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1. Konsolidacja danych  

W ramach projektu każdy partner projektu SIDE musiał przeprowadzić 5 wywiadów bezpośrednich 

(ZAŁĄCZNIK A i B) z osobami pracującymi z młodzieżą/liderami młodzieżowymi na poziomie 

lokalnym na temat digitalizacji kultury i jej trwałości, aby zebrać najlepsze praktyki, narzędzia, 

sugestie oraz pojawiające się potrzeby, reguły, priorytety, zasady, podejścia instytucjonalne, polityki 

w ramach wymagań lokalnych. 

W dalszej części dokumentu krótko porównaliśmy wyniki wywiadów przeprowadzonych w ramach 

poprzedniego partnerstwa, aby zbadać wpływ i stan sztuki cyfrowej na nowe pokolenia młodych 

artystów i osób pracujących twórczo.  

 

1.1 Partnerstwo i poprzednie kroki  

 

Niniejszy raport ma na celu zbadanie aktualnej sytuacji sektora kultury i sektora kreatywnego w 

krajach partnerskich.  Poniżej znajduje się lista krajów partnerskich i organizacji, które przyczyniły 

się do powstania krajowych raportów z badań, których syntezą porównawczą jest niniejszy raport:  

 

Organizacja Kraj 

EUROPEJSKIE STOWARZYSZENIE NA RZECZ INTERESÓW WIDZÓW AISBL 

(EAVI) 

Belgia 

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

Dunaj1245 Serbia 

ENOROS CONSULTING LIMITED  Cypr 

CENTRUM EDUKACJI I INNOWACJI (INNOVED) Grecja 

Europejska Fundacja na Rzecz Wspierania Rozwoju Innowacyjnego (EFID) Polska 

 

W poprzednim etapie wszyscy partnerzy przedstawili i przekazali informacje: 

 

Ⅰ 

 

- Przegląd sektora CSS w ich własnym kraju (definicja i kontekst krajowy) 
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- Przegląd cyfryzacji kultury w ich kraju na poziomie lokalnym i krajowym (inicjatywy i cele);  

- Statystyczny przegląd zatrudnienia młodzieży w swoim kraju; 

 

Ⅱ 

 

- Wyniki uzyskano na podstawie kwestionariusza składającego się z czterech głównych części: 

- Doświadczenie zawodowe; 

- Osobiste pochodzenie; 

- Digitalizacja kultury; 

- Wiedza i/lub doświadczenie uczestników Art Hackathonu.  

 

Niezbędne dane zostały zebrane za pomocą kwestionariuszy i wywiadów. W ramach projektu każdy 

partner musiał przeprowadzić co najmniej 5 wywiadów z osobami pracującymi z młodzieżą lub 

liderami młodzieżowymi i przedstawicielami stowarzyszeń kulturalnych na poziomie lokalnym. 

Celem tych wywiadów było przede wszystkim zebranie najlepszych praktyk, a także narzędzi, 

sugestii, reguł, priorytetów, zasad, podejść instytucjonalnych i politycznych w ramach potrzeb 

lokalnych. 

Wywiady mogły być przeprowadzane fizycznie lub wirtualnie. W celu podsumowania każdego 

wywiadu należało wypełnić specjalny szablon (ZAŁĄCZNIK A).  

Szablon zawierał 4 główne sekcje.  

Część pierwsza dotyczyła identyfikacji rozmówców oraz ich przygotowania zawodowego i 

osobistego. Druga część dotyczyła kontekstu zawodowego respondentów, np. tego, czy są liderami 

młodzieżowymi lub osobami pracującymi z młodzieżą, kulturoznawcami czy przedstawicielami 

organizacji pozarządowych, a także tego, z jaką grupą wiekową pracują. Część trzecia odnosiła się 

do tematu cyfryzacji kultury, a konkretnie do głównych tematów związanych z obywatelstwem 

kulturowym według każdego z rozmówców, a także do wpływu, jaki cyfrowe obywatelstwo 

kulturowe wywiera na młodzież. Czwarta i ostatnia część dotyczyła wiedzy i wcześniejszych 

doświadczeń związanych z Art Hackathonem, wymaganych umiejętności i osiągniętego celu, a także 

praktycznych przykładów i ich lokalnego oddziaływania.  

 

Ⅲ 

 

 - Zbiór najlepszych praktyk, potrzeby szkoleniowe w zakresie "Art Hackathonu" na poziomie 

lokalnym. 
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2. ANALIZA PORÓWNAWCZA 
 

Niniejszy dokument podsumowuje główne konteksty i potrzeby przedstawione przez każdego z 

partnerów zaangażowanych w projekt, po dogłębnej analizie i porównaniu ich środowisk, 

podkreślając zarówno punkty podobieństwa, jak i różnice między każdym z nich w odniesieniu do 

rozwoju sektora kreatywnego i kulturalnego od strony cyfrowej.  

Porównano także wyniki poprzednich wywiadów, aby zbadać wpływ i stan sztuki cyfrowej na nowe 

pokolenia młodych artystów i pracowników twórczych. 

  

W poprzednim akapicie podsumowano i omówiono wyniki, a następnie dokonano porównania 

poszczególnych danych. 

 

Analiza porównawcza Ⅰ. 

     W ostatnim czasie sektor CSS zyskał znaczną popularność we wszystkich krajach partnerskich 

(np. w Serbii od 2020 r., w Grecji od 2017 r., na Cyprze od dwóch dekad, na stronie1 itp.) 

W niektórych krajach, takich jak Polska i Cypr, cyfrowa strona CSS już wywarła pozytywny wpływ 

na zrównoważony wzrost gospodarczy, podnosząc jakość życia obywateli, w innych, takich jak 

Włochy2 , pozostaje ona w fazie wdrażania. 

We wszystkich krajach partnerskich digitalizacja kultury rozwinęła się w odpowiedzi na      COVID-

19, tak aby respektować ograniczenia, nie naruszając ich i nie nakładając się na nie.  W każdym z 

tych krajów istnieje bogata tradycja historyczna, zachowywana z pokolenia na pokolenie, dotycząca 

rzemiosła ludowego, zwyczajów kulinarnych, a także sztuki i kultury. Ponadto, sektor kultury 

niekiedy nie jest uznawany za odrębny sektor3 .  

W rezultacie dochodzi do      Straty ekonomiczne dla osób pracujących w tej dziedzinie, w 

szczególności w odniesieniu do polskich badań na małą skalę4 (Consult i in., 2021). Należy 

podkreślić, że na szczeblu politycznym podejmuje się wiele działań mających na celu rozwiązanie i 

uregulowanie problemu, jak ma to miejsce w przypadku Cypru i Włoch. 

W analizowanych krajach coraz powszechniejsze staje się wykorzystywanie technologii ICT do 

celów kulturalnych: muzyka, gry telewizyjne, gazety, blogi itp.  

     . 

 
1 Odnośniki do danych przedstawionych w niniejszej dyskusji (tutaj i w dalszej części) można znaleźć w załączonych 

badaniach partnerskich na małą skalę (ZAŁĄCZNIK C). 
2 Tylko 24% muzeów zainwestowało w narzędzia cyfrowe - odsyłamy do badań na małą skalę w ZAŁĄCZNIKU C (str. 

6). 
3 tj. na Cyprze - odnosimy się do jego badań na małą skalę w ZAŁĄCZNIKU C (str. 4). 
4 ZAŁĄCZNIK C. 
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Porównując dostęp i rozpowszechnianie funduszy publicznych i prywatnych oraz uznawanie praw 

własności intelektualnej w celu zwalczania nielegalnych treści kreatywnych, dane pokazują, że 

wszystkie kraje mają do nich taki sam dostęp i takie same sposoby radzenia sobie z tymi kwestiami. 

Kolejnym wspólnym punktem jest możliwość zapewnienia wszystkim (a nie tylko dużym miastom 

krajów objętych projektem, np. Belgii) dostępu do świata cyfrowego, a tym samym przeciwstawienie 

się zjawisku wykluczenia cyfrowego.  

      

Sektor CSS obejmuje wiele działań, np. platformy kultury, mapę kultury, radio eNceK (Polska), 

narzędzia cyfrowe dla muzeów, narzędzia przyjazne środowisku cyfrowemu w klasach, hakaton 

zmiany kultury (Cypr), biblioteki narodowe i archiwa audiowizualne (Serbia), międzynarodową 

konferencję i kreatywny hakaton (Włochy), akcelerację TIK (Grecja i Belgia) itp. 

 

W niektórych krajach Partnerstwa liczba osób zatrudnionych w sektorze kultury5 jest stabilna, a 

większość mieszkańców posiada wykształcenie wyższe (prawo, administracja biznesu, nauki 

społeczne, sztuka, projektowanie, architektura, inżynieria itp.) 

 

Analiza porównawcza II 

Jeśli chodzi o wiek respondentów, to rozkłada się on różnie w poszczególnych krajach partnerskich. 

Większość z nich ma około 40 lat (np. na Cyprze 66,6%), jednak między krajami występują znaczne 

różnice, np. w Polsce i Belgii wiek ten znacznie się obniża; w Polsce 18,2% respondentów ma 26 lat; 

w Belgii 20% respondentów ma 26 lat, a 40% 27 lat.  Częstość występowania respondentów wydaje 

się być zbieżna w prawie wszystkich krajach wokół płci żeńskiej, zarówno dla każdego kraju, jak i 

dla absolutnego odsetka. Tzn. we Włoszech, Polsce i Belgii nie występuje nierównowaga płci netto: 

role/płcie są równo rozłożone, natomiast w Serbii i na Cyprze respondenci stanowią odpowiednio 

71,4% i 83,3% kobiet. Ogólnie rzecz biorąc, dominującym poziomem wykształcenia w omawianych 

krajach (na podstawie przeprowadzonych na niewielką skalę badań respondentów) jest wykształcenie 

wyższe magisterskie i licencjackie (mniej więcej 60% w każdym kraju). 

 

Co więcej, respondenci to prawie wszyscy pracujący z młodzieżą. Średnia wieku młodych 

pracowników respondentów wynosi od 19 do 24 lat; niemniej jednak po porównaniu wyników widać, 

że Belgia jest także krajem z najmłodszą grupą wiekową, jak wspomniano w niewielkim badaniu6 . 

 
5 Niektóre kraje (np. Włochy czy Belgia) informują, że dane te nie są w rzeczywistości dostępne w ich kraju - odnosimy 

się do ich badań na niewielką skalę w ZAŁĄCZNIKU C. 
6 ZAŁĄCZNIK C. 
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We wszystkich krajach partnerskich konsorcjum projektu respondenci pracują z osobami, które w 

trakcie swojej pracy zmagają się z przeszkodami natury ekonomicznej, społecznej i edukacyjnej. W 

szczególności respondenci z Belgii, którzy pracują z osobami zmagającymi się z różnicami 

kulturowymi (100%), oraz respondenci z Polski zmagają się z przeszkodami edukacyjnymi (100%), 

ekonomicznymi (100%) i kulturowymi (100%). 

Główny temat związany ze wspieraniem i rozwijaniem aktywnego obywatelstwa kulturowego 

wydaje się dotyczyć radości i regularnego zaangażowania w sztukę i kulturę, świadomości kulturowej 

w CCS oraz cech związanych z umiejętnością czytania i pisania ze zrozumieniem kultury. 

 

Z analizy danych uzyskanych w ramach partnerstwa wynika, że metodologia Art Hackathonu nie jest 

zbyt rozpowszechniona (praktycznie w 100% nieznana ankietowanym, jeśli chodzi o uczestnictwo i 

organizację Hackathonu)7 . Z tego powodu niniejszy projekt może stać się okazją do poszukiwań i 

stymulacji w tym kierunku. Jak wynika z danych, najlepszy przedział wiekowy dla młodych 

pracowników to 19-24 lata. Z tego powodu Hackathon powinien być ukierunkowany na potrzeby i 

zainteresowania tej konkretnej grupy wiekowej, aby stanowił doskonałą propozycję dla nowego 

pokolenia potencjalnie zainteresowanego dziedziną sztuki cyfrowej. 

Jak już wspomniano, wynika z niego, że młodzi ludzie, którzy mają wziąć udział w Hackathonie, 

powinni mieć od 19 do 24 lat, natomiast wiek ekspertów powinien wynosić od około 35 do 40 lat.  

 

Analiza porównawcza III 

Każdy z partnerów przedstawił streszczenie definicji Hackathonu, które można podsumować w 

następujący sposób:   

 

Hackathony to krótkie wydarzenia, podczas których ludzie rywalizują lub współpracują ze sobą, aby 

w określonym czasie (jeden lub dwa dni) zbudować interesujące projekty w celu rozwiązania 

konkretnego problemu. 

Ludzie spotykają się, tworzą zespoły, urządzają burze mózgów, dzielą się pomysłami i pomagają sobie 

nawzajem w tworzeniu niesamowitych rzeczy. Zwykle mile widziane są wszystkie poziomy 

umiejętności, więc te wydarzenia są dostępne dla każdego. 

 

Wszyscy partnerzy przedstawili przykłady różnych imprez typu Hackathon zorganizowanych na ich 

terenie. Na przykład, było wiele tematów Hackathonów, w tym bezpieczeństwo cybernetyczne, 

 
7 Odnosimy się do sekcji D ankiety ZAŁĄCZNIK A i B; w szczególności: Pozycja 12 i 13. 
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zmiany klimatyczne, inteligentne miasta, edukacja (EduHack), rozwiązywanie problemów, taniec, 

sztuka, technologie 3D itp.  

Z analizy porównawczej wynika, że w imprezach typu Hackathon we wszystkich krajach sieć 

utworzona przez muzyków, projektantów, fotografów, programistów itp. jest bardzo ważna dla 

sukcesu wydarzenia pod względem konkurencyjności i indywidualnego rozwoju (np. Etsy 

Hackathon). 

Żaden z partnerów projektu nie zgłosił jednak, że organizuje lub uczestniczy w Hackathonach. 

Są to główne potrzeby szkoleniowe i główne korzyści związane z wydarzeniem Art Hackathon: 

-Przejrzystość celów i metodologii; 

-Zastosowanie metod partycypacyjnych online; 

- przekazywanie wiedzy z zakresu technologii informacyjno-komunikacyjnych, umiejętności 

cyfrowych i zdobywanie doświadczenia w zakresie nowych technologii; 

- wspieranie uczestników i zarządzanie konfliktami;  

- umiejętności planowania, przywództwa, pracy zespołowej i komunikacji; 

- interdyscyplinarność; 

- wspieranie krytycznego myślenia, pewności siebie i samoświadomości, ducha inicjatywy, zdolności 

do podejmowania ryzyka; 

 

Jeśli chodzi o główne cele i korzyści, jakie chcemy osiągnąć w ramach Art Hackathonu, możemy je 

podsumować: 

- motywowanie do aktywnego udziału; 

-dostarczanie informacji zwrotnej; 

- zatrudnianie i ochrona roli artysty; 

- poprawa CV; 

- tworzenie sieci kontaktów zawodowych i międzyludzkich; 

- nadając temu wydarzeniu oryginalność, użyteczność i możliwość zastosowania; 

- wzmacnianie pozycji młodych przedsiębiorców; 

 

Jeśli chodzi o najlepsze praktyki związane z wydarzeniem Art Hackathon, możemy wymienić: 

- koncentrując się na wzroście; 

-Wzmocnienie pozycji wszystkich członków zespołu; 

-ustalenie ścisłego harmonogramu i trzymanie się go; 

-szczegółowe zaplanowanie i zorganizowanie imprezy w celu usunięcia przeszkód; 
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Jeśli chodzi o głównych zainteresowanych: 

Porównując raporty partnerów, można podsumować, że zainteresowanymi stronami powinny być 

instytucje publiczne i prywatne, instytuty badawcze, ministrowie kultury i stowarzyszenia 

młodzieżowe. 

 

Na koniec, z analizy wcześniejszych treści, które zostały porównane i omówione, wynika, że 

istotnymi cechami Hackathonu powinny być: 

- włączenie uczestników w proces planowania; 

- tworzenie nowych przestrzeni społecznych (tj. 57,1% w przypadku Serbii, 20% w przypadku Włoch); 

- umiejętność pracy w zespole i angażowania młodych ludzi; 

- promowanie umiejętności komunikacyjnych; 

- znaczenie uznanego ducha pracy zespołowej (, 33% dla Włoch, 80% dla Belgii, 100% dla Polski); 

 

3. Wnioski z konsolidacji danych 

 

 Wyniki wskazały, że postać artystów w dzisiejszym świecie musi być chroniona, zachowywana i 

promowana, jednak zanim to nastąpi, każdy artysta powinien mieć dostęp do wszystkich umiejętności 

wymaganych obecnie w dziedzinie technologii cyfrowych.  

Niedawna pandemia umożliwiła przyspieszenie procesu cyfryzacji, ale potrzebne są nowe wysiłki i 

wsparcie w tym kierunku. 

Ponadto, zgodnie z opisem, wspólnym celem powinno być promowanie znaczenia kultury, przede 

wszystkim w mediach na poziomie lokalnym, oraz opracowanie wysokiej jakości strategii medialnej 

i regulacji zgodnych z tą wspólną potrzebą podkreśloną przez partnerstwo z powodu słabości 

dokumentów strategicznych i ram metodologicznych. 

W kryzysie COVID-19 dotyczącym różnych podsektorów kultury i sektora kreatywnego 

podkreślono,  

że wiele praktyk, na których opiera się ta branża, nie było tak solidnych i funkcjonalnych.  

Wymaga to transformacji praktyk w kierunku bardziej odpornej, sprawiedliwej i zrównoważonej 

pracy (Consult et al, 2021).   W świetle naszej analizy porównawczej możemy więc wnioskować, że 

wyzwania omówione w poprzednich akapitach mogą posłużyć jako podstawa do opracowania 

nowych praktyk włączania i wdrażania, zwłaszcza biorąc pod uwagę brak doświadczenia 

respondentów z metodologią Hackathonu. 
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"Jeśli spojrzeć na historię, innowacje nie biorą się tylko z dawania ludziom bodźców; biorą się one 

z tworzenia środowisk, w których ich pomysły mogą się łączyć8 ."  

Hackathony to całkowicie innowacyjna przestrzeń społeczno-zawodowa.  

Wszyscy uczestnicy mogą zanurzyć się w procesie thinking design, tworząc konkretny prototyp w 

szerokim tego słowa znaczeniu. W ten sposób te same firmy mogą zebrać te pomysły i kontynuować 

ich realizację, zbierając niejako bezpośrednio potrzeby, wymagania i propozycje użytkowników. 

Proces ten opiera się na podejściu oddolnym, z definicji zorientowanym na użytkownika. 

Obecnie wszystkie firmy, szkoły, ośrodki szkoleniowe itp. mogą wprowadzić Hackathon jako nową 

praktykę w służbie innowacji.  

2. Praktyki/procesy dostosowujące się do grupy docelowej 

 

Hackathon powinien przede wszystkim skupiać się na aktywnym udziale jednostek. Zgodnie z logiką 

tego założenia, bardzo ważne byłoby wykorzystanie empatii w fazie projektowania, aby dostosować 

praktyki do grupy roboczej. Ta faza prewencyjna jest już w zasadzie częścią samego projektu, a 

dokładniej - częścią procesu myślenia projektowego. Dlatego właśnie Hackathon powinien zachęcać 

ludzi do przekraczania granic kreatywności i produktywności, ale należy zacząć od wspólnej bazy 

wiedzy. 

 

3. Skup się na temacie: jak można zorganizować hackathon o sztuce, 

czym się różni i jakie są podobieństwa?  

 

Począwszy od przełożenia Igrzysk Olimpijskich w Tokio po odwołanie Festiwalu Filmowego w 

Cannes, pandemia spowodowała intensywne wstrząsy społeczno-gospodarcze i geopolityczne na 

międzynarodowej mapie biznesowej. 

Pandemia mocno dotknęła branżę eventową, ponieważ koncentracja wielu osób w jednym miejscu 

jest jej kluczową cechą. W związku z tym miary dystansu społecznego miały bezpośrednie 

zastosowanie w wydarzeniach każdego rodzaju, społecznych lub biznesowych, wskazując, że 

nadszedł czas, aby zastanowić się nad osobami zaangażowanymi. Rezultatem szybkiego, a zarazem 

sprawnego procesu było natychmiastowe przekształcenie wydarzeń w środowisko cyfrowe. 

