. 
Skills 

- Color use, materials use,  
- Finding Inspiration and brainstorming ideas.  
- The trainee  knows how to get inspiration 

from nature, cultures, styles and stimuli. 
- Knowing how to compose a piece from 

scratch. 

Unit 1: 10 h 
Unit 2: 10 h 
Unit 3: 10 h 
Unit 4: 10 h 
Unit 5: 10 h 

 

TOTAL:50H 

 

 

Trainees will be 
evaluated on their 
theoretical knowledge 
and their practical skills 
in all units separately and 
through the Final exam. 
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pieces through videos and 
workshop. 
 
UNIT  5.-  Artistic Styles as 
known from basic art 
movements, Idea 
development, Project 
planning, Developing a series 
of artwork, Promotional 
communication (portfolio), 
Exhibition: 
Trainees learn about Styles 
and basic art movements, 
ways of developing a series of 
personal work through a 
workshop. We also get to 
know how portfolio 
development and presentation 
should be handled and how to 
curate and exhibit work. 
Professional communication 
practice. 
 

- Being able to choose the right expressive 
method and the right visual art form for the 
creation of a piece. 

- Being able to think of ways to combine the 
art forms to make new ones. 

- Being able to create unique mixed media 
pieces 

- The trainee can develop a first idea into a 
concept for a project, plan it and materialize 
it. 

- Developing a complete series of personal 
artwork. 

- Presentation of the work body.  
- Promotional communication, portfolio, 

exhibition. 
Competences 

- Creative expression 
- Aesthetic Perception  
- Communication techniques 
- Business Planning 
- Developing projects 
- Being able to explain the implications and 

applications of creative solutions in a variety 
of contexts,  

- being able to apply critical thinking with 
regard to their own fine art practice and its 
outcomes  

- Being able to evaluate and discuss art 
practice within a broader social, economic 
and aesthetic context. 
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MODULE: AUDIOVISUAL AND MULTIMEDIA– Ref. Qualification: Expert on processing and Layout of Graphic Elements in Pre-impression (EQF: level4) 
Specific Objectives Units  Learning Outcomes Duration Assessment criteria 

- Generate the necessary wire 
geometry to get 3D 
geometric shapes 

- Use the necessary 
mathematical calculations to 
add and subtract volumes 
and for the dynamic edition 
of the design 

- Previous outline of the 
design to carry out 

- Master the layout techniques 
for a professional outcome 

1.- Colour, Visualisation and 
Dynamics of the Shapes  
 
2.- Geometric shapes and 
abstract concepts 
 
3.- 2D and 3D  Shape Design 
 
4.- Layout and Graphic 
composition  
 
5.- Layout and Graphic 
composition (II) 

Knowledge 
- Describe the colour, outline and shape; 

Design and Creativity: Observation and 
Abstraction; Colour: Shade, Value and 
Saturation; Illumination and Shades. 

- Define the physical properties of the 
material: Reflexion, Refraction, Luminance 
and Transparency 

- Explain the shapes’ outline: the shape 
balance and weight; Lineal and Curve 
outlines; Visual angle, Points of view 

- Define changing orders: move, copy, turn, 
scale, equidistance, symmetry,… cut, 
lengthen, connection, chamfer… 

- Define axis and plans systems: orthogonal 
and isometric views 

- Describe 2D drawing orders: line, circle, 
arch, ellipse, rectangle, polygon... 

- Explain the 3D modelling orders: extrusion, 
revolution and sweeping and Boolean 
operations: addition, subtraction and 
intersection.  

- Describe 3D impression: additive technique: 
export of parts to stl format.  

- Explain the balance in Composition, Rhythm 
and Harmony 

- Define Shade, Contrast and Texture 
- List the visual directions in Layout: 

horizontality, verticality… 
- Describe audio-visual elements 

Unit : 6 h 
Unit 2: 10 h 
Unit 3: 15 h 
Unit 4: 9 h 
Unit 5: 10 h 

 

TOTAL:50H 

Unit1:   
- Carry out 2D Shape 

outlines, using the 
parameters of the 
necessary variable 
measurements for their 
dynamic 
transformation, using 
the corresponding 
orders of the software 
used  

- Present the layouts 
carried out in digital 
format for their 
observation, as well as 
the relevant tests of the 
module  

Unit2:  
- Use the necessary 

orders for the creation 
of bi and tridimensional 
environments using the 
corresponding orders of 
the used software  

- -Identify the geometric 
shapes of objects 

- -Identify and create the 
layers. Properties. 

Unit3:  
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- Explain multimedia file import 
- Define the use of Typography in 

Composition. 
Skills 

- Analyse and compare the outlines previously 
carried out to get an improved design 

- Compare the outlines carried out to get the 
best design 

- Solve the relevant volumetric design,  
implementing the relevant orders 

- Implement the orders to build 2D outlines 
- Carry out the necessary changes in 2D 

geometry to get the best design, optimizing 
the process 

- Use correctly the working plans and axis to 
get the 3D shape 

- Import external elements that will be used in 
Layout 

- Elaborate the suitable composition for the 
design presentation 

Competences 

- Elaborate the Project survey to create 
different models by observing the problem 
to be solved. 

- Elaborate geometric shapes and abstract 
designs analysing the necessary parameters 
of the model to optimize the possible 
changes. 

- Elaborate 2D and 3D virtual designs 
analysing the necessary parameters of the 
model to optimize the possible changes and 
reduce costs. 

- Use the necessary 
orders for the creation 
of 3D volumetric 
Objects, using the 
corresponding orders of 
the used software  

- Use the Boolean orders 
to add and subtract 
matter to transform 3D 
volume, using the 
orders learnt regarding 
the used software. 

- Present the designs 
carried out in digital 
format for their 
observation, as well as 
the relevant tests of the 
module. 

Unit4:  
- Carry out the 

Storyboard and the 
Layouts of the 
presentation planned 
from the created design 
or designs. 

- Achieve the Layout of 
the presentation of the 
design carried out using 
the necessary software.  

Unit5:  
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- Create the project Layout, elaborating an 
optimal composition of all the elements 
embedded, getting a good rhythm regarding 
colour and dynamics. 

- Achieve the Layout of 
the presentation of the 
design (Continuation) 

- Present the Layout 
carried out in digital 
format for its 
observation. 
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MODULE: LITERARY ARTS – Ref. Qualification: Expert on creative writing (EQF: level4) 
Objectives Units  Learning Outcomes Duration Assessment criteria 

- Get familiar with the creative 
writing basic techniques in 
order to create meaningful 
texts. 

- Awaken and train imagination 
and memory and prevent the 
“Fear of the blank white 
page” 

- Try to observe the World 
“with different eyes” finding 
unknown aspects in the 
ordinary, the perfectly known 
things. 

- Exercise the use of linguistic 
resources allowing 
developing one’s own style to 
transmit this “other different 
vision of the world” 

1.-HANDS ON PAPER: The 
first steps.Build a tailor-
made space. Search for 
arguments. Capture 
images. Observation and 
interpretation of social and 
personal reality. 
 
2.-THE WRITER’S BLOCK: 
Literary block: how to face 
it (automatic writing, 
fantastic hypothesis). 
 
3.- INVOKING THE MUSES: 
Guessing. Writing starting 
from the end. Fantastic 
pairing. Internal 
monologue. Literary 
memory. Diary. Style 
exercises. Combining 
arguments. Writing 
starting from an image. 
Expansive balloons and 
Word constellations.  
 
4.- WITH THE COOKING 
POT ON THE FLAME: 
Creation stages. Planning. 
First and last paragraph. 

Knowledge 
- Explain fluidly words, feelings, perceptions... 
- Classify writings to express this reality 
- Identify the most common creative writing 

techniques addressed to improve imagination and 
to build arguments 

- Describe different kinds of literary texts and 
stylistic resources. 

- Label literary texts 
- Identify the suitable perspective and narrative 

voice 
- Reproduce different stylistic resources 
Skills 

- Communicate fluently words, feelings, 
perceptions... 

- Analyse facts, events, thoughts, ideas... 
- Produce and Project new thoughts 
- Distinguish internally the thoughts, feelings and 

acts, and analyse the environment 
- Specify linguistic and stylistic resources 
- Project images, sensations... on meaningful 

speeches 
- Distinguish different kinds of literary texts. 
- Categorise literary texts 
- Build messages simply 
- Analyse how to schedule and reduce a text 
- Determine how to show, dramatize… an event 

instead of describing it 
Competences 

Unit 1: 8h 
Unit 2: 7h 
Unit 3: 15h 
Unit 4: 10h 
Unit 5: 10h 

 

TOTAL:50H 

Continuous evaluation by 
doing the suggested 
exercises.  
 
Evaluation criteria: 
- Quality of the language 

use 
- Creativity to use the 

language 
- Flexibility in the use of 

styles and registers 
- Ability to structure 

stories 
- Communicating ability 
- Clarity 
- Originality 
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Visibility. Use of physical 
senses.  
 
5.- WITH THE COOKING 
POT ON THE FLAME: 
Metaphors. The voice of 
the storyteller. The focus. 
Avoid the common places 
and some adverbs and 
adjectives. The most 
common mistakes. 
Suggestions. 
 

- Develop connections between facts, events... 
apparently unconnected. 

- Plan nimbly unexpected facts and events 
- Adapt to new challenges with flexibility 
- Organize and plan writings to express this reality.  
- Create stories, speeches, arguments... 
- Communicate, express and formulate 

impressions, knowledge, by means of the written 
word 

- Combine different stylistic resources 
- Define one’s own narrative voice 
- Communicate and formulate messages easily 
- Evaluate and incorporate a literary commitment 

with impalpable reality in a globalised, virtual 
world, dominated by the homogenisation of 
messages and the reduction of vital experience to 
superficiality. 

- Develop empathy and complicity with other 
readers and writers. 
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MODULE: PERFORMING ARTS – Reference Qualification: Expert on representation and interaction in scenic arts (EQF: level4) 
Specific Objectives Units  Learning Outcomes Duration Assessment criteria 

- Develop the proactive 
attitude: initiative, self-
management of their time 
and resources, self-discipline 
/ self-motivation and ability 
for adaptation 

- Self-consciousness of their 
own creative process: search 
for inspiration, elaboration 
of the idea seed, project 
definition, creativity in 
performances, expectancy 
management 

- Work on the real thing: the 
participants should carry out 
simple and effective ideas to 
strengthen their professional 
competences. 

- Reinforce that / those scenic 
arts subject/s in which the 
student wants to get 
developed in 

1.- Identity and 
representation 
 
2.- Shape and narrative 
in scenic arts 
 
3.- Generate interaction: 
train, boost, influence 
 
4.- Generate interaction: 

train, boost, influence (II) 

Knowledge 
- Identify the key points of the own creative process 
- Describe the perfectionism vs optimism 
- Define the own creative process without critical 

judgment 
- Identify the basic elements of the performing 

structures 
- Describe the shape through the observation 
- Explain the own creative process of the work 
- Classify group dynamics 
- Describe the theory of collective creative 

processes 
- Identify leadership styles 
- Expose the 7P's Gamestorming and its application 

to the performing arts 
- Give examples of nonviolent communication 
Skills 

- Determine the speaking and voice training 
- Apply the self-motivation and introspection 
- Control the emotions and moods 
- Analyze the valid referents concerning the 

performing to use them in the own creation. 
- Storytelling 
- Discuss the narrative structure shapes 
- Analyze the narrative form or structures of two 

works or performing interesting for students 
- Analyze the shape through the observation 

Unit 1: 18h 
Unit 2: 16h 
Unit 3: 10h 
Unit 4: 6h 

 

TOTAL:50H 

Method: observation, 
project submission and 
making the process 
carried out to develop 
the project visible. 
 
Criteria: 
- Comply with the 

deadlines set in each 

didactic unit. 

- Focus on results 

Involvement in the 
exercise development.  
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- Analyze factors that facilitate or impede apply the 
coaching or skills to train others 

- Demonstrate leadership when it comes to carrying 
out a team project 

- Apply active listening 
- Use motivation 
- Apply teamwork 
Competences 

- Adapt the internal work process to the objectives 
and criteria required. 

- Create an art project on demand. 
- Define the self-knowledge of the own creative 

process and overcoming obstacles. 
- Develop the talents knowledge and individual 

identity. 
- In a professional environment, clarify in a narrative 

way the creation strengths to the customer, 
making visible the creative process in an 
understandable and effective way. 

- Generate the emotional effects of the narrative 
rhythms on the audience. 

- Decide useful clues to extrapolate to the creations 
and to what part give greater narrative force. 

