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1. Data consolidation  

In the context of the project, each partner of SIDE’s project had to collect 5 face-to-face interviews 

(ANNEX A and B) with youth workers/youth leaders, at the local level regarding Culture 

Digitalisation and its sustainability, to collect best practices, tools, suggestions, and emerging needs, 

rules, priorities, principles institutional approaches, policies in the frame of local requirement. 

In the following part of the document, we have briefly compared the results of the previous 

partnership’s interviews in order to explore the impact and the state of digital art on new generations 

of young artists and creative workers.  

 

1.1 Partnership and previous steps  

 
This report aims to investigate the current scene of the Cultural and Creative Sector in partner 

countries.  The following is a list of the partner countries and organizations that contributed to the 

national research reports, of which this report is a comparative synthesis:  

 

Organization Country 

EUROPEAN ASSOCIATION FOR VIEWERS INTERESTS AISBL (EAVI) Belgium 

Centro di Formazione ed Alta Specializzazione (Ce.F.A.S.) Italy 

Danube1245 Serbia 

ENOROS CONSULTING LIMITED  Cyprus 

CENTER FOR EDUCATION AND INNOVATION (INNOVED) Greece 

Europejska Fundacja na Rzecz Wspierania Rozwoju Innowacyjnego  (EFID) Poland 

 

In the previous step all partners have outlined and provided: 

 

Ⅰ 
 

• An overview of the CSS sector in their own country (definition and national context) 

• An overview of the digitization of culture in their own country at both local and national levels 

(initiatives and objectives);  

• A statistical overview of youth employment in their own country; 
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Ⅱ 
 

• The results are obtained from a questionnaire composed of four main sections: 

- Professional background; 

- Personal background; 

- Cultural digitalization; 

- Art Hackathon’s knowledge and/or experiences.  

 

The necessary data have been collected via questionnaires and interviews. The project required that 

each partner should make at least 5 interviews with youth workers or youth leaders and culture 

association representatives at a local level. In particular. these interviews were collected to gather 

best practices, as well as tools, suggestions, rules, priorities, principles, institutional and policy 

approaches within the framework of local needs. 

The interviews could be conducted physically or virtually. A specific template had to be filled in to 

summarize each interview (ANNEX A).  

The template included 4 main sections.  

The first section referred to the identification of the interviewees and their professional and personal 

background. The second section addressed the interviewees' professional backgrounds, such as 

whether they are youth leaders or youth workers, culture experts, or NGO representatives, as well as 

the age target group with which they work. The third section referred to the topic of culture 

digitalization and more specifically on the main topics related to Cultural Citizenship, according to 

each interviewee, as well as on the impact that Digital Cultural Citizenship has on youth. The fourth 

and last section was about Art Hackathon’s knowledge and previous experience that the interviewee 

might have, the skills that are required, and the reached objective, as well as practical examples and 

their local impact.  

 

Ⅲ 
 
 • A collection of best practices, training needs of "Art Hackathon" at a local level. 

2. COMPARATIVE ANALYSIS 
 

This document summarizes the main contexts and needs presented by each partner involved in the 

project concerned after an in-depth analysis and comparison of their backgrounds, highlighting both 
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the points of similarity and difference between each of them as regards the development of the 

creative and cultural sector, from the digital side.  

The results of previous interviews were also compared to explore the impact and state of digital art 

on the new generations of young artists and creative workers. 

  

The preceding paragraph summarized and discussed the results, followed by a comparison of the data 

one by one. 

 

Comparative Analysis Ⅰ 
     CSS sector has gained considerable prominence in all partner countries in recent times (i.e. Serbia 

from 2020, Greece from 2017, Cyprus from two decades, 1 etc.). 

In some countries, like Poland and Cyprus, the digital side of the CSS has already had a positive 

impact on sustainable economic growth, increasing the quality of citizen’s life, in others, like Italy2 

it’s lagging in the implementation phase. 

In all partner countries, the digitalization of culture has grown in response to      COVID-19, in order 

to respect the restrictions without being disturbed and overlapped by them.  Each of these countries 

has a rich historical tradition preserved from generation to generation of folk crafts, culinary customs, 

as well as art and culture. Also, the cultural sector sometimes isn’t recognized as a distinct sector3.  

As a result, there is an economic loss for those who work in this field in particular, we refer to Poland’s 

small scales study4 (Consult et al, 2021). It is important to underline that a great deal is being done at 

a political level to resolve and regulate, as is the case of Cyprus and Italy. 

In the analyzed countries the use of ICT technologies countries has become more and more common 

for cultural purposes: music, TV games, newspapers, blogs, etc.  

     . 
Comparing the access and dissemination of public and private funding and the recognition of 

intellectual property rights to combat illegal creative content, the data show that all the countries have 

equal access to them and the same way to deal with that issues. 

Also, a further common point regards the opportunity to give everybody (and not only the big cities 

of the countries taken in the object, i.e. Belgium) access to the digital world, thus contrasting the 

digital divide phenomenon.  

 
1 For the references of the data presented in this discussion (here and to follow), please refer to the small scale studies of 
the partnership - attached (ANNEX C). 
2 Only 24% of museum invested in digital tools - we refer to its small-scale studies in ANNEX C (pag.6). 
3 i.e. in Cyprus - we refer to its small-scale studies in ANNEX C (pag.4). 
4 ANNEX C. 
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The CSS sector includes many activities i.e. culture platforms, map of culture, eNceK radio (as for 

Poland), digital tools for museums, digitally friendly tools in the classroom, culture shift Hackathon 

(as for Cyprus), National Libraries, and Audio-visual archives (as for Serbia), International 

Conference and creative Hackathon (as for Italy), ICT’s acceleration (for Greece and Belgium), etc. 

 

In some of the partnership’s countries, the number of persons employed in the cultural sector 5 is 

stable, and most of the population owns a university/college degree (business administration law, 

social sciences, art, design, architecture, engineering, etc). 

 

Comparative Analysis II 

As for the age of the respondents, it is distributed differently throughout the partnership. Most are 

around 40 years old (i.e., for Cyprus 66,6%), however, there is a considerable difference between 

countries, i.e. In Poland and Belgium, the age falls considerably; for Poland, 18,2 % of respondents 

are 26 years old; for Belgium, 20% of respondents are 26 years old and 40% of them are 27 years.  

The prevalence of respondents seems to converge in almost all countries around the female gender 

for both each country and for the absolute percentage. I.e., For Italy, Poland and Belgium there is no 

net gender imbalance: roles/genders result equally distributed, instead of in Serbia and Cyprus the 

respondents are respectively 71,4% and 83,3% female. In general, the prevailing level of education 

in the countries concerned (based on the small-scale studies of respondents) is master’s and bachelor’s 

degrees (more or less 60% for each country). 