 
8 Kevin Kelly i Steven Johnson o tym, skąd się biorą pomysły".  

27 września 2010 r., wired.com 
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Konferencje hybrydowe, konferencje online, wystawy wirtualne, webinaria, ale także ich odnowiona 

wersja, czyli webinaria, pojawiły się dynamicznie od wiosny 2020 roku. 

W związku z tym powstało kilka narzędzi do organizowania wydarzeń cyfrowych. Jeśli chodzi o Art 

Hackathons, poniżej znajdują się informacje o tym, jak je zorganizować. 

 

1) Zbudowanie strony internetowej Hackathonu i formularza rejestracyjnego: strona powinna 

być użyteczna, wyczerpująca i dokładna. Musi zawierać tematykę wyzwań, termin 

nadsyłania zgłoszeń, zasady gry, wymagania wobec uczestników, nazwiska sędziów, 

program i nagrody dla zwycięzców. Formularz zgłoszeniowy musi być szczegółowy.  

2) Przygotuj skuteczną kampanię informacyjną: Hackathon potrzebuje uczestników! Aby ich 

znaleźć, organizacja może wykorzystać media społecznościowe, takie jak Facebook, 

LinkedIn, Instagram i Twitter.  

3) Zaplanuj co najmniej dwa szkolenia/ webinaria online: przed wyborem uczestników 

organizacja może przeprowadzić webinaria informacyjne z wykorzystaniem google meet 

lub zoom. Przyniesie to korzyści całemu procesowi, ponieważ uczestnicy dowiedzą się o 

technicznych aspektach wyzwania, wymienią się pomysłami, a także poczują 

przynależność do grupy.  

4)      Wybierz najlepsze pomysły i ogłoś grupy: Organizacja powinna stworzyć ciekawe i 

oryginalne gry oraz wyzwania dla uczestników. Więcej informacji na ten temat znajduje się 

w paragrafie 5 niniejszego dokumentu. 

5) Zgłoszenia projektu, wsparcie techniczne i kamienie milowe: Aby nadzorować postępy i 

zapewnić zaangażowanie uczestników, organizacja powinna wyznaczyć następujące 

kamienie milowe.  

- Esej wyjaśniający podstawową ideę Hackathonu 

- Ogólne sprawozdanie z postępu prac opisujące, co zostało zrobione 

- Film końcowy z pracami wszystkich uczestników  

6) Okres sędziowania: Pod koniec Hackathonu zarezerwuj trochę czasu na ocenę. Zwykle trwa 

to około 2 - 3 godzin, w zależności od liczby zgłoszeń i sędziów. 

7) Sponsorzy prywatni: prywatne organizacje, które angażują się w Art Hackathon jako 

sponsorzy, decydują się na taki krok, ponieważ jest to doskonała okazja do nawiązania 

kontaktu z jednymi z najzdolniejszych innowatorów jutra - uczestnikami, a także do 

szerszego zaprezentowania się szerszej publiczności. Biorąc pod uwagę, że uczestnicy 

pochodzą z różnych środowisk, mają różną wiedzę, umiejętności i doświadczenie, firmy 

prywatne uzyskują dostęp do różnorodnych pomysłów, innowacji i koncepcji. Będąc 
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sponsorem Art Hackathonu, firmy prywatne mają możliwość nawiązania kontaktu z 

uczestnikami, którzy chętnie dzielą się swoimi świeżymi pomysłami i chcą się od nich 

uczyć.  Prywatni sponsorzy angażują się w Hackathony, ponieważ jest to dla nich okazja 

do9 :  

- Ekspozycja: Art Hackathon to doskonała okazja dla firm prywatnych do zareklamowania 

siebie, swoich produktów/usług oraz kultury organizacyjnej szerszej i bardziej 

zróżnicowanej publiczności, bez konieczności inwestowania dużych pieniędzy i czasu w 

projektowanie i realizację drogich kampanii reklamowych. Bycie sponsorem Art 

Hackathonu daje sponsorom możliwość osiągnięcia celów reklamowych przy rozsądnych 

kosztach.  

- Rekrutacja: firmy prywatne pełniące rolę sponsorów wysyłają swoich przedstawicieli, 

którzy pełnią rolę mentorów podczas Art Hackathonu. Przedstawiciele ci mają także za 

zadanie zidentyfikować uczestników, którzy mogą być dobrymi kandydatami na staż lub/i 

pełnoetatowe stanowisko w ich firmie, ponieważ mają możliwość przeprowadzenia z nimi 

natychmiastowych rozmów na miejscu, poznania ich sposobu myślenia, dostrzeżenia ich 

umiejętności i wiedzy oraz zobaczenia, w jaki sposób współdziałają ze swoimi 

rówieśnikami.  

- Testowanie produktów/usług: Dla prywatnej firmy udział w Art Hackathonie stanowi 

wartość dodaną; jest to namacalna okazja do przetestowania swoich usług/produktów 

podczas warsztatów w czasie rzeczywistym z uczestnikami i wzięcia udziału w sesjach 

networkingowych "jeden na jeden", a tym samym wyłonienia osób, które mogą stworzyć 

kolejny poziom innowacji w ich produktach/usługach.  

- Rozwój/poszerzanie sieci kontaktów: firmy prywatne postrzegają swój udział w Art 

Hackathonie jako doskonałą okazję do nawiązania kontaktów, które mogą się przydać w 

przyszłości. Mogą to być kontakty z potencjalnymi pracownikami, rówieśnikami, 

współpracownikami i inwestorami.  

 

  Oto kilka wskazówek, jak przyciągnąć prywatnych sponsorów: 

- Nawiązanie kontaktu z organizacjami związanymi z ideą/tematem Art Hackathonu  

Organizacje działające w tej samej dziedzinie, której dotyczy Art Hackathon, przywiązują dużą wagę 

do budowania dobrej reputacji. Badają i analizują zachowania i potrzeby osób uczestniczących w 

 
9 https://www.businessinsider.com/hackathons-change-tech-recruiting-2015-1 

 

 

https://www.businessinsider.com/hackathons-change-tech-recruiting-2015-1
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Hackathonie, a ich ogólna reputacja jest dla nich bardzo ważna, ponieważ osoby te są zazwyczaj ich 

głównym rynkiem docelowym i użytkownikami końcowymi. Przygotowanie listy potencjalnych 

sponsorów, do których można się zwrócić z prośbą o sponsorowanie, jest niezbędnym pierwszym 

krokiem, poczynając od tych, którzy lepiej pasują do celów Hackathonu. Pozyskanie jako sponsorów 

organizacji, których działalność jest zbieżna z misją Hackathonu, jest korzystne dla ogólnego sukcesu 

imprezy.  

- Nawiąż kontakt z organizacjami, które już sponsorowały podobne wydarzenia 

Organizacje, które już wcześniej pełniły rolę sponsora Art Hackathonu, mają doświadczenie i wiedzę, 

by wesprzeć Hackathon, a ponadto mogą być cennym kanałem rozpowszechniania informacji i 

przyciągania większej liczby uczestników, ponieważ w większości przypadków ich marka jest dobrze 

znana osobom zainteresowanym takimi wyzwaniami jak Hackathon.  

- Zaprojektowanie atrakcyjnego pakietu warstw sponsorskich z różnymi poziomami wejścia 

Pakiet poziomów sponsorowania, który obejmuje różne poziomy wejścia, pozwala organizatorowi 

Hackathonu przyciągnąć do udziału firmy różnej wielkości. Przykładem różnych poziomów jest 

poniższy pakiet: 

Poziom 1 $ Poziom 2 $ Poziom 3 $$$ 

➢ Zorganizowanie 1 warsztatu 

dla maksymalnie 10 

uczestników 

➢ 2 Mentorów 

➢ Obecność na ceremonii 

otwarcia i rozdania nagród 

➢ 1 Demonstracja 

produktu/usługi  

➢ Logo organizacji na stronie 

internetowej imprezy 

➢ Obecność w mediach 

społecznościowych 

Wydarzenia przez 5 dni 

➢ Wyłączna współpraca z 

Brązowym Laureatem 

 

 

➢ Przeprowadzenie 2 warsztatów 

z udziałem do 15 uczestników 

każdy. 

➢ 3 Mentorów 

➢ Obecność na ceremonii 

otwarcia i rozdania nagród 

➢ 2 Demonstracja 

produktów/usług 

➢ Przeprowadzenie do 5 

indywidualnych rozmów 

kwalifikacyjnych 

➢ Logo na stronie internetowej 

wydarzenia 

➢ Obecność w mediach 

społecznościowych 

Wydarzenia przez 10 dni  

➢ Współpraca na wyłączność z 

laureatem srebrnej nagrody 

 

➢ Zorganizuj 2 warsztaty i 1 

wykład techniczny o sztuce z 

nieograniczoną liczbą 

uczestników. 

➢ Do 5 mentorów 

➢ Obecność na ceremonii 

otwarcia i rozdania nagród 

➢ Do 5 Demonstracja 

produktów/usług 

➢ Prowadzenie nieograniczonej 

liczby rozmów indywidualnych 

➢ Logo na stronie internetowej 

wydarzenia 

➢ Nieograniczony czas na 

mediach społecznościowych 

imprezy 

➢ Wyłączna współpraca ze 

Złotym Laureatem  
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8) Ogłoszenie zwycięzców: organizacja ogłosi zwycięzców na stronie internetowej 

Hackathonu, w mediach społecznościowych, na blogach za pomocą zdjęć lub filmów oraz 

w prasie za pomocą artykułów. Dzięki temu projekt stanie się bardziej atrakcyjny i 

popularny.  

9) Ważne wskazówki: organizacja powinna często komunikować się z uczestnikami, aby byli 

oni na bieżąco informowani i zainteresowani projektem. Ważne jest także, aby kamienie 

milowe były proste i łatwe do zrealizowania, w przeciwnym razie będą nudne i męczące 

dla uczestników.  

Wreszcie, jeśli konieczne jest przedłużenie terminu składania projektów, należy to zrobić! 

4. Profil uczestników: kto może być zainteresowany Art Hackathonami? 

 

Istnieje wiele materiałów literaturowych dotyczących metodologii Hackathonów, ale bardzo mało 

jest takich, które dotyczą Hackathonów Sztuki.  

Z tego względu niniejsza metodologia może być przydatna jako badanie kontekstu uczenia się sztuki 

współczesnej.  

Hackathony zazwyczaj prowadzą jednocześnie programistów, artystów i projektantów wokół 

jakiegoś wyzwania (Gama i in., 2018). Jednak w tym dokumencie odnosimy się konkretnie do grupy 

artystów zaangażowanych w ten rodzaj cyfrowego wydarzenia. Jak już wspomniano, istnieje punkt 

wspólny między klasycznymi Digital Hackathonami a sztuką cyfrową: dotyczy on obecności osób 

umożliwiających twórcze zarządzanie cyfrowym oprogramowaniem i sprzętem.  

Opierając się na tych założeniach naszej strony10 , proponujemy listę potencjalnie zainteresowanych 

uczestników. Młodzi ludzie, którzy wezmą udział w Hackathonie, powinni mieć od 19 do 24 lat, a 

eksperci w wieku od 35 do 40 lat.   

W związku z tym Hackathon powinien być ukierunkowany na potrzeby i zainteresowania tej grupy 

wiekowej, aby stanowił doskonałą propozycję dla nowego pokolenia potencjalnie zainteresowanego 

dziedziną sztuki cyfrowej11 . 

 

Myślący projektanci 

Vlogerzy 

Opowiadacze historii 

 
10Paragraf 1. niniejszego dokumentu 
11https://www.bbva.com/en/ten-new-jobs-created-digital-economy/;   

https://www.upwork.com/freelance-jobs/digital-art/ 
 

https://www.upwork.com/freelance-jobs/digital-art/
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Malarze cyfrowi 

Muzycy cyfrowi 

Artyści performatywni  

Fotografowie  

Wykresy cyfrowe 

Projektowanie interakcji 

Dyrektor ds. projektów 

Projektant ruchu i dźwięku 

Ilustrator cyfrowy 

Projektant i kreatywny myśliciel 

Architekt cyfrowy  

Artysta freelancer 

Wolny strzelec Asystent artysty 

Growth Hacking Manager 

Analityk mediów społecznościowych 

Motion Design 

Modelarz 3D/Animator 

Rzeźbiarz 3D 

Technik 3D Artysta 

Kamerzysta 

Filmowiec 

Projektant logo 

Projektant dźwięku 

Rozwój wizualny 

Storyboardzista 

Ilustrator 

Gra 3D dla komputerów i urządzeń przenośnych: 

Artysta koncepcyjny 

Artysta koloru/efektów 

 

Te profile mogą być zaangażowane w pracę zespołową, aby w kreatywny i angażujący sposób 

sprostać wspólnemu wyzwaniu. Biorąc pod uwagę przedział wiekowy, w Art Hackathon można 

zaangażować także uczniów ze względu na ich pedagogiczny, niedoświadczalny aspekt 

nieformalnego uczenia się.   
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5. Rodzaje wyzwań, które powinny zainteresować uczestników 

Hackathonu: na przykładzie 

 

W tym paragrafie proponujemy hipotetyczny schemat Hackathonu dotyczący rodzaju wyzwania, 

którym zainteresowany jest Hackathon. 

Zanim zaproponujemy nasz szablon, powinniśmy najpierw wskazać, jak Hackathon - artystyczny - 

jest metodologią, w której proces powinien liczyć się być może bardziej niż sam produkt (Decker, 

2015). 

Dlatego pierwszym ważnym krokiem jest stworzenie odpowiedniego środowiska pracy, które będzie 

sprzyjać komunikacji i współpracy między uczestnikami a pracownikami zaangażowanego zespołu. 

Proces ten powinien trwać około dwóch godzin. 

 Literatura potwierdza, że postaci mentora i przewodnika są bardzo ważne podczas tego wydarzenia 

artystycznego (Soltani i in., 2014): każdy Hackathon może zapewnić obecność jednego lub kilku 

mentorów, którzy są odpowiedzialni za pomoc i wspieranie w konkretny i aktywny sposób 

zaangażowanych zespołów (np. tworzenie grup, praca nad wyzwaniami, korzystanie z technologii). 

 Podobnie jak te założenia, nasze podejście, potwierdzone również przez literaturę, potwierdziło, że 

dyrygent pełni istotną rolę podczas Hackathonu, dzieląc i wprowadzając poszczególne etapy pracy 

oraz zapewniając ich prawidłowe przestrzeganie. 

Sposób rozpoczęcia Hackathonu powinien polegać na pierwszym formalnym spotkaniu, podczas 

którego nawiązuje się więzi w sposób nieformalny, np. jedząc wspólne śniadanie, przedstawiając się. 

W przypadku cyfrowego Hackathonu można to zrobić poprzez zabawę w formie online (Nolte i in., 

2020). 

Zanim zaproponujemy nasz szablon, podkreślmy, że Hackathon, zwłaszcza artystyczny, jest 

metodologią, w której proces liczy się bardziej niż sam produkt (Merriam & Clark, 1993). 

Aby to zilustrować, przedstawiono prosty model [Tabela 1], który może okazać się przydatny w 

przypadku organizacji 8-godzinnego Hackathonu. 

Godz

ina 

Działalność  Opis Osoba 

zaangażowana 

Narzędzia Wyniki 
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0  - Badania i pierwszy 

projekt planowania. 

- Ta faza dotyczy "godzin 

zerowych", czyli okresu 

przed Hackathonem.  

W tym czasie możesz: 

 

- Napisz strukturę 

Hackathonu krok po kroku 

(godzina po godzinie) z 

konkretnymi szczegółami 

dotyczącymi budżetu, 

materiałów, 

zaangażowanych aktorów 

itp. 

 

- Określenie interesariuszy 

itp. 

 

- Wyznacz jednego mentora 

i jednego przewodnika; 

 

- Ustalenie zespołu 

zróżnicowanego pod 

względem umiejętności, 

posiadanych dóbr i 

doświadczenia 

zawodowego. 

 

Zdefiniuj trzy różne 

wyzwania tematyczne, które 

należy zaproponować i 

ewentualnie zmodyfikować. 

Personel zespołu 

(badacze) 

 

Ekspert 

(projektant 

myślący) 

 

Zainteresowane 

strony 

Uwagi i PC; 

Biała tablica 

Pomysłowość, 

współpraca i 

wyjaśnianie. 

0.5/1 Rejestracja/prezentacja i 

kawa  

- Zbieranie frekwencji. 

- Stworzenie nieformalnej 

przestrzeni socjalizacyjnej  

PracownicyProw

adzącyMentorzy

Eksperci  

Uczestnicy 

Formularz 

rejestracyjny i 

kawa 

Zaufanie i więzi 

społeczne 

1/1 Keynote i wprowadzenie 

do wyzwania, z zasadami 

Hackathonu, 

wyjaśnionymi przez 

ekspertów. 

 

 

 

 

Po tej fazie następuje 

możliwość zadawania 

pytań; 

 

Rozdanie każdemu 

uczestnikowi  

dwóch karteczek post-itTM (z 

imieniem i nazwiskiem) 

dotyczących jego 3 

najlepszych umiejętności 

PracownicyProw

adzącyMentorzy

Eksperci  

Uczestnicy 

Post-itTM 

(Przełamywanie 

lodów z 

zespołem; 

można też użyć 

kanwy 

wizualnej); 

Biała tablica 

Zaangażowanie i 

zaangażowanie 
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osobistych i 3 najlepszych 

postaw 

zawodowych/umiejętności 

pracy w zespole.  

 

2 Podział zespołu i 

wspólne planowanie 

(burza mózgów, 

narzędzia canvas, mapa 

empatii, tablica); 

Otocz kółkiem i wybierz 

jedno z trzech różnych 

proponowanych wyzwań: 

 

- Rywalizacja (ze 

zwycięzcą - 

zawodnikiem lub 

zespołem) z 

nagrodą 

- Współpraca (nikt 

nie wygrywa, nikt 

nie przegrywa) z 

nagrodami  

- Współpraca (nikt 

nie wygrywa, nikt 

nie przegrywa) 

bez nagród 

 

W tej fazie możesz 

zidentyfikować lub omówić 

swoje persony-

użytkowników, korzystając 

z różnych narzędzi.  

Po zakończeniu tej fazy 

możesz skupić się na 

realizacji bardziej 

wybranego wyzwania. 

 

Przewodniki 

Mentor 

Uczestnicy 

Profil osobowy 

(przykładowe 

szablony można 

znaleźć na 

stronie 

www.Mural.com

) 

 

Mapa empatii do 

badania 

użytkowników 

docelowych. 

 

Biała tablica 

Poszukiwanie i 

tworzenie nowych 

pomysłów (rozwiązań 

itp.) poprzez 

kreatywność i 

krytyczne myślenie. 

3 do 7  Hack! Praca i twórczość Mentor 

Uczestnicy 

To zależy od 

wybranego 

wyzwania 

Współpraca i 

komunikacja 

8 Hack! i wyzwanie 

Wnioski 

Praca i finalizacja; 

 

Dawaj symboliczne 

nagrody. 

 

Utworzenie grupy mającej 

na celu stworzenie 

profesjonalnej strony 

internetowej, na której 

PracownicyProw

adzącyMentorzy

Eksperci  

Uczestnicy 

Zainteresowane 

strony 

Formularz oceny 

(wzór graficzny) 

zawierający 

sugestie i 

informacje 

zwrotne 

 

Informacja zwrotna i 

krytyczne myślenie. 

http://www.mural.com/
http://www.mural.com/
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będzie można wymieniać się 

kontaktami zawodowymi. 

Symboliczny 

grant (np. notes, 

koszulka, itp.) 

 

 

Hackathony promują szereg interdyscyplinarnych wyzwań, takich jak zmiana klimatu, wymiar 

sprawiedliwości w sprawach karnych, partycypacja, demokracja, opieka zdrowotna i przestrzeń 

miejska.   Wyzwania te wymagają uwagi: najpilniejszym wyzwaniem, przed którym stoi obecnie 

ludzkość, jest przystosowanie się do COVID-19. W rzeczywistości nowy koronawirus, COVID-19, 

ma wpływ na każdy aspekt życia. Przykładem może być zorganizowana w Szwecji akcja 

HacktheCrisis (Temiz, 2021). 