- Criticize the forms and structures 
- Strengthen teams meeting their needs and the 

creative purpose  
- Generate enabling environments for creating 
- Integrate the conflict management within the 

group 
- Plan rehearsals and generate teaching-learning 

process 
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- Manage the adversities in collective creative 
processes 
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Annexes 
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MODULE: BUSINESS ADMINISTRATION /MANAGEMENT  
 

MODULE: BUSINESS AND ADMINISTRATION/MANAGEMENT 

General Objective: The module will Improve trainee’s self - employability and entrepreneurship 

by teaching them to manage their own development and take ownership of 

their careers. Trainees will learn about relevant topics within business 

administration and management and they will learn how to apply these 

topics to their present and future professional situation. Budgeting, project 

management, professional  development, some examples of the module's 

issues  

Specific Objectives  Teach trainees how to manage the process to develop their own 

business 

 Teach trainees how to manage their career and their timeframe 

 Teach trainees how to develop leadership 

 Teach trainees how to develop planning and organizing      

competencies linked to the business and administration topics 

 An introduction to finance 

 An introduction to budget and its process 

 Teach trainees to set up a business plan 

5 Units  

 

The specific areas the module is focused on: 

Unit 1. Introduction to Management. The trainees will learn about the main 

elements of the management 

Unit 2. Planning and Organization. The trainees will learn how to plan and 

organize their own job and business 

Unit 3. Introduction to Finance. The trainees will learn about the main 

elements of finance 

Unit 4. Introduction to Budget. The unit will be focused on the concept of 

budget. The trainees will learn some info about the budget, like how to 

manage a business plan 

Unit 5.  Management. Some info about the meaning of management and 

how its process works 
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Learning Outcomes of 

the module 

 The trainees will realize the importance of organization, planning and 

punctuality 

 The trainees will develop some familiarity with the basics of project 

management 

 The  trainees will learn how to manage a project from beginning to 

end 

 The trainees will know how to manage a budget 

 The trainees could make a professional estimation of potential costs 

and income of their project 

 The trainees will develop the capacity to be comfortable with working 

with different coworkers 

 The trainees will know how to make decisions in a difficult situation 

 The trainees can work independently and take ownership of a project 

 The trainees will gain firsthand experience 

Module duration 50 hours (35 hours e - learning / 15 hours face to face) 

Unit 1:10 hours 

Unit 2: 15 hours 

Unit 3: 10 hours 

Unit 4: 10 hours 

  Unit 5: 5 hours 

Evaluation method 

and criteria 

Face-to-face lectures 

Simulation practise 

Assessment test 

Interactive online lectures 

Online discussion on the relevant topics 

 

The trainees will start learning about a business plan for a specific project of 

their choice. They will work on this project for the duration of the course. 

This allows them to apply everything they have learned during the module. 

The trainees will make a personal budget to add to their business plan and 

try to finalize the project itself. At the end of the module they will present 

their final  project. 
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ECVET Unit 1: Introduction to Management 

Reference Qualification: Expert in Business and Management 

EQF Level E4 

Learning Outcomes ● Have an awareness of personal style and preference and be confident in 

using that understanding to manage their own contribution  

● be confident in adapting management style to achieve desired impact 

and outcomes 

● have practised the key skills of setting out expectations, agreeing 

objectives, reviewing achievement and steering future performance 

Knowledge Skill Competence 

● Being familiar

 with resources and               

techniques to get 

employment   

● Meaning and concept of 

management 

● The main elements of 

management 

● How to manage 

and how to plan 

● Be able to initiate 

a project 

● Develop the 

capacity of  

administration 

 

● Initiative 

● Creativity 

● Entrepreneurial  thinking 

● Self - management 

 

 

  



  Skills for the Creative Economy - 2014 – 3174 / 001 - 001 
 

 

 
41 

 

 

ECVET Unit 2: Planning and Organization 

Reference Qualification: Expert in Business and Management  

EQF Level E4 

Learning Outcomes ● Efficient use resources 

● Establishing goals 

● Managing Risk And Uncertainty 

● Creating Competitive Advantages 

Knowledge Skill Competence 

● Meaning and concept of 

planning and organizing 

● The planning process 

● Main elements of 

planning 

● Different types of 

planning 

 

  

 

● Management and 

planning 

● Be able to initiate a 

project 

● How to deal with the 

concept of planning 

● How to deal with the 

issue of  organizing 

● Developing the making 

decision 

 

● Initiative 

● Entrepreneurial thinking 

● Self - management 
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ECVET Unit 3: Introduction to Finance 

Reference Qualification: Expert in Business and Management 

EQF Level E4 

Learning Outcomes ● The trainees will learn some issues about the meaning of Finance 

● The trainees will learn the relationship between business and finance 

● The trainees will learn the importance of the timeframe in Finance 

Knowledge Skill Competence 

● Basic knowledge of 

Finance 

● Knowledge about the 

main elements of 

Finance 

● The link between Finance 

and Business 

 

● Knowing how to 

manage the time 

periods for Finance 

● Knowing how to deal 

with Finance aspects 

like its sources 

● Management 

● Project  management 

● Leadership 

 

ECVET Unit 4: Introduction to Budget 

Reference Qualification: Expert in Business and Administration  

EQF Level E4 

Learning Outcomes ● The trainees will learn how to deal with a budget issue 

● The trainees will learn about the different characteristics of the budget 

Knowledge Skill Competence 

● Knowledge about budget 

and its process 

● knowledge about the 

elements of the  budget 

● The business plan 

● The financial plan 

 

 

● Focusing on the 

project goals 

● Budgeting 

process 

● Learning how to 

deal with a 

business plan 

steps 

● Leadership 

● Making decision process 

● Measuring the own capacity of planning 
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ECVET Unit 5: Management 

Reference Qualification: Expert in Business and Management 

EQF Level E4 

Learning Outcomes ● Trainees  will demonstrate their knowledge of business and 

management principles  

● Trainees will demonstrate critical-thinking and problem solving skills 

● Trainees will demonstrate a sense of responsibility and a capacity for 

service 

● Trainees will demonstrate the ability to recognize when change is 

needed, adapt to change as it occurs, and lead change 

● Trainees will demonstrate an understanding of their personal interests, 

abilities, strengths, and weaknesses as the pertain to their chose career 

field 

Knowledge Skill Competence 

● Some knowledge about 

the history of  

management 

● Project management 

framework 

● The leadership 

 

  

● Knowing how to 

manage a project 

● Knowing how to 

deal with the 

different aspects of 

a project  

● Review Advanced Topics in   

● Management and Leadership 

● Design the management and the 

leadership development plans 
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ECVET Unit 1: Introduction to Management 

Reference 
Qualification: 

Expert in Business and Management 

Module Title                          Business and Administration/Management 

Module Type Common Module 

Module Theme                                                  Business  

                                    Training Methods Training hours Weight  

 

Instructor-
led/Classroom-based 

Theoretical 
learning 

Lectures, classes 5 50% 

E- learning Interactive online 
lectures 

Online discussion 
on the relevant 
topics 

          5 50% 

                                          Total training hours 10 

                                         Total ECVET points 0,75 

 

                                    ECVET Unit 2: Planning and Organization 

Reference 
Qualification: 

Expert in Business and Management 

Module Title                            Business Administration/Management 

Module Type Common Modules 

Module Theme Business 

                                    Training Methods Training hours Weight  

 

Instructor-
led/Classroom-based 

Theoretical 
learning 

classes, lectures 5 33% 

E -  learning Interactive online 
lectures/Online 
discussion on the 
relevant topics 

10 66% 

                                          Total training hours         15 

                                         Total ECVET points      1,125 
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ECVET Unit 3: Introduction to Finance 

Reference 

Qualification: 

                     Expert in Business and Management 

Module Title Business and Administration/Management 

Module Type Common Modules 

Module Theme                                                   Business 

                                    Training Methods Training hours Weight  

E-learning Interactive online lecture 

Online Project work  

Online discussion on the relevant topics 

10 100,00 % 

                                          Total training hours          10 

                                         Total ECVET points        0,75 

 

ECVET Unit 4: Introduction to budget 

Reference 

Qualification: 

                        Expert in Business and Management 

Module Title                           Business and Administration/Management 

Module Type Common Modules 

Module Theme Business 

                                    Training Methods Training hours Weight  

E-learning Interactive online lectures 

Online Project work  

Online discussion on the relevant topics 

10 100 

                                          Total training hours 10 

                                         Total ECVET points 0,75 
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ECVET Unit 5: Management 

Reference 

Qualification: 

Expert in Business and Management 

Module Title Business and Administration/Management 

Module Type Common Modules 

Module Theme Digital networking 

                                    Training Methods 
Training 

hours 

Weight  

Instructor-

led/Classroom-based 

Theoretical 

learning 

 5 100% 

                                          Total training hours          5 

                                         Total ECVET points 0,375 
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MODULE: NETWORKING/ DIGITAL AND MEDIA COMMUNICATION  
 

MODULE: Networking/digital and media communication 

General Objective: The module provides participants with a simple and structured approach to 
communication, formal and informal interactions in order to allow 
participants to organize their thoughts or ideas rapidly and to communicate 
spontaneously, concisely and effectively to others.  
This module explores also the intersections between information, 
communication, and meaning in today’s social media world, it aims to teach 
students how to create an online strategy, engage on Facebook, Twitter, 
Google+, Linkedin and YouTube, provoke multimedia buzz, optimise the 
online space for search, and excel in digital crisis communications, how to 
create and maintain a social media presence for business, learning to use 
social media for public relations and communications purposes. 
In fact, in today’s rapidly-evolving media landscape, social media has not 
only become a fundamental tool for communication, but a must-have skill in 
a multitude of industries. Understanding how to communicate with social 
media is key to your success in today’s digital landscape. With the right 
amount of practice and social media education, students and professionals 
are empowered with a competitive edge in their studies, careers and 
communications. 

Specific Objectives  Examine some of the fundamental components of strategic 

communications; 

 Explain the theories of communication, persuasion and ethics; 

 Describe an understanding of effective communications; 

 Describe how social media has changed the way we  communicate 

and the way we do business; 

 Describe how social media fits in with other digital tools and 

marketing approaches; 

 Explain how create and manage social presences on Facebook, 

Twitter, Youtube, Instagram and Google+ and how communicators 

are using these networks; 

 Explain which are the best practices around social media etiquette 

as well as the nuances of specific social networks to help you 

communicate effectively online; 

 Explain how to have a consistent personal brand and professional 

online presence; 

 Explain the fundamentals of creating and managing social 

presences on LinkedIn, Instagram, and Youtube, and how these 

networks are being used for PR and communications; 

 Explain how to create a social media analytics report; 

 Explain how to follow a social media policy responsibly; 

 Explain how to apply the techniques of storytelling and online self-

presentation to create a social e-portfolio. 

 



  Skills for the Creative Economy - 2014 – 3174 / 001 - 001 
 

 

 
48 

 

5 Units  
Each UNIT should be 
described in detail in 
the template below 

The specific areas the module is focused on 
Unit 1. Principles and Techniques of Effective Communication  
Unit 2. Internet Communication 
Unit 3. Social Networks and personal branding 
Unit 4. Social Media Tools and Applications  
Unit 5. Social e-portfolio and techniques of online self-presentation 

Learning Outcomes of 
the module 

By the completion of this module, participants will be able to: 

 Identify, and critically analyse, influences on communication 

 Critically examine and evaluate their own communication skills and 
those of others 

 Demonstrate competency in basic verbal and non-verbal 
communication skills 

 Present information in a structured, coherent and appropriate 
manner 

 Understand the communication attributes of digital media 

 Understand social media fundamentals 

 Understand basic social media etiquette 

 Create a social media campaign 

 Build a consistent online brand and possible personality 

 Publish social media updates and engage with a community 

 Apply social media best practices to enhance their personal brand 

 Understand social media advertising 

 Manage social media  

 Measure site traffic using Google Analytics 

 Create and follow a social media policy 

 Create a social e-portfolio using storytelling and techniques of 
online self-presentation 

Module duration 50 hours 
Unit 1: 4 h 
Unit 2: 8 h 
Unit 3: 10 h 
Unit 4: 24 h 
Unit 5: 4 h 

Evaluation method 
and criteria 

Face-to-face lectures 
Simulation practise 
Assessment test 
Interactive online lectures/animations 
Online discussion on the relevant topics 
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ECVET Unit 1 : Principles and Techniques of Effective Communication 

Reference Qualification: Expert in effective digital communication  

EQF Level E4 

Learning Outcomes  Identify, and critically analyse, influences on communication; 

 Know the basic principles of communication 

 Demonstrate an understanding of effective communications; 

 Critically examine and evaluate their own communication skills and 
those of others; 

 Demonstrate competency in basic verbal and non-verbal 
communication skills; 

 Determine the critical communications requirements for a given 
situation; 

 Present information in a structured, coherent and appropriate manner; 

 Work within a group to present a consistent and coherent message. 