 

The interviewees, moreover, are almost all workers in the youth field. The average age of respondents' 

young workers is between 19 and 24 years old; nevertheless, after comparing the results, we see that 

Belgium is also the country with the youngest age group as mentioned in its small-scale6 study. In all 

partnership countries in the project consortium, the respondents work with people who are struggling 

with economic, social, and educational obstacles during their work. In particular, the Belgian 

respondents, who work with people struggle with cultural differences (100%), and Poland’s 

respondents struggle with educational obstacles (100%), economic obstacles (100%), and cultural 

differences (100%). 

 
5 Some countries (i.e., Italy or Belgium) report that these data are not actually available in their own country – we refer 
to their small-scale studies in ANNEX C. 
6 ANNEX C. 
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The main topic related to fostering and developing active cultural citizenship seems to regard the 

enjoyment and regular engagement with arts and culture, the cultural awareness in CCS, and the 

feature of being culturally literate and knowledgeable. 

 

From the partnership’s data analysis, we can see that the Art Hackathon methodology is not very 

widespread (practically 100% unknown to the interviewed as for participation and organization of 

Hackathon’s event)7. For this reason, the present project can make itself an exploratory and 

stimulating opportunity in this direction. The best age range for young workers is, according to the 

data, between 19-24. For this reason, the Hackathon should target the needs and interests of this 

specific age group, in order to be a great option for the new generation potentially interested in the 

field of digital arts. 

From it, as already mentioned, it emerges that the young people to be involved in the Hackathon event 

should be between 19 and 24 years old, while the age of experts involved should range from about 

35 to 40 years.  

 

Comparative Analysis III 

Every partner has provided a summary of Hackathon’s definition that can be synthesized as follows:   

 

Hackathons are short events where people compete or work together to build interesting projects in 

a specified amount of time (one or two days) to tackle a particular issue. 

People come together, form teams, brainstorm, share ideas, and help each other to create awesome 

things. All skill levels are usually welcome, so these events are highly accessible to everyone. 

 

All partners report different Hackathon-events’ examples organized in their own local areas. For 

example, there were many Hackathon themes, including cybersecurity, climate change, smart cities, 

education (EduHack), problem-solving, dance, art, 3D technologies, etc.  

The comparative analysis shows that in the Hackathon events in all countries, the network established 

by musicians, designers, photographers, programmers, etc., is very important for the success of the 

event in terms of good competitiveness and individual growth (i.e. Etsy Hackathon). 

However, none of the project's partners reported organizing or participating in Hackathons. 

These are the main training needs and the main benefits related to the Art Hackathon event: 

-Clearness of objectives and methodology; 

 
7 We refer to section D of the ANNEX A and B survey; in particularly: Item 12 and 13. 
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-Eventually adopting online participatory methods; 

- transferring ICT Knowledge, digital skills and gain experience in new technologies; 

- supporting participants and managing conflicts;  

- planning, leadership, teamwork, and communication skills; 

- interdisciplinarity; 

- supporting critical thinking, self-confidence, and self-awareness, the spirit of initiative, the ability 

to take risks; 

 

As for the main objectives and main benefits to reach in the Art Hackathon event, we can summarize: 

- motivating for active involvement; 

-providing feedback; 

- employing and safeguarding the artist’s role; 

- improving the CV; 

- creating a professional and human network; 

- giving originality, utility, and applicability to this event; 

- empowering young entrepreneurs; 

 

As for the best practices linked to the Art Hackathon event, we can mention: 

- focusing on growth; 

-empowering all team members; 

-setting a strict timeline and sticking with it; 

-to plan and organize in detail the event to remove obstacles; 

 

As for the Main stakeholders involved: 

Comparing the reports of the partners, it can be summarized that the stakeholders to be involved 

should be public and private bodies, research institutes, ministers of culture and youth associations. 

 

Finally, from the analysis of the previous contents compared and discussed it appears that the relevant 

characteristics of the Hackathon should be: 

• the inclusion of participants in the planning; 

• the creation of new social spaces (i.e. 57,1 % for Serbia, 20% for Italy); 

• the ability to be in a team and to involve young people; 

• the promotion of communicative skills; 

• the importance recognized of teamwork spirit (, 33% for Italy, 80% for Belgium, 100% for Poland); 
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3. Conclusion of Data Consolidation 

 

 The results indicated that the figure of artists in the current world needs to be safeguarded, preserved, 

and promoted, however, before this, every artist should have access to all the skills required currently 

in the digital field.  

The recent pandemic has made it possible to accelerate the process of digitization, but new efforts 

and support in this direction are needed. 

In addition, as described, the common objective should be to promote the importance of culture 

primarily in the media at a local level with the development of a quality media strategy and regulation 

in line with this common need highlighted by the partnership because of these weaknesses in the 

strategy papers and methodological frameworks. 

The COVID-19 crisis on different cultural and creative sub-sectors 

stresses that many of the practices on which the industry is based were not so solid and functional. 

This requires a transformation of practices towards more resilient, fair, and sustainable work (Consult 

et al, 2021).   Thus, in light of our comparative analysis, we may infer that the challenges discussed 

in the preceding paragraphs can serve as a foundation for developing new practices of inclusion and 

implementation, particularly given respondents' lack of experience with the Hackathon methodology. 

“If you look at history, innovation doesn't come just from giving people incentives; it comes from 

creating environments where their ideas can connect 8.”  

Hackathons are a completely innovative socio-collaborative and professional space.  

All participants can immerse themselves in the thinking design process, creating a specific prototype 

in the broad sense. In this way, the same companies can collect these ideas and pursue their 

implementation, collecting, so to speak, directly the needs, requirements, and proposals of users. This 

process is based on a bottom-up approach, by definition user-based. 

Today all companies, schools, training centers, etc. could introduce the Hackathon as a new practice 

at the service of innovation.  

2. Practices/processing adapting to the target group 
 

 
8 Kevin Kelly and Steven Johnson on Where Ideas Come From".  
September 27, 2010, wired.com 
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A Hackathon should primarily focus on the active participation of individuals. Following the logic of 

this premise, it would be very important to use empathy in the designing phase to adapt the practices 

to the working group. To all intents and purposes, this preventive phase is already part of the design 

itself, more specifically, it is part of the thinking design process. This is why a Hackathon should 

push people to overcome their creative and productive limits, however, starting from a common 

knowledge base. 

 

3. Focus on the topic: how it is possible to organize a hackathon on Art, 

what should be the difference and similarities with it?  
 

From the postponement of the Tokyo Olympics to the cancellation of the Cannes Film Festival, the 

pandemic has caused intense socio-economic and geopolitical upheaval on the international business 

map. 