Tutaj zaproponowano trzy wyzwania w matrycy, zawierającej konkretne tytuły wyzwań i ich opisy; 

każdy uczestnik może wyrazić swoje osobiste preferencje dotyczące pojedynczego wyzwania (wybór 

jednego trybu)12 ; 

W związku z tym warto byłoby przedstawić listę wyzwań (na przykład trzy) i wybrać jedno z nich w 

głosowaniu grupowym. Jest to pierwszy krok do rozpowszechnienia formy aktywnego uczestnictwa 

podczas realizacji Hackathonu.  

Przed potwierdzeniem wybranego wyzwania moderatorzy powinni zaprosić zespół do dyskusji na 

temat wiarygodności tej kreatywnej, wspólnej ścieżki. Dane zebrane za pomocą post-it (Godzina 1) 

mogą być przydatne w tym kontekście czasowym.  

Jeśli chodzi o rodzaj wyzwania, możemy zasugerować skupienie się na niewielkim celu, na przykład 

na krótkim hakatonie, który ma na celu ukończenie prototypu materialnego lub niematerialnego.  

Art Hackathon zakłada wyzwanie artystyczne, na którym będzie się opierał Hackathon i nad którym 

uczestnicy będą pracować, aby dostarczyć najlepsze rozwiązanie i wygrać Hackathon. Dobre 

wyzwanie artystyczne wzbudzi zainteresowanie uczestników i utrzyma ich zaangażowanie przez cały 

czas trwania Hackathonu13 .  

→ Wyzwanie powinno mieć aspekt społeczny i wspólnotowy: kiedy ktoś jest zafascynowany 

tworzeniem i wprowadzaniem innowacji, czasem łatwo jest poczuć się odizolowanym. 

Dlatego tak cenny jest aspekt społeczny wyzwania artystycznego; tworzy on poczucie 

wspólnoty dzięki świadomości, że uczestnicy pracują nad tymi samymi bodźcami, aby 

osiągnąć wspólny cel, co wzmocni wysiłki uczestniczących zespołów w dążeniu do wygrania 

Hackathonu.  

 
12Więcej informacji można znaleźć na stronie: https://www.mdpi.com/2199-8531/7/1/39/htm#B2-JOItmC-07-00039 
13 https://theabundantartist.com/art-challenges-improve-productivity/ 

 

https://www.mdpi.com/2199-8531/7/1/39/htm#B2-JOItmC-07-00039
https://theabundantartist.com/art-challenges-improve-productivity/
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→ Poziom trudności wyzwania artystycznego: poziom złożoności wybranego wyzwania 

artystycznego będzie przyciągał różne typy uczestników. W zależności od wybranego 

poziomu, Art Hackathon przyciągnie uczestników o umiejętnościach początkujących, średnio 

zaawansowanych lub zaawansowanych.  

→ Czas i wysiłek potrzebny do rozwiązania wyzwania artystycznego: podczas burzy mózgów i 

wyboru wyzwania artystycznego na Art Hackathon warto wziąć pod uwagę całkowitą długość 

trwania Art Hackathonu (ile dni, ile godzin dziennie muszą spędzić uczestnicy itp.), liczbę 

uczestników, których chcemy przyciągnąć, profil uczestników (amatorzy, 

średniozaawansowani, profesjonaliści), środki (w kategoriach umiejętności i narzędzi, np. 

specjalne oprogramowanie lub jego brak), które muszą posiadać, aby rozwiązać to wyzwanie, 

oraz interesariuszy, których chcemy zaangażować. 

→ Wyzwanie powinno sprzyjać tworzeniu zróżnicowanego i inkluzywnego środowiska dla 

innowacji: Hackathon powinien zachęcać do udziału wszystkich zainteresowanych, bez 

względu na ich pochodzenie społeczne, ekonomiczne i wykształcenie, do zgłaszania swojego 

udziału. Zróżnicowana grupa uczestników o pluralistycznym punkcie widzenia na temat 

sposobu rozwiązania wyzwania artystycznego będzie sprzyjać ciekawym dyskusjom oraz 

wymianie opinii i praktyk, a także nowemu, bardziej inkluzywnemu pokoleniu innowatorów.   

 

Jak zdecydować, które wyzwanie jest najodpowiedniejsze? Każdy uczestnik powinien wybrać takie 

wyzwanie, które go zainspiruje. Każdy uczestnik ma kilka godzin na skupienie się nad hackiem, więc 

nie ma sensu wybierać wyzwania, które nie inspiruje. Każdemu będzie o wiele łatwiej iść do przodu, 

jeśli będzie to temat stanowiący wyzwanie. Dlatego ważne jest, aby każdy uczestnik nie skupiał się 

wyłącznie na nagrodzie (jeśli taka jest), wybierając w zamian najbardziej zabawne i stymulujące 

wyzwanie: zespół ciężko pracuje, aby stworzyć coś wyjątkowego w ciągu kilku godzin Hackathonu, 

ale dobra zabawa nigdy nie powinna zawieść! Nie wszystkie pomysły, które zaproponują uczestnicy, 

będą możliwe do zrealizowania w ciągu tych godzin. W związku z tym każdy z nich musi napisać 

lub powiedzieć (w odpowiednim czasie) wszystko, co przyjdzie mu do głowy na temat wyzwań. 

Nawet najgorszy pomysł, w formie informacji zwrotnej, może zapoczątkować coś wielkiego. Im 

więcej pomysłów krąży w głowie, tym większe prawdopodobieństwo, że któryś z nich się sprawdzi. 

Warto pamiętać, że Hackathon to przede wszystkim wyzwanie dla samego siebie, dlatego warto 

wykorzystać tę okazję do wyjścia poza swoją strefę komfortu. Tylko w ten sposób można nauczyć 

się nowych umiejętności i poznać nowych ludzi. Hackathon musi wykorzystywać mocne strony 

uczestników; proces swobodnej ekspresji w tym sensie ma fundamentalne znaczenie, a 

demokratyczny i oparty na współpracy klimat pozwala w krótkim czasie osiągnąć efektywną pracę 
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zespołową. Praca nad czymś ekscytującym sprawi, że będą mogli pracować do późnych godzin 

porannych, kiedy ich ciała zaczną łaknąć czasu na zamknięcie oczu14 .  

Proponowane wyzwanie Art Hackathon może dotyczyć tematyki cyfrowej i aktywnego uczestnictwa 

obywateli w celu rozwiązania konkretnych problemów, na wzór struktury studium przypadku.  

6. Czy należy uwzględnić szkolenia? 

 

Jeśli chcemy zorganizować efektywny Hackathon o wysokiej jakości, inspiracja i szkolenie 

uczestników oraz mentorów mają kluczowe znaczenie. Jeśli zrobimy to właściwie, możemy podnieść 

świadomość celów wydarzenia, określić oczekiwania i zwiększyć zaangażowanie uczestników. Jeśli 

więc chcemy przeprowadzić szkolenie, możemy to zrobić za pomocą warsztatów online, które 

pozwolą uczestnikom uzyskać bezpośrednie informacje zwrotne na temat pomysłów na projekty, aby 

nadać im kształt i doprecyzować je przed głównym Hackathonem. Ponadto, jeśli ich pomysły będą 

atrakcyjne, przyciągną wartościowych członków zespołu. Ponadto uczestnicy zapoznają się z obsługą 

platformy Hackathon, dzięki czemu będą mogli swobodnie wyrażać swoje zdanie, po rozwiązaniu 

części technicznej15 .  

 

7. Jak zachęcić uczestników do pracy zespołowej?  

 

Sekretnym składnikiem Hackathonu jest udział w pracy zespołowej i współpraca. Aby ją wspierać, 

warto zaproponować narzędzia grupowe, w tym przełamywanie lodów i gry, np. pisanie mózgów 

(pisanie mózgów daje introwertykom więcej okazji do mówienia o swoich pomysłach); Ponieważ w 

Art Hackathonie biorą udział osoby z różnych środowisk kulturowych, w różnym wieku i o różnych 

umiejętnościach, należy dążyć do równego uczestnictwa. W tym sensie np. techniki burzy mózgów 

pomagają ludziom wyrazić siebie (Gama i in., 2018). 

Gdy więcej osób dzieli się swoją wiedzą i umiejętnościami, powinno to dać projektowi większą 

szansę na wygraną. Również rodzaj nagrody przyznawanej zwycięskiemu rozwiązaniu 

(rozwiązaniom) może stanowić zachętę do uczestnictwa (Soltani i in., 2014). 

To, co zostało napisane do tej pory, należy stosować w fazach zaangażowania, badania i działania 

(Gama i in., 2018). 

 
14 https://www.cronofy.com/blog/how-to-choose-your-next-hackathon-challenge 

 
15 https://hackathon.guide/ 

https://tips.hackathon.com/article/hacking-the-hackathon-3-steps-to-success-from-samsung-next?utm_source=tips&utm_medium=organic&utm_campaign=gated_article_how_to_organize_a_hackathon&utm_content=link_3-steps-to-success-from-samsung-next
https://tips.hackathon.com/article/hacking-the-hackathon-3-steps-to-success-from-samsung-next?utm_source=tips&utm_medium=organic&utm_campaign=gated_article_how_to_organize_a_hackathon&utm_content=link_3-steps-to-success-from-samsung-next
https://www.cronofy.com/blog/how-to-choose-your-next-hackathon-challenge
https://hackathon.guide/
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Ponadto dobrym pomysłem na poprawę pracy zespołowej wśród uczestników jest korzystanie z 

narzędzi do współpracy, takich jak przechowywanie plików w chmurze, Microsoft Office 365 i 

aplikacje Google, które pomagają im współpracować, udostępniać wersje i zostawiać komentarze. 

Uczestnicy mogą też korzystać z aplikacji do przesyłania wiadomości, e-maili, a głównie z połączeń 

wideo, aby budować osobistą i korzystną komunikację (Arnold i in., 2020). 

Hackathony są nie tylko intensywne, ale także zabawne. Zdarza się, że po długim dniu spędzonym 

na hakowaniu online uczestnicy chcą się lepiej poznać. Jeśli więc zapewnimy im dostęp do 

zabawnych gier online, takich jak "escape roomy online" czy "bingo do pracy zdalnej", możemy 

utrzymać ich kontakt i wzmocnić ducha pracy zespołowej16 .  

 

8. Hakaton sztuki online 

 

Hakatony online to po prostu zewnętrzne hakatony, które odbywają się w Internecie, a nie w 

określonym miejscu geograficznym. Mogą one skutecznie poprawić relacje z deweloperami w skali 

globalnej. Art Hackathon online to wirtualne wydarzenie, w którym uczestniczą programiści 

komputerowi i inni artyści zainteresowani dziedziną sztuki cyfrowej. Ostatnio jest to bardzo 

popularne ze względu na Covid -19, ponieważ daje uczestnikom możliwość promowania swojej 

pracy, bezpiecznej współpracy i dostępu z każdego miejsca. Wydarzenia te trwają zazwyczaj 24-48 

godzin i mają na celu zgromadzenie programistów, projektantów, innowatorów i innych ekspertów 

w tej dziedzinie dla zabawy lub w celach edukacyjnych. W projektach tych mogą również 

uczestniczyć szkoły artystyczne, takie jak na przykład szkoły muzyczne17 . 

Organizacja Art Hackathonu rozpoczyna się od przekazania informacji za pomocą prezentacji lub 

strony internetowej organizacji goszczącej, na której podane są cele, warunki i szczegóły 

Hackathonu. Następnie trzeba znaleźć uczestników zainteresowanych tematem i przesłać im 

formularz rejestracyjny. Trzeba też ogłosić nagrodę, ponieważ większość hakatonów ma charakter 

konkursowy. Gdy rozpoczyna się cyfrowy Art Hackathon, uczestniczące w nim osoby lub zespoły 

rozpoczynają pracę programistyczną. Administrator Hackathonu zazwyczaj jest w stanie 

odpowiedzieć na pytania i zaoferować pomoc, gdy w trakcie imprezy pojawią się problemy. Pod 

koniec Hackathonu uczestnicy muszą zaprezentować swoje wyniki na stronie18 .  

 
16 https://corporate.hackathon.com/content/how-to-organize-a-hackathon 

Pod tym linkiem https://blog.hubspot.com/marketing/online-team-building-games znajduje się więcej gier online. 
17 https://visual-meta.com/2018/04/13/the-art-of-organizing-a-hackathon/ 
18 https://www.thetechedvocate.org/tips-organizing-successful-hackathon/ 

https://visual-meta.com/2018/04/13/the-art-of-organizing-a-hackathon/
https://www.thetechedvocate.org/tips-organizing-successful-hackathon/
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Podsumowując, Art Hackathon to świetny sposób na zwiększenie innowacyjności i ducha pracy 

zespołowej oraz połączenie sztuki z technologią.   

 

9. Zaangażowanie interesariuszy  

 

Zaangażowanie interesariuszy obejmuje sposoby pozyskiwania i angażowania osób, grup i 

organizacji, na które projekt może mieć wpływ lub które mogą mieć wpływ na projekt19 .  

Wiadomo, że organizacje dobrze prosperują, gdy skutecznie komunikują się z interesariuszami. 

Po pierwsze, bardzo ważne jest określenie celu Art Hackathonu, ponieważ kiedy istnieje wizja tego, 

co chce się osiągnąć, proces angażowania się staje się bardziej znaczący dla wszystkich 

zaangażowanych. Ponadto, aby utrzymać zaangażowanie interesariuszy, warto okresowo wysyłać e-

maile z aktualizacjami dotyczącymi wydarzenia. Inną praktyką jest zadawanie pytań w ramach tych 

aktualizacji w celu uzyskania pomocy lub sugestii dotyczących sektora specjalizacji interesariusza. 

W ten sposób można zebrać od interesariuszy odpowiedzi, które skłonią ich do głębszego 

zastanowienia się nad projektem. Ponadto ważne jest, aby wysyłać im biuletyny informacyjne, które 

pozwolą im zachować zaangażowanie i informacje. Można też zorganizować więcej niż jedno 

wydarzenie cyfrowe, aby ocieplić relacje z interesariuszami i umożliwić im przedstawienie postępów 

w realizacji projektu. Na koniec warto powiedzieć "dziękuję" i "gratuluję" interesariuszom, aby 

zachęcić ich do pracy i dać im, oprócz nagrody, certyfikat za udział (Moris i Baddache, 2011).  

 

10. Plan komunikacyjny/marketingowy i zarządzanie rejestracją 

 

Jeśli chodzi o plan komunikacji i marketingu, celem jest dotarcie do jak największej liczby osób 

przy jednoczesnym określeniu właściwej grupy odbiorców wydarzenia. Istota marketingu polega 

właśnie na umiejętności dotarcia do najbardziej odpowiedniej grupy. Co więcej, dzięki 

wydarzeniom cyfrowym nie ma granic dla grupy docelowej, a ludzie nie muszą ponosić 

dodatkowych kosztów związanych z podróżą. Oto kilka przydatnych strategii promocji 

wydarzenia. 

- Zakłada się, że najpierw należy skupić się na społeczności lokalnej, a następnie rozszerzyć 

zakres strategii upowszechniania.  

- Kontakt z lokalną prasą przed imprezą i w jej trakcie   

 
19 https://projectriskcoach.com/engage-project-stakeholders/ 
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- W przypadku uruchomienia biuletynu informacyjnego Kampanie e-mailowe20 . 

- Nie mniej ważne jest ogłoszenie Hackathonu z co najmniej miesięcznym wyprzedzeniem: 

ogólnie rzecz biorąc, rozsądnie jest przyjąć 50% wskaźnik rezygnacji (zwłaszcza w przypadku 

bezpłatnych Hackathonów), jednak poinformowanie o wydarzeniu w tym przedziale czasowym 

może być przydatne, aby zrekompensować część spodziewanych rezygnacji. - Wskazówkę, którą 

można zastosować w praktyce, można zaczerpnąć ze strategii stosowanych przez wielu 

influencerów w ramach sponsoringu: na tydzień przed Hackathonem można rozpocząć odliczanie 

w mediach społecznościowych; w miarę upływu dni, na przykład każdego dnia, można 

prezentować personel, miejsce itp. za pomocą postów lub opowiadań.  

Prawdopodobnie uczestnicy (lub potencjalni uczestnicy) będą udostępniać ten post na swoich 

kanałach społecznościowych, realizując w ten sposób zamiar dotarcia do większej liczby osób.  

- Rozpocznij kampanię w mediach społecznościowych (strona na Facebooku, Twitter, Instagram 

i LinkedIn). Możesz zaangażować innych organizatorów Hackathonu do publikowania postów na 

temat wydarzenia, używając hashtagów i tagów, historii itp.  

 

Tzn. strona, która zostanie utworzona na Facebooku, umożliwi komunikację z uczestnikami bez 

przeciążania wpisami innych obserwatorów. Z kolei na Twitterze będziemy publikować wpisy 

bardziej regularnie niż na Facebooku, ponieważ jest to konieczne, aby zachęcić do zaangażowania 

i nawiązać bezpośrednią komunikację z odpowiednimi społecznościami w celu uzyskania 

nowych pomysłów. Korzystne będzie także publikowanie wpisów z użyciem odpowiednich haseł, 

takich jak #arthackathon, arthackathon2022 i innych. W tym celu przydatna będzie bezpośrednia 

komunikacja ze szkołami i uniwersytetami, ponieważ prawdopodobnie będą one zainteresowane 

naszym programem ze względu na jego aspekt edukacyjny21 .  

Jeśli chodzi o zarządzanie rejestracją, przygotujemy formularz rejestracyjny zawierający 

następujące wymagania: 

- Płeć  

- Imię i nazwisko uczestnika  

- Nazwisko uczestnika  

- Data urodzenia  

- Numer komunikatu  

- Rezydencja 

 
20  https://guide.mlh.io/digital-hackathons/marketing-your-event/how-to-promote-your-event 
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; 

https://guide.mlh.io/digital-hackathons/marketing-your-event/how-to-promote-your-event
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- E-mail:  

- Zawód  

- Dziedzina sztuki cyfrowej  

 

Po wypełnieniu formularza rejestracyjnego uczestnicy otrzymają e-mail z potwierdzeniem, a 

następnie e-mail z przypomnieniem o wydarzeniu cyfrowym. Następnie wśród uczestników zostanie 

zorganizowane spotkanie online, aby lepiej się poznać i jak najlepiej zrealizować program. 

 

11. Kodeks postępowania uczestników 

 

Art Hackathon Code of Conduct pomaga nam lepiej budować nasz projekt i relacje między 

zainteresowanymi stronami. Dzięki niemu każdy, kto jest zaangażowany w Art Hackathon, może 

zrozumieć, jakie obowiązki na nim spoczywają. Wyjaśnia także niektóre przepisy prawne, których 

musimy przestrzegać. Nasz Kodeks Postępowania określa nasze oczekiwania, sposób działania i 

podejmowania decyzji. Powinniśmy do niego zaglądać, gdy mamy pytania lub napotykamy trudności 

i niejasne sytuacje w naszej codziennej pracy. Zasady, którymi będziemy kierować się w naszej pracy 

podczas Art Hackathonu, to: 

1) Dać głos interesariuszom, aby mogli opowiedzieć swoje historie i podzielić się swoją pracą  

2) Budowanie więzi i komunikacji między interesariuszami  

3) Zapewnij członkom bezpieczeństwo, chroń ich prywatność i prawa autorskie   

4) Promowanie sztuki cyfrowej za pomocą współczesnych narzędzi  

 

Istnieją również pewne wymagania dotyczące personelu i uczestników Art Hackathonu: 

1) Działać zgodnie z zasadami Art Hackathonu i przestrzegać wymogów niniejszego Kodeksu. 

2) działać zgodnie z prawem, uczciwie, etycznie i odpowiedzialnie  

3) Współpraca  

 

Wymagania wobec kierownika projektu  

1) Podaj właściwy przykład 

2) Tworzenie pozytywnego środowiska pracy  

3) Zgłaszanie potencjalnych lub znanych naruszeń niniejszego Kodeksu  

 

Ponadto, ważne jest, aby w tym projekcie uwzględniać różnorodność i integrację wśród uczestników, 

być uprzejmym i szanować siebie nawzajem, tworzyć bezpieczne środowisko pracy, działać lojalnie 
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i przejrzyście, chronić poufne informacje Art Hackathonu oraz prywatność i kreatywność 

uczestników, prowadzić działalność w sposób uczciwy, rozdawać nagrody i szanować prawa 

człowieka.  