Knowledge Skill Competence 

 Basic principles of 
communication; 

 

 Defining communication: 
types, patterns and 
modes of communication;  
 

 channels of 
communication; 
 

 the communication 
process; 
 

  transmission and 
reception; 
  

 barriers to effective 
communication;  
 

 lingustic communication; 
 

 sensory reception;  
 

 non-verbal 
communication; 
 

 first impressions;  
 

 one-to-one vs. one-to-
many communication;  
 

 group communication 

 Communication skills 
 

 Networking skills 
 

 Technical skills 
 

 Interpersonal skills for 
influence 
 

 Attending skills  
 

 Verbal response skills 
 

 Non verbal 
communication skills 
 

 Motivational skills 
 

 Listening skills  
 

 Influence skills 
 

 Negotiation skills 
 

 Team work skills 
 

Communication competences: 
- Linguistic competence (Knowing how to use the 
grammar, syntax, and vocabulary of a language. 
What words do I use? How do I put them into 
phrases and sentences?); 

 Sociolinguistic Competence: appropriateness 
(Knowing how to use and respond to language 
appropriately, given the setting, the topic, and 
the relationships among the people 
communicating - Knowing how to use and 
respond to language appropriately, given the 
setting, the topic, and the relationships among 
the people communicating); 

 Discourse Competence: cohesion and 
coherence 

(Knowing how to interpret the larger context and 
how to construct longer stretches of language so 
that the parts make up a coherent whole. How 
are words, phrases and sentences put together 
to create conversations, speeches, email 
messages, etc…); 

 Strategic Competence: appropriate use of 
communicative strategies 

(Knowing how to recognize and repair 
communication breakdowns, how to work 
around gaps in one’s knowledge of the language, 
and how to learn more about the language and in 
the context. How do I know when I’ve 
misunderstood or when someone has 
misunderstood me? What do I say then? How 
can I express my ideas if I don’t know the name 
of something or the right verb form to use). 

 



  Skills for the Creative Economy - 2014 – 3174 / 001 - 001 
 

 

 
50 

 

ECVET Unit 2 : Internet Communication 

Reference Qualification: Expert in effective digital communication  

EQF Level E4 

Learning Outcomes  Know the impact of new media on communication in global context 

 Know the basic principles of online communication: internet communication 

and CMC (Computer Mediated Communication) 

 Identify, and critically analyse, influences on online communication; 

 Develop a messages that should be relevant and appropriate to the audience 

 Demonstrate competency in basic verbal and writing online communication 

skills; 

 Present information in a structured, coherent and appropriate manner; 

 Work within a group to present a consistent and coherent message. 

Knowledge Skill Competence 

 The evolution in the 

communication process 

 

 Basic principles of online 

communication; 

 

 Persuasive writing in the 

Social networks 

 

 CMC or Computer 

Mediated Communication 

 

 Basic principles of online 

psychology 

 

 
  

 
 
 
 
 

 Communication skills 

  

 Computer basic skills 

 

 Life skills 

 

 Networking skills 

 

 Technical skills 

 

 Interpersonal skills for 

influence 

 

 Attending skills  

 

 Motivational skills 

 

 Listening skills 

 

 Influence skills 

 
 

 Basic competences: 

 Writing with a computer - Aim: To learn and exercise 
computer basic skills and concepts. 

 Keeping in touch with others via the Internet - Aim: 
How to communicate via computer – email, social 
network and Web-based application; 

 How to find exactly what you are looking for 
(Information Search on the Internet ) Aim: Improving 
"search skills"; 

 Services on the Internet - Aim: Discover the world of 
information opportunities and services on the 
Internet; 

 Where you might go next (further e-learning 
opportunities on the Internet) Aim: Further learning 
and information opportunities on the Internet and 
Computer-based. 

 
Communicative competences:                                                    
- Linguistic competence (Knowing how to use the 
grammar, syntax, and vocabulary of a language. What 
words do I use in the social networks? How do I put them 
into phrases and sentences?); 
- Strategic Competence: appropriate use of the online 
communication strategies (Knowing how the technology 
can persuade; learning how we can improve our online 
communication; Knowing how to develop a 
Comprehensive Online Communications Strategy; 
Knowing how to develop an effective communication, 
Knowing how to develop messages that should be 
relevant and appropriate to the audience); 
 
Advanced competences:   
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- Communicate and manage information online (Knowing 
how to profit by the communication possibilities over the 
Internet);  

- Solve problem (Knowing how to identify digital needs, 
solve problems through digital means, asses the 
information retrieved). 
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ECVET Unit 3 : Social Networks and personal branding  

Reference Qualification: Expert in effective digital communication  

EQF Level E4 

Learning Outcomes  Find the right social network  

 Design your social media profile pages  

 Build a community and engage with your followers 

 Create a brand identity and positive brand association 

 Develop a social media strategy to effectively target people who are 

interested in your business, product or service 

Knowledge Skill Competence 

 Basic knowledge of the 
main social media; 

 

 The characteristics of a 
social media for enhance 
your brand 
 

 Fundamentals of creating 
and managing social 
presences and personal 
branding on social 
networks; 
 

 
 

 

 
  

 
 
 
 
 

 Communication skills 

 

 Computer basic skills 

 

 Digital skills 

 

 E-skills 

 

 Creative skills 

 

 Public relation skills 

 

 Networking skills 

 

 Attending skills 

 

 Influence skills 

 

 Personal branding skills 

 

 Critical thinking  

 

 Problem-solving skills 

Basic competences: 

 Writing with a computer - Aim: To learn and 
exercise computer basic skills and concepts; 

 Keeping in touch with others via the Internet 

 Aim: How to communicate via computer – 
email, social network and Web-based 
application; 

 How to find exactly what you are looking for 
(Information Search on the Internet ) Aim: 
Improving "search skills"; 

 Services on the Internet - Aim: Discover the 
world of information opportunities and 
services on the Internet; 

 Where you might go next (further e-learning 
opportunities on the Internet) - Aim: Further 
learning and information opportunities on the 
Internet and Computer-based; 

Communicative competences: 

 Linguistic competence (Knowing how to use 
the appropriate language in order to enhance 
the personal brand); 

 Strategic Competence:  appropriate use of the 
social media to build your  personal brand  
(Knowing how to find the right social network 
for you; Knowing how to use social media to 
build your personal brand; Knowing how to 
promote and manage a personal brand on 
social media; Knowing the top tips for 
personal branding on social media; Knowing 
how to build a personal brand through social 
networking). 

Strategic competences: 

 Communicate and manage information on 
Internet (Knowing How to profit by the 
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communication possibilities over the 
Internet);  

 Solve problem (Knowing How to identify 
digital needs, solve problems through digital 
means, assess the information retrieved). 
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ECVET Unit 4 : Social media tools and application  

Reference Qualification: Expert in effective digital communication  

EQF Level E4 

Learning Outcomes  Be able to apply the techniques of storytelling 

 Be able to apply the techniques of online-presentation 

 Design your social portfolio using storytelling 

 Be able to manage impressions 

 Be able to create desired impressions 

 Build a community and engage with your followers 

 Create content that people actually share 

 Manage your social media presence  

Knowledge Skill Competence 

 

 Fundamentals of 
storytelling; 
 

 The rules of storytelling 
 

 

 The Psycology of sharing 
 
 

 Techniques of online 
self-presentation 
 

 Social Media 
Management Tools 
 

 Social Media Best Practise 
 

 
 

 Communication skills 
 

 Digital skills 
 

 E-skills 
 

 Creative skills 
 

 Self-presentation skills 
 

 Public relation skills 
 

 Networking skills 
 

 Interpersonal skills for 
infulence 
 

 Attending skills 
 

 Motivational skills 
 

 Listening skills  
 

 Influence skills 
 

 Behavioral Skills 
 

 problem-solving skills 

Basic competences: 

 Writing with a computer - Aim: To learn and 
exercise computer basic skills and concepts; 

 Keeping in touch with others via the Internet 

 Aim: How to communicate via computer – 
email, social network and Web-based 
application; 

 How to find exactly what you are looking for 
(Information Search on the Internet ) Aim: 
Improving "search skills"; 

 Services on the Internet - Aim: Discover the 
world of information opportunities and 
services on the Internet; 

 Where you might go next (further e-learning 
opportunities on the Internet) - Aim: Further 
learning and information opportunities on the 
Internet and Computer-based; 

 

Communicative competences: 

-   Linguistic and creative competence (Knowing 

how to use the appropriate language in order to 

create a social portfolio using storytelling);  

Strategic/creative competences: 
- Identifying stories to tell 
(Knowing the rules of storytelling; Knowing how 
identify the stories to tell; Tapping the most 
effective medium; knowing the most important 
techniques of online self-presentation);  
- Create and share content 
(knowing the psychology of sharing; knowing 
how to communicate through online tools, taking 
into account privacy, safety and netiquette; how 
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to evaluate the quality of information found on 
the Web and to identify responsible and ethical 
behaviours when creating or using online 
content; how to integrate and re-elaborate 
previous knowledge and content, construct new 
knowledge;  
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ECVET Unit 5 : Social e-portfolio and techniques of online self-presentation  

Reference Qualification: Expert in effective digital communication  

EQF Level E4 

Learning Outcomes  Find the right social network  

 Design your social media profile pages  

 Build a community and engage with your followers 

 Create a brand identity and positive brand association 

 Develop a social media strategy to effectively target people who are 

interested in your business, product or service 

Knowledge Skill Competence 

 Basic knowledge of the 
main social media; 

 

 The characteristics of a 
social media for enhance 
your brand 
 

 Fundamentals of creating 
and managing social 
presences and personal 
branding on social 
networks; 
 

 
 

 

 
  

 
 
 
 
 

 Communication skills 

 

 Computer basic skills 

 

 Digital skills 

 

 E-skills 

 

 Creative skills 

 

 Public relation skills 

 

 Networking skills 

 

 Attending skills 

 

 Influence skills 

 

 Personal branding skills 

 

 Critical thinking  

 

 Problem-solving skills 

Basic competences: 

 Writing with a computer - Aim: To learn and 
exercise computer basic skills and concepts; 

 Keeping in touch with others via the Internet 

 Aim: How to communicate via computer – 
email, social network and Web-based 
application; 

 How to find exactly what you are looking for 
(Information Search on the Internet ) Aim: 
Improving "search skills"; 

 Services on the Internet - Aim: Discover the 
world of information opportunities and 
services on the Internet; 

 Where you might go next (further e-learning 
opportunities on the Internet) - Aim: Further 
learning and information opportunities on the 
Internet and Computer-based; 

 

Communicative competences: 

 Linguistic competence (Knowing how to use 

the appropriate language in order to enhance 

the personal brand); 

 Strategic Competence:  appropriate use of the 

social media to build your  personal brand  

(Knowing how to find the right social network 

for you; Knowing how to use social media to 

build your personal brand; Knowing how to 

promote and manage a personal brand on 

social media; Knowing the top tips for 

personal branding on social media; Knowing 

how to build a personal brand through social 

networking). 
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Strategic competences: 

 Communicate and manage information on 
Internet (Knowing How to profit by the 
communication possibilities over the 
Internet);  

 Solve problem (Knowing How to identify 
digital needs, solve problems through digital 
means, assess the information retrieved). 
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ECVET Unit 1: Principles and Techniques of Effective Communication 

Reference 
Qualification: 

Expert in effective digital communication 

Module Title Networking/digital and media communication 

Module Type Common Module 

Module Theme Communication  

                                    Training Methods Training hours Weight  

 
Instructor-

led/Classroom-based 

Theoretical 
learning 

Lectures 2 50% 

Practical 
learning 

Simulation practise 
 

0 0% 

E-learning  Interactive online 
lectures/animations  

 Interactive forum 
(synchronous and 
asynchronous forum) 

 Online discussion on the 
relevant topics 

2 50% 

Other  
 

0 0% 

                                          Total training hours 4 

                                         Total ECVET points 0,3 

 

ECVET Unit 2: Internet Communication 

Reference 
Qualification: 

Expert in effective digital communication 

Module Title Networking/digital and media communication 

Module Type Common Modules 

Module Theme Communication 

                                    Training Methods Training hours Weight  

 
Instructor-

led/Classroom-based 

Theoretical 
learning 

 
2 25% 

Practical 
learning 

 0 0% 

E-learning 1. Interactive online 
lectures/animations  

2. Interactive forum 
(synchronous and 
asynchronous forum) 

3. Online discussion on 
the relevant topics 

6 75% 

Other  
 

0 0% 

                                          Total training hours 8 

                                         Total ECVET points 0,6 
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ECVET Unit 3: Social networks and personal branding 

Reference 
Qualification: 

Expert in effective digital communication 

Module Title Networking/digital and media communication 

Module Type Common Modules 

Module Theme Digital networking 

                                    Training Methods Training hours Weight  

 
Instructor-

led/Classroom-based 

Theoretical 
learning 

 
2 20,00 % 

Practical learning  0 0% 

E-learning  Interactive online 
lectures/animations  

 Interactive forum 
(synchronous and 
asynchronous forum) 

 Online Project work  

 Online discussion on the 
relevant topics 

8 80,00 % 

Other  
 

 0% 

                                          Total training hours 10 

                                         Total ECVET points 0,75 

 

ECVET Unit 4: Social media tools and application 

Reference 
Qualification: 

Expert in effective digital communication 

Module Title Networking/digital and media communication 

Module Type Common Modules 

Module Theme Digital networking 

                                    Training Methods Training hours Weight  

 
Instructor-

led/Classroom-based 

Theoretical 
learning 

 
7 29,16% 

Practical learning  0 0% 

E-learning  Interactive online 
lectures/animations  

 Interactive forum 
(synchronous and 
asynchronous forum) 

 Online Project work  

 Online discussion on the 
relevant topics 

17 70,83 % 

                                          Total training hours 24 

                                         Total ECVET points 1,8 
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ECVET Unit 5: Social e-portfolio and techniques of online self-presentation 

Reference 
Qualification: 

Expert in effective digital communication 

Module Title Networking/digital and media communication 

Module Type Common Modules 

Module Theme Digital networking 

                                    Training Methods 
Training 

hours 
Weight  

Instructor-
led/Classroom-

based 

Theoretical 
learning 

 
2 50% 

Practical 
learning 

 0 0% 

E-learning  Interactive online 
lectures/animations  

 Interactive forum 
(synchronous and 
asynchronous forum) 

 Online Project work  

 Online discussion on the 
relevant topics 

2 50% 

Other  
 

 0% 

                                          Total training hours 4 

                                         Total ECVET points 0,3 
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MODULE: ENTREPRENEUR SKILLS AND SOCIAL ENTREPRENEURSHIP  
 

MODULE: Entrepreneurial Skills and Social Entrepreneurship  
General Objective: Develop the trainee's general knowledge on 

entrepreneurship and its social counterpart.  Build skills that 
will allow the trainee to compete in the market by building 
confidence, social and technical skills and apply theoretical 
principles.   