The event industry has been hit hard by the pandemic, as the concentration of many people in one 

place is a key feature. Thus, the measures of social distance had a direct application in events of any 

type, social or business, indicating that it was time to reflect on those involved. The result of the fast 

and at the same time efficient process was the immediate conversion of the events in the digital 

environment. Hybrid conferences, online conferences, virtual exhibitions, webinars, but also their 

renewed version, webinars, have made their appearance since the spring of 2020 dynamically. 

Thus, several tools have been created for organizing digital events. Regarding Art Hackathons, below 

you’ll find information on how to organize it. 

 

1) Built an online Hackathon Website and registration form: the website should be useful, 

comprehensive, and accurate. It must include the theme of the challenges, the submission 

period, game rules, the requirements for participants, names of judges, the agenda, and 

prizes for the winners. As for the registration form, it must be detailed.  

2) Setup an effective outreach campaign: Hackathon event needs participants! So, an 

organization can use social media like Facebook, LinkedIn, Instagram and Twitter to find 

them.  

3) Schedule at least two online pieces of training/ webinars: before the selection of the 

participants, an organization can run informative webinars using google meet or zoom. This 

will benefit the entire process since it will educate the participants about the technical parts 
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of the challenge, some exchange ideas, and the participants will connect with a sense of 

belonging.  

4)      Choose the best concepts and announce the groups: An organization should create 

interesting and original games and challenges for participants. More information about this 

is provided in Paragraph 5 of this document. 

5) Project submissions, technical support, and milestones: To supervise the progress and 

secure participants' commitment an organization should set the following milestones.  

- An essay that explains the primary idea of the Hackathon 

- An overall progress report to describe what has been done 

- A final video with the total participants’ work  

6) Judging period: Towards the end of the Hackathon, take out some buffer time for the 

judging. This usually takes around 2 - 3 hours, depending on the number of submissions 

and judges. 

7) Private Sponsors: a private organization that gets involved in an Art Hackathon as a sponsor, 

chooses to do so as this is an excellent opportunity to interact with some of the brightest 

innovators of tomorrow, the participants, in addition to the broader exposure they will get 

to a wider audience. Considering that participants come from diverse backgrounds, have 

varied knowledge, skills and experiences, private companies get access to a diverse pool of 

ideas, innovations, and concepts. Thus, being a sponsor of an Art Hackathon, private 

companies have the opportunity to connect with the participants, who are excited to share 

their fresh ideas and also to learn from them.  Private sponsors are involved in Hackathons 

since it is an opportunity for them to9:  

- Exposure: An Art Hackathon is an excellent opportunity for private companies to advertise 

themselves, their products/services, and organisational culture to a wider and more diverse 

audience, without being forced to invest a lot of money and time to design and implement 

pricey advertisement campaigns. Being a sponsor of an Art Hackathon gives to the sponsors 

the ability to reach their publicity goals at a reasonable expense.  

- Recruiting: private companies acting as sponsors send a representative to act as a mentor 

in the Art Hackathon. These representatives are assigned also the task to identify those 

participants who might be a good match for an internship, or/and a full-time position in their 

company, since they have the opportunity to have instant interviews with them on the spot, 

 
9 https://www.businessinsider.com/hackathons-change-tech-recruiting-2015-1 
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see their way of thinking, spot their skills and knowledge, and see how they interact with 

their peers.  

- Products/Services testing: Additionally, there is an added value for a private company to 

be a sponsor in an Art Hackathon; it is a tangible opportunity to test their services/products 

at real-time workshops with the participants and participate in one-on-one networking 

sessions and thus identify the individuals who can create the next level of innovations for 

their products/services.  

- Developing/Expanding their network: private companies perceive their participation in an 

Art Hackathon as an excellent opportunity to build connections that may be useful in the 

future. These connections can be with potential employees, peers, collaborators, and 

investors.  

 

  Here are some tips on how to attract private sponsors: 

- Get in contact with organizations relevant to the idea/topic of the Art Hackathon  

Organizations that are active in the same field as the one the Art Hackathon is about, put a lot of 

attention on building a good reputation. They investigate and research the behaviors and needs of 

those who participate in a Hackathon and their overall reputation is critical to them because these 

individuals are typically their main target market and end-users. The preparation of a list of potential 

sponsors that could be approached about sponsorship is a needed first step, starting with the ones that 

fit better with the Hackathon’s aims. Having as sponsors organizations that have a crossover with the 

Hackathons mission is an asset for the overall success of the event.  

- Communicate with organizations that already have sponsored similar events 

Organizations that have already undertaken the role of a sponsor in an Art Hackathon event, have the 

experience and know-how to support the Hackathon, and can also be a valuable channel of 

dissemination and attraction of a larger number of participants because in most cases their brand name 

is well known to individuals who are interested in challenges such as a Hackathon.  

- Design an attractive Sponsorship Tiers Package with different entry-levels 

A Sponsorship Tiers Package which includes different entry levels allows a Hackathon organizer to 

attract businesses of all sizes to participate. An example of different tiers is the following one: 
Tier 1 $ Tier 2 $$ Tier 3 $$$ 

Ø Host 1 Workshop with up to 

10 participants 

Ø 2 Mentors 

Ø Host 2 Workshops with up to 

15 participants each 

Ø 3 Mentors 

Ø Host 2 Workshops and 1 Art 

Tech Talk with unlimited 

participants 

Ø Up to 5 Mentors 
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Ø Presence at the Opening & 

Award Ceremony 

Ø 1 Product/Services 

Demonstration  

Ø Organization’s Logo on the 

Event’s Website 

Ø Presence on the Event’s 

social media for 5 days 

Ø Exclusive collaboration with 

the Bronze Winner 

 

 

Ø Presence at the Opening & 

Award Ceremony 

Ø 2 Product/Services 

Demonstration 

Ø Host up to 5 one-to-one 

interviews 

Ø Logo on the Event’s Website 

Ø Presence on the Event’s social 

media for 10 days  

Ø Exclusive collaboration with 

the Silver Winner 

 

Ø Presence at the Opening & 

Award Ceremony 

Ø Up to 5 Product/Services 

Demonstration 

Ø Host unlimited one-to-one 

interviews 

Ø Logo on the Event’s Website 

Ø Unlimited time on the Event’s 

social media 

Ø Exclusive collaboration with 

the Gold Winner  

 

8) Winner announcement: the organization will announce the winners on the Hackathon’s 

website, on social media, and blogs with pictures or videos and press with articles. This will 

also make the project more attractive and popular.  

9) Important tips: the organization should communicate frequently with participants to keep 

them informed and interested in the project. Also, it is important to keep milestones simple 

and easy to deliver otherwise they will be boring and tiring for the participants.  