Według "hackathon. guide"22 dobry hackathon może skupiać się zarówno na szkoleniu, jak i na 

hackowaniu.  

Jeśli w Hackathonie biorą udział nowicjusze, proponujemy zaplanować godzinny warsztat dla 

manekinów, w którym umieścimy najważniejsze informacje o kodeksie postępowania. 

Sugerujemy jednak informowanie ich o zasadach i potencjalnych problemach lub potrzebach, aby im 

zapobiec. Na koniec proponujemy odwiedzenie poniższych stron internetowych, na których można 

znaleźć więcej informacji na temat narzędzi i szczegółów: 

 

- 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. 

 

 

 

12. Plan wykorzystania wyników po zakończeniu hakatonów 

 

Plan eksploatacji będzie obejmował następujące zagadnienia: 

- Opis konsorcjum realizującego projekt. 

- Opis produktów projektu. 

- Kwestie związane z prawami własności intelektualnej. 

- Oczekiwany wpływ. 

- Identyfikacja i charakterystyka rynku. 

- Definicja użytkowników docelowych. 

- Działania związane z upowszechnianiem  

 

Strategia eksploatacji wymaga zaangażowania wszystkich partnerów.  

 

 
22https://hackathon.guide 

https://hackathon.guide/
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
https://hackathon.guide/
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Plan eksploatacji 

 

Regionalne/ krajowe/ 

instytucjonalne 

Lokalizacja, włączanie 

otwartych zasobów 

edukacyjnych do programu 

nauczania. 

Inne środki finansowe: 

Fundusze krajowe, Erasmus 

itp. 

Dalsze wsparcie: badania w 

toku. 

Międzynarodowe/ Europejskie Wyszukiwanie forów 

innowacyjnych, MOOCs, 

podobnych lub istotnych 

projektów 

Nowy projekt: wspieranie 

dalszych badań, rozszerzanie 

treści i pilotaż. 

 

 

Po zakończeniu konkursu do stron lokalnych, regionalnych i europejskich zostaną wysłane biuletyny 

z wynikami Hackathonu i ogłoszeniem zwycięzców. 

Dane z Hackathonu zostaną umieszczone na stronie internetowej projektu i będą dostępne bezpłatnie 

dla wszystkich zainteresowanych. Ponadto wyniki Hackathonu zostaną przetłumaczone na wszystkie 

języki partnerów. Każdy partner jest odpowiedzialny za przetłumaczenie wyników na swój język i 

wysłanie biuletynów do lokalnych mediów.  

Do udziału w Hackathonie zostaną zaproszone również artystyczne instytucje edukacyjne, które 

przekażą zaproszenie swoim uczniom.  W ten sposób wielu zainteresowanych zostanie 

poinformowanych o Hackathonie i jego celach poprzez wzbudzenie zainteresowania instytucji 

edukacyjnych i badawczych. 

 

13. Nagradzanie: jakie są najlepsze praktyki? 

 

Jak już wspomniano, rodzaj nagrody przyznawanej zwycięskiemu rozwiązaniu (rozwiązaniom) może 

działać jako zachęta do udziału (Soltani i in., 2014).  Niemniej jednak czynnik ten nie wydaje się 

decydujący o sukcesie Hackathonu, lecz o udziale w nim pracy zespołowej.  

Sugerujemy, aby w celu zaangażowania zespołu przydzielić nagrodę zwycięskiej drużynie (lub 

każdemu uczestnikowi, jeśli ustaliliście wyzwanie oparte na współpracy): danie czegoś wszystkim 
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uczestnikom, a nie tylko zwycięzcy, może być bardziej motywujące. Na koniec, zanim rozdasz 

nagrody (np. w obecności osób niepełnoletnich), sprawdź, jakie są możliwe kwestie prawne23 . 

Należą do nich nagrody pieniężne, torby z upominkami (zawierające smakołyki, książki lub różne 

bony), możliwości dalszego rozwoju (rozwoju osobistego lub rozwoju pomysłów), szanse na 

spotkania z kadrą kierowniczą najwyższego szczebla, a nawet propozycje pracy. Nagrody muszą być 

zgodne z charakterem wyzwania i mottem Hackathonu. Na przykład, jeśli Hackathon koncentruje się 

na zrównoważonym rozwoju, należy unikać fizycznych przedmiotów. 

Nagrody mogą obejmować nagrody pieniężne, vouchery, podróże, ekskluzywne szkolenia lub 

propozycje pracy, urządzenia (tablety, instrumenty itp.); Nagroda powinna być spójna z duchem i 

mottem imprezy.24 

Nagrody mogą być przyznawane w różnych kategoriach, np. za najlepszy oryginalny pomysł, za 

udział w konkursie itp.25 

 

 

14. Ocena hakatonu: Skala Likerta 

 

 

Nazwa...............................   

 

Nazwisko............................    

 

Wiek..................................  

 

 

Wybierz i zakreśl swoją odpowiedź☺. 

 

A. Obszar koncepcji i współpracy: Skala "zgoda/niezgadzanie się". 

 

 
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/ 

 

https://www.hackerearth.com/community-hackathons/resources/e-books/guide-to-organize-hackathon/#types-of-hackathons
https://www.hackerearth.com/community-hackathons/resources/e-books/guide-to-organize-hackathon/#types-of-hackathons
https://www.outsystems.com/-/media/images/root/hackathon-kit/outsystems-hackathon-starter-kit.pdf?updated=20180227105859
https://www.outsystems.com/-/media/images/root/hackathon-kit/outsystems-hackathon-starter-kit.pdf?updated=20180227105859
https://www.outsystems.com/hackathon-kit/
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1. A) Stworzenie atmosfery sprzyjającej uczestnictwu jest etapem niezbędnym do osiągnięcia 

sukcesu projektu: 

 

Zdecydowanie się zgadzam, zgadzam się, nie wiem, nie zgadzam się, zdecydowanie się nie 

zgadzam. 

 

2. A) Szczegółowe określenie struktury Hackathonu krok po kroku jest niezbędne dla powodzenia 

projektu: 

 

Zdecydowanie się zgadzam, Zgadzam się, Nie wiem, Nie zgadzam się, Zdecydowanie się nie 

zgadzam. 

 

 

3. A) Współpraca pomiędzy różnymi stronami (rolami) zaangażowanymi w projekt jest bardzo 

ważnym aspektem z punktu widzenia pozytywnego wyniku realizacji wyznaczonych celów: 

 

Zdecydowanie się zgadzam, Zgadzam się, Nie wiem, Nie zgadzam się, Zdecydowanie się nie 

zgadzam. 

 

4. A) Aktywne uczestnictwo w różnych działaniach sprawia, że projekt jest bardziej twórczy i 

oryginalny 

 

Zdecydowanie się zgadzam, Zgadzam się , Nie wiem, Nie zgadzam się, Zdecydowanie się nie 

zgadzam. 

 

5. A) Narzędzia wykorzystane podczas Hackathonu na pewno przydadzą Ci się w pracy: 

 

Zdecydowanie się zgadzam, Zgadzam się, Nie wiem, Nie zgadzam się, Zdecydowanie się nie 

zgadzam. 

 

6. A) Wykorzystanie technologii jest niezbędne w fazie tworzenia koncepcji oraz określania ról i 

zadań: 

 

NARZĘDZIE EWALUACYJNE - SKALA LIKERTA DLA WYDARZENIA ART-HACKATHON 
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Zdecydowanie się zgadzam, Zgadzam się, Nie wiem, Nie zgadzam się, Zdecydowanie się nie 

zgadzam. 

 

 

B. Obszar zaufania / Więzi społeczne i zaangażowanie: Skala Bardzo ważne / Nieważne 

 

1. B) Jak ważne jest dla Ciebie zaufanie w grupie roboczej?  

 

bardzo ważne, ważne, umiarkowanie ważne, nieistotne, nieistotne 

 

2. B) Jak ważne jest dla Ciebie angażowanie innych osób w różne fazy projektu? 

 

bardzo ważne, ważne, umiarkowanie ważne, nieważne, nieważne 

 

3. B) Czy uważasz, że kontakty towarzyskie są decydującym/ważnym aspektem sukcesu 

Hackathonu? 

 

bardzo ważne, ważne, umiarkowanie ważne, nieważne, nieistotne 

 

4. B) Jak ważna jest dla Ciebie faza przełamywania lodów w pierwszej fazie Hackathonu? 

 

Bardzo ważne, ważne, umiarkowanie ważne, nieważne, nieistotne 

 

5. B) Czy uważasz, że ważne jest, aby doceniać umiejętności osobiste wszystkich osób w zespole? 

 

Bardzo ważne, ważne, umiarkowanie ważne, nieważne, nieistotne 

 

 

C. Obszar poszukiwania i tworzenia nowych pomysłów (rozwiązań itp.); kreatywność i krytyczne 

myślenie; 

 

 

1. C) Jak ważne było dla Ciebie wyrażenie swojej kreatywności w programie Hackathon? 
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1  2  3  4  5 

 

2. C) Jak przydatne były takie narzędzia, jak tablica i mapa empatii, w budowaniu Waszego 

programu Hackathonu? 

 

1  2  3  4  5  

 

3. C) Jakie znaczenie dla walidacji pomysłu miały informacje zwrotne od innych uczestników? 

 

1  2  3  4  5  

 

4. C) Czy faza tworzenia pomysłów pomogła Ci lepiej zorganizować swoje pomysły? 

 

1  2  3  4  5 

 

5. C) Wyrażanie krytycznych kwestii było przeszkodą czy zasobem w zespole? 

 

1  2  3  4  5 

 

D. Obszar informacji zwrotnej (odpowiedzi otwarte): 

 

1.D) Jaka była atmosfera w Twoim zespole? 

________________________________________________________________________________

________________________________________________________________________________

________________________________________________________________________________ 

 

2.D) Czy jesteś zadowolony z programu Hackathonu? 

________________________________________________________________________________

________________________________________________________________________________

________________________________________________________________________________ 

 

3.D) Czy uważasz, że Twoje wcześniejsze oczekiwania wobec Hackathonu zostały 

spełnione/realizowane? 
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________________________________________________________________________________

________________________________________________________________________________

________________________________________________________________________________ 

 

4.D) Czy uważasz, że brałeś aktywny udział w tworzeniu Hackathonu? 

________________________________________________________________________________

________________________________________________________________________________

________________________________________________________________________________ 

 

5.D) Jak ważny był dla Ciebie wkład innych uczestników? 

 

________________________________________________________________________________

________________________________________________________________________________

________________________________________________________________________________ 

 

15. ZAŁĄCZNIK A. 
 

STRONA _ Szablon do podsumowania wywiadów  

 (IO2_A1: każdy partner powinien przeprowadzić co najmniej 5 wywiadów z osobami pracującymi 

z młodzieżą/liderami młodzieżowymi i przedstawicielami stowarzyszeń kulturalnych na poziomie 

lokalnym, dotyczących digitalizacji kultury i jej zrównoważonego rozwoju, w celu zebrania 

najlepszych praktyk, narzędzi, sugestii i pojawiających się potrzeb, a także reguł, priorytetów, zasad, 

podejść instytucjonalnych, polityk w ramach wymagań lokalnych. Wywiady będą prowadzone w 

formie fizycznej lub wirtualnej. Jeśli wirtualnie, należy pamiętać o nagraniu i udokumentowaniu 

realizacji wywiadów). 

 

A. Identyfikacja osoby przeprowadzającej wywiad n.1 

Podsumowanie 

doświadczenia 

zawodowego i osobistego 

 

B. Doświadczenie w pracy z młodzieżą  

Profil zawodowy (np. lider 

młodzieżowy, osoba 

pracująca z młodzieżą, 

kulturoznawca, 
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przedstawiciel organizacji 

pozarządowej itp.)  

Grupa docelowa, z którą 

pracuje 

 

C. Digitalizacja kultury 

Główne tematy związane z 

obywatelstwem 

kulturowym  

 

Wpływ cyfrowego 

obywatelstwa kulturowego 

na młodzież 

 

D. Hakaton sztuki  

Poprzednie doświadczenie 

w Hakatonie Sztuki 

 

Wymagane umiejętności i 

osiągnięty cel 

 

Praktyczne przykłady i ich 

lokalne oddziaływanie  

 

 

 

 

16. ZAŁĄCZNIK B. 
 

Kwestionariusz ankiety SIDE - IO2 - Włochy 

Skuteczni innowatorzy w dziedzinie obywatelstwa kultury cyfrowej - SIDE (2020-1-BE04-KA227-YOU-002816)  

Kryzys COVID 19 szczególnie mocno uderzył w sektor kultury i sektor kreatywny (CCS). Na długi czas przerwano także możliwości kształcenia i szkolenia młodzieży, co ma długofalowe 

konsekwencje dla procesu wychodzenia z kryzysu po zakończeniu COVID-19. Choć pandemia zwiększyła niepewność i obawy o przyszłość, pomogła także stworzyć nowe modele 

biznesowe z potencjałem rynkowym dla młodych ludzi, pomagając w rozwiązywaniu zarówno poważnych problemów społecznych, z jakimi borykają się CCS w świetle tego globalnego 

kryzysu, jak i możliwości, jakie kryzys ten dla nich stworzył. Opierając się na wpływie kryzysu COVID-19 zarówno na edukację, jak i na CCS, można wypracować strategiczną 

komplementarność.  

Kwestionariusz ten został opracowany na potrzeby realizacji projektu SIDE, a w szczególności na potrzeby realizacji projektu  

Produkt Intelektualny 2 "Zestaw narzędzi metodycznych do digitalizacji kultury i sektora kreatywnego", którego celem jest zapewnienie kompleksowego zestawu narzędzi metodycznych 

dla młodzieży zainteresowanej promowaniem Obywatelstwa Kultury Cyfrowej, aby rozpocząć praktykę wdrażania dialogu społecznego wśród interesariuszy i wspierać inicjatywy, które 

koncentrują się na promowaniu i rozpowszechnianiu wartości i kultury UE w formie cyfrowej na całym świecie.  Zestaw Narzędzi zainspiruje młodych ludzi do odkrywania własnego 

potencjału, wykorzystania kreatywności, umiejętności wyobraźni i rozwijania nowych działań artystycznych na rzecz podtrzymania cyfryzacji kultury.  

Kwestionariusz bada metodologię zwiększania możliwości i wiedzy młodych ludzi w zakresie organizowania cyfrowych Hackathonów (Hackathon to jednodniowe zajęcia, podczas 

których młodzi ludzie  

w celu promowania obywatelstwa kulturowego w Internecie) oraz wirtualne panele, na których będą toczyć się dyskusje na temat sztuki i kultury. Obywatelstwo kulturowe i 

zaangażowanie młodzieży poprzez sztukę w celu promowania wartości UE i zachęcania do aktywnego uczestnictwa.  

W celu uzyskania dalszych informacji na temat projektu SIDE prosimy o kontakt z Elizabeth Tzialla pod adresem Elizabeth.Tzialla@efid.pl.   
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A. Identyfikacja osoby przeprowadzającej wywiad n.1 

1. Z jakiego kraju pochodzisz? 

Belgia 

 

 

Włochy 

 

 

Serbia 

 

 

Cypr 

 

 

Grecja 

 

 

Polska 

2. Wiek 

 

3. Płeć 

 

Kobieta 

 

 

Mężczyzna 

 

 

 

 

4. Poziom wykształcenia 

. 

Szkoła średnia 

 

 

College 

 

 

Dyplom licencjata (np. BA, BS, Bsc) lub równoważny 

 

 

 

Stopień magistra (np. MA, Msc lub równoważny) - Stopień doktora (np. PhD, EdD) 

5. Jaki jest Twój profil jako specjalisty ds. młodzieży? Jesteś: 

Pracownik młodzieżowy 

Trener młodzieży 

Pracownik socjalny pracujący z młodzieżą 
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Lider młodzieżowy 

Nauczyciel/profesor 

Mentor młodzieżowy 

Przedstawiciel Stowarzyszenia Kultura 

 

 

 

B. Doświadczenie w pracy z młodzieżą 

6. W jakiej grupie wiekowej są młodzi ludzie, z którymi pracujesz? Zaznacz wszystko, co dotyczy 

. 

13-18 

19-24 

25-29 

30-35 

35+ 

7. Czy pracujesz z młodzieżą ze środowisk defaworyzowanych i/lub z mniejszymi szansami? 

. 

Tak 

 

 

Nr 

 

 

8. Jeśli tak, to z jakimi przeszkodami borykają się ci młodzi ludzie? Zaznacz wszystkie, które mają zastosowanie 

 

C. Digitalizacja kultury 

9. Co oznacza dla Ciebie bycie Obywatelem Kultury? Bycie... 

Świadomość kulturowa - wiem, co jest mi oferowane i jak mogę się zaangażować 

Kulturoznawca - potrafię rozmawiać o sztuce, kulturze i dziedzictwie kulturowym oraz wyjaśnić, co one 

znaczą dla mnie, moich przyjaciół i mojej społeczności 

produktywny kulturowo - potrafię tworzyć, wykonywać, śpiewać, grać, komponować 

Wiedza o kulturze - rozumiem proces tworzenia rzeczy, a to pomaga mi nadać sens moim własnym 

doświadczeniom i zrozumieć inne kultury, które mogą się różnić od mojej. 

Lider kultury - potrafię przewodzić, tak abyśmy jako młodzi ludzie mogli współtworzyć i kształtować ofertę 

kulturalną, w tym przyjmować role w organizacjach artystycznych i kulturalnych 

Altro: 

 

Niepełnosprawno

ść 
Przeszkody edukacyjne 

Przeszkody ekonomiczne 

Różnice kulturowe 

Kwestie zdrowotne 

Przeszkody społeczne 

Przeszkody geograficzne 
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Aspiracje kulturalne - mogę zobaczyć, jak może wyglądać przyszła ścieżka kariery w sztuce Altro: 

 

 

 

10. Jak ważne dla rozwoju postawy obywatelskiej młodzieży są poniższe działania? 

  

 

Bardzo ważne O średnim znaczeniu Nieważne 

Regularne zaangażowanie w kulturę i sztukę 

Świadomość sztuki i kultury 

Korzystanie z kultury i sztuki 

Wiedza o sztuce i kulturze 

Pewność siebie w angażowaniu się w sztukę i kulturę 
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11. Jak ważne dla Twoich grup docelowych są następujące elementy związane z Obywatelstwem Kultury Cyfrowej? 

 

12. D. Hakaton sztuki  
Czy brałeś kiedyś udział w Art Hackathonie? 

Tak 

 

 

Nr 

13. Czy kiedykolwiek zorganizowałeś Art Hackathon? 

Tak 

 

 

Nr 

14. Jeśli tak, proszę krótko opisać swoje doświadczenie 

 

 

 

Bardzo ważne O średnim znaczeniu Nieważne 

Kompetencje cyfrowe i technologiczne 

Umiejętności interpersonalne i zdolność do przyjmowania 

nowe kompetencje 

Świadomość i ekspresja kulturowa 

Aktywne obywatelstwo kulturowe 

Empowerment 

Włączenie - równość 

Umiejętności w zakresie kreatywności i innowacyjności 

Umiejętności 

obywatelskie 

Umiejętności międzykulturowe 
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15. Jakie umiejętności są Twoim zdaniem niezbędne do zorganizowania Art Hackathonu? 

 

16. Które z poniższych rozwiązań zwiększyłoby zaangażowanie młodzieży w Art Hackathon? 

Większe zaangażowanie młodych ludzi w planowanie i realizację działań 

 

 

      Stworzenie większej liczby przestrzeni społecznych, w których młodzi ludzie mogliby wchodzić w interakcje podczas Art Hackathonu 

 

 

Interaktywne wyświetlacze i angażujące treści 

 

 

Publikowanie recenzji młodych ludzi, aby zachęcić ich rówieśników do udziału w zajęciach 

 

 

Więcej treści dostosowanych do potrzeb różnych grup wiekowych i docelowych 

     

      Zróżnicowane kanały reklamowe 

 

 

 

 

 

 

 

 

 

 

 

 

Altro: 

 

Dobra znajomość sektorów PKT 

Przywództwo 

Planowanie 

Rozwiązywanie problemów 

Praca zespołowa 

Confidence 

Komunikacja 
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17. ZAŁĄCZNIK C 

 

Każdy z partnerów przeprowadził 5 wywiadów z osobami pracującymi z młodzieżą/liderami 

młodzieżowymi na poziomie lokalnym na temat digitalizacji kultury i jej zrównoważonego 

rozwoju, w celu znalezienia najlepszych praktyk, narzędzi, sugestii i pojawiających się potrzeb, 

reguł, zasad instytucjonalnych, podejść, polityk w ramach potrzeb lokalnych.  