 

Specific Objectives - Understand  the basic differences between, self-
employment, startup,  social and conventional 
entrepreneurship   

- Learn the effect of fear in starting a business 
- Understand the effect of team work in business  
- Acknowledge the basic communication challenges and 

build communication skills   
- Understand and use practical management tools and 

framework to build and test a new  venture idea 
- Embrace creativity and use tools and get familiar with 

tools to enhance it.  
- Get familiar with new age marketing and social media 

influence to business 
- Understand new consumer trends  
- Know how to build a presence in social media   

 

Units (1-5) 
Each UNIT should be described in 
detail in the next template 

Introduction to entrepreneurship concept  
By the end of the Unit the student will be able to explain 
what is entrepreneurship, what are the differences between 
self employment and entrepreneurship and understand the 
distance between a traditional and a social enterprise.  
 
2.- Personal and Professional Development  
This unit aims to supports the student’s development  of 
personal and professional attitudes and abilities appropriate 
to a Professional Training placement and future employment. 
The focus areas of the course are on communication, 
creativity and working in Teams. Student will develop 
awareness of the the fundamentals while they will have the 
chance to explore the units from the inside experiencing 
different stimuli through the assigned learning activities.  
 
3.- From Idea to business venture  
By the end of the Unit the student will be able to understand 
how to craft a business plan, use tools to create a biusiness 
model and identify appropriate resources to fund the 
potential  venture 
 
4.-Marketing in the New Age  
By the end of the Unit the student will be able to explain ow 
new age transformed the marketing process and will be 
aware of using the new tools of digital economy for business 
puprose. Additionally the unit makes reference on social 
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marketing a new open theory approach to benefit society as 
a whole from making better decisions to changing their life.   
 
5.-Final project: Developing a series of personal work. 
Trainees learn how to prepare for launching a business, 
develop hypothesis and test its sustainability and potential. 

Learning Outcomes of the module • Techniques of business  

• Brainstorming ideas / inspiration and using tools to boost 

creativity  

• Awareness of Communication skills  

• Awareness of team effectiveness  

• Apply tools for business model testing   

• Know how to set up Social Media presence  

Module duration 50 HOURS (35 theoretical + 15 practical) 
 
Unit 1: 15h (practical and theoretical) 
Unit 2: 10h  (practical and theoretical) 
Unit 3: 10h (practical and theoretical)) 
Unit 4: 10h (practical and theoretical)) 
Unit 5: 5hrs Practical  
 

Evaluation method and criteria Trainees will be evaluated on their theoretical knowledge and 
their practical skills in all units equally. 

 

MODULE: Entrepreneurial Skills and Social Entrepreneurship 

ECVET Unit 1: Introduction to entrepreneurship  

Reference Qualification:  

EQF Level Level 4 

Learning Outcomes By the end of the Unit the student will be able to 
explain what is entrepreneurship, what are the 
differences between self employment and 
entrepreneurship and understand the distance 
between a traditional and a social enterprise.  
 

Knowledge Skill 

• Entrepreneurship concept  
• Social Entrepreneurship concept  
• Human centered design  
• Fear Failure  
• Innovation and Social Innovation  

-Clear understand of what is a social mission 
Design -human centered business models  
-Design venture models  based on innovation  
-Avoid affect of fear on starting up 
-Confidence over idea generation capability  
  

 

 

 

 

MODULE: Entrepreneurial Skills and Social Entrepreneurship 



  Skills for the Creative Economy - 2014 – 3174 / 001 - 001 
 

 

 
63 

 

ECVET Unit 2: Personal and Professional Development  

Reference Qualification:  

EQF Level Level 4 

Learning Outcomes  
This unit aims to supports the student’s development  of 
personal and professional attitudes and abilities 
appropriate to a Professional Training placement and 
future employment. The focus areas of the course are on 
communication, creativity and working in Teams. 
Student will develop awareness of the the fundamentals 
while they will have the chance to explore the units from 
the inside experiencing different stimuli through the 
assigned learning activities.  
 

Knowledge Skill 

• Basic communication theory  

• Creativity and barriers  

• Creativity tools  

• Problems and challenges within 
teams  

 
 
 

• Develop Listening skills  

• Communication skills  

• Use models to boost creativity  

• Understand and predict basic challenges in 
working with teams  

• Be a better team player  

 

MODULE: Entrepreneurial Skills and Social Entrepreneurship 

ECVET Unit 3: From Idea to Business Venturwe   

Reference Qualification:  

EQF Level Level 4 

Learning Outcomes By the end of the Unit the student will be able to understand 
how to craft a business plan, use tools to create a business 
model and identify appropriate resources to fund the 
potential  venture 
 

Knowledge Skill 

 

• Setting Goals and objectives  

• Basic tools for business modeling 

• Business plan sections and units  

• Understand Mission, vision and 
values    

• Funding process for startups 

• Communicating the idea: Pitch  

• Basic management and planning 
tools  
 

 
 

• SMART goals model application 

• Apply SWOT Analysis 

• Apply competitive forces framework 

• Business modeling skills  

• social business modeling skills  

• Develop effective company profile  

• Develop a business plan  

• Ability to calculate [potential sustainability  
 

 
 
 

MODULE: Entrepreneurial Skills and Social Entrepreneurship 

ECVET Unit 4: Marketing in the new Age  

Reference Qualification:  
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EQF Level Level 4 

Learning Outcomes By the end of the Unit the student will be able to 
explain ow new age transformed the marketing 
process and will be aware of using the new tools of 
digital economy for business puprose. Additionally 
the unit makes reference on social marketing a new 
open theory approach to benefit society as a whole 
from making better decisions to changing their life.   
 

Knowledge Skill 

 

• Marketing in the  digital age  

• The prosumer concept  

• Value creation for consumer  

• Social media business presence  
 
 
 
 

 

• Setup social media pages for business  

• Launch consumer –oriented business  

• Listen to consumers needs  

• Name difference and of social and 
conventional  marketing 
 

 

MODULE: Entrepreneurial Skills and Social Entrepreneurship 

ECVET Unit 5: Practical Exercise Unit  

Reference Qualification:  

EQF Level Level 4 

Learning Outcomes Developing a series of personal work. Trainees 
learn how to prepare for a business model 
based on a specific framework based on their 
desired project. 
 

Knowledge Skill 

• knows how to develop series of work. 
• knows how to promote and exhibit  his/her 
work. 

• Developing a complete series of 
personal artwork. 
• Presentation of the work body. 
• Promotional communication, portfolio, 
exhibition. 

 
 

MODULE: CRAFT  
 

 

MODULE: CRAFT 

General Objective: Develop the trainee’s artisan skills to a professional standard. 

Specific Objectives ● Learn about the types of crafts that exist 

● Learn about the basic craft techniques 

● Practice professional artisan skills 
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5 Units  

Each UNIT should be 

described in detail in 

the template below 

The specific areas the module is focused on: 

Unit 1: Historical info - Trainees get to know some info about the handicraft 

history focusing on the Italian and Sicilian ones 

Unit 2: Craft and materials - Trainees learn about different types of 

materials, how to work with them and how use them 

Unit 3: Introduction to Chemistry - Trainees learn some basic chemistry 

lessons 

Unit 4: Mixing and Melting - Trainees get to know some info about the way 

of mixing and melting different kind of materials 

Unit 5: Final project - Trainees choose a type of craft and have the  

opportunity to practice the techniques they have  learned in the previous 

units making one artisan item of their choice 

Learning Outcomes of 

the module 

 

●  Knowledge of materials  

●  Assessment of different kind of materials  

●  Technical knowledge of mould making 

●  Basic chemistry knowledge 

●  Mixing materials 

●  Melting points 

●  Some historical info about the craft in Italy and Sicily 

●  Main steps to build an artistic project 

Module duration 50 hours (35 theoretical + 15  practical) 

Unit 1: 5 hours 

Unit 2: 10 hours 

Unit 3: 5 hours 

Unit 4: 15 hours 

Unit 5: 15 hours 

 

Evaluation method 

and criteria 

Face-to-face lectures 

Simulation practise 

Assessment test 

Interactive online lectures/animations 

Online discussion on the relevant topics 

 

 

ECVET Unit 1: Historical Info 
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Reference Qualification: Expert in Craft  

EQF Level 4 

Learning Outcomes ● .The trainee will know some info about the Handicraft history 

● The trainee will know some info about the history of the handicraft in 

Italy and Sicily 

Knowledge Skill Competence 

 

● Knowledge 

about the 

handicraft 

history   

 

● Technical skills 

 

● Non verbal 

communication 

skills 

 

● Motivational skills 

 

● Listening skills 

 

 

 

 

 

● Technical competence 

 

● Historical competence 

 

 

 

ECVET Unit 2: Craft and Materials 

Reference Qualification: Expert in Craft 

EQF Level 4 

Learning Outcomes ● The trainees will  know about the different types of materials 

● The trainees will  know how to use better the different 

           types of material 

● The trainees will  know some important tips about the 

              different materials 

Knowledge Skill Competence 

● Knowledge of 

materials 

● knowledge of 

materials' 

characteristics 

 

 

  

 

 

 

● Choose a suitable 

way of using the 

different materials  

 

●  How to better use the different types of 

materials 
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ECVET Unit 3: Introduction to Chemistry 

Reference Qualification: Expert in Craft 

EQF Level 4 

Learning Outcomes ●  Info about elements 

●  Introduction to compound 

●  Introduction to mixture 

 

Knowledge Skill Competence 

● Knowledge of 

different elements 

● Chemical 

reactions 

● Compound 

 

 

 

 

 

  

 

 

 

 

 

● Basic knowledge of 

chemistry 

● How to  use the artistic materials 

               in a proper way 

 

 

ECVET Unit 4: Mixing and Melting 

Reference Qualification: Expert in Craft  

EQF Level 4 
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Learning Outcomes ● The trainees will  know about the different ways of melting and 

mixing materials 

● The trainees will  know the meaning of melting 

● The trainees will know the meaning of mixing 

 

 

Knowledge Skill Competence 

 

● Knowledge of 

materials 

● knowledge 

of 

materials' 

characteristi

cs 

● knowledge of mould 

making 

● knowledge of 

melting 

 

 

 

● Mould making 

● Mixing elements 

● How to mix different elements 

● Knowledge about different elements 

                 

 

                                     ECVET Unit 5: Final Project 

Reference Qualification: Expert in Craft 

EQF Level 4 

Learning Outcomes The trainees will be able to start and finish their own crafts project using the 

knowledge acquired in the previous units 

Knowledge Skill Competence 

 

● Knows how make a 

specific craft item 

● Knows what the 

creation of this item 

involves 

● Communication 

skills 

● E-skills 

● Creative skills 

● Public relation skills 

● Networking skills 

● Personal branding 

skills 

● Critical thinking  

● Problem-solving 

skills 

● Independently create a craft item  

● Planning the work, determining the 

materials and the costs 
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ECVET Unit 1: Historical Info 

Reference 

Qualification: 

Expert in Craft 

Module Title Craft 

Module Type Specific Module 

Module Theme Craft  

                                    Training Methods Training hours Weight  

 

Instructor-led/ 

Classroom-based 

Theoretical 

learning 

Lectures, face to 

face, classes 

5 100% 

    

                                          Total training hours          5 

                                         Total ECVET points  0,375 

 

ECVET Unit 2: Craft and materials 

Reference 

Qualification: 

Expert in Craft 

Module Title Craft 

Module Type Specific Modules 

Module Theme Craft 

                                    Training Methods 
Training 

hours 

Weight  

 

Instructor-

led/Classroom-based 

Theoretical 

learning 

face to face, 

lectures, classes 

5 50% 

E-learning Interactive online      

lectures/animations,    5 

  

Interactive forum online Project 

work  

online discussion on the 

relevant topics 

50% 

                                          Total training hours 10 

                                         Total ECVET points                           0,75 

 

ECVET Unit 3: Introduction to Chemistry 

Reference 

Qualification: 

                                       Expert in Craft 

Module Title                                                 Craft 

Module Type Specific Modules 

Module Theme                                                 Craft 

                                    Training Methods Training hours Weight  
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Instructor-

led/Classroom-based 

Theoretical 

learning 

face to face, 

lectures, classes 

5 100,00 % 

                                          Total training hours 5 

                                         Total ECVET points 0,375 

 

ECVET Unit 4: Mixing and Melting 

Reference 

Qualification: 

Expert in Craft 

Module Title Craft 

Module Type Specific Modules 

Module Theme                                                          Craft 

                                    Training Methods 
Training hours Weight  

E-learning Interactive online lectures/animations  

Online Project work  

Online discussion on the relevant topics 

15 100,0 % 

                                          Total training hours 15 

                                         Total ECVET points 1,125 

 

ECVET Unit 5: Final Project 

Reference 

Qualification: 

Expert in Craft 

Module Title Craft 

Module Type Specific Modules 

Module Theme Craft 

                                    Training Methods 
Training 

hours 

Weight  

Instructor-

led/Classroom-based 

Final project  15 100% 

                                          Total training hours 15 

                                         Total ECVET points 1,125 
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MODULE: CULTURAL HERITAGE  
 

MODULE: Cultural Heritage 

General Objective: The goal of this training programme is to share knowledge about cultural 
heritage and cultural diversity with educators and to help teachers develop 
their content knowledge and coaching skills within this topic area. 
 