Finally, if it needs to extend the project submission deadline, do it! 

4. Profile of the participants: who might be interested in Art Hackathons 
 

There are several literature materials about Hackathon’s methodology but very few ones for Art 

Hackathons.  

For this, the present methodology may be useful as an exploration of contemporary art’s learning 

context.  

Hackathons usually lead at the same time developers, artists, and designers around a challenge (Gama 

et al, 2018) . However, in this document, we refer specifically to a group of artists engaged in this 

type of digital event. As already mentioned, there was a common point between classical Digital 

Hackathons and digital art: it concerns the presence of people enable to manage digital software and 

hardware creatively.  
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Based on these premises of our data consolidation10, we suggest a list of potentially interested 

participants. The young people to be involved in the Hackathon event should be between 19 and 24 

years old, while the age of experts involved should range from about 35 to 40 years.   

For this, the Hackathon should target the needs and interests of this age group, to be a great option 

for the new generation potentially interested in the field of digital arts11. 

 

Thinking Designers 

Vloggers 

Storytellers 

Digital painters 

Digital Musicians 

Performative artists  

Photographers  

Digital Graphs 

Interaction Design 

Design Director 

Motion and Sound Designer 

Digital Illustrator 

Design and creative thinker 

Digital Architect  

Freelance artist 

Freelance Artist Assistant 

Growth Hacking Manager 

Social media analyst 

Motion Design 

3D Modeler/Animator 

3D Sculptor 

3D Tech Artist 

Videographer 

Film-maker 

Logo designer 

 
10Paragraph 1. of this document 
11https://www.bbva.com/en/ten-new-jobs-created-digital-economy/;   
https://www.upwork.com/freelance-jobs/digital-art/ 
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Sound Designer 

Visual Development 

Storyboard Artist 

Illustrator 

3D Game Art for computer and mobile device: 

Concept Artist 

Color/Effects Artist 

 

These profiles may be involved in a team to purpose a common challenge creatively and engagingly; 

considering the age’s range, we can also involve students in the Art Hackathon because of their 

pedagogical non-experiential informal learning aspect.   

 

 

5. Types of challenges that should be interested in Hackathon: from an 

example 
 

In this paragraph, we would propose a hypothetical Hackathon scheme on the type of challenge 

interested in Hackathon. 

Before proposing our template, we should first indicate how the Hackathon - an artistic one - is a 

methodology in which the process should count perhaps more than the product itself (Decker, 2015). 

Therefore, the first important step is to create an appropriate working environment to promote 

communication and collaboration between the participants and the staff of the involved team. This 

process should take approximately two hours. 

 The literature supports that the figures of a mentor and a conductor are very important throughout 

this art event (Soltani et al, 2014): every Hackathon could provide the presence of one or more 

mentors who are responsible for assisting and supporting in concrete and an active way the involved 

teams (i.e. group forming, work on challenges, use of technologies). 

 Similar to these assumptions, our approach, confirmed also by the literature, confirmed that the 

conductor has an essential role during a Hackathon event to divide and introduce the different work 

phases and assure the correct respect of them. 

The way to start a Hackathon should consist of a first formal meeting through which to make ties in 

non-formal ways, e.g. having breakfast together presenting themselves. In the case of a digital 

Hackathon, this can be done by playing in an online form (Nolte et al, 2020). 
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Before proposing our template let us emphasize how the Hackathon, in particular an artistic one, is a 

methodology in which the process counts perhaps more than the product itself (Merriam & Clark, 

1993). 

To illustrate this, a simple model is provided [Table 1]  which could prove useful for an 8-hour 

Hackathon organization. 

Hour Activity  Description Involved 

person 

Tools Outcomes 

0  • Research and first 

planning draft. 

• This phase regards the 

“zero hours”, in so far as it 

refers to the pre-Hackathon 

period.  

During that time, you could: 

 

• Write the Hackathon’s 

structure step-by-step (hour-

by-hour) with specific 

details about the budget, 

material, actors involved, 

etc. 

 

• Identify stakeholders, etc. 

 

• Identify one mentor and 

one conductor; 

 

• Identify a different team in 

terms of ability, mansions, 

and work experience. 

 

Define three different 

thematic challenges to 

propose and eventually 

modify. 

Team staff 

(Researchers) 

 

Expert (Thinking 

designer) 

 

Stakeholders 

Notes and PC; 

Whiteboard 

Ideation, collaboration, 

and clarification. 

0.5/1 Registration/Presentation 

and coffee  

•  Attendance collection. 

 

• Creation of an informal 

socialization space  

Staff 

Conductor 

Mentor 

Experts  

Participants 

Registration 

form and coffee 

Confidence and social 

bonds 

1/1 Keynote & introduction 

to the challenge, with 

Hackathon’s rules, 

explained by the experts. 

 

This phase is followed by 

the possibility of asking 

questions; 

 

Distribution of two post-itTM  

Staff 

Conductor 

Mentor 

Experts  

Participants 

Post-itTM 

(Icebreaking and 

your team; you 

can also use 

visual canvas); 

Involvement and 

engagement 
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(with name) per participant 

about his 3 best personal 

skills and 3 best work 

attitudes/teamwork ability.  

 

Whiteboard 

2 Team division and 

Common Planning 

(brainstorming, canvas 

tools, empathy map, 

whiteboard); 

Circle and choose one of i.e. 

three different proposed 

challenges: 

 

- Competitive (with 

winner player or 

team) with reward 

- Cooperative (no 

one wins, no one 

loses) with reward  

- Cooperative (no 

one wins, no one 

loses) without 

reward 

 

During this phase, you can 

identify or discuss your 

personas-users, through the 

different tools.  

After this phase, you can 

focus on the realization of 

the challenge more chosen. 

 

Conductor 

Mentor 

Participants 

Personas Profile 

(you can see 

www.Mural.com 

for some 

example 

templates) 

 

Empathy Map to 

explore target 

users. 

 

Whiteboard 

Exploration and 

ideation of new ideas 

(solutions. etc) through 

creativity and critical 

thinking. 

3 to 7  Hack! Work’n’Creation Mentor 

Participants 

It depends on the 

chosen challenge 

Collaboration and 

communication 

8 Hack! and challenge 

conclusion 

Work and finalization; 

 

Give the symbolic rewards. 

 

Creation of a group to 

develop a professional web 

in which share professional 

contacts. 

Staff 

Conductor 

Mentor 

Experts  

Participants 

Stakeholders 

Evaluation form 

(graphic 

template) with 

suggestions and 

feedback 

 

Symbolic grant 

(like notebook, t-

shirt, etc) 

Feedback and critical 

thinking. 