Następnie, zgodnie z kolejnością podaną w tabeli, każdy z tych dokumentów może zostać 

wykorzystany jako studium i ewaluacja na małą skalę.  
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1. INTRODUCTION ON CONTEXT AND NEEDS 

In order to fully understand the peculiarities of the Cultural and Creative Sector (CCS) in Belgium, the 

reader should get acquainted with the country subdivision and the public bodies’ different 

competences. Belgium is a small but very peculiar country characterised by two main linguistic 

communities and one minority. It is a federal constitutional monarchy divided into three regions: 

Flanders, Wallonia and Brussels-Capital region. The regions host the linguistic communities in the 

respective order: the Flemish speaking one in the Flanders and the French speaking one in Wallonia. 

Brussels-Capital region instead is in the Flanders but is mainly French speaking, while the German 

minority can be found exclusively in Walloon region. To overcome the possible delegation conflicts 

which could arise, the Belgian State gave also public competences to linguistic communities, different 

from the regional ones, therefore both regions and communities (Flemish, French and German-

speaking community) are represented within the Parliament. The Federal State takes care of matters 

of national relevance such as justice, defence, police, social security, public debt, public finances and 

other aspects of general importance such as external representation duties and foreign affairs.   

Regions have authority in fields connected with their territory: economy, employment, agriculture, 

housing, public works, energy, transport, environment, etc. 

Communities instead are at the level which mainly interests our research and evaluation. They 

exercise competences only within linguistically determined geographical boundaries and take care of 

culture (including audio-visual media), education, the use of the relevant language and assistance to 

individuals at local level (protection of youth, social welfare, aid to families, immigrant assistance 

services, etc.). For this reason, the characteristics of the CCS will be breakdown and analysed according 

to regional and community divisions. 

1.1 Overview of CCS in Belgium: definition and national context 

Belgium normally identifies entities belonging to the CCS according to the NACE classification1, which 

are normally split in ten sectors: performing art, libraries, archives and museums, photography, art 

and antiques retail, audio-visual, printed media, fashion, advertising, architecture and design.  

Additionally, another classification is used based on the amount of creativity content. The Art Core 

industries are the ones where more creativity is used and normally refer to performing arts.  

 
1 It is the industry standard classification system used in the European Union and it stands for: nomenclature 
statistique des activités économiques dans la Communauté européenne KS-RA-07-015-EN.PDF (europa.eu)  
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Generically, almost all the literature in Belgium though, adopts the following two notions to describe 

the cultural and creative sector: 

a) Cultural industries “are the ones producing and distributing goods or services considered as 

possessing a specific quality, use or purpose that embodies or conveys cultural expressions, 

independently of the commercial value that these goods or services may have”; 

b) Creative industries “are the ones that rely on the input of human creativity for the creation of 

economic, symbolic and social added value, split up according to the various stages of the 

value chain (creation, production, distribution and consumption), and which contribute to the 

development of creative advantage” 3. 

The CCS’ characteristics are different according to the region analysed, as already said above. Brussels-

Capital region has the highest concentration of both industries and VAT declarants, followed by 

Flanders and lastly Wallonia. The region of Brussels has of course the advantage of being more 

urbanised compared to the others, hosting therefore the highest number of advertising and audio-

visual companies headquartered in its territory, while the trend in the other regions shows fashion 

and printed media industries as prevailing. In terms of employment the situation doesn’t change: 

Brussels had the most relevant share of jobs in the CCS at national level in 2014, even if it decreased 

 
2 Mauri C., Vlegels J., Ysebaert W., Open Edition Journals (2018). The cultural and creative economy in Brussels-
Capital Region. 
3 Livre vert - Libérer le potentiel des industries culturelles et créatives - Publications Office of the EU (europa.eu) 
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rapidly by 12.1% compared to previous years (the same happened in the Flanders by 3.8%), while 

remaining relatively stable in Wallonia.  

4 

5The sectors of employment present quite major differences: in Brussels the majority of employees 

27% work in fashion, 20% in audio-visual and around 12% both in printed media and advertising; in 

the Flanders fashion prevails with a 40% employment rate, followed by a 22% in printed media 10% 

in architecture; in Wallonia the same sectors as in the Flanders prevail in terms of workforce, 33% in 

fashion, followed by 20% in printed media and 16% in architecture. As already highlighted, the audio-

visual and advertising sector has a bigger dimension in Brussels also in terms of workforce compared 

to the national average. The total employment in Belgium in the CCS reached 6% in the same year 

(2014). It is important to highlight that, although the CCS in Belgium is quite consistent, most of the 

 
4 Image source : The cultural and creative economy in Brussels-Capital Region (openedition.org)  
5 Image source : The cultural and creative economy in Brussels-Capital Region (openedition.org) 
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industries exist in the legal form of organisations (ASBL or AISBL – association international sans but 

lucratif), social businesses or independent labour.  

The challenges faced and the needs to be tackled in the field slightly vary from region to region, 

according to the sector dimension and the flexibility of the local economy. A shared problem is the 

funding: most of the entities receive subsidies or funds from the public sector, but the activities are 

mainly financed on a project basis, creating a sustainability issue in the long term. Moreover, usually 

only a minor percentage of public funds is allocated to the CCS and it is shrinking over time. Indeed, 

in Wallonia only 2.6% of funds were allocated to the cultural sector in 2014 compared to a 54% for 

health. Overall, being the sector more developed in Brussels and the Flanders, Wallonia mainly 

presents problems related to the start-up and scale-up phase of the industries, e.g. funding and 

improvement of labour laws and welfare in the sector, to guarantee a sustainable growth in the 

future.6 In the Flanders and Brussels the scenario is different and the concerns relate to the growth 

and internationalisation. For this reason, the sector needs are linked to the increased visibility of the 

Flemish Creative Industries abroad, an integrated policy for the main sectors in the fields of 

employment, economy, innovation etc., the teaching of entrepreneurial and business skills in creative 

education (not only business planning and economy basics, but also networking skills and the ability 

to take risks). Finally, the idea is to foster more cooperation within the sector itself and to improve the 

access to private financing.  

 
6 Rapport-final-ICC.pdf (iweps.be)  
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Another shared matter of concern is linked to digitalisation and online piracy which influence 

especially the printed media sector; therefore, the recognition of intellectual property rights is one of 

the main priorities to combat illegal creative content.7 

1.2 Overview of Cultural Digitalization at national and local level: objectives and 

initiatives 

The digitalization of culture is understood in Belgium as the conversion of cultural and creative content 

into a digital format, accessible online and enabling the possibility of interaction with end-users.  

Digital technology has overcome the traditional cultural model and nowadays, digital cultural content 

has a central place in the cultural sector. This is fundamentally changing the relationship between the 

creator, the cultural organization and the viewers. 

The need at the national level envisions a policy which aspires to stimulate the transformation of the 

cultural sector through digital technology addressing not only cultural organizations, but also related 

industries (general infrastructure, services, connection with other socio-cultural areas, etc.). The new 

platforms that are emerging have no public interest mission and respond to a primarily commercial 

logic. Therefore, the aim of cultural and education policies at the community level (as already said 

above, linguistic communities take care of the cultural sector) is to boost the transition towards a 

digitalized cultural sector of public relevance and give to everybody the possibility to enjoy this new 

form of engaging with art and culture thanks to the transferring of media literacy skills. 

Here the most important initiatives at community level will be highlighted: 

● Flemish community: in 2017 the cultural education policy came into force with the aim of 

fostering the collaboration between schools and cultural organizations, raising awareness in 

different domains of culture such as education, citizenship, sustainability, etc. Practically this 

has been done thanks to the creation of the digital platform Cultuurkurr  which connects 

schools and teachers to cultural organisations and allows them to enrich educational 

programmes with cultural and creative insights and courses. Thanks to the platforms, they 

have the possibility to ask for funds to implement cultural initiatives or projects, organise 

cultural trips with students and undertake research in the cultural field.  

 
7 creative-industries-in-flanders.pdf (flandersdc.be)  
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On the same wavelength, the Flemish Community developed in 2014 a Cultural Framework 

for digitalization, creating the infrastructure to boost this process at the level of cultural 

innovation, production, distribution and consumption. The aim is to strengthen digitalization 

skills within the cultural industries through cooperation, sharing of internal processes and 

providing digital instruments which allow us to understand the benefits of digitalization. 

Beyond facilitating and supporting, the Flemish Government also aims to monitor and steer 

the digital ecosystem by building a regulatory framework for digital culture policy. Practically, 

Cultuurconnect is an organization that supports and guides libraries, cultural and community 

centers in developing and achieving their goals in the digital society. The organization helps 

local cultural institutions to develop a digital approach and know-how.  

The government also incorporated culture within the Youth and Child policy in the period 

2015-2019 pursuing the following objectives for young people up to the age of 30: to create 

and guarantee equal chances; create and guarantee development opportunities and increase 

the formal and informal participation in the cultural life of children and young people.  

All the above goals and previous undertakings will be included in the 2050 governmental 

cultural vision, in which culture is recognized as a vector of social cohesion, creativity and 

innovation. In order to support this vision, the Flemish Government has selected seven 

transition priorities on which it intends to focus its energies, and one of the transitional 

priorities aims to link the traditional aspects of well-being and health with aspects of sport 

and culture. The government will act to guarantee job opportunities for youth in the social, 

cultural and creative sector and access to new technologies. 

● French community: in 2007 the French community government adopted the Digital Culture 

Plan for heritage exploitation and preservation plan. It is a digitization plan that targets 

cultural and heritage funds and collections kept in museums, archives, libraries, audio-visual 

and institutions both to preserve and promote the cultural heritage, to have access to it in a 

digital version. The public platform constituted to collect the heritages can be found here. The 

Plan also contributes to the recognition of digital technology as a tool at the service of all 

practices; the protection, preservation and management of the cultural heritage of the French 

Community; improve the dissemination, mediation and access of culture; support for creation 

by opening new media spaces and new forms of promotion.  
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Moreover, the French government also supported the International Organization of La 

Francophonie (OIF) for the implementation of its Convention. The French Community 

(Wallonia-Brussels International) participates in the financing of actions which link culture and 

sustainable development: importance given to creativity in the various sectors as well as 

access to culture; the need and desire to open up culture to other territories and to reach out 

to rural populations, particularly women and young people; support for artists and cultural 

entrepreneurs in the digital transition. 

● German community: a platform has been created for the promotion and digitalisation of 

cultural heritage. The portal hosts the entire cultural heritage of the German-speaking 

Community and allows archiving in digital form and according to international standards. The 

portal's main strength is its constant update. Whenever a monument is considered protected, 

it is immediately digitized and posted on the portal. This allows easy and contemporary access 

for citizens to cultural heritage. 8 

1.3 Statistical overview of youth employment through the cultural digitalization in 

Belgium 

No data available at national level for this sector, although the job demand and the possibilities of 

internships for young people in the whole CCS seem to be quite relevant in terms of opportunities. 

Below there are some links to the most important platforms for job search respectively in Wallonia, 

Brussels and Flanders.  

Emplois et stages dans le secteur culturel - Portail de la culture en Fédération Wallonie-Bruxelles 

Agenda culturel - Spectable 

Cultuurjobs 

 

 
8 Belgique 2018 report | Diversité des expressions culturelles (unesco.org)  
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2. SMALL-SCALE STUDY & EVALUATION 

2.1 Description of data collection and interviews at local level. 

Due to the current circumstances and the restrictions that the COVID-19 pandemic has 

caused, EAVI conducted five online interviews with youth workers and youth organisations’ 

leaders working in Belgium to collect best practices, tools, ideas and emergent local 

necessities in the field, as well as regulations, priorities and institutional approaches.  

A semi-structured questionnaire was used by EAVI in the format of a survey, as was the case 

with all the other partners. In addition, a mixed-method approach was used to gather both 

qualitative and quantitative data to gain a general understanding of the target group’s 

perceptions and ideas and, in general, explore further the objectives of this study. More 

specifically, close-ended and open-ended questions required the participants to provide their 

views, ideas, and perceptions on the existence of digital culture and its relation with youth.  

Communication with other organizations and individuals was crucial for the purpose of the 

sampling method in order to approach people from the predetermined target group. The 

target group included people aged 24-58 years old, working with young people, either with 

disadvantaged background or not, based in Belgium.  

2.2 Results of online questionnaires. 

            Participants’ profile 

 
                                           Figure 1: Age range among the participants 
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                                                                 Figure 2: Gender among the participants 

 

 
                                         Figure 3: Educational level of the participants 

 

 
                                   Figure 4: Profile as a youth professional among the participants 
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The first part of the survey was structured in a way to determine the participants’ profile. 

Based on the replies, the age range of the participants was 24-58 years old, including 3 

females and 2 males. Three of them hold a Bachelor’s degree, one a Master’s Degree and 

lastly, a High School Diploma. Regarding working positions, they concern fundraisers for a 

youth organisation, youth leaders, youth trainers and social workers.  

 
                             Figure 5: Age group of the young people that the participants work with 

 

 
                         Figure 6: Background of young people the participants work with 
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                Figure 7: Obstacles that young people face according to the participants 

 

Most of the survey participants work with young people aged 19-24 years old, 80% of them 

deal with young people from disadvantaged backgrounds and/or fewer opportunities. 

Cultural differences, educational and economic obstacles are some of the barriers these 

young people face.  

 
Culture Digitalisation 

 
                           Figure 8: Definition of being an active citizen in the cultural sector according to the participant 
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        Figure 9: Importance of being an active citizen in the cultural sector for the youth according to the participants 

 

For the 80% of the replies, being an active citizen in the cultural sector entails being culturally 

aware, while it is highly important for young people to maintain a regular engagement with 

arts and culture.  
 

 

 

 

 

 

 

 

 

 

             Figure 10: Importance of various elements for the youth according to the participants 

 

For the majority of the participants, digital and technology-based competences, 

empowerment, inclusion-equity, civic skills, and intercultural skills, are highly relevant for 

young people in order for them to master their civic rights in a digital world. 
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Art Hackathon 

 
                                     Figure 11: Participation of the participants in an Art Hackathon 

 

 
                 

 

 

 

 

 

 

 

 

 

               Figure 12: Participation of the participants in an Art Hackathon 

 
 

 

 

 

 

 

 

 

 

 

 

         Figure 13: Essential skills for the organization of an Art Hackathon 
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              Figure 14: Essential elements to increase youth engagement in an Art Hackathon 

 

None of the participants have participated or organized an Art Hackathon. However, most of 

them consider teamwork as the most significant skill to organize it, while social spaces where 

young people can interact, together with the publication of young people’s reviews are 

considered capable of increasing their engagement.  

3. BEST PRACTICES, TRAINING NEEDS AND OBJECTIVES OF "ART HACKATHON" AT 

LOCAL LEVEL 

3.1 Sharing of bests practices and initiatives of Art Hackathon in digital arts at local level 

A hackathon is a creative problem-solving event with the aim of boosting innovation. It usually has a 

limited duration of 24h-48h. Participants work on previously decided challenges towards new 

solutions, business models, processes and go as far as to present innovative and concrete outcomes. 

At the end of the hackathon the results are judged by a panel which awards the most promising 

projects. Typically, hackathons are organised for computer programmers and software developers 

who collaborate both on software and hardware projects.  

Nowadays hackathons have spread, and their goals have increased, and everyone is familiar with the 

concept. The word ‘hackathon’ is constituted by the word “hack” and “marathon”, where “hack” 

refers to a trick or an exploratory game, and this could interest multiple sectors: internal design, food 

industry, environment, sustainability and so forth.  
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A hackathon can bring insights, inspiration and ideas to the participants and everyone involved. It can 

also help in terms of networking, in delineating new projects and coming up with new solutions. 

However, before hosting hackathons within the social innovation or cultural heritage domain, it is 

important to reflect on whether the hackathon format is suitable for the needs it is important to 

tackle. There are different possible formats for a hackathon that will suit every purpose.  

Given the strong cultural ferment felt in Belgium, several Art Hackathons have taken place at national 

level, both linked to digital art and skills, both on more traditional forms of artistic expression.  What 

made Art hackathons successful and replicable on a broader scale is their focus on concept 

development, knowledge-sharing, and business modelling rather than pure coding, which is instead 

the focus of hackathons, as traditionally defined.  Moreover, the Belgian strategy, as seen above with 

the policies coming into force in the CCS, has the purpose to give new life to the national cultural 

heritage investing in digitalisation.  

Below a breakdown of the major initiatives, undertaken in the more recent years in Belgium, is 

provided. 

 

Hack your Photo Heritage (February 2016, 

Heverlee). The Europeana Space hackathons 

were organized to engage developers, cultural 

heritage professionals, designers, creative 

entrepreneurs, photographers and photo-

amateurs. The purpose of the event was to hack 

the huge photographic heritage content on 

Europeana, E-Space and other public repositories 

to combine them with user-generated content, 

photos and stories, creating a new environment 

to experience our cultural past, using apps, 

websites and virtual environments. Business ideas 

were identified, and the winners had the chance 

to refine them further during business modelling 

workshops and ultimately a three-month period 

of business incubation support. Each hackathon 

had a specific theme based on the respective pilot that was partnered with.  
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The participants appreciated the possibility of exchanging ideas, developing synergies around the 

concept of reusing digital (cultural) content. E-Space hackathons gave people the challenge of 

converting their ideas in a sustainable business model with a credible market potential.  

Therefore, Hack your Photo Heritage - Photography pilot offered to participants the possibility to build 

innovative apps re-using photographic heritage, mixing images from the past with smartphone selfies, 

connecting old and new generations by making apps bridging centuries, developing web environments 

for teachers, educators and museum curators to bring true public access to photographic cultural 

heritage, converting photo imagery to 3D-prints and new materials. 

It was all about telling stories, tapping into emotions and exploring new business models involving 

photography.  

The hackathon was made possible by the Open Access policies of sources such as Europeana.  

The jury looked at the following aspects of each concept: relevance and value to the cultural heritage 

sector; business potential and job creation objective; likelihood of success; innovation, quality and 

uniqueness of the idea presented.  

 
DANSATHON (September 2018, Liège) was the first international hackathon created by the 

BNP Paribas Foundation, with three partner theatres, that gathered 90 participants to imagine the 

future of dance in the digital age. An attempt to make the most of the opportunities offered by new 

technologies resulted in the Dansathon – in partnership with Maison de la Danse, Sadler’s Wells 

theatre in London and the Théâtre de Liège (Belgium). The Hackathon was a result of the rise of new 

technologies that has been intriguing everyone in the dance world including artists, the public and the 

different institutions.  
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The Dansathon was launched as a new format aimed to co-create through collaboration and 

connectivity and explore the innovations which will shape the future of dance through the use of 

digital technology.   

The Dansathon brought together participants from the worlds of dance, technology, design and 

communication and took place simultaneously in 3 European cities: Lyon, Liege and London. 

Participants developed prototypes of artistic forms or experiences that aim to envision new creation, 

production and distribution possibilities for the dance sector. 

The aim of the Dansathon was to provide creators with a platform on which to invent new forms 

combining dance and digital technology.  

To encourage their creativity, each Dansathon team has benefited from collective working methods, 

dedicated spaces along with specialist tools and technologies including virtual reality masks, motion 

sensors, voice recognition equipment, 3D printers, or sewing machines for electronic textiles. 

 
The VIGC Hackathon (October 2020) aimed at joining forces to help shape the future of the graphic 

art sector with highly targeted and innovative solutions. Future-proof graphic innovations regarding 

internal organization, new services or products and business models formed the basis of this first 

graphic Hackathon ‘Graphic communication enterprise of the future. How to future proof our 

industry? ‘ 

For 24 hours teams of start-ups, scale-ups, corporates and students had the opportunity to 

collaborate and create digital and innovative solutions relevant for the Graphic Arts Industry. A diverse 

and dedicated team of experts and coaches assisted the participants during the process, who were 

challenged with topics like: how to combine tactile characteristics and digital techniques; how to find 
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a good balance between quality, creativity and speed of execution; how to personalise mass products 

with the help of new platforms. After the hacking, all the participants presented their projects to a 

mixed jury of experts. The winner got a price of €3000 and free 3-month mentoring.  