The training is meant to build upon the existing knowledge and experiences 
in cultural heritage and cultural diversity as well as introduce new concepts 
and coaching techniques, allowing participants to expand the learning about 
cultural heritage and cultural diversity for the community of education 
practitioners, conceptual understanding, research skills and practical 
experience to make a difference in the cultural heritage sector. 

Specific Objectives  To explore different methods to teaching a cultural heritage  

 To explore techniques and instruments used in order to promote 
cultural awareness and cultural heritages 

 To understand the general idea of culture 

 To demonstrate the different aspects of culture 

 To identify tangible and intangible cultural elements 

 To develop outlines of a curriculum for teaching cultural heritage 
and cultural diversity 

Units  
 

The specific areas the module is focused on (max. 4- min. 2) 
Unit 1. Awareness on local, national and international cultural heritage 
Unit 2. Didactics of  Arts 

Learning Outcomes of 
the module 

By the completion of this module, students will be able to: 

 observe the role and task of the adult education providers on how 
cultural resources are used to generate employment opportunities 
and income and to achieve cultural and environmental 
conservation by contributing the economical development; 

 compare the national and local regulations on the conservation of 
cultural heritages; 

 make a comparison between the training programmes, 
methodologies and practices; 

 develop and share common instruments that can be used in 
training courses; 

 promote an awareness of the importance of cultural diversity 

 invite public to consider culture as a relevant tool for cultural, 
socio-economic and local development and as the basic instrument 
to build a national identity 

Module duration 50 hours 
Unit 1: 20 hours 
Unit 2 : 30 hours 

Evaluation method 
and criteria 

Online test 
Simulation practise 
Interactive online lectures 
Online discussion on the relevant topics 
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ECVET Unit: Awareness on local, national and international cultural heritage 

Reference Qualification: Expert in didactics of art education 

EQF Level E4  

Learning Outcomes  to understand the cultural and linguistic diversity at the 
international level 

 to be aware about the importance of cultural diversity 

 to understand and safeguard the importance of aesthetic factors in 
daily life 

Knowledge Skill Competence 

 

 basic  knowledge of art 
history , law and 
management of cultural 
heritage 
 

 basic knowledge of major 
cultural works, including 
popular contemporary 
culture 
 

 knowledge of the concept 
of culture , the cultural 
object, history of popular 
traditions and folklore  
 

 knowledge of the 
evolution of taste in the 
world and the importance 
of aesthetic factors in 
daily life 
 
 

 

 Creative skills 
 

 Communication 
skills 
 

 Problem solving 
skills 
 

 Civic skills 
 
 

 Planning & 

organizing skills 

 

 Creative And 

Innovative Thinking 

Skills 

 
 

- Creative expression 
Aims: How to be able to imagine, organize 
and interpret ideas for expression in the 
process of creating and producing art forms 
which involve inspiration, analysis, and 
problem solving 
 
- Aesthetic Perception  
Aims: How to be able to perceive the unique 
characteristics of natural environments and 
human creations, to respond to aesthetic 
ideas and experiences, and to develop 
awareness of beauty and meaning in the arts. 
 
- Historical and Cultural Perspective  
Aims: How to be able to recognize the arts as 
a reflection of individual and cultural 
expression and to appreciate the aspects of 
history and human experience; How to be 
aware of local cultural heritage , national and 
European level and its place in the world. 
 
- Critical Analysis 
Aims: How to be able to interpret, analyze 
and synthesize the performing and visual arts 
to form judgments based on sufficient and 
appropriate criteria; How to be able to apply 
a strategy or content knowledge effectively in 
a setting or context other than that in which 
it was originally learned; How to be able to 
identify, locat, select, and use resource tools 
to help in analyzing, synthesizing, and 
communicating information. 
 

 
 
 
  



  Skills for the Creative Economy - 2014 – 3174 / 001 - 001 
 

 

 
73 

 

 

ECVET Unit: Didactics of  Arts 

Reference Qualification: Expert in didactics of art education 

EQF Level E4 

Learning Outcomes  To describe general concepts related to Cultural Heritage and Cultural 
Diversity 

 To explore different  approaches to teaching a cultural heritage 

 To explore techniques and instruments used in order to promote 
cultural awareness and cultural heritages 

 To develop outlines of a curriculum for teaching cultural heritage and 
cultural diversity 

Knowledge Skill Competence 

 Cultural diversity and 
different perceptions 
about culture 
 

 Basic knowledge about 
several types of coaching  
techniques 

 

 The coaching process 
 

 Facilitation techniques 
and tools to artistic 
groups 
 

 Group Coaching for Artists 

 

 Communication 
skills 

 

 problem solving 
skills  

 

 Cretive skills 
 

 Public relation skills 
 

 Interpersonal skills 
for infulence 

 

 Attending skills 
 

 Motivational skills 
 

 Listening skills  
 

 Influence skills 
 

 Negotiation skills 
 

 psychological and 
pedagogical skills 

 
 

 Assisting a group to brainstorm and 
problem solve 

Aims: to be able to solve conflicts and critical 
situations with others in a positive and 
constructive way 

 knowledge about group processes 
Aims: to be able to intervene in a way that adds 
creativity to a discussion rather than leading the 
discussion and taking away creativity from the 
group; to be able to understand the group 
process and dynamics – successfully address 
 inequalities in the group dynamic: 

 Who is dominating in the group? And 
how stop them 

 Who is withdrawn? And how to involve 
them 

 Who looks bored? And how to draw 
them in to the process 
 

 experience in project development and 
management 

Aims: to be able to develop own projects and so 
to be able to offer the group some methods and 
tools on ‘how’ to develop their project. 

 communication techniques 
Aims: to be able to moderate the group 
communication in difficult situations; to be able 
to create a fun and interesting learning 
environment; to be able to boost the energy 
levels of workshop participants; to be able to 
organize interesting and productive group work 
activities 

 methods for coaching 
Aims: to have a knowledge about some creative 
methods to visualise or moderate situations 
and processes; to have an experience in 
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coaching groups or individuals in order to 
manage different reactions of participants in 
different situations. 
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ECVET Unit: Awareness on local, national and international cultural heritage 

Reference 
Qualification: 

Expert in didactics of art education 

Module Title Cultural Heritage 

Module Type Specific Module 

Module Theme Cultural heritage 

                                    Training Methods 
Training 

hours 
Weight  

 
Instructor-

led/Classroom-
based 

Theoretical 
learning 

Lectures face to 
face 

10 50% 

  0 0% 

E-learning  Interactive forum 
(synchronous and 
asynchronous forum) 

 Online discussion on the 
relevant topics 

10 50% 

Other 
 

 0% 

                                          Total training hours 20 

                                         Total ECVET points 1,5 

 

ECVET Unit: Didactics of  Arts 

Reference 
Qualification: 

Expert in didactics of art education 

Module Title Cultural Heritage 

Module Type Specific Module 

Module Theme How to teach arts 

                                    Training Methods 
Training 

hours 
Weight  

 
Instructor-

led/Classroom-
based 

Theoretical 
learning 

Workshop 5 16,66% 

Practical 
learning 

Simulation 
practise 

 

15 50% 

E-learning  Interactive online lectures  

 Online Project work  

 Online discussion on the 
relevant topics 

10 33,33% 

Other  
 

0 0% 

                                          Total training hours 30 

                                         Total ECVET points 2,25 
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MODULE: VISUAL ARTS  
 

MODULE: VISUAL ARTS 

General Objective: Develop the trainee's general knowledge on professional matters, build 
confidence and gain technical skills and theoretical basic awareness. 

Specific Objectives • Learn about the materials and their use. 

• Learn how to manipulate and adapt a wide range of physical materials 
and technologies.  

• Learn the styles in visual arts, as they result from art history 

• Basic knowledge of major art works, including popular culture as an 
important record of human history 

• gain awareness of local , national and international cultural heritage as 
inspirational sources. 

• Acquire knowledge of the evolution of taste in the world and the 
importance of aesthetics factors in daily life. 

Units (1-5) 
 

UNIT  1.- Materials and techniques, Brainstorming.  
Trainees get to know the basic materials and their techniques and 
possibilities through slides and videos. Introduction to the process of 
brainstorming ideas. 
 
UNIT  2.-  Color Theory, Inspiration from nature, Inspiration from non-
European cultures 
Trainees are learning the theoretical basis of color mixing, and how to utilize 
cultures and nature as a source for inspiration. 
 
UNIT  3.-Composition Theory:   
Trainees learn how to conceive and compose a new synthesis. 
 
 UNIT  4.- Forms of Visual Arts: 
 Familiarize with the contemporary visual art scene and the forms it takes 
through significant art pieces/artists. Practice mixing the techniques and 
materials into new art pieces through videos and workshop. 
 
UNIT  5.-  Artistic Styles as known from basic art movements, Idea 
development, Project planning, Developing a series of artwork, 
Promotional communication (portfolio), Exhibition: 
Trainees learn about Styles and basic art movements, ways of developing a 
series of personal work through a workshop. We also get to know how 
portfolio development and presentation should be handled and how to 
curate and exhibit work. Professional communication practice. 
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Learning Outcomes of the module • knowledge of materials  

• Techniques of each material 

• Brainstorming ideas / inspiration 

• Color theory   

• Theory of Synthesis- creating a new composition. 

• The importance of Sketchbook, notes and planning 

• Awareness of contemporary visual arts scene 

• Awareness of historically and culturally important artworks 

• Developing an idea on sketchbook 

• Self presentation and promotion tools 

Module duration 50 HOURS (35 theoretical + 15 practical) 
Unit 1: 10h (practical and theoretical) 
Unit 2: 10h (theoretical) 
Unit 3:  10h (theoretical) 
Unit 4: 17,5h (practical and theoretical) 
Unit 5: 17,5h (practical and theoretical)) 
 

Evaluation method and criteria Trainees will be evaluated on their theoretical knowledge and their practical 
skills in all units separately and through the Final exam. 
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MODULE: Visual arts 

ECVET Unit 2: Color theory, Inspiration from nature, Inspiration from non-European Cultures 

Reference Qualification: Expert in visual arts 

EQF Level Level 4 

Learning Outcomes  
 

Knowledge Skill 

•Color theory rules 

•Awareness of inspiration sources 
in everyday life  
 

•The trainee  knows how to get inspiration  
from nature, cultures, styles and stimuli. 
 

 

 

MODULE: Visual Arts 

ECVET Unit 1: Materials and techniques, Brainstorming ideas.  

Reference Qualification: Expert in visual arts 

EQF Level Level 4 

Learning Outcomes • Different and basic types of materials that exist and how to work with 
them. 

• Trainees experiment with all the possible materials and techniques  
 

Knowledge Skill 

• Materials and their use in different 
techniques 

• Process of brainstorming and 
creative process. 
 

• Color use, materials use,  

• Finding Inspiration and brainstorming ideas.  
 

MODULE: Visual arts 

ECVET Unit 3: Composition Theory 

Reference Qualification: Expert on VISUAL ARTS 

EQF Level Level 4 

Learning Outcomes  
 

Knowledge Skill 

•   Understanding of the laws of 
nature and laws of geometry in a 
composition 

• Knowing how to compose a piece from scratch. 
 

MODULE: Visual arts 
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ECVET Unit 4: Forms of Visual Arts  

Reference Qualification: Expert on VISUAL ARTS 

EQF Level Level 4 

Learning Outcomes •Trainees learn about Styles and basic art  
movements, cultures, and significant contemporary 
art pieces/artists. 

• They also practice mixing the techniques  
and materials into new art pieces 

Knowledge Skill 

• The trainee gains awareness on 
trends, contemporary visual arts 
scene. 

• The trainee understands the 
forms of visual arts, how they are 
presented and specified.  

•Combining the materials to make a     
mixed media piece 

• Combining techniques for a 
mixed media piece. 

•Being able to choose the right expressive method and the right visual 
art form for the creation of a piece. 

•Being able to think of ways to combine the art forms to make new ones. 

• Being able to create unique mixed media pieces 

MODULE: Visual arts 

ECVET Unit : Final project 

Reference Qualification: Expert on VISUAL ARTS 

EQF Level Level 4 
 

Learning Outcomes •Developing a series of personal work. Trainees learn how to prepare 
for a portfolio development and presentation.  
Trainees learn how to curate and exhibit their work. Professional 
communication practice. 