 

 
Hackathons promote a range of interdisciplinary challenges such as climate change, criminal justice, 

participation, democracy, health care, and urban spaces.   These challenges require attention: the 
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immediate challenge that humanity now faces is the adaptation to COVID-19. In fact, the new 

coronavirus, COVID-19, affects every aspect of life. A case study we would refer to is HacktheCrisis, 

organized in Sweden (Temiz, 2021). 

Here there were proposed three challenges in a matrix, containing specific titles for challenges and 

their descriptions; every participant may express his personal preference for a singular challenge 

(single-mode choosing)12; 

In this regard, it would be useful to provide a list of challenges ( three for example) and select one 

through the group vote. This is the first step to spread a form of active participation during the 

Hackathon’s implementation.  

Before confirming the chosen challenge, the moderators involved should invite the team to discuss 

the reliability of this creative common pathway. The data collected with post-it (Hour 1) might be 

useful in this timeframe.  

As for the type of challenge we can suggest focusing on a small objective as for a brief Hackathon to 

finalize and complete the material or immaterial prototype.  

An Art Hackathon presupposes an artistic challenge ον which the Hackathon will be built upon and 

for which the participants will work to provide the best solution to solve it and win the Hackathon. A 

good artistic challenge will trigger the interest of participants and keep them engaged throughout the 

overall duration of the Hackathon13.  

® The challenge should have a social and community aspect: when someone is fascinated by 

creating and innovating, it is sometimes easy to feel isolated. Thus, the social aspect of an 

artistic challenge is so valuable; it creates a sense of community to know that participants are 

working on the same stimuli for a common target which will strengthen the efforts of the 

participating teams to win the Hackathon.  

® The level of difficulty of the artistic challenge: the level of complexity of the selected artistic 

challenge will attract different types of participants. Depending on the selected level, the Art 

Hackathon will attract participants with beginners, intermediate or advanced skills.  

® The time and effort needed to resolve the artistic challenge: when brainstorming and choosing 

the art challenge for an Art Hackathon it is wise to consider the total length of the art 

Hackathon (how many days, how many hours participants need to spend daily, etc.), the 

number of participants we want to attract, the profile of the participants (amateurs, 

 
12For more details, please visit: https://www.mdpi.com/2199-8531/7/1/39/htm#B2-JOItmC-07-00039 
13 https://theabundantartist.com/art-challenges-improve-productivity/ 
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intermediate, professionals), the means (in terms of skills and tools, i.e., specific software or 

not) they need to possess to resolve it, and the stakeholders we want to involve. 

® The challenge should be fostering the creation of a diverse and inclusive environment to 

pursue innovation: the Hackathon should encourage everyone interested to participate, 

regardless of their social, economic, and educational background, to submit their 

participation. A diverse pool of participants with a pluralistic point of view on how to resolve 

the artistic challenge will foster interesting discussions and exchange of opinions and 

practices, as well as a new, more inclusive, generation of innovators.   

 

How do decide which challenge is best suited? Every participant should choose the challenge that 

inspires him. Each participant has a few hours to focus on the hack, so there is no point in choosing 

a challenge that doesn't inspire. Everyone will find it much easier to move forward if it's a challenging 

topic. Therefore, it is important that each participant not only keep an eye on the prize (if there is 

one), choosing instead the most fun and stimulating challenge: the team works hard to create 

something exceptional in the hours of the Hackathon, but the good fun should never fail! Not all the 

ideas that the participants will propose will be feasible during those hours. In this regard, however, 

each of them must write or say (in due time) everything that comes to mind about the challenges. 

Even the worst idea, in the form of feedback, could trigger something big. The more ideas circulating 

in mind, the more likely it is that some of them will work. It is useful to remember how the Hackathon 

represents first of all a challenge to oneself, therefore it is very useful to take advantage of this 

opportunity to get out of one's comfort zone. This is the only way to learn new skills and meet new 

people. The Hackathon must put into action the strengths of the participants; the process of free 

expression in this sense is fundamental, a democratic and collaborative climate allows to reach 

efficient teamwork in a short time. Working on something exciting will make them go into the wee 

hours of the morning when their bodies begin to crave some time to close their eyes 14.  

The Art Hackathon challenge proposed, could be about digital topics and active citizen participation, 

in order to be a concrete problem-solver like a case study's structure.  

6. Should training be included? 
 
If we want to create an effective Hackathon with high-quality outcomes, inspiration and training of 

participants and mentors are crucial. If we do this properly, we can raise awareness about the event 

 
14 https://www.cronofy.com/blog/how-to-choose-your-next-hackathon-challenge 
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objectives, set expectations, and increase participants' involvement. So, if we want to include training, 

we can do this via online workshops which allow participants to get direct feedback on project ideas 

in order to shape and clarify their ideas before the main Hackathon. Also, if their ideas are appealing, 

they'll attract quality team members. In addition, participants will become familiar with the use of the 

Hackathon platform so that they are free to express themselves, once they have solved the technical 

parts15.  

 

7. How to foster teamwork among participants  
 

The secret ingredient in Hackathon is teamwork participation and collaboration. To foster it, it will 

be useful to suggest group tools including icebreaking and games, like brainwriting (Brainwriting 

generally gives more opportunities for introverted people to talk about their ideas); Because Art 

Hackathon involves people with different cultural backgrounds, ages, and skills you should aim 

toward equal participation. In this sense i.e. brainstorming techniques help people to express 

themselves (Gama et al, 2018). 

When more people share their knowledge and skills, they should give a project a greater chance to 

win. Also, the type of reward given to the winning solution(s) may act as an incentive for people to 

participate (Soltani et al, 2014). 

What has been written up to now is to apply during the engagement, investigation, and act phases 

(Gama et al, 2018). 

Furthermore, a good idea for improving teamwork among participants is using collaboration tools 

like Cloud File Storage, Microsoft Office 365, and Google apps which help them work together, share 

versions and leave comments. Also, participants can use the messaging application, e-mails, and 

mostly video calls to build personal and beneficial communication (Arnold et al, 2020). 

In addition, teamwork among participants can be fostered via entertaining activities because 

Hackathons are not only intense but they are also fun. Sometimes, after a long day of online hacking, 

participants want to get to know each other better. So, if we give them access to fun online games 

like “online escape rooms” or “remote work bingo” we can keep them in touch and boost their team 

spirit16.  