3.2 Identification of training needs 

Being an organisation active in the media and the audio-visual sector, the educational needs identified 

mainly refer to the above-mentioned fields, albeit they might also relate to the cultural sector, 

especially when talking about its development towards digitalisation.  

Although young people are born in the digital world and more and more adults are getting used to 

work with ICTs both for job purposes or any other (especially during and after the pandemic), this 

doesn’t necessarily mean they feel confident about it or even know how they function.  

Over the years, through our workshops, focus groups and training, we have identified in our audience 

mainly weaknesses belonging to what are called soft skills, and which have a huge impact on the 

capability of properly using the hard ones. The priority in this sense are analytical and critical skills 

(part of a broader group of digital literacy skills). Although they might seem the same, the two skills 

gather different abilities: analytical skills entail the capacity of an individual to resolve a problem 

gathering different kinds of information from a variety of sources and using them to solve it, increasing 

at the same time the understanding of it. On the other hand, critical skills are a further step within the 

analytical process, consisting in combining the information, assessing, and interpreting it as a ground 

to form a judgment or an opinion, weighing them, considering alternative possibilities and verifying 

the conclusions reached. Through our workshops on disinformation and media literacy, we assessed 

that the audience partly lacked the above, resulting in the acquisition of harmful ideas or opinions 

which are believed without a previous thorough assessment of their truthfulness or implications, just 

because they sound potentially authentic. It could also lead to indoctrination, when being subject to 

one-sided views. Ultimately, the absence of these capacities could impair the full exploitation of digital 

culture citizenship both within the cultural, social, and political area. 

Another level of improvement should be sought in the spirit of initiative and ability to take risks 

(which could also recall the need for entrepreneurial attitude in the cultural sector, as remarked in 

section 1.1 of this report). The online environment and its current development allow almost the 

users’ total participation thanks to social media, blogs, shared platforms, etc. offering unlimited 

possibilities to boost ideas, create communities and sponsor business initiatives. This requires, apart 
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from technical competences and knowledge of both platforms and mechanisms, also the capability to 

embark on a challenge, assume responsibilities and deal with the consequences of its own initiatives. 

Regardless of the sector whose ideas might grow thanks to the web, it is relevant to underline that 

the above attitudes are as necessary as in the real world to run a business. In the area of interest of 

our organisation, young adults have invaluable ideas which are not realised for the fear of unsuccess. 

Therefore, training might need to address this mindset seeking for a change.  

To make possible personal, cultural, artistic free expression and have a return in personal satisfaction, 

digital skills are necessarily required. In this specific case, this is not a reference to foundational and 

basic skills, rather comprehensive and in-depth understanding of the processes and technicalities:  

digital marketing, artificial intelligence, social media algorithms, web analytics, online safety practices, 

the awareness of digital trends in a specific domain, correct technical management of digital channels, 

devices and databases, digital copywriting and SEO.  According to the needs, users may or may not 

need all of these digital hard skills, however a high-level knowledge of those topics might be absolutely 

helpful for their understanding, participation, collaboration into the online world and, ultimately, to 

guarantee an active digital citizenship. 

Attention should also be paid to listening skills and adoption of online participatory methods. Many 

users forget that the digital environment is a space characterised by the sharing and consideration of 

other users’ opinions and consultation, which are valuable resources to promote culture and digital 

citizenship.  Whether they might be needed to create an active online community or to gather 

consensus for an issue that needs to be solved, it is easy to forget that the web has brought a 

considerable amount of people at our reach who could enrich our initiatives or simply ourselves. 

Feedbacks, surveys, proposals and pools should be basic tools to enhance collaboration and 

cooperation among online citizens and users. This individualistic vision of the web often came across 

when EAVI organised sessions on online safety and disinformation. People tend to be reluctant in 

asking others’ opinion when it comes to misleading information, bots and bugs, when instead the 

validation of other users might be the first level of protection against these types of attacks online. 

Above all when it comes to digital citizenship, participatory methods should be fostered.  

Cultural initiatives developed in media and related fields shouldn’t overlook the above skills as granted 

and take the opportunity to train participants in this sense. More than concentrating on the transfer 

of hard and digital skills which, despite being crucial, can be taught also developing good teaching and 

educational material; media skills and the concept of meaningful participation cannot be taught 



 

22 

 

otherwise. Guided reflection processes, workshops, group games, storytelling practices, practical 

assignments and real-life examples are the best ways to foster the acquisition of these abilities and 

encourage peer learning, open confrontation and learning-by-doing educational processes. 

Initiatives organised in this sector should try to enhance personal development, social change and 

bring together people who could join forces and reach these objectives.  

Art and culture are essential domains that nurture and nourish societies, although they suffer most of 

the time due to budget constraints and lack of human resources in fields such as digital marketing or 

business development, as they are not granted the resonance and relevance they should have. 

Therefore, promoting initiatives for the development and sponsorship of the sector should not be 

underrated. Nowadays the concept of hackathon has been extended to a variety of fields and many 

organisations are setting up hackathons to pursue social good or social change. Here you have an 

example for what concerns development challenges, such as healthcare, sport, and water. More 

examples could be provided here, where hackathons were used to offer opportunities to third sector 

organisations to test their development strategies thanks to participants’ contribution. It could be 

unbelievably beneficial if Art Hackathons could work towards social good, finding innovative ways to 

fight educational poverty through art, to make art more accessible to deprived families, to foster art 

education and traineeship by making it more affordable, etc.  

Media Literacy training should be delivered either incorporating it to other initiatives, or providing it 

as a stand-alone event to train art educators/teachers and professionals to be able to teach media 

education to their students or practitioners. In the first case, e.g., a training given in the framework of 

another event, media skills related to the main topic should be transferred to participants. During an 

art hackathon for example, it could be useful to remind participants about copywriting, online privacy 

and the use of multimedia (augmented reality, 3D printing, audio, text, video) and how these could be 

beneficial for somebody interested in the field of digitalisation of culture. The same rationale applies 

to media literacy training addressing trainers themselves, who should be able to pass on all the skills 

which could enrich students either as simple citizens in a digital world or as workers in the field of art 

and culture.  

Co-creation workshops might instead be the way to engage citizens both into digital culture and art. 

Whatever the problem/issue/challenge, the aim is to have a meaningful exchange with different 

actors and create a deliverable that might be the sum of everybody’s reflections and inputs. Here you 

can find an example of a co-creation workshop in the field of art. Co-creation in the field of art and 
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culture through digital technologies is also a way to promote social inclusion (as showcased in these 

other examples) and foster active citizenship in all its digital characteristics. Moreover, co-creation is 

an interesting way to ask citizens and culture consumers what they are looking for, what are their 

needs in the area of digital culture and how they think they could be met. 

 3.3 Main stakeholders involved in the initiatives 

Hackathons and cultural initiatives taking place in Belgium are usually funded by private or public 

institutions, ranging from EU or national programmes to foundations’ support.  Most of them are also 

happening with the support and the help of Fédération Wallonie-Bruxelles, an institution serving 

French speakers in Brussels and Wallonia exercising its powers in the field of education, culture, sport, 

etc.  

Having said the above, the cases presented in section 3.1 were additionally organised and funded by 

the below stakeholders:  

● Europeana Space project (2014-2017) had the aim to create new opportunities for 

employment and economic growth within the creative industries sector, based on Europe’s 

rich digital cultural resources. The project created an open environment for the development 

of applications and services based on digital cultural content. The project was coordinated by 

the Media Lab of the Institute for Cultural Studies at KU Leuven, which dealt with the 

presentation and description of digitized early photographs to their creative (re)use and 

exploitation. Since the event was financed by the EU, other partners were based in different 

European countries. 

● The BNP Paribas Foundation supported the Dansathon event due to its long commitment to 

artists who create and explore new paths within the creative sector.  It offers long-term 

support to facilitate research and the creation of company projects. 

● The Théâtre de Liège is one of four drama centres in the French Community of Belgium and is 

also a European hub for theatre and choreographic arts, as well as artistic creativity and 

innovation. 

● VIGC (Vlaams Innovatiecentrum voor Grafische Communicatie) is an independent knowledge 

center for graphic communication in the Benelux. The VIGC is at the service of the printing 

industry, its customers and its suppliers and organised the VIGC hackathon on digital graphic. 
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● EY is a globally connected, multidisciplinary professional services organization aiming at 

ameliorating business processes for clients, people and communities.  

As for future involvement, it is clear that institutional stakeholders in Belgium are well committed to 

the development of the cultural sector: from EU funding programmes, linguistic communities in 

Belgium and local cultural centres, a good range of institutions at different levels support creative and 

cultural initiatives. Moreover, different public organisations at federal level deal with research and art 

collections, like Belspo9 , which also publish regularly calls related to digital citizenship or the 

digitalisation of the public sector. The same applies to ONGs, charities and third sector’s overall 

contribution. UNESCO has recognised a list of valuable organisations working in the cultural sector10 

which are of course a small percentage of the ones active in the sector and not yet accredited. For 

example, here you can a quick grasp of the French-speaking cultural organisations , while here instead 

a summary of the main ones Dutch-speaking.11 

What we see missing in the artistic and cultural approach/strategies/events in Belgium is the link 

between culture and digital technologies, which is exactly what might contribute to raise awareness 

on the concept of digital culture citizenship. Belgian policy is trying to create a bridge between the 

two sectors increasing incentives and opportunities for the digitalisation of culture, but this remains 

at the level of the offer and not so many actions are being taken to advance the understanding on the 

demand side, specifically on users and more broadly, on citizens. Due to this lack, we envision 

cooperation between cultural institutions and media ones.  

Here some of the partners which could be involved (together with our organisation EAVI): 

● Media & Learning is an international, not-for-profit association which promotes and 

stimulates the use of media as a way to enhance innovation and creativity in teaching and 

learning across all levels of education in Europe. 

 
9 More information on public cultural affiliated organisations 
https://www.belspo.be/belspo/cultedu/cult_bi_fr.stm  
10 Here the list of accredited organisations provided by UNESCO https://ich.unesco.org/fr/etat/belgique-
BE?info=ong-accrdites  
11 The information provided here in not exhaustive and are restricted to partners of membership cultural 
organisations. It is likely indeed that cultural organisations might be more numerous.  
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● Média Animation is an organisation active in the field of audio-visual material and committed 

to the advancement of media literacy training addressed to teachers, citizens and 

associations. 

The same applies to organisms and stakeholders working in the field of audio-visual: 

● IAF (the International Federation of Film Archives) is dedicated to the preservation of, and 

access to, the world’s film heritage. It brings together the world's leading non-profit 

institutions in this field. Its affiliates are committed to the rescue, collection, preservation, 

screening, and promotion of films, which are valued both as works of art and culture and as 

historical documents. 

● IFRRO (International Federation of Reproduction Rights Organisation) develops and 

supports an efficient and effective network of collective management organisations around 

the world to ensure the copyrights of authors, visual artists and publishers are respected when 

their works are reproduced and used.  

The above list shouldn’t be considered comprehensive, as more organisations aligned to the ones 

above or working in similar sectors might also be involved.  

4. CONCLUSION 

The problems gripping the art sector might seem the same everywhere: lack of funding and business 

skills. A high-level evaluation of the status-quo of the sector in Belgium might bring to the conclusion 

that the issues the sector is facing could be mitigated by digitalisation. This could indeed foster a more 

global approach, a wider audience and consequently, investors or sponsors who do not necessarily 

have to be within national borders. What is needed though for digitalisation to happen in the CCS? 

Looking at the policies pursued by the Belgian communities, it is clear institutions would like to stop 

the cultural sector’s confinement to the narrow niche of art connoisseurs and to bridge it with 

educational initiatives, encouraging collaboration with schools. In this way, culture and art will 

increasingly be an integral part of the civic education curriculum. Initiatives were also taken on the 

cultural offer side, trying to increase the digital skills of those who work in the CCS.  
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What seems to be missing, or in any case seems to be in a premature state, is a bottom-up approach 

of cooperation between the cultural sector and the technology and innovation one, to boost a large-

scale digitalisation. 

Of course, one of the main concerns, if this were to happen, would be the digital divide and the 

problem of digital inclusion, both in terms of access to devices and networks, both in terms of digital 

skills. Therefore, before thinking about infrastructure and the digitalisation of cultural heritage, users 

should be prepared for the transition. 

This is basically what emerged from our interviews, namely that for citizens to be active in the cultural 

field, they must first be aware of digital culture and the possibilities they have as digital citizens; being 

equipped with technological and digital skills afterwards. 

This is exactly where the cultural sector meets the technological one and users’ needs, who must be 

empowered to be able to navigate this reality and best manifest their prerogatives as citizens. 

Therefore EAVI, in proposing the type of events that should be developed in the future, focuses more 

on the aspect of citizenship and soft skills, rather than on the cultural aspect, either because of its 

professional orientation, or because of a need assessment carried out thanks to the interviews and 

the desk research done on cultural digitalisation initiatives in Belgium. 
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1. INTRODUCTION ON CONTEXT AND NEEDS  

1.1 Overview of CCS in Italy: definition and national context  

The pandemic that humanity is still going through has undermined various fields of human experience, 

putting a strain on the perception of art in all its forms, structuring new ways of being creative, 

communicating through art, developing new forms of social and community competence. 

All over the world, the Italian Cultural and Creative Industry is a strong example of excellence; 

however, in contemporary times its value is not sufficiently acknowledged and valued, because of 

conditions and restrictions imposed by the Covid-19 emergency. 

Italy with its rich historical and artistic heritage represents really one of the cultural avant-gardes, in 

particular as regards to the various artistic and creative sectors that include design, visual and 

performing arts, digital art, and multimedia art, which allow making culture not only an economic 

capital entirely made in Italy, but above all they allow to produce social capital, intertwining tradition 

and innovation, telling culture and creativity as the beating heart of the new generations and of an 

entire country that has the desire to leave again. 

The Italian cultural and creative production system is composed of the historical-artistic heritage, the 

performing arts, and the creative and cultural industries, which in turn include publishing and printing, 

music, cinema, radio, TV, communication, software, video games, architecture, and design, etc. 

There has been a drastic change to the detriment of the sustainability of the sector here soon in 

consideration, clearly visible from a quick and brief review of the statistical data to follow.  

As will be seen, on the one hand, these repercussions have facilitated the shift towards digital, on the 

other, they have exacerbated some of the weak points that have already been highlighted. 

Regardless of the profile, as regards the profession, according to the data of Io sono Cultura 2018, the 

most widespread in this sector is that of designer (13%), followed by architects (7.1%), graphic 

designers or illustrators ( 6.6%), photographers (6.3%). Halfway there are event organizers (4.8%) and 

communicators (4.7%). Below 3% are video makers, artists, authors, writers, authors, storytellers, 

directors and under 1% musicians, actors and dancers. 

Overall, they are therefore workers who have a high degree. 

Despite the high level of training, Io sono cultura 2019 notes that the number of culture and creativity 
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workers with an employment contract is lower than the national average1.  

All professionals have in common the experience of a strong discontinuity in the work activity. A very 

low income also follows. 

To get a complete picture of the cultural and creative production system in Italy, it is useful to report 

some data (source: Io Sono Cultura 2021 - Symbola). The cultural and creative supply chain is worth 

84.6 billion euros, equal to 5.7% of the Italian added value, and is active in total 239.8 billion. 

The heavy effects attributable to the pandemic resulted in a reduction in 2020 both in the wealth 

produced by the supply chain (- 8.1%) and in employment (-3.5%). In particular, the performing arts 

sector and the historical and artistic heritage sector recorded significant contractions. 

For example, the adoption of measures to restrict individual mobility and to implement social 

distancing to limit the spread of the virus has drastically reduced access to culture in all its forms, 

especially in the venue-based sectors (e.g. museums, performing arts, live music, festivals, cinemas) 

with thousands of cultural events canceled, postponed, or temporarily suspended, as well as the 

closure of all major cultural centers2 . 

However, the video games and software sector recorded an increase in the wealth produced (+ 4.2%), 

most likely attributable to the unstoppable development of digital that now involves many aspects of 

our daily life. 

According to the annual report of “I am culture 2021” of the Symbola Foundation and Unioncamere, 

some important evidence emerged: from an employment and added value point of view, Milan proved 

to be the capital of Italian culture; It also emerged that Lombardia and Lazio are the regions that 

produce the most wealth with culture. These data show how the cultural sector, despite the pandemic 

crisis, plays - all things considered - a very important role in the Italian economy. 

The slowdown of the cultural and creative production system induced by the pandemic in Italy has 

determined two parallel albeit different trends (paths), if, on the one hand, Covid has limited the 

performing art tout court for the reasons we all know by now, from the other side, this limit has acted 

as a new fuel, catalyzing, at the micro-level, single individuals and, at the macro-level, organizational 

systems, forcing itself to re-invent a new language to unify the fragmented social fabric - not only from 

the pandemic crisis but also from a physiological value and emotional crisis. 

 
1
https://www.google.com/search?client=safari&rls=en&q=Il+sistema+produttivo+culturale+e+creativo+italian

o+%C3%A8+composto+dal+patrimonio+storicoartistico,+le+arti+performative+e+le+industrie+creative+e+cult

urali,+che+a+loro+volta+includono+editoria+e+stampa,+musica,+cinema,+radio,+tv,+comunicazione,+softwar

e+e+videogiochi,+architettura+e+design,+ecc.&ie=UTF-8&oe=UTF-8 

2
 https://www.cultureinexternalrelations.eu/cier-data/uploads/2021/02/CRP_COVID_ICR_Study-final-

Public.pdf).y 
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It is now well established that the pandemic has generated (restructured) a new normal, new way of 

relating to the other. 

In conclusion, the new balance into which everyone has been catapulted - whether we like it or not - 

has imposed a further step towards digital shift or transformation: technology has long since changed 

the way we live and live everyday life, habits and, more generally, lifestyles. 

1.2 Overview of Cultural Digitalization at national and local level: objectives and 

initiatives  

Digital Culture refers to the knowledge, beliefs, and practices of people interacting on digital networks 

that may recreate tangible-world cultures or create new strains of cultural thought and practices 

native to digital networks. The theme of digital culture is still in great turmoil; the effects that digital 

networks will have on relatively well-established cultures in the tangible world are not yet clear, and 

it is not possible to predict with certainty how cultures will evolve on digital platforms. There are two 

basic schools of thought. The first argues that existing cultures could be essentially recreated in digital 

form as more and more life experiences, from the exciting to the mundane, take place in digital spaces. 

The second school of thought postulates that the dominant digital culture that emerges is now 

separate in its own right. It seems likely that no version of these imaginary forms of digital culture will 

dominate. We will probably see a combination of the two. Parts of existing culture will appear online 

as in the physical world, and parts of digital culture will seem completely new, previously 

unfathomable because they could not or would not appear in the tangible world. 

In Italy, although we are in the midst of the "digital era" the cultural sector is lagging behind both in 

the implementation of tools and processes indispensable for the enhancement of cultural heritage, 

both in terms of its fruition and under that of strengthening structures and procedures for 

conservation and enhancement.  

For those who work in the cultural field, the term "digital culture" often assumes a negative 

connotation as there are still many difficulties to face. 

For example, according to the Digital Observatory on Cultural Heritage and Activities of the Politecnico 

of Milano, which has recently produced a comprehensive report entitled "Digital innovation in Italian 

museums in 2019", only 24% of museums in our country has prepared a formal strategic plan for 

digital investment. 
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The digital transition of culture also involves the need to identify which professional figures can be at 

the service of this global challenge. First of all, we need to distinguish between digital skills and 

professional skills. If the use of dedicated professionals remains essential in some sectors, such as the 

design and creation of websites or application development, there is a huge "gray area" in which skills 

intersect. The area of communication and social networks is the perfect example. The use of 

"specialists" such as social media managers, in the context of culture, collides in fact with the priority 

need to maintain an adequate quality level of the content that only insiders can guarantee. The ideal 

solution, at least on a theoretical level, is, therefore, to be able to count on figures who can combine 

both skills. In the current scenario, the "digital training" of those working in the cultural sector is 

facilitated by the ever-increasing diffusion of technological tools and by a process that has greatly 

simplified access to forms of communication once reserved only for specialists. It is necessary to find 

a balance between the renewal of those who work in the cultural field and the introduction of new 

professionals who know how to give answers to the new digital challenges of culture. 