Knowledge Skill 

• knows how to develop series of 
work. 

• knows how to promote and exhibit  
his/her work.  

•    The trainee can develop a first idea into a  
concept for a project, plan it and materialize it. 

• Developing a complete series of personal artwork. 

• Presentation of the work body.  

• Promotional communication, portfolio, exhibition. 
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MODULE: AUDIOVISUAL AND MULTIMEDIA 
 

MODULE: AUDIVOVISUAL AND MULTIMEDIA 

General objective Train and qualify the students to be able to carry out 2D and 3D Shape 
designs, as well as to get working techniques to achieve project Layouts and 
designs with high visual power. 
The students will carry out the whole process to create a design: 

- Outline the design to carry out 
- Three-dimensional creation of the object 
- Product presentation 

Specific objectives - Generate the necessary wire geometry to get 3D geometric shapes 
- Use the necessary mathematical calculations to add and subtract volumes 

and for the dynamic edition of the design 
- Previous outline of the design to carry out 
- Master the layout techniques for a professional outcome 

Units 
Each unit should be described in 
detail in the following template 

1.- Colour, Visualisation and Dynamics of the Shapes  
2.- Geometric shapes and abstract concepts 
3.- 2D and 3D  Shape Design 
4.- Layout and Graphic composition  
5.- Layout and Graphic composition (II) 

Learning outcomes of the Module - The student will be able to classify the object colours by their texture and 
the physical properties of the materials they are made of. 

- The student will be able to carry out impact surveys of light on colour 
through the observation of the object in different situations, such as the 
spatial point of view. 

- The student will be able to elaborate the design and digital edition of the 
geometric shapes planned for their further use in volumetric generation. 

- The student will be able to carry out digitally the Volumetric design of the 
planned project, operating with specific computing equipments and 
applications in the creation processes: AutoCAD, Inventor, Solid Works, 
Catia... 

- The student will be able to digitalise and elaborate the image processing 
through computer applications.  

- The student will be able to analyse the colour, evaluate the image quality, 
using technical specifications. 

- The student will be able to create the layout of graphic products processed 
for the visual presentation of the design carried out, working with specific 
computer applications: Photoshop, PowerPoint, Adobe Premiere… 

Module Duration 50 hours 
Unit 1     6 hours 
Unit 2    10 hours 
Unit 3:   15 hours 
Unit 4:    9 hours 
Unit 5:   10 hours 

Evaluation Methods and Criteria Module:  Colour, Visualisation and Dynamics of the Shapes 

-Carry out 2D Shape outlines, using the parameters of the necessary variable 
measurements for their dynamic transformation, using the corresponding 
orders of the software used (AutoCAD, Inventor, Catia, Solidworks,…) 

- Present the layouts carried out in digital format for their observation, as well 
as the relevant tests of the module  
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Module: Geometric shapes and abstract concepts 

-Use the necessary orders for the creation of bidimensional and tridimensional 
environments using the corresponding orders of the used software (AutoCAD, 
Inventor, Catia, Solidworks,…) 

-Identify the geometric shapes of objects 

-Identify and create the layers. Properties. 

 

Module: 2D and 3D geometric shape design 

- Use the necessary orders for the creation of 3D volumetric Objects, using the 
corresponding orders of the used software (AutoCAD, Inventor, Catia, 
Solidworks,…) 

- Use the Boolean orders to add and subtract matter to transform 3D volume, 
using the orders learnt regarding the used software. 

Present the designs carried out in digital format for their observation, as well 
as the relevant tests of the module. 

 

Module: Layout and Graphic composition 

- Carry out the Storyboard and the Layouts of the presentation planned from 
the created design or designs. 

- Achieve the Layout of the presentation of the design carried out using the 
necessary software (Photoshop, PowerPoint, Adobe Premiere,…)   

 

Module: Layout and Graphic composition (II) 

- Achieve the Layout of the presentation of the design carried out using the 
necessary software (Photoshop, PowerPoint, Adobe Premiere,…)  
Continuation 

- Present the Layout carried out in digital format for its observation, as well as 
the relevant tests of the module.  
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MODULE:  AUDIVOVISUAL and MULTIMEDIA 

ECVET Unit:  Colour, Visualisation and Dynamics of the Shapes 

Reference Qualification: Expert on processing and Layout of Graphic Elements in Pre-
impression 

EQF Level 4 

Learning outcomes - The student will be able to classify the object colours by their 
texture and the physical properties of the material they are made 
of 

- The student will be able to carry out impact surveys of light on 
colour through the observation of the object in different 
situations, as the spatial point of view. 

Knowledge  Skills Competences 

- Describe the colour, outline and 
shape; Design and Creativity: 
Observation and Abstraction; Colour: 
Shade, Value and Saturation; 
Illumination and Shades. 

- Define the physical properties of the 
material: Reflexion, Refraction, 
Luminance and Transparency 

- Explain the shapes’ outline: the shape 
balance and weight; Lineal and Curve 
outlines; Visual angle, Points of view 

 
 

 
- Analyse and compare the 
outlines previously carried out 
to get an improved design 

- Compare the outlines carried 
out to get the best design 

 
 
 

 
- Elaborate the Project survey to 

create different models by 
observing the problem to be 
solved. 
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MODULE:  AUDIVOVISUAL and MULTIMEDIA 

ECVET Unit:  Geometric shapes and abstract concepts  

Reference Qualification: Expert on processing and Layout of Graphic Elements in Pre-
Impression 

EQF Level 4 

Learning outcomes - The student will be able to elaborate the design and digital edition 
of the geometric shapes planned for their further use in 
volumetric generation. 

 

Knowledge Skills competences 

- Define changing orders: move, copy, 
turn, scale, equidistance, symmetry,… 
cut, lengthen, connection, chamfer… 

- Define axis and plans systems: 
orthogonal and isometric views 

 

 
- Solve the relevant volumetric 

design,  implementing the 
relevant orders 

-  

 
- Elaborate geometric shapes 

and abstract designs analysing 
the necessary parameters of 
the model to optimize the 
possible changes. 
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MODULE:  AUDIVOVISUAL and MULTIMEDIA 

ECVET Unit: Design of 2D and 3D geometric shapes 

Reference Qualification: Expert on processing and Layout of Graphic Elements in Pre-
Impression 

EQF Level 4 

Learning outcomes - The student will be able to carry out digitally the Volumetric 
design of the planned project, operating with specific computing 
equipments and applications in the creation processes: AutoCAD, 
Inventor, Solid Works, Catia... 

Knowledge Skills competences 

- Describe 2D drawing orders: line, 
circle, arch, ellipse, rectangle, 
polygon... 

- Explain the 3D modelling orders: 
extrusion, revolution and sweeping 
and Boolean operations: addition, 
subtraction and intersection.  

- Describe 3D impression: additive 
technique: export of parts to stl 
format.  
 

 
- Implement the orders to build 

2D outlines 
- Carry out the necessary changes 

in 2D geometry to get the best 
design, optimizing the process 

- Use correctly the working plans 
and axis to get the 3D shape 

 
- Elaborate 2D and 3D virtual 

designs analysing the 
necessary parameters of the 
model to optimize the possible 
changes and reduce costs. 
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MODULE:  AUDIVOVISUAL and MULTIMEDIA 

ECVET Unit:  Layout and Graphic composition 

Reference Qualification: Expert on processing and Layout of Graphic Elements in Pre-
Impression 

EQF Level 4 

Learning Outcomes - The student will be able to digitalise and elaborate the image 
processing through computer applications.  

- The student will be able to analyse the colour, evaluate the image 
quality, using technical specifications. 

 

Knowledge Skills Competences 

- Explain the balance in Composition, 
Rhythm and Harmony 

- Define Shade, Contrast and Texture 
- List the visual directions in Layout: 

horizontality, verticality… 
 

 
- Import external elements that 

will be used in Layout 
 

 

 
- Create the project Layout, 

elaborating an optimal 
composition of all the elements 
embedded 
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MODULE:  AUDIVOVISUAL and MULTIMEDIA 

ECVET Unit:  Layout and Graphic composition (II) 

Reference Qualification: Expert on processing and Layout of Graphic Elements in Pre-
Impression 

EQF Level 4 

Learning Outcomes - The student will be able to create the layout of graphic products 
processed for the visual presentation of the design carried out, 
working with specific computer applications: Photoshop, 
PowerPoint, Adobe Premiere… 

Knowledge Skills Competences 

- Describe audio-visual elements 
- Explain multimedia file import 
- Define the use of Typography in 

Composition. 
 

 
- Elaborate the suitable 

composition for the design 
presentation 

 
- Create the project Layout, 

elaborating an optimal 
composition of all the elements 
embedded, getting a good 
rhythm regarding colour and 
dynamics.  
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ECVET Unit: Colour, Visualisation and Dynamics of the Shapes 

Reference 
Qualification: 

Expert on processing and Layout of Graphic Elements in Pre-impression 

Module Title AUDIVOVISUAL and MULTIMEDIA 

Module Type Sector-specific  

Module Theme Audiovisual and multimedia arts 

                                    Training Methods 
Training 

hours 
Weight  

 
Instructor-

led/Classroom-
based 

Theoretical 
learning 

Theoretical 
presentation: 
Color and light 
chromatic scales 
RGB, HLS, CMYK 
 

0,5 hour 
 
 
 
 

 
 

 

8,5% 

Practical 
learning 

Creating colors 
and textures in 
the digital 
environment; 
Doubts about e-
learning 
workshops will be 
solved individually 
by the students; 
Software used in 
the classroom 
session: 
Photoshop, 
3dstudio VMAX 

0,5 hour of 
individual 
working / 

exercises to 
be reviewed 
by teacher 

8,5% 

E-learning Color and light, chromatic scales, 
digital Color and Dynamic forms 
readings; 
Workshops, conducted by the 
student on color and behavior, using 
digital techniques; 
Bocetacion freehand of an object 
and its schematic process 
Videos about color and color 
psychology 

4 hours 
 
 
 
 
 
 

 

66% 

Proyecto The student must define the base 
colors  and its chromatic variations, 
which later he/she used in the 
project, as well as the font to be used 
for texts 

1 hour of 
workshops – 
final project 

17% 

                                          Total training hours 6h  

                                         Total ECVET points 0,45 
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ECVET Unit: 2D and 3D geometric shape design 

Reference 
Qualification: 

Expert on processing and Layout of Graphic Elements in Pre-impression 

Module Title AUDIVOVISUAL and MULTIMEDIA 

Module Type Sector-specific  

Module Theme Audiovisual and multimedia arts 

                                    Training Methods 
Training 

hours 
Weight  

 
Instructor-

led/Classroom-
based 

Theoretical 
learning 

Drawing Orders 
and edit 2D  
geometric shapes; 
Creating Orders 
for 3D objects; 
Boolean 
operations  

 
 

1 hours 
 
 
 
 
 
 
 

 

12% 

Practical 
learning 

Doubts about e-
learning 
workshops will be 
solved individually 
by the students; 
Practical exercises 
to help to 
improve and 
understand the 
three-dimensional 
design; 
Software used: 
AutoCAD 

3 hour of 
individual 
working / 

exercises to 
be reviewed 
by teacher 

28% 

E-learning Suggested Reading: 
Three-dimensional representation, 
coordinates, 2D and 3D volumetric 
shapes Design, Mass operations: 
Union and Difference 
 
Workshops to put in practice the 
previous issues 
 
Videos: 
Three-dimensional design 
Using Additive Techniques for 
obtaining prototype: 3D Printing 

4 hours 40% 

Proyecto The student perform the three-
dimensional design of the proposed 
object in order to make the project 

2 hours of 
workshops – 
final project 

20% 

                                          Total training hours 10 

                                         Total ECVET points 0,75 
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ECVET Unit: Layout and Graphic composition 

Reference 
Qualification: 

Expert on processing and Layout of Graphic Elements in Pre-impression 

Module Title AUDIVOVISUAL and MULTIMEDIA 

Module Type Sector-specific  

Module Theme Audiovisual and multimedia arts 

                                    Training Methods 
Training 

hours 
Weight  

 
Instructor-

led/Classroom-
based 

Theoretical 
learning 

Drawing Orders 
and edit 2D  
geometric shapes; 
Creating Orders 
for 3D objects; 
Boolean 
operations  

 
 

2 hours 
 
 
 
 
 
 
 

 

12% 

Practical 
learning 

Doubts about e-
learning 
workshops will be 
solved individually 
by the students; 
Practical exercises 
to help to 
improve and 
understand the 
three-dimensional 
design; 
Software used: 
AutoCAD 

4 hour of 
individual 
working / 

exercises to 
be reviewed 
by teacher 

28% 

E-learning Suggested Reading: 
Three-dimensional representation, 
coordinates, 2D and 3D volumetric 
shapes Design, Mass operations: 
Union and Difference 
 
Workshops to put in practice the 
previous issues 
 
Videos: 
Three-dimensional design 
Using Additive Techniques for 
obtaining prototype: 3D Printing 

5 hours 40% 

Proyecto The student perform the three-
dimensional design of the proposed 
object in order to make the project 

4 hours of 
workshops – 
final project 

20% 

                                          Total training hours 15 

                                         Total ECVET points 1,13 
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ECVET Unit: Layout and Graphic composition 