 

 
15 https://hackathon.guide/ 
16 https://corporate.hackathon.com/content/how-to-organize-a-hackathon 
In this link https://blog.hubspot.com/marketing/online-team-building-games there are more online games. 
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8. Online Art Hackathon 

 
Online Hackathons are simply external Hackathons that occur on the internet instead of in a specified 

geographic location. These can be effective at improving developer relations on a global scale. An 

online Art Hackathon is a virtual event in which participate computer programmers and other artists 

interested in the field of digital arts. It is very common lately due to Covid -19 because it offers the 

opportunity to participants to promote their work and safely collaborate and have access from 

everywhere. These events typically last 24-48 hours and are designed to bring developers, designers, 

innovators, and other domain experts together for fun or educative purposes while in these projects 

can also participate artistic schools, like music schools for example17. 

The organization of an Art Hackathon starts with communication via a presentation or a web page 

from the hosting organization that mentions the objectives, terms, and details of the Hackathon. Then, 

we need to find participants interested in the topic and then they submit their registration form. Also, 

we have to announce the prize since most Hackathons are competitive. When the Art Hackathon 

digital event begins, the participating individuals or teams start their programming work. The 

administrator of the Hackathon is typically able to answer questions and offer help when their issues 

come up in the event. At the end of the Hackathon participants must present their results18.  

In conclusion, an Art Hackathon is a great way to increase innovation, team spirit and combine arts 

with technology.   

 

9. Stakeholder involvement  

 
Stakeholder engagement includes ways to attract and involve individuals, groups, and organizations 

who may be affected by a project or may affect the project19.  

It is known that organizations thrive when they communicate with stakeholders effectively. 

First of all, it is very important to define the purpose of the Art Hackathon because when there is a 

vision of what you want to achieve, the engagement process becomes more meaningful for all 

involved. Also, to keep stakeholders engaged, it is good to send periodic emails with updates for the 

event. Another practice is to ask questions as part of those updates receiving help or suggestions in 

the stakeholder’s sector of specialty. In this way, we can collect answers from stakeholders that make 

 
17 https://visual-meta.com/2018/04/13/the-art-of-organizing-a-hackathon/ 
18 https://www.thetechedvocate.org/tips-organizing-successful-hackathon/ 
19 https://projectriskcoach.com/engage-project-stakeholders/ 
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them think more about the project than they normally would. In addition, it is important to send them 

newsletters to keep them engaged and informed. Also, we can organize more than one digital event 

to warm relationships and allow them to present the progress of their project. Finally, it will be 

effective if we say, “thank you” and “congratulations” to stakeholders in order to encourage them for 

their job and give them apart from the prize a certification for their participation (Moris&Baddache, 

2011).  

 

10. Communication/Marketing plan and registration management 
 

Concerning the communication and marketing plan, the goal is to reach as many people as 

possible while identifying the right audience for the event. The core of marketing lies precisely 

in this ability to target the most suitable group. Moreover, through digital events, there are no 

boundaries for the target and, people do not need additional costs to travel. Here are some useful 

strategies for promoting an event. 

• The premise is to first focus on the local community and then eventually expand the scope of 

the dissemination strategy.  

• Contact the local press before and during the event   

• If you have a newsletter launch Email campaigns20. 

• No less important is to announce the Hackathon at least one month in advance: in general, it is 

reasonable to charge a 50% drop-off rate (especially for free Hackathons), however, by notifying 

the event in this time interval could be useful to compensate for some of these expected dropouts. 

• A tip to put into practice can be borrowed from the strategies that many influencers use in their 

sponsorships: a week before the Hackathon, you can start a countdown on social media; as the 

days go by, every day, for example, you can present the staff, the place, etc. through posts or 

stories.  

Probably the participants (or potential participants) will share the post on their social channels, 

implementing the intent to reach more people.  

• Launch a Social Media campaign (Facebook Page, Twitter, Instagram & LinkedIn account) it 

can be possible to engage other Hackathon organizers to post about event using hashtags and tag, 

stories, etc.  

 

 
20  https://guide.mlh.io/digital-hackathons/marketing-your-event/how-to-promote-your-event 
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i.e., the page that will be created on Facebook will allow communicate with the participants 

without overloading the other followers with posts. On the contrary, on Twitter, we will post more 

regularly than on Facebook because it is necessary to encourage engagement and to have direct 

communication with relevant communities for new ideas. Finally, It will be beneficial to publish 

posts there using relevant original hashtags like #arthackathon, arthackathon2022 and others. For 

this, it will be useful to communicate directly with schools and universities because they will be 

probably interested in our program due to its educational aspect21.  

As for the registration management, we will prepare a registration form with the following 

requirements: 

- Gender  

- Participant’s first name  

- Participant’s surname  

- Date of birth  

- Communication Number  

- Residence 

- E-mail  

- Profession  

- Field of digital arts  

 

After completing the registration form, attendees will receive confirmation emails and subsequently 

a reminder email about the digital event. Then, an online event will be held among the participants to 

get to know each other better for the best performance of the program. 

 

11. Participants’ code of conduct 
 

Art Hackathon Code of Conduct helps us to build better our project and the relationships between 

stakeholders. It helps to empower everyone who is involved in the Art Hackathon to understand the 

responsibilities we have. It also explains some of the legal rules we must comply with. Our Code of 

Conduct defines the expectations we have, how we act, and how we make decisions. We should look 

to it when we have questions or face difficulties and unclear situations in our daily work. The  

principles that will guide our work at Art Hackathon are: 

1) Give stakeholders a voice to tell their stories and share their work  

 
21 https://eventornado.com/blog/7-fool-proof-ways-to-promote-your-next-virtual-hackathon; 
https://eventornado.com/blog/key-strategies-to-make-sure-your-hackathon-doesnt-flop; 
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2) Built connection and communication between stakeholders  

3) Keep members safe, protect their privacy and their copyrights   

4) Promote digital art via contemporary tools  

 

Also, there are some requirements for Art Hackathon’s personnel and participants: 

1) Act under Art Hackathon's principles and follow the requirements of this Code. 

2) Act lawfully, honestly, ethically, and responsibly  

3) Cooperation  

 

Requirements for Project Manager  

1) Give the right example 

2) Create a positive work environment  

3) Report potential or known violations of this Code  

 

In addition, it is important to embrace diversity and inclusion among the participants of this project, 

be kind and respectful to each other, create a safe work environment, act with loyalty and 

transparency, protect Art Hackathon’s confidential Information and participant privacy and creativity, 

lead with economic integrity, giving prizes and respect human rights.  

According to  “hackathon. guide”22 a good hackathon could be a focus on both training and hacking.  

If the Hackathon involves newcomers, we suggest planning an hour of a workshop for dummies in 

which put essential bullet points about the code of conduct. 

However, we suggest informing them about rules and potential problems or needs in order to prevent 

them. Finally, we suggest, visiting the following sites for more utilities and specific info: 

 

• http://conference.hopper.org.nz/#coc 

• https://codefordc.org/code-of-conduct.html 

•https://www.hackerearth.com/community-hackathons/resources/e-books/guide-to-organize-

hackathon/#types-of-hackathons. 