Although with some delay and with a veil of skepticism that still pervades the Italian cultural sector, 

also in Italy, the Ministry for Cultural Heritage and Activities (MIBACT) has worked and is continuing 

to work to bring to the fore the digital issue in the field of culture. 

In the nineties, Italy was faced with a situation of significant delay and backwardness in the field of 

cultural policies as it showed a lack of receptivity to the great technological changes that were taking 

place in the European cultural sphere. 

To overcome this lack, thanks to the first European attempts to design online digital platforms 

(eEurope, Europe i2010, eContentplus, e.Museion, EUROPEANA, etc.)3 in 2006, the MIBAC promoted 

the first channel on the Web to be able to gather information on a significant part of the Italian 

museum heritage, Museionline, a single portal created to fill the lack of a database that collected and 

catalogued all museums, collections, historical villas, palaces, castles, archaeological parks, churches 

and all the most significant Italian monuments. Later, in 2008, the largest digital platform for Italian 

cultural heritage, Culturaitalia, was created to collect and organize millions of information on the 

country’s cultural resources in a single online container (museums, photographs, libraries, archives, 

galleries, exhibitions, monuments, films, records, etc.). Diverse initiatives have been launched by the 

 
3
 BONACINI E., New technologies for the fruition and enhancement of cultural heritage, Aracne Editrice, Rome, 

2011 
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MIBACT after the experience of Culturaitalia, although the development of projects on the subject of 

digital has experienced a strong acceleration only in recent years, thanks to both the ministerial 

contribution and that of private companies and institutions that have felt the need to devote their 

energies in an attempt to produce the Italian cultural system a cutting-edge sector, in line with 

international dynamics. 

Since 2005, for example, Promo Pa Foundation4 has arranged the event LuBeC5 (Lucca Beni Culturali) 

in the city of Lucca, one of the most important international conferences for the cultural and tourism 

sector. The event deals with particular attention to the themes of innovation and new technologies, 

attracting, in the two days of debates, presentations, round tables, professionals from all over the 

world, belonging to both the cultural and corporate sectors. The aim is to unite and promote 

collaboration and comparison between different personalities who have cultural and tourist interests 

and have the common goal of investigating and developing opportunities for the issues of 

enhancement and accessibility of cultural heritage, cultural welfare, creative business innovation and 

the progress of the Italian public and private cultural system. 

For some years now, during the days of the conference, the exhibition Lubec Digital Technology - ICT 

solutions for tourism and culture, which aims to present and propose new projects in the field of 

cultural heritage-technology-tourism, bringing together many of the national and international 

operators working in the field of ICT. The conference also promotes the creation of new innovative 

products and services for the tourism, cultural, museum, territorial, food and wine and technology 

through "Creathon", defined by the organizers as the first hackathon for the digital-based culture and 

held on the same days of the conference, during which various groups of professionals and creative 

people compete with each other for the development of the best project, which is awarded a cash 

prize. In recent editions, the creative marathon has adopted the name "Createch" to orient even more 

precisely the participants in the hi-tech world6. 

Another extremely active institution in the field of digital research, organizer of seminars, workshops, 

and conferences in streaming and publication of important reports is the Digital Innovation 

Observatory in Cultural Heritage and Activities, one of the many projects belonging to the Digital 

Innovation Observatories of the School of Management of Politecnico di Milano. The working group 

 
4
 http://www.promopa.it 

5
 http://www.lubec.it 

6
 http://www.lubec.it/createch-open-lab-2020.html 
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involved in this project is made up of 150 thousand professionals who have the explicit intention of 

supporting digital innovation processes within cultural institutions in the activities of enhancement, 

conservation, promotion and use of cultural heritage and marketing of products and cultural services, 

raising the awareness of the main actors.  

The Observatory also works to research and monitor digital trends and practices in the cultural sector 

and then disseminate them through professional reports and papers or through the organization of 

conferences and workshops on specific topics suitable for an audience of professionals. The research 

is mainly focused on the analysis of digital resources used by Italian institutions today, also about, for 

example, the presence on the web, communication on social media, and the management of web 

channels.  

One of the most important reports released by the working group focused on digital innovation in 

cultural assets and activities is "A roadmap for the digital innovation plan of cultural institutions", a 

document in which useful directives are outlined to guide institutions towards digital innovation 

processes to be included in the overall strategy7. This document is the final result of a major co-design 

initiative that has brought together over 50 cultural institutions and companies in the sector that have 

worked together to outline a roadmap for the use and management of digital tools. The program was 

also dedicated to the "Digital Innovation Award in Cultural Heritage and Activities", won by the 

Museum of Cinema in Turin with the project "Digital Museum. Digital innovation as a brand strategy", 

followed by"Chatbot game for the Museum Houses of Milano", the initiative developed by the Poldi 

Pezzoli Museum in Milan. 

Another reality active in spreading knowledge and skills regarding digital culture is the Networked 

School in Digital Cultural Heritage, Art and Humanities, an organization that brings together different 

partners (universities, companies, associations, research institutes and many others), «With the 

common aim of creating a 'diffused campus' able to activate the elaboration of a training offer 

coordinated with the national system to build the complex of digital skills essential to the increasingly 

articulated and heterogeneous comparison with the smart society, as part of a Europe-wide scale 

model»8. The companies belonging to this network signed an agreement in 2015, outlining all the 

objectives on which to focus the activities and initiatives to promote. The objectives are twofold: they 

 
7
 Observatory Digital Innovation in Cultural Heritage and Activities, A roadmap for the digital innovation plan of 

cultural institutions, Politecnico di Milano, 3 August 2018 

8
 http://www.diculther.it/ 
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are both educational, to spread digital skills and skills of different kinds through the various territorial 

training poles (national and international), and scientific and social, carrying out research and 

development of a real "digital culture" accessible to both old and young generations. All this is carried 

out through the organization and promotion of initiatives, events, round tables, workshops, 

conferences, lectures, useful and interesting refresher courses in keeping alive the debate on updating 

and developing of the Italian cultural sector and not, and thanks to the sharing of experiences and 

best practices on the online channel “DiCultHer”. 

The various territorial poles are committed to organizing their training courses in different fields: 

digital human sciences, digital cultural heritage, art and digital communication, economy and 

management of art and digital culture and design for the Cultural Heritage system. 

The Digital Cultural Heritage Arts & Humanities School system promotes initiatives primarily aimed at 

young people, involving schools of all levels and supporting them to encourage students to be active 

participants in the construction of culture and the enjoyment of cultural heritage. The School strongly 

focuses on youth planning, insisting on the dissemination of culture and digital education that can 

provide the new generations with an awareness of the need to take action in person to disseminate, 

enhancing and preserving the cultural heritage, including through digital tools, means familiar to the 

younger population. One of the competitions that stimulate co-creation by young people is 

"Crowddreaming, young people co-create digital culture", a project dedicated to schools. The 2019 

competition was dedicated to the construction of "Piazza Europa"9, the digital monument to trans-

culture, and urged teachers and students of Italian schools to develop augmented reality projects 

where virtual characters can interact with the public on the theme of cultural heritage and the sharing 

of European cultures within a trans-European dialogue. Also through the initiative of the "Week of 

Digital Cultures" (#SCUD)Digital Cultural Heritage drives the world of universities and research 

institutes to animate the debate on digital in the field of creative and cultural activities through the 

organization of events, conferences, workshops, workshops, study days. 

Events, conferences, seminars, study days, courses, and workshops on the theme of technological 

innovation and digital development are now on the agenda in the main Italian training and research 

centers that have the will to reflect on the best ways of fruition and dissemination to bring Italian 

artistic heritage to the fore, both for strictly cultural purposes, and to make it one of the engines of 

 
9
 http://www.piazzaeuropa.it 
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the Italian economy. The latest ministerial initiative, still in preparation, is the ambitious creation of a 

real "National Museum System" in which to bring all the museums and places of Italian culture, trying 

to standardize, while maintaining their diversity, management strategies, and policies. 

1.3 Statistical overview of youth employment through the cultural digitalization in 

Italy 

Because of the very recent implementation of the digitalization of arts in our Country, we have no 

data and statistics of youth employment through digital arts and cultural digitalization. 

Concerning training opportunities, in the last years, many professional courses or Master’s degrees 

have been created for managers, entrepreneurs, professionals, consultants, and young graduates who 

wish to consolidate their skills in cultural management, with a focus on the new opportunities offered 

by digital and new technologies. 

The programs also address the specific issues and strategies of communication on social media and 

digital development for businesses and artistic and cultural institutions. 

in general, the supply of courses on digital skills development has increased considerably and this 

represents a necessary basis for the development of digital arts. 
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2 SMALL-SCALE STUDY & EVALUATION  

2.1 Description of data collection and interviews at local level.  

The following data were extracted from an interview administered to 5 youth workers in the 

cultural-artistic and creative sector. 

Each of them was previously contacted via email or social media to endow them with the interview 

link. 

Obviously, each of them - given the own method of the Google Module - was completely 

anonymous. 

The interview was conducted by resorting to digital technologies - in virtual form - through the help 

of the Google modules tool. 

The target sample  was so structured: 

 

 1 Youth Worker 

2 Youth Trainer 

1 Teacher Professor 

1 Cultural Association Representative (Theater and Performance Arts) 

 

Our target is between 30 and 39 years old, during the interview phase, the subjects were 

enthusiastic and stimulated to respond and contribute to exploratory analysis. 

The data were then extracted from our organization (Ce.F.A.S.) to extract diagrams and data (2.2) 

useful for a first qualitative analysis.  

As perhaps already known, the original template of the interview was composed of three different 

sections: A, B, and C - respectively aimed at investigating the persona’s background, the experiences 

in the work, and the implementation of digital culture. 

Finally, a conclusive section (D) has been reserved solely to probe general knowledge or advice 

about the methodology of the art Hackathon. Following will the results obtained and subsequently, 

they will be discussed. 
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2.2 Results of online questionnaires. 
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D. Art Hackathon (exploration about it: skills required, previous experience or practical 
examples). 
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2.3. Elaboration and Evaluation of interviews.  

• In section A it was considered appropriate to trace and identify the background of each subject 

interviewed; as clarified in paragraph (2.2), four different graphs (A, B, C, D) were developed. 

60% of the sample was chosen by the female genre, the remaining 40% was male gender. 

The female sample was between the age of 30 and 33, while, the other was aged between 34 and 39.  

The sample width was 30-39.  

The full sample that has been available for the interview was Italian; he had obtained a diploma, 

graduated, or - in a higher percentage - a doctorate or master of the United Nations. 

The entire sample, however, turns out to be too small to push it in greater analysis - that although 

valid, at this level, it can be taken like a mere style exercise or a pure conjecture - for this reason, we 

just highlight only the most clearly aspects based on exposed results. 
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• In section B, the cake chart (e) suggested clearly the prevalence of involved subjects are young 

workers and - partly less but equal - are a professor, a trainer of a young representative of a cultural 

association (theater and performative arts). 

The average age of the targets with which the respondents work is between 25 and 29, the lower 

between 13 and 24; This information, although completely insufficient, can be related to the Italian 

work landscape which, in effect, is difficult to be inserted for young age groups - especially in the 

creative sector -  even more so in recent times. 

Most of the people (f,g) with whom the respondents work are struggling with different obstacles 

relating to cultural, geographical, social, and educational differences (particularly inside the 25-35 

range). 

• In section C, we come across a particularly interesting question given the topic we are dealing with 

here: “What does being a Culture Citizen entail for you?”. This item’s interview provided multiple 

answers in order to explore and fully outline the investigated subjective dimension. 

As clearly visible from the donut chart (h), the prevailing meaning answer shared by the involved 

subjects turns result to be “citizen culturally knowledgeable” (40%). The meaning corresponding to 

this social representation would seem to focus on the ability to mentalize one's own culture and that 

of others - in this case in its cultural and artistic artifacts.  

Not only that, what has been said is well integrated with knowing how to stay with (social, educational, 

etc) differences of Others, without eliminating them and, indeed, enhancing them. 

It is an aspect, the one taken in to consideration, which refers well to the ability to understand, to 

immerse oneself in local-bottom-up processes. In short: modern creativity - hybridization-oriented - 

seems to reside and perform itself in this type of modern citizen thus delineated, therefore able to 

ride the integration that so much characterizes the postmodernity era. An era that, thanks to the 

elimination of the distances allowed by the digital world, opens up to new and far-reaching values. 

The sample also seems to agree on average with the idea that the citizen of culture - according to the 

individual experience of each one - would possess both cultural awareness (20%) and a certain 

familiarity and interest in literate and into the world of information (20%), relating to art and creative 

processes. 

These dimensions deal with both the theoretical part and the practical part of the dimensions 

explored, very valued in the current world; in fact, they reflect well the multifaceted features of 

contemporary culture in which theory and technique are intertwined until they merge each other in 

a complex cultural universe. 
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Finally, the respondents (albeit to a lesser extent) feel that they are culturally active in their field of 

interest, in particular, on a productive level (10%): in other words with the creative process-in-act (“ I 

can make, perform, sing, act, play, compose”). This dimension focuses on the more practical side: 

about the manual skills of “know-how” and technicality dimension, in the past much more felt and 

important on an artistic level. 

We are thus faced on a more direct level of the artist in the strict sense, a concrete and material level 

of the arts and culture. 

Finally, another aspect in which a small part of the sample (10%) is reflected concerns professional 

planning, the ability to look beyond, or, if you prefer, it concerns with foresight. 

In this sense, we can talk about the inspiration that becomes aspiration, an ingredient strictly 

connected to creative innovation that is very dear and precious to every artist. 

In the box i, we can view the high aspects linked to the development of cultural citizenship are 

“Enjoyment of arts and culture”, “ Awareness of arts and culture ” and “Confidence to engage with 

arts and culture”; 

While “Regular engagement with arts and culture” and “Knowledge of arts and culture” are aspects 

considered medium important. 

For this reason, we can think of such an event as structured according to such aspects underlined, 

specifically: a contemporary citizen, in this case, a CSS-worker, needs to feel involved with enjoy and 

passion, to be aware in arts and culture fields and, also, to be practice and engage with arts and 

culture. 

In this sense, as we have already said: theory and practice, knowledge and action, competence and 

know-how result indivisible if contextualized ones in the information and digital our own era society’s. 

What has been said seems to be corroborated by other replies of medium importance. In fact, from 

them, we can infer how the subjects’ sample consider as important to be part of a sort of community, 

in which to feel himself belonging parts each other and in which they can interesting, engaging and 

acquiring knowledge in arts and culture. This should apply both in the short term and in the long term, 

thus allowing involved subjects to cultivate professionally meaningful relationships over time. 

Furthermore, by putting themselves in the shoes of the young people they work with, respondents 

think (l) that the more important elements related to developing Digital Culture Citizenship are: 

inclusion and equality, interpersonal skills, and the ability to adopt new competencies and the digital 

technology-based experiences.  

Another medium aspect that particularly emerges from the answers is one related to develop 
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empowerment. 

It is therefore evident here that in the digital environment it is also necessary to create appropriate 

modes of relationship – characterized by inclusion and equality, too; in joint creativity, the 

interpersonal capital becomes like the backbone of experience, able to converge a series of dowels 

inside a mosaic. 

• Section D contains information on previous experiences of Hackathon events. As we probably 

expected, the results settle totally around the negative answer: 100% no. In this sense, a new format 

methodology non-structured like Hackathon, is not so widespread in the Italian territory, being - 

among other things - valued in particular in the digital context imposed in some respects by the Covid-

19 pandemic. This is further aggravated by the local reality of Salento, in which this event has never 

been - to our knowledge - put into effect until now. According to the point of view of the respondents, 

the skills needed to organize a Hackathon are in order of importance respectively the planning (33%), 

teamwork (25%), and problem-solving (17%); so, to follow, communication, confidence, and 

leadership (8%).  

According to the results, it could be inferred that the aspects mentioned represent the basic 

coordinates for such an event, and therefore the ingredients necessary for its implementation – 

specifically in Italy our local background.  

Finally, in the section taken in the object, we can discuss the elements that would increase the youth 

engagement in Art Hackathon. The first for importance seems to be “create more social spaces at 

which young people can interact during an Art Hackathon” (40%), and in minor parts, the following 

aspects are of significant importance: the idea of involving young people more in planning and 

delivering and being more tailored content for different ages/target groups. Therefore, the idea of full 

involvement, joint planning and motivational stimulation are all elements to be considered in relation 

to the methodology of the Art Hackathon.   

In this sense, a digital event so designed should speak and trace the language of the young 

participants, allowing them at the same time, to navigate and grow together within their zona of 

proximal development. 

It should be noted here that this analysis would useful to mapping a draft structure of an Art 

Hackathon, wherein each participant is brought to identify and empathize with both the main object 

and the main purpose of an event of this type; or, if you want to use more direct words, what is written 

can make usable, flexible and tangible the value of the methodology analyzed there. 
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3. BEST PRACTICES, TRAINING NEEDS AND OBJECTIVES OF "ART HACKATHON" AT LOCAL LEVEL 

3.1 Sharing of bests practices and initiatives of Art Hackathon in digital arts at local 

level  

Hackathon, also called Hackfest, is a short event (1 to 3 days) in which participants - gathered together 

in one or more teams -  are involved in a common challenge (in competition with other members 

and/or with themselves) to project or build a new tangible artifact (i.e. artwork like a sculpture, 

product features ) or intangible (such as new ideas, new skills, networking)10.   

This format of (learning) experience, described as a problem-focused event, promotes creativity and 

networking using digital technologies in a large range of different spaces (music, open data, fashion, 

academia, art and more). 

The definition of this practice in Italy are the following:  

a) The Hackathon is an intensive design-driven training and innovation program during which 

participants divided into multidisciplinary teams develop innovative projects thanks to the support of 

a team of mentors, tutors and experts11.  

b) “A neologism born as a contraction between the terms hacker and marathon, the hackathon is a 

convention of programmers, developers, experts and operators of programming and the web. 

Initially organized by software houses or large IT development groups, the hackathon is now used by 

companies from various sectors as a tool for open innovation. 

In the short time foreseen (usually between 24 and 54 hours), the professionals involved use to 

develop or more often create solutions regarding the proposed topic. 

The format provides for the proposal of a specific theme or project.  

 
10

 Nolte, A., Alvarez, C., 2020 

11 https://openinnovability.enel.com/projects/Design-per-nuovi-incontri-di-idee-enelserendipity 

 



 

25 

 

The event is composed of three main scenes: exploration, ideation, creation. The participants are then 

divided into teams or work tables which, at the end of the scheduled time, illustrate the solutions 

identified. Everything ends with the selection of the best project according to the judgment of a panel 

of experts. 

The work teams can present themselves already trained or they can be formed at the beginning of the 

event trying to make the division of the competencies of the members between the different teams 

homogeneous.  

During the event, some "INSPIRATION times" will be structured, inspirational frontal moments (on 

issues related to the challenge) or explanations on the use of some useful tools (personas, BMC, 

canvas, user journey, pitching, etc.). 

By applying different tools that take their cue from design thinking, lean approach, and lateral 

thinking, groups will be able to focus as much as possible on customers and concrete situations to 

create and select the best and sustainable ideas and proposals to be evaluated by the company and 

the jury. 

Each hackathon foresees the presence of one or more Mentors who are responsible for supporting 

the teams concretely and actively on the different tasks and skills, helping and directing the 

participants in the development of the challenges. 

During the hackathon, the Mentors have the task of supporting the work teams in the technical 

moments that characterize the event: group forming, work on challenges, use of technologies. They 

can be internal or external to the client company12.”  

A hackathon commonly begins with a kickoff, such as a keynote or ice-breaking meeting, the 

participants may engage in team formation, everyone is interested in different working strategies13 

 

If a hackathon takes place as a competitive event, feedback can also be provided by the jury, who 

evaluates projects and selects winner teams that possibly receive awards.  