Reference 
Qualification: 

Expert on processing and Layout of Graphic Elements in Pre-impression 

Module Title AUDIVOVISUAL and MULTIMEDIA 

Module Type Sector-specific  

Module Theme Audiovisual and multimedia arts 

                                    Training Methods 
Training 

hours 
Weight  

 
Instructor-

led/Classroom-
based 

Theoretical 
learning 

Layers and 
treatment 
Brushes, filters 
Tools for 
retouching:Patch, 
Focus and blur 

0,5 hours 5% 

Practical 
learning 

Graphic 
Composition and 
layout to present 
a product 
 
Resolution of 
doubts arising in 
e-learning 
workshops  
Software used: 
Photoshop, 
PowerPoint 
 

1,5 hours of 
individual 
working / 

exercises to 
be reviewed 
by teacher 

16% 

E-learning Suggested Readings: 
-Using Layers in the graph 
composition  
-Different types of brushes 
-Opacity, transparency and paints 
-Filters for applying effects 
-Harmony, Contrast and balance in 
the composition 
 
Workshops for implementing what is 
explained in the readings 
 
Videos: composition and Psychology 
presentation; Working with brushes 
and digital filters 

3 hours 32% 
 

Proyecto 3D design layout and final 
composition, typography and other 
elements involved in the submission 
of the final project 

4 hours of 
workshops – 
final project 

47% 
 

                                          Total training hours 9 

                                         Total ECVET points 0,68 
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ECVET Unit: Layout and Graphic composition (II) 

Reference 
Qualification: 

Expert on processing and Layout of Graphic Elements in Pre-impression 

Module Title AUDIVOVISUAL and MULTIMEDIA 

Module Type Sector-specific  

Module Theme Audiovisual and multimedia arts 

                                    Training Methods 
Training 

hours 
Weight  

 
Instructor-

led/Classroom-
based 

Theoretical 
learning 

Layers and 
treatment 
Brushes, filters 
Tools for 
retouching:Patch, 
Focus and blur 

0,5 hours 5% 

Practical 
learning 

Graphic 
Composition and 
layout to present 
a product 
 
Resolution of 
doubts arising in 
e-learning 
workshops  
Software used: 
Photoshop, 
PowerPoint 
 

1,5 hours of 
individual 
working / 

exercises to 
be reviewed 
by teacher 

16% 

E-learning Suggested Readings: 
-Using Layers in the graph 
composition  
-Different types of brushes 
-Opacity, transparency and paints 
-Filters for applying effects 
-Harmony, Contrast and balance in 
the composition 
 
Workshops for implementing what is 
explained in the readings 
 
Videos: composition and Psychology 
presentation; Working with brushes 
and digital filters 

3 hours 32% 
 

Proyecto 3D design layout and final 
composition, typography and other 
elements involved in the submission 
of the final project 

5 hours of 
workshops – 
final project 

47% 
 

                                          Total training hours 10 

                                         Total ECVET points 0,75 
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MODULE: LITERARY ARTS 
 

MODULE: LITERARY ARTS 
INK AND PAPER. Creative Writing Course 

General Objective: Develop narrative ability inherent to every human being. 
 

Specific Objectives - Get familiar with the creative writing basic techniques in 
order to create meaningful texts. 

- Awaken and train imagination and memory and prevent the 
“Fear of the blank white page” 

- Try to observe the World “with different eyes” finding 
unknown aspects in the ordinary, the perfectly known 
things. 

- Exercise the use of linguistic resources allowing developing 
one’s own style to transmit this “other different vision of the 
world” 

Units  
 

1.-HANDS TO PENCIL: The first steps.Build a tailor-made space. 
Search for arguments. Capture images. Observation and 
interpretation of social and personal reality. 
2.-THE WRITER’S BLOCK: Literary block: how to face it 
(automatic writing, fantastic hypothesis). 
3.- INVOKING THE MUSES: Guessing. Writing starting from the 
end. Fantastic pairing. Internal monologue. Literary memory. 
Diary. Style exercises. Combining arguments. Writing starting 
from an image. Expansive balloons and Word constellations.  
4.- WITH THE COOKING POT ON THE FLAME: Creation stages. 
Planning. First and last paragraph. Visibility. Use of physical 
senses.  
5.- WITH THE COOKING POT ON THE FLAME(II): Metaphors. The 
voice of the storyteller. The focus. Avoid the common places 
and some adverbs and adjectives. The most common mistakes. 
Suggestions. 
 
EACH SECTION WILL INCLUDE READING RECOMMENDATIONS 
(SHORT STORIES, NOVELS, ARTICLES, SONG LYRICS…) AND 
PRACTICAL EXERCISES  

Learning Outcomes of the module - The student will be able to face the literary block 
- The student will be able to build arguments through 

observation and interpretation of reality 
- The student will be able to describe this reality 
- The student will be able to develop his/her inventive capacity. 
- The student will be able to use real or imaginary concepts, 

feelings, events… in a text with linguistic and literary quality. 
- The student will be able to use language and different stylistic 

figures. 
- The student will be able to identify the different kinds of 

writing. 
- The student will be able to associate concepts that are 

apparently antagonist, combine them, and devise arguments 
to build stories. 
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- The student will be able to plan and organise a short story or 
any other kind of writing to bring consistence to a text. 

- The student will be able to use stylistic resources such as 
metaphors, synaesthesia to his/her texts 

- The student will be able to detect and prevent using 
unadvisable adjectives and adverbs, common places and 
other mistakes 

- The student will be able to create his/her own narrative voice. 

Module duration 50 HOURS 
Unit 1: 8h 
Unit 2: 7h 
Unit 3: 15h 
Unit 4: 10h 
Unit 5: 10h 

Evaluation method and criteria Continuous evaluation by doing the suggested exercises. 
Evaluation criteria: 
- Quality of the language use 
- Creativity to use the language 
- Flexibility in the use of styles and registers 
- Ability to structure stories 
- Communicating ability 
- Clarity 
- Originality 

SYNTACTIC AND SPELLING MISTAKES WILL BE PUNISHED 
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MODULE: LITERARY ARTS 
INK AND PAPER. Creative writing course 

ECVET Unit: HANDS TO PENCIL 

Reference Qualification: Expert on creative writing 

EQF Level Level 4  

Learning Outcomes - The student will be able to develop his/her inventive ability 
- The student will be able to use real or imaginary concepts, 

feelings, events… in a text with linguistic and literary quality.  
 

Knowledge Skill Competence 

- Explain fluidly words, feelings, 
perceptions... 

 

- Communicate fluently 
words, feelings, 
perceptions... 

- Analyse facts, events, 
thoughts, ideas... 

 

- Develop connections 
between facts, events... 
apparently unconnected. 

- Plan nimbly unexpected 
facts and events 

  

 
  



  Skills for the Creative Economy - 2014 – 3174 / 001 - 001 
 

 

 
95 

 

MODULE: LITERARY ARTS 
INK AND PAPER. Creative writing course 

ECVET Unit: THE WRITER’S BLOCK 

Reference Qualification: Expert on creative writing 

EQF Level Level 4  

Learning Outcomes - The student will be  able to face literary block 
- The student will be able to build arguments through the 

observation and interpretation of reality 
- The student will be able to describe this reality 
 

Knowledge Skill Competence 

- Classify writings to express this 
reality 

 

- Produce and Project new 
thoughts 

- Distinguish internally the 
thoughts, feelings and acts, 
and analyse the 
environment 

 

- Adapt to new challenges 
with flexibility 

- Organize and plan writings 
to express this reality.  
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MODULE: LITERARY ARTS 
INK AND PAPER. Creative writing course 

ECVET Unit: INVOKING THE MUSES 

Reference Qualification: Expert on creative writing 

EQF Level 4 

Learning Outcomes - The student will be able to use language and different stylistic 
figures 

- The student will be able to develop his/her inventive ability 
- The student will be able to associate apparently antagonist 

concepts, combine them and devise arguments to build 
stories 

- The student will be able to identify different kinds of writing. 

Knowledge Skill Competence 

- Identify the most common 
creative writing techniques 
addressed to improve imagination 
and to build arguments 
 
- Describe different kinds of literary 
texts and stylistic resources. 
 
 

- Specify linguistic and 
stylistic resources 
- Project images, 
sensations... on meaningful 
speeches 
- Distinguish different kinds 
of literary texts. 

- Create stories, speeches, 
arguments... 
- Communicate, express 
and formulate impressions, 
knowledge, by means of the 
written word 
- Combine different stylistic 
resources 
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MODULE: LITERARY ARTS 
INK AND PAPER. Creative writing course 

ECVET Unit: WITH THE COOKING POT ON THE HEAT 

Reference Qualification: Expert on creative writing 

EQF Level 4 

Learning Outcomes - The student will be able to plan and organise a short story or 
any other kind of writing to bring consistence to a text. 

- The student will be able to detect and prevent using 
unadvisable adjectives and adverbs, common places and 
other mistakes 

 

Knowledge Skill Competence 

- Label literary texts 
- Identify the suitable 

perspective and narrative voice 
 

- Categorise literary texts 
- Build messages simply 
 

- Define one’s own 
narrative voice 

- Communicate and 
formulate messages easily 
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MODULE: LITERARY ARTS 
INK AND PAPER. Creative writing course 

ECVET Unit: WITH THE COOKING POT ON THE HEAT (II) 

Reference Qualification: Expert on creative writing 

EQF Level 4 

Learning Outcomes - The student will be able to use stylistic resources such as 
metaphors, synaesthesia to his/her texts 

- The student will be able to create his/her own narrative voice. 

Knowledge Skill Competence 

- Reproduce different stylistic 
resources 

 

- Analyse how to schedule 
and reduce a text 

- Determine how to show, 
dramatize… an event 
instead of describing it 

 

- Evaluate and incorporate 
a literary commitment 
with impalpable reality in 
a globalised, virtual world, 
dominated by the 
homogenisation of 
messages and the 
reduction of vital 
experience to 
superficiality. 

- Develop empathy and 
complicity with other 
readers and writers.  
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ECVET Unit: HANDS TO PENCIL 

Reference 
Qualification: 

Expert on creative writing 

Module Title LITERARY ARTS: INK AND PAPER. Creative writing course 

Module Type Sector-specific  

Module Theme Literary arts 

                                    Training Methods 
Training 

hours 
Weight  

 
Instructor-

led/Classroom-
based 

Theoretical 
learning 

-Theoretical 
Classes 
-Observation and 
interpretation of 
social and 
personal reality.  

2 hours 40% 

Practical 
learning 

-suggested 
readings and texts 
are presented to 
accompany and 
illustrate the 
stories theory  
-All theoretical 
topics include 
practical writing 
exercises. 

1 hour of 
individual 
working / 

exercises to 
be reviewed 
by teacher 

40% 

E-learning -Exhibition of theoretical foundations 
-videos of writers or experts in the 
field 
-write texts from the explanations 
and relying on images, sounds ... 
songs 
-film clips, stories written and 
recorded on audio and images 

3 hours 15% 

Other  Begin developing (deciding issue and 
kind of story: fantastic, realistic, 
police ...) an account of a minimum 5 
pages. It must narrate a complete 
story with introduction-knot-end. 

2 hours of 
workshops – 
final project 

5% 

                                          Total training hours 8 

                                         Total ECVET points 0,60 
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ECVET Unit: THE WRITER’S BLOCK 

Reference 
Qualification: 

Expert on creative writing 

Module Title LITERARY ARTS: INK AND PAPER. Creative writing course 

Module Type Sector-specific  

Module Theme Literary arts 

                                    Training Methods 
Training 

hours 
Weight  

 
Instructor-

led/Classroom-
based 

Theoretical 
learning 

-Theoretical 
Classes 
-Observation and 
interpretation of 
social and 
personal reality.  

1 hours 40% 

Practical 
learning 

-suggested 
readings and texts 
are presented to 
accompany and 
illustrate the 
stories theory  
-All theoretical 
topics include 
practical writing 
exercises. 

1 hour of 
individual 
working / 

exercises to 
be reviewed 
by teacher 

40% 

E-learning -Exhibition of theoretical foundations 
-videos of writers or experts in the 
field 
-write texts from the explanations 
and relying on images, sounds ... 
songs 
-film clips, stories written and 
recorded on audio and images 

3 hours 15% 

Other  Begin developing (deciding issue and 
kind of story: fantastic, realistic, 
police ...) an account of a minimum 5 
pages. It must narrate a complete 
story with introduction-knot-end. 