 

 

 

 
22https://hackathon.guide 
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12. Exploitation plan after the hackathons 

 
The exploitation plan will include the following topics: 

- Description of the consortium of the project. 

- Project outputs description. 

- Intellectual property rights issues. 

- Expected impact. 

- Market identification and characteristics. 

- Definition of target users. 

- Dissemination activities  

 

The exploitation strategy requires the involvement of all partners.  

 

Exploitation plan 

 

Regional/ national/ 

institutional 

Localization, Open 

educational resources 

integration in the curriculum. 

Other fundings: National 

fundings, Erasmus, etc 

For further support: ongoing 

research. 

International/ European Search for innovation forums, 

MOOCs, similar or relevant 

projects 

New project: support further 

research, extend content, and 

pilots. 

 

 

At the end of the competition, newsletters will be sent to local, regional, and European sites with the 

results of the Hackathon and the announcement of the winners. 

Hackathon’s data will be uploaded to the project’s site and they will be available free for everyone. 

Also, the Hackathon’s results will be translated into all partner languages. Each partner is responsible 

to translate results into their language and send newsletters to local media.  

To participate in the Hackathon will also be invited artistic educational institutions that will spread 

the invitation to their students.  In this way, many stakeholders will be informed about the Hackathon 

and its objectives by stimulating the interest of educational and research bodies. 
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13. Rewards: what are the best practices? 

 
As already mentioned, the type of reward given to the winning solution(s) may act as an incentive for 

people to participate (Soltani et al, 2014).  Nevertheless, this factor doesn’t seem decisive for 

Hackathon’s success but teamwork’s participation.  

We suggest assigning a reward to the winning team (or every participant if you established a 

cooperative challenge) to engage a team: giving all participants something and not only to the winner 

can be more motivating. Finally, verify the possible legal issues before you give away the prizes (i.e. 

in presence of underage people)23. 

They include cash prizes, goodie bags (containing treats, books, or various vouchers), opportunities 

for further development (personal development or development of ideas), opportunities to have 

meetings with top-level executives, and even job offer proposals. The rewards need to be consistent 

with the nature of the challenge and the Hackathon's motto. For example, if a Hackathon revolves 

around sustainability, physical objects should be avoided. 

Rewards can include cash prizes, vouchers, travels, exclusive training or job proposals, devices 

(tablets, instruments, etc.); The reward should be coherent with the spirit and motto of the event.24 

There may be prizes for different categories, such as one for the best original idea, one for 

participation, etc...25 

 

 

14. Hackathon Evaluation: Likert scale 
 

 

Name………………………….   

 

Surname……………………….    

 

Age…………………………….  

 

 
23https://www.hackerearth.com/community-hackathons/resources/e-books/guide-to-organize-hackathon/#types-of-
hackathons 
24https://www.outsystems.com/-/media/images/root/hackathon-kit/outsystems-hackathon-starter-
kit.pdf?updated=20180227105859 
25https://www.outsystems.com/hackathon-kit/ 
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Please, choose and cross your answer☺ 

 

A. Concept and collaboration area: Agreement/Disagreement scale 

 

1. A) Creating a participation mood is a necessary phase for the success of the project: 

 

I strongly agree, I agree, I don't know, I disagree, strongly disagree. 

 

2. A) Defining in detail the structure of the Hackathon step-by-step is a necessary phase for the 

success of the project: 

 

I strongly agree, I agree, I don't know, I disagree, strongly disagree. 

 

 

3. A) The collaboration between the different parties (roles) involved in the project is a very 

important aspect in view of a positive outcome of the set objectives: 

 

I strongly agree, I agree, I don’t know, I disagree, strongly disagree. 

 

4. A) Actively participating in the various activities makes the project more creative and original 

 

I strongly agree, I agree, I don’t know, I disagree, strongly disagree. 

 

5. A) The tools used in Hackathon will certainly be useful to you in your work: 

 

I strongly agree, I agree, I don’t know, I disagree, strongly disagree. 

 

6. A) The use of technology is necessary for the phase of conception and identification of roles and 

tasks: 

 

I strongly agree, I agree, I don’t know, I disagree, strongly disagree. 

 

 

EVALUATION	TOOL	-	LIKERT	SCALE	FOR	AN	ART-HACKATHON’S	EVENT 
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B. Trust Area / Social Ties and Involvement: Very Important / Unimportant Scale 

 

1. B) How important is trust in a workgroup to you  

 

very important, important, moderately important, unimportant, unimportant 

 

2. B) How important is it for you to involve others in the various phases of the project? 

 

very important, important, moderately important, unimportant, unimportant 

 

3. B) Do you think that sociality is a determining/important aspect in the success of a Hackathon? 

 

very important, important, moderately important, unimportant, unimportant 

 

4. B) How important is the icebreaking phase for you in the first phase of the Hackathon? 

 

Very important, important, moderately important, unimportant, unimportant 

 

5. B) Do you think it is important to recognize the personal skills of everyone within a team? 

 

Very important, important, moderately important, unimportant, unimportant 

 

 

C. Area of exploration and creation of new ideas (solutions, etc.); Creativity and critical thinking; 

 

 

1. C) How important was it to express your creativity in the Hackathon program? 

 

1  2  3  4  5 

 

2. C) How useful were tools like the whiteboard and empathy map in building your Hackathon 

program? 
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1  2  3  4  5  

 

3. C) How crucial was the feedback from the other participants with respect to the validation of an 

idea? 

 

1  2  3  4  5  

 

4. C) Did the ideation phase help you structure your ideas better? 

 

1  2  3  4  5 

 

5. C) Expressing critical issues was an obstacle or a resource in the team? 

 

1  2  3  4  5 

 

D. Feedback Area (open answers): 

 

1.D) How was the climate within your team? 

________________________________________________________________________________

________________________________________________________________________________

________________________________________________________________________________ 

 

2.D) Are you satisfied with your Hackathon program? 

________________________________________________________________________________

________________________________________________________________________________

________________________________________________________________________________ 

 

3.D) Do you think your previous expectations at Hackathon are met/realized? 

________________________________________________________________________________

________________________________________________________________________________

________________________________________________________________________________ 

 

4.D) Do you think you have actively participated in the creation of the Hackathon? 
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________________________________________________________________________________

________________________________________________________________________________

________________________________________________________________________________ 

 

5.D) How important was the contribution of the other participants to you? 