2 hours of 
workshops – 
final project 

5% 

                                          Total training hours 7 

                                         Total ECVET points 0,53 
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ECVET Unit: INVOKING THE MUSES 

Reference 
Qualification: 

Expert on creative writing 

Module Title LITERARY ARTS: INK AND PAPER. Creative writing course 

Module Type Sector-specific  

Module Theme Literary arts 

                                    Training Methods 
Training 

hours 
Weight  

 
Instructor-

led/Classroom-
based 

Theoretical 
learning 

-Theoretical 
Classes 
-Literary memory 
-suggested 
readings and texts  

3,5 hours 40% 

Practical 
learning 

-Diary Style 
exercises  
-Combining 
arguments 
-All theoretical 
topics include 
practical writing 
exercises 

1,5 hour of 
individual 
working / 

exercises to 
be reviewed 
by teacher 

40% 

E-learning -Exhibition of theoretical foundations 
and support of these in videos 
provided by writers or experts in the 
field,  
-writing texts from the explanations 
and relying on images, sounds ... 
songs 
-film clips, stories written and 
recorded on audio and images 

6 hours 15% 

Other  Defining the basic outline of the 
story: beginning and end, only 
argument or subplots combination  

4 hours of 
workshops – 
final project 

5% 

                                          Total training hours 15 

                                         Total ECVET points 1,13 
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ECVET Unit: WITH THE COOKING POT ON THE FLAME 

Reference 
Qualification: 

Expert on creative writing 

Module Title LITERARY ARTS: INK AND PAPER. Creative writing course 

Module Type Sector-specific  

Module Theme Literary arts 

                                    Training Methods 
Training 

hours 
Weight  

 
Instructor-

led/Classroom-
based 

Theoretical 
learning 

-Planning and 
structuring the 
story, dialogue, 
metaphors, 
synesthesia, 
 -definition of 
characters, build 
scenes, styles, 
approaches and 
tasks correction 
-suggested 
readings and texts 

2 hours 40% 

Practical 
learning 

-All theoretical 
topics include 
practical writing 
exercises 

1 hours of 
individual 
working / 

exercises to 
be reviewed 
by teacher 

40% 

E-learning -Exhibition of theoretical foundations 
and support of these in videos 
provided by writers or experts in the 
field,  
-writing texts from the explanations 
and relying on images, sounds ... 
songs 
-film clips, stories written and 
recorded on audio and images 

4 hours 15% 

Other  Construction of the story based on 
the studied theory: delimitation of 
space where the story happens, 
characters, first and last paragraph. 

3 hours of 
workshops – 

final exercise) 

5% 

                                          Total training hours 10 

                                         Total ECVET points 0,75 

 
  



  Skills for the Creative Economy - 2014 – 3174 / 001 - 001 
 

 

 
103 

 

ECVET Unit: WITH THE COOKING POT ON THE FLAME (II) 

Reference 
Qualification: 

Expert on creative writing 

Module Title LITERARY ARTS: INK AND PAPER. Creative writing course 

Module Type Sector-specific  

Module Theme Literary arts 

                                    Training Methods 
Training 

hours 
Weight  

 
Instructor-

led/Classroom-
based 

Theoretical 
learning 

-Planning and 
structuring the 
story, dialogue, 
metaphors, 
synesthesia, 
 -definition of 
characters, build 
scenes, styles, 
approaches and 
tasks correction 
-suggested 
readings and texts 

2 hours 40% 

Practical 
learning 

-All theoretical 
topics include 
practical writing 
exercises 

1 hours of 
individual 
working / 

exercises to 
be reviewed 
by teacher 

40% 

E-learning -Exhibition of theoretical foundations 
and support of these in videos 
provided by writers or experts in the 
field,  
-writing texts from the explanations 
and relying on images, sounds ... 
songs 
-film clips, stories written and 
recorded on audio and images 

4 hours 15% 

Other  Construction of the story based on 
the studied theory: delimitation of 
space where the story happens, 
characters, first and last paragraph. 

3 hours of 
workshops – 

final exercise) 

5% 

                                          Total training hours 10 

                                         Total ECVET points 0,75 
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MODULE: PERFORMING ARTS  
 

MODULE: PERFORMING 

General Objective: To use the creativity addressed to the required parameters, 
work the proactive attitude and the professionalism, valuing 
the student´s talents in scenic arts. 

Specific Objectives - Develop the proactive attitude: initiative, self-management 

of their time and resources, self-discipline / self-motivation 

and ability for adaptation 

- Self-consciousness of their own creative process: search for 

inspiration, elaboration of the idea seed, project definition, 

creativity in performances, expectancy management 

- Work on the real thing: the participants should carry out 

simple and effective ideas to strengthen their professional 

competences. 

- Reinforce that / those scenic arts subject/s in which the 

student wants to get developed in.  

Units  
 

1.- Identity and representation 
2.- Shape and narrative in scenic arts 
3.- Generate interaction: train, boost, influence 
4.- Generate interaction: train, boost, influence (II) 

Learning Outcomes of the module - The student will be able to apply tools to manage one’s 

own creativity and the emotional processes linked to it. 

- The student will be able to develop attitudes and aptitudes 

for being proactive. 

- The student will be able to produce creative projects 

complying with the required guidelines and criteria and 

using one’s own talents. 

- The student will be able to develop the scenic arts from 

both personal and social transformation perspective. 

- The student will be able to create three feasible creative 

projects, working on the process and managing resources. 

Module duration 50 HOURS 
Unit 1: 18h 
Unit 2: 16h 
Unit 3: 10h 
Unit 4: 6h 

Evaluation method and criteria Method: observation, project submission and making the 
process carried out to develop the project visible. 
 
Criteria: 
- Comply with the deadlines set in each didactic unit. 

- Focus on results 
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- Involvement in the exercise development.  

 

 MODULE: PERFORMING  

ECVET Unit: IDENTITY AND REPRESENTATION 

Reference Qualification: Expert on representation and interaction in scenic arts 

EQF Level 4 

Learning Outcomes - The student will be able to apply tools to manage one’s 
own creativity and the emotional processes linked to it. 

- The student will be able to develop attitudes and aptitudes 
for being proactive. 

 

Knowledge Skill Competence 

 Self-Knowledge 

 Identify the key points of the 
own creative process 

 Describe the perfectionism vs 
optimism 

 Define the own creative process 
without critical judgment 

 Determine the speaking 
and voice training 

 Apply the self-motivation 
and introspection 

 Control the emotions and 
moods 

 Analyze the valid referents 
concerning the 
performing to use them in 
the own creation. 

 Adapt the internal work 
process to the objectives 
and criteria required. 

 Create an art project on 
demand. 

 Define the self-
knowledge of the own 
creative process and 
overcoming obstacles. 

 Develop the talents 
knowledge and 
individual identity. 
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MODULE: PERFORMING  

ECVET Unit: SHAPE AND NARRATIVE IN SCENIC ARTS 

Reference Qualification: Expert on representation and interaction in scenic arts 

EQF Level 4 

Learning Outcomes - The student will be able to produce creative projects 
complying with the required guidelines and criteria and 
using one’s own talents. 

 

Knowledge Skill Competence 

 Identify the basic elements of 
the performing structures 

 Describe the shape through the 
observation 

 Explain the own creative 
process of the work 

 Storytelling 

 Discuss the narrative 
structure shapes 

 Analyze the narrative form 
or structures of two works 
or performing interesting 
for students 

 Analyze the shape through 
the observation 

 In a professional 
environment, clarify in a 
narrative way the creation 
strengths to the customer, 
making visible the creative 
process in an 
understandable and 
effective way. 

 Generate the emotional 
effects of the narrative 
rhythms on the audience. 

 Decide useful clues to 
extrapolate to the 
creations and to what part 
give greater narrative 
force. 

 Criticize the forms and 
structures 
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MODULE: PERFORMING  

ECVET Unit: GENERATE INTERACTION: TRAIN, BOOST, INFLUENCE 

Reference Qualification: Expert on representation and interaction in scenic arts 

EQF Level 4 

Learning Outcomes - The student will be able to develop the scenic arts from 
both personal and social transformation perspective. 

Knowledge Skill Competence 

 Clasify group dynamics 

 Describe the theory of 
collective creative processes 

 Identify leadership styles 

 Analyze factors that 
facilitate or impede apply 
the coaching or skills to 
train others 

 Demonstrate leadership 
when it comes to carrying 
out a team project 

 Strengthen teams meeting 
their needs and the 
creative purpose  

 Generate enabling 
environments for creating 

 Integrate the conflict 
management within the 
group 
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MODULE: PERFORMING  

ECVET Unit: GENERATE INTERACTION: TRAIN, BOOST, INFLUENCE (II) 

Reference Qualification: Expert on representation and interaction in scenic arts 

EQF Level 4 

Learning Outcomes - The student will be able to create three feasible creative 
projects, working on the process and managing resources. 

Knowledge Skill Competence 

 Expose the 7P's Gamestorming 
and its application to the 
performing arts 

 Give examples of nonviolent 
communication 

 Apply active listening 

 Use motivation 

 Apply teamwork 

 Plan rehearsals and 
generate teaching-
learning process 

 Manage the adversities in 
collective creative 
processes 

 Increase motivation 
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ECVET Unit: IDENTITY AND REPRESENTATION 

Reference 
Qualification: 

Expert on representation and interaction in scenic arts 

Module Title PERFORMING 

Module Type Sector-specific  

Module Theme Performing arts 

                                    Training Methods 
Training 

hours 
Weight  

 
Instructor-

led/Classroom-
based 

Theoretical 
learning 

Creativity theory, 
strengthening 
knowledge of e-
learning 

1hours 6% 

Practical 
learning 

Individual (and 
group) creative 
work with voice, 
body and 
materials 
(drawing, paper...) 

4 hours of 
individual 
work and 

shared 
reflection and 
results in the 

team 

22% 

E-learning Listen audio lessons on creative 
processes, watch videos, do 
individual exercises to share with 
teachers, perform 3 practical 
exercises on comic performance 

8 hours 44% 

Other  Character creation and 
representative action 

5 hours of 
workshops – 
final project 

28% 

                                          Total training hours 18 

                                         Total ECVET points 1,35 
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ECVET Unit: SHAPE AND NARRATIVE IN SCENIC ARTS 

Reference 
Qualification: 

Expert on representation and interaction in scenic arts 

Module Title PERFORMING 

Module Type Sector-specific  

Module Theme Performing arts 

                                    Training Methods 
Training 

hours 
Weight  

 
Instructor-

led/Classroom-
based 

Theoretical 
learning 

Collaborative 
learning (between 
participants); 
Compiling 
information 
worked 
practically; Class 
of strengthening 
structures and 
theories. 
Extrapolate bases 
of comic to 
performing arts 

2 hours 15 

Practical 
learning 

Create a joint 
history and 
perform it in a 
short time 
starting with a 
random word 

3 hours  25 (taking into 
account the 

qualitative learning 
weight, not the 

number oh hours) 

E-learning Listen theory lessons, watch videos, 
read, explore suggested links on the 
Internet, look for two works to be 
analyzed. Reflect and give feedback 
of learning 

6 hours 35 

Other  Create a story from what has been 
analyzed and turn it into storytelling 

5 hours of 
workshops – 
final project 

25 

                                          Total training hours 16 

                                         Total ECVET points 1,20 

  



  Skills for the Creative Economy - 2014 – 3174 / 001 - 001 
 

 

 
111 

 

 

ECVET Unit: GENERATE INTERACTION: TRAIN, BOOST, INFLUENCE 

Reference 
Qualification: 

Expert on representation and interaction in scenic arts 

Module Title PERFORMING 

Module Type Sector-specific  

Module Theme Performing arts  

                                    Training Methods 
Training 

hours 
Weight  

 
Instructor-

led/Classroom-
based 

Theoretical 
learning 

Contribution of 
participants, 
classes with 
teacher to 
strengthen 
knowledge and 
complete 
information on 
the issues worked 
in a practical way  

1 hours 15% 

Practical 
learning 

Exercises and 
learning group 
dynamics 
(physical) through 
experience. 
Roll-Playing. Also 
using (voice, 
body, warming up 
exercises and 
learn to energize) 

2 hours of 
group work 
and shared 

reflection as a 
team 

20% 

E-learning Readings, watching videos, listening 
lessons, seek information on the 
Internet and other media, reflection 
exercises to be reviewed by the 
teacher + fill in table “7ps” 

4 hours 35 % 

Other  Workshop: participants should train 
other people in something they 
know, preparing the session and 
performing it + final reflection 

3 hours of 
workshops – 

final exercise) 

30% 

                                          Total training hours 10 

                                         Total ECVET points 0,75 
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ECVET Unit: GENERATE INTERACTION: TRAIN, BOOST, INFLUENCE (II) 

Reference 
Qualification: 

Expert on representation and interaction in scenic arts 

Module Title PERFORMING 

Module Type Sector-specific  

Module Theme Performing arts  

                                    Training Methods 
Training 

hours 
Weight  

 
Instructor-

led/Classroom-
based 

Theoretical 
learning 

Contribution of 
participants, 
classes with 
teacher to 
strengthen 
knowledge and 
complete 
information on 
the issues worked 
in a practical way  

1 hours 15% 

Practical 
learning 

Exercises and 
learning group 
dynamics 
(physical) through 
experience. 
Roll-Playing. Also 
using (voice, 
body, warming up 
exercises and 
learn to energize) 

1 hours of 
group work 
and shared 

reflection as a 
team 

20% 

E-learning Readings, watching videos, listening 
lessons, seek information on the 
Internet and other media, reflection 
exercises to be reviewed by the 
teacher + fill in table “7ps” 

2 hours 35 % 

Other  Workshop: participants should train 
other people in something they 
know, preparing the session and 
performing it + final reflection 

2 hours of 
workshops – 

final exercise) 

30% 

                                          Total training hours 6 

                                         Total ECVET points 0,45 

 