 

________________________________________________________________________________

________________________________________________________________________________

________________________________________________________________________________ 

 
15. ANNEX A. 
 
SIDE _ Template to summarize the interviews  
 (IO2_A1: each partner should make at least 5 interviews with youth workers/youth leaders and 
culture association representatives, at the local level, regarding Culture Digitalization and its 
sustainability, to collect best practices, tools, suggestions, and emerging needs as well as rules, 
priorities, principles institutional approaches, policies in the frame of local requirement. The 
interviews will be conducted in a physical/virtual way. If virtually, remember to record and prove the 
interviews’ implementation). 
 

A. Identification of interviewer n.1 

Summary of his/her 
professional and personal 
background 

 

B. Experience in the youth field  

Professional Profile (i.e., 
youth leader, youth worker, 
culture expert, NGO 
representative, etc.)  

 

Target group he/she works 
with 

 

C. Culture Digitalization 

Main topics related to 
Cultural Citizenship  
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Digital Cultural Citizenship 
impact on youth 

 

D. Art Hackathon  

Previous Experience 
in Art Hackathon 

 

Skills required and reached 
objective 

 

Practical examples and 
their local impact  

 

 

 

 

16. ANNEX B. 
 
SIDE Survey Questionnaire - IO2 - Italy 

Successful Innovators on Digital Culture Citizenship – SIDE (2020-1-BE04-KA227-YOU-002816)  

The COVID 19 crisis has hit the cultural and creative sectors (CCS) particularly hard. Education and training opportunities for youth have also been interrupted for long period, creating 
long-term implications for post- COVID-19 recovery. Although the pandemic intensified the uncertainty and anxieties for the future, it also helped to create new business models with 
market potential for young people, in helping to address both the major societal challenges that CCS are facing in light of this global crisis but also the opportunities for them that the 
crisis has brought to the fore. Building on the impact of the COVID-19 crisis on both the education and the CCS, strategic complementarities can be developed.  

This questionnaire has been developed for the implementation of the SIDE project, and especially for the implementation of the  
Intellectual Output 2 "Methodology Toolkit on Digitalisation of Culture and Creative Sector" which aims to provide a comprehensive Methodology Toolkit for youth interested in fostering 
Digital Culture Citizenship in order to start the practice of implementing social dialogue among stakeholders and support initiatives that focus on promoting and spreading out EU values 
and culture in digital around the world.  The Toolkit will inspire young people to discover their own potential, use their creativity, imagination skills, and develop new artistic activities 
for sustaining Culture digitalization.  

The questionnaire investigates the methodology to enhance young people capacity and knowledge of organizing digital Hackathons (Hackathon is a one-day activity where young people  
will make extravaganza creative actions such as original work/project of art in order to promote Culture Citizenship online) and virtual Panels, for discussions about Arts and 
Culture. Culture Citizenship, and engagement of youth through the Arts, in order to promote EU values and foster active participation.  

For further information about SIDE project, please contact Elizabeth Tzialla at Elizabeth.Tzialla@efid.pl   
 

A. Identification of interviewer n.1 

1. From which country you are? 

Belgium 
 
 
Italy 
 
 
Serbia 
 
 
Cyprus 
 
 
Greece 
 
 
Poland 
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2. Age 

 

3. Gender 

 

Female 
 
 
Male 

 

 

 

 

4. Educational level 

. 

High School 
 
 
College 
 
 
Bachelor's Degree (e.g. BA, BS, Bsc) or equivalent 
 
 
 
Master's Degree (e.g. MA, Msc or equivalent) - Doctorate (e.g. PhD, EdD) 

5. What is your profile as a youth professional? You are a: 

Youth worker 
Youth trainer 
Social worker working with young people 
Youth leader 
Teacher/professor 
Youth mentor 
Culture Association Representative 
 
 
 

B. Experience in the youth field 

6. What is the age group of the young people you work with? Mark all that apply 

. 

13-18 

19-24 

25-29 

30-35 

35+ 

7. Do you work with young people with disadvantaged backgrounds and/or fewer opportunities? 

. 
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Yes 
 
 
No 
 

 

8. If yes, what sort of obstacles these young people face? Mark all that apply 

 

C. Culture Digitalisation 

9. What does being a Culture Citizen entail for you? Being... 

Culturally aware – I know what’s on offer to me and how to get involved 
Culturally literate – I can talk about arts, culture and heritage and explain what they mean to me, my friends 
and my community 
Culturally productive – I can make, perform, sing, act, play, compose 
Culturally knowledgeable – I understand the process of creating things, and that helps me make sense of my 

own experience and understand other cultures that might be different to my own 
Cultural leader – I can lead so that as young people we can contribute to and shape what’s on offer, 

including taking on roles in arts and culture organization 
Culturally aspirational – I can see what future career pathways in the arts might look like Altro: 

 

 

 

10. How important are the following for youth to develop Culture Citizenship? 

  

Altro: 

 

Disability 

Educational obstacles 

Economic obstacles 

Cultural differences 

Health issues 

Social obstacles 

Geographical obstacles 

 

Highly important Of medium importance Not important 

Regular engagement with arts and culture 

Awareness of arts and culture 

Enjoyment of arts and culture 

Knowledge of arts and culture 

Confidence to engage with arts and culture 
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11. How important is it for your target groups the following elements related to Digital Culture Citizenship? 

 

12. D. Art Hackathon  
Have you ever participated in an Art Hackathon? 

Yes 
 
 
No 

13. Have you ever organized an Art Hackathon? 

Yes 
 
 
No 

14. If yes, please briefly describe your experience 

 

 

 

Highly important Of medium importance Not important 

Digital and technology-based competences 

Interpersonal skills and the ability to adopt 

new competences 

Cultural awareness and expression 

Active Culture citizenship 

Empowerment 

Inclusion - Equity 

Creativity and innovation skills 

Civic skills 

Intercultural skills 
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15. Which skills do you think are necessary to organize an Art Hackathon? 

 

16. What of the following would increase youth engagement in an Art Hackathon? 

Involving young people more in planning and delivering 
 
 

      Create more social spaces at which young people are able to interact during an Art Hackathon 
 
 
Interactive displays and engaging content 
 
 
Publish young people’s reviews to encourage their peers to attend 
 
 
More tailored content for different ages/target groups 

     
  
     Diverse advertising channels 

 

 

 

 
 
 

 

 

 

 

 

 

Altro: 

 

Good Knowledge of the CCIs sectors 

Leadership 

Planning 

Problem-solving 

Teamwork 

Confidence 

Communication 
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17. ANNEX C 
 

Each partner carried out 5 interviews with youth workers/youth leaders, at local level, on the 

digitization of culture and its sustainability, for best practices, tools, suggestions and emerging 

needs, rules, institutional principles, approaches, policies in the framework of local needs. 

Afterward, in accordance with the order in the table, each of them can be consulted as a Small-scale 

Study & evaluation.  

 

 

 

 

 

 

 

 
 

 