 
12

 https://www.orientanet-provincia-re.it/wp-content/uploads/2020/11/Presentazione-DigiEduHack-Reggio-

Emilia-2020-partecipanti.pdf 

13
 Briscoe, G. (2014). 
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Hackathons can take several forms and there is no set formula14.  also distinguish hackathons 

depending on their focus, which could be on innovation, education, or communication. Generally, 

there is a thematic area at the center of the hackathon and a series of challenges and tools, made 

available to the participants. 

- Concrete examples of Art Hackathon  

In a recent Italian paper of Calafiore et al (2014) the term hackathon “indicates an event of variable 

duration, but of intense hands-on activity, originally aimed at the creation of software, in which 

individuals or groups to a certain extent challenge each other to solve a problem or implement a 

product, which at the end is often evaluated by a jury.”15  

This paper describes a one-day Hackathon held in Italy some years ago.  

This event was dedicated to research, exploration, and utilization of open geospatial data to produce 

knowledge about the city, local territory, environment and landscape. 

Each participant chose one of the five proposed themes: (a) Tourist card of a mountain community; 

(b) Home-work displacement flows generated by the foreign population; (c) Shopping centers and 

potential flows generated by residents; (d) Cycle tourism itineraries in the municipality of Cuneo; (e) 

Discovering the cultural heritage and protected areas of Langhe and Roero by staying in the 

agritourism. 

Thus, everyone worked on finding geospatial datasets in different Italian portals of open and, the 

production of analyses and elaborations on the chosen theme. 

These activities allowed us to evaluate the ease of access and the quality of open geospatial data 

currently available, to experience their usability with GIS tools, and to deepen the understanding of 

these tools. 

One more example of Hackathon event performed in Italy was the “Art Spatial Hackathon” where a 

team of 100 high school students - worked for a day with Scratch, the free programming language 

developed by Lifelong Kindergarten Group of the Media Lab of the Massachusetts Institute of 

 
14

 Starov, O., Kharchenko, V., Sklyar, V., Phillips, C.: Hacking the innovations with university-industry 

hackathons. In: Academic Proceedings 2015 University- Industry Interaction Conference UIIC 2015, pp. 47–61 

(2015) 

15
 Calafiore, A., Cittadino, A., Dansero 
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Technology (Mit) to “Invent an idea to create an artwork in the cosmic space”. A group of expert 

coaches supported the participants in the technological field16  

Another recent example in Italy is represented by “The Copernicus Hackathon - Bari 2021”, a 3-day 

non-stop Hackathon event, carried out entirely online, in which developers, designers of web 

interfaces and mobile apps, but also young innovators passionate about data analysis, create mobile 

applications data-driven innovations and Copernicus services. 

The last example that will be considered will concern the Hackathon - entirely online - conceived by 

Enel with the Open Innovability platform (2020). 

The rationale from which it emerges finds the context of the health emergency due to the COVID-19 

pandemic which has imposed a revolution in the world of work, involving between 6 and 8 million 

workers (both in the private and public sectors) who have adopted an agile working method, or "smart 

working", thanks to the use of digital tools, both hardware and software. 

All this risked losing opportunities for meeting and socializing: the coffee break, the chat in the 

corridor, the after-work aperitif and, more generally, those recreational moments that allow you to 

find detachment and affiliation. "All moments that are not strictly functional but that help us to 

develop new relationships, outside our closest network, which can expose us to unexpected 

perspectives, giving rise to opportunities for" serendipity "and the generation and dissemination of 

unexpected and unpredictable ideas." 

When you work only remotely, you only relate to existing contacts. The risk would be to close oneself 

in a bubble that polarizes one's ideas and breaks the creative contamination of ideas and the flow of 

thoughts, closing the doors to the unprecedented. 

ENEL considered it important to find solutions to rethink relations between colleagues and explore 

possible and desirable scenarios in order to facilitate "an inclusive, participatory, rewarding and 

sustainable work environment". 

The Participants were divided by ENEL into multidisciplinary teams based on the skills and experience 

of each. Each team had 3 external members and 2 of the ENEL group, selected according to internal 

procedures. 

 
16

 https://www.mediaartfestival.org/programma-2/ 
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Each team was asked to develop a scenario, identify specific needs and opportunities and develop an 

original and consistent project with the constant support of mentors, tutors and experts who will 

support the teams for the duration of the Hackathon. 

At the end of the Hackathon, each team delivered: a presentation to describe the project; a prototype 

(physical and/or digital, 2D and 3D mock-ups, animations, videos); a 2-minute video pitch describing 

the project.  

All the material delivered was designed and produced in Italian. The total reward was 10.000€. 

This Hackathon has set itself the achievement of the following Sustainable Development Goals (SS): 

quality education, decent work and economic growth, sustainable cities and communities17. 

Regarding the involvement of the undersigned organization, Ce.F.A.S., about Hackathon events we 

can propose to readers’ attention, a similar full-immersion (non-competitive) workshop concluded 

recently.  

It’s not properly a Hackathon event but very similar to it. 

In particular, a graphic designer and a web creator have coached a team of young adults and local 

volunteers in order to project (via software) and build together a community geometric wood forest 

under self-construction.  

This public installation, moreover, has been placed stably in Magliano (LE). 

At the end of the work of art, the work was shown to the local citizens during the social food evening.  

Being equipped with benches in small shelters for birds, the installation has become an integral part 

of the daily experience of the groups (especially young people) who attend the place for recreational 

and educational purposes. 

One of many potential benefits of hackathons lies in providing an opportunity for young people with 

fewer opportunities to come together and collaborate in order to make new professionals and expand 

social connections, contextualized in a pragmatic learning experience. 

 
17 https://openinnovability.enel.com/projects/Design-per-nuovi-incontri-di-idee-enelserendipity 
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Being an unstructured and informal method, this format, allows participants to grow together by 

developing empowerment according to a horizontal-relation approach beyond distance. 

That genuine competitiveness, within this frame, allows them to increase problem-solving skills and 

challenge themselves, improving emotional socio-group skills and self-esteem, last not least, a sense 

of radical inclusion. 

This Knowledge-intensive and based on individual creativity and subjective talent enable everyone to 

experiment with a sense of social cohesion, in some ways, this logic is similar to a cooperative game. 

The technical skills that everybody possesses can therefore be and implemented, used and valued 

through a reciprocal and complementary circle exchange; finally, the prizes eventually offered could 

act as concrete and stimulating reinforcements for winner hackathoners18.  

3.2 Identification of training needs 

In light of the previously discussed results, it can be said that the Hackathon cannot ignore some 

fundamental needs19: 

 -Explain the general development of the Hackathon – being it a new methodology - making clear the 

general objective for the participants in order to motivate them personally; 

-  Facilitate the exchange of ideas between the participants and create a team spirit; 

- Take into account and reduce the digital divide; 

- Facing the group breakdown, amplified by the web; in this sense, people should be allowed to self-

organize into groups; 

- Taken in grant isolation reactions - amplified by virtual distance and by poor competence about  

digital and language-communication - and counter them using the non-formal method conveyed by 

the same initiative in today; 

 
18

 https://medium.com/seek-blog/the-three-ingredients-you-need-to-deliver-a-killer-hackathon-

437637a243a1 

19
 Briscoe, G. (2014). 
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- Take into accounts a dynamic of excessive competition between participants; manage relation-

conflicts with a moderator or mentor; 

- Identify some software that optimally and suitable allow the online passage of the event; 

-Recognize and value the uniqueness and peculiarities of each participant; 

-Making sense at possible initial training obstacles; participant teams should be encouraged to report 

failures and future roadmaps, as well as accomplishments; 

- Graphically map (using for example a whiteboard) the specificities of each participant; 

-Organize spaces and times, providing for special breaks which are also informal and creative; 

We can summarize here the main training objectives to reach through the initiatives: 

 

- Promote and taking care of a network among the young people involved, also based on technology 

digital art and smart culture. 

- Decrease the possible gap-skills and knowledge of young people, young artists, youth workers in each 

partner country to successfully implementing the tools in practice; 

- Ensure equally Internet connections and several digital/smart devices (as well as related software); 

- Empower each participant in their digital creative skills and, at the same time, increase the ability to 

work in a professional and formal, informal and non-formal team group; 

- Promoting - through technology - dynamics of socialization and collaboration to create new links in 

the medium to long term, rather than the short-term focus of the event; 

-Intercepting good practices employing negotiation and co-construction among the participants, in a 

progressing process of active-research (bottom-up): from individual participation to community 

explanation. A physiological corollary of this objective is to make the cultural capital of the initiatives 

usable and transferable, or in digital words, opensource knowledge; 

- Strengthen technical skills and further familiarize yourself with new and digital-based learning 

methods inspired by non-formal education principles; 

-Promoting self and group social and emotional reflection; 
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-Propose to participants new methods of self-directed learning and learning-by-doing; 

-Giving more sense of individual and social responsibility to everyone. 

-Gain the capacity of problem-solving, attention and the ability to focus. 

Talking about future perspectives we can say that the pragmatic nature underlying the methodology 

we are dealing with is evident and this is the main value of the Hackathon, which aims to strengthen 

the creativity and culture of which every participant - no one is excluded - is the bearer from below. 

The educational experience of learning by doing is a common and transdisciplinary model that 

integrates and unites (post)modern currents.  

Using the words of the famous psychologist Kurt Lewin: "If you want to understand something, try 

changing it." 

Therefore, in this perspective, we can outline some concrete examples that could be implemented in 

this direction. 

a)  A type of educational-creative initiative that, from the writer's point of view, could be implemented 

is that of EduHack, it is based in Padua in Italy. “The World is changing, why shouldn’t education?” 

This is their motto. 

“EduHack embraces radical collaboration as a paradigm to identify important challenges and to frame 

the scope of the Hackathons into a win-win game. 

The hackathons are aimed at reaching different profiles – tech and design enthusiasts, students, 

industry professionals, marketing companies, museum workers/guides, software developers, etc. 

Each hackathon will include a board of mentors which will be made up of educational experts in 

addition to educational practitioners (i.e teachers, principals/headmasters). 

EduHack aims to work with the potential of innovation: as a co-creation process, embedding this 

practice in co-designing the tools for organizing Educational Innovative Hackathons. This will be 

achieved by establishing multi-stakeholder Educational Innovative Hubs in each partner country.”20  

This type of activity, albeit exclusive and not very scattered throughout the European and Italian 

territory, could bring new resources - in terms of experiential learning, acting directly on different 

target groups; at the same time, the particular underlying logic can reach multiple cultural contexts. 

Having this format, emerging and co-created (like a musical jam-session), it finds a way to be “in- 

 
20

  (https://hackingeducation.eu/1st-ltt-meeting/) 
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itinere”, through the technical and relationship synchrony that the participants weave and dance 

together, just like in a tango dance happened.  

The feedback that is established therefore begins to be both stimulus and reinforcement at the same 

time, similarly, each input acts as an output among participants in kind to allowing everyone to find 

their place in the resulting local (micro) world. 

 

b) We tend to underline how the gap between nature and different cultures seems to be fading in 

metropolises or urban centers, both characterized by a proactive policy towards a massive use of 

digital technologies, which are now an integral part of the urban landscape. 

In small towns (see for example the lower Salento) digital culture remains the prerogative of only a 

small part of the citizens; for this, about culture and digital art it could be original to project an 

experience (for example a video documentary or reportage) that has as protagonists the older-age 

groups, holders of precious rooted cultures (recipes, anecdotes, folk tales and wisdom concerning the 

local nature, etc) and in the role of art directors (storytellers, interpreters, designer, videomaker, 

songwriter, etc) green young creators. 

This type of Hackathon, although here it is far from a precise description, could reduce-and-value a 

transgenerational gap by connecting arts and customs that, if at first glance could diverge, if looked 

carefully, they reveal an intimate bond that should not be lost, on the contrary: the can be valued as 

an evolving socio-cultural capital. 

Due to the particular theoretical framework that this proposal follows, one could think of adapting 

this specific methodology to effectively educational and cultural contexts such as high schools, 

schools, or and training centers with multi-age target courses. 

c) There is a third form of Hackathon that can be ideally improved: inspiring by the Ce.F.A.S.’ 

experience (please refer to 3.1 in this paper) you can organize an initiative that involving young active 

citizenship in collaboration with local policy and authority. 

In fact, one could think of recruiting various young figures to enhance the urban territory by designing 

and building modern i.e. architectural works together for the public use of the citizens (a kind of 

performative-art product). 

Such activities would be nice if they involved experts of different nationalities in order to convey 

through this creative and artistic product the idea of cultural integration. Art, having an almost 

immediate visual impact, has the power to express complex intangible concepts in a direct, analogical 

and concrete way. 
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Within this initiative, a dissemination strategy could be inserted through social media, which is now a 

necessary part of digital communication language. 

At the end of the Hackathon which could precisely involve figures such as carpenters, designers, 

creators, mosaicists, etc. one could arrive at both a concrete hybrid artifact and, in parallel, an app 

that explains its realization interactively; over time, this app could collect different templates derived 

from similar initiatives located throughout the country in order to implement both the Hackathon 

methodology itself (in terms of a new educational and experiential format) and apparently distant 

concepts such as active citizenship and, not least, that of inclusiveness. This example aims to intercept 

and improve the standard idea of training workshop through the Hackathon’ application to it, in order 

to digitize and give new life to already profitable and well-known methods - or, in other words, nothing 

is lost, nothing is created: everything is transformed. 

3.3 Main stakeholders involved in the initiatives  

The main stakeholders involved in the previous initiatives were actors from different realities. In 

particular, we involved artists like designers, musicians, photographers, as well as architects, people 

who use to turn their work into a digital way. The other stakeholders involved were youth workers 

and young people, including youth asylum seekers looking for new professionality, who are interested 

in following arts and digital arts or in a most general aspect digital words and new technologies.  

From an institutional point of view, we involved Municipalities, public schools, and Universities. 

We are always in contact with all these stakeholders and we plan to involve other companies or youth 

organizations. 
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4. CONCLUSION 

Digital has now pervaded every aspect of our life and it is necessary is to be able to meet the challenge 

of this transformation in progress. The priority should be to connect experiences, create places of 

comparison, to collaborate in networks to develop common practices and guidelines that are 

supportive for cultural institutions that want to seize digital opportunities but do not have the skills to 

do so. The theme of digital skills is fundamental because it is the basis of quality projects, which need, 

to be developed, of heterogeneous professionalism that can collaborate according to an 

interdisciplinary approach. The digital age has led to the birth of new professions, with precise IT and 

communication skills. Public and private institutions are starting in recent years to organize 

workshops, university masters, courses, and conferences with the aim of training professionals in new 

professions. The lack of adequate skills, combined with a lack of financial resources and important 

cultural resistance, has so far led to a situation of little flexibility concerning the changes in 

contemporary society. It has been seen that technology can bring benefits within different aspects of 

life as digital environments have the fundamental advantage of stimulating communication with 

users, promoting active participation and a cultural enjoyment that becomes a total experience, 

capable of involving the public both from the cognitive and the emotional point of view. 

Communication is now essential to encourage greater access to Culture and to involve, through new 

languages, audiences hard to reach. For this to happen, technology must be integrated within 

harmonic, coherent, non-invasive paths, avoiding the creation of places of sheer spectacularization or 

pure technique. Therefore, the rapid obsolescence of technologies poses the need to exploit their 

potential in a concept-driven perspective, creating quality content and formulating strategies focused 

on the needs of the public and the enhancement of heritage. The most important aspect, however, 

remains to be consistent with its mission: technology can never represent an end, but simply a means 

to convey content and to spread culture in innovative ways. Digital environments can never replace 

encounters between artists and spectators, but they can help to make the enjoyment more accessible, 

to communicate to the widest range of users, contrasting a cultural communication that remains, in 

Italian, too often elitist. We can say at the end that it is not desirable to abandon the physical 

enjoyment of the heritage, privileging approaches mediated by technology; but it is necessary to grasp 
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the communicative opportunities of these new tools to stimulate the interest and cultural curiosity of 

the public, especially the younger generation. 
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1. INTRODUCTION ON CONTEXT AND NEEDS 

 

1.1 Overview of CCS in Serbia: definition and national context 

 

 

Culture Development Strategy of the Republic of Serbia from 2020 to 2029 (hereinafter: Strategy) is 

the basic strategic document of the cultural policy of the Republic of Serbia, which in a comprehensive 

way determines the directions of action and ways of implementing cultural policy, as public policies in 

the field of culture. The strategy systematically and systematically regulates the public interest in the 

field of culture and determines the strategic priorities for the development of culture in the above 

ten-year period. 

The strategy in accordance with Article 20 of the Law on Culture contains: 

1. Analysis of the current situation and activities in the Republic of Serbia; 

2. Basic settings of cultural development; 

3. Strategic directions and instruments of cultural development; 

4. Implementation plan; 

5. Evaluation criteria, indicators and procedures. 

In the process of drafting the Strategy, previous versions of strategic documents were studied culture, 

as well as relevant research and international experiences. In the work on the development of the 

Strategy. Representatives of the Ministry of Culture and Information participated, as well as a wide 

range of actors, from the Institute for the Study of Cultural Development and other republican cultural 

institutions, through representatives of civil society organizations to national councils of national 

minorities. The public debate on the Draft Strategy was attended, among others, by representative 

cultural associations, educational and scientific institutions, independent artists and experts such as 

representatives of the Republic Secretariat for Public Policies. The process of drafting the Strategy was 

monitored by the National Council for Culture. 

The Strategy expresses the strategic commitment of the Republic of Serbia towards culture as one 

of the key factors in the development of society, i.e. Culture is one of the national priorities, which 

contributes to the harmonious development of society in the Republic of Serbia, quality of the lives of 

its citizens and the advancement of international relations. 
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The strategy for the development of culture of the Republic of Serbia from 2020 to 2029 is determined 

for preserving the unity of the cultural space of the Republic of Serbia through productive cooperation 

of all, individual and collective, actors in cultural life and respect for common contribution to the 

culture of the Republic of Serbia. It is also committed to preserving cultural diversity as well as the 

special wealth of our country, which includes both the creation of national minorities and all social 

groups, as well as the possibility of different identity choices. The strategy is, considering that the 

Republic of Serbia represents the mother country of the Serbian people living in region and different 

parts of the world, committed to preserving and connecting the Serbian cultural space, i.e. protection 

of cultural heritage and promotion of cultural creativity of all bearers of Serbian cultural identity, 

regardless of where they live. 

With the aim of encouraging research and development of Serbian cultural identity and identity the 

people of Serbia, as well as the culture of memory and awareness of value, preservation and creative 

relationship according to the cultural heritage, the Strategy offers an orientation model of the 

dimensions of Serbian culture, which indicates the basic currents of its historical development. 

Dimensions of Serbian culture, as sets of basic assumptions that make it special character and content 

and to which it has responded and responds to various historical challenges, are the following: 

- Slavic, which is based on the linguistic kinship of the Slavic peoples and the historical the experience 

of interpenetration of cultures belonging to the Slavic heritage, including the complex and ambiguous 

experience of integration processes between South Slavic peoples; 

- Byzantine, which is an integrative and supranational dimension and which indicates affiliation of 

Serbian medieval culture to the Byzantine (Roman) cultural-civilization area, not excluding other 

influences that shaped culture of the Serbian Middle Ages. With this dimension, Serbian culture 

entered directly the continuity of the transmission of the heritage of ancient Greece and Rome, while 

the value system of the East Christianity, embodied in the enlightenment and founding activities of 

Saint Sava, essentially marking the Serbian cultural tradition, to this day it is an important factor in the 

Serbian cultural identity; 

- Balkan, which is based on awareness of the cultural kinship of the peoples of the Balkan Peninsula, 

regardless of ethnic and religious background, based on related historical experience intertwining of 

different cultural-civilizational areas, as well as incessant ones mutual crossings and exchanges. In 

addition to the difficult historical legacy of internecine conflicts, Balkan cultural and historical space 

also testifies to the value of cultural diversity and cooperation. 

Creating as much cultural and creative development as possible is the basic premise of any cultural 

development plan, because they most emphasize the creation of cultural rights and encourage other 
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forms of emphasizing and developing cultural and creative. In addition, our goal is to view culture 

(with creative industries) as an economic category, and that all these rights and raise the levels of 

general culture, are realized with economic benefit, and thus jointly, and the sector helps and directs 

its development. 

Creativity, in the form in which it is accepted by the vast majority, is most prominent through the 

culture and sector of the creative industries”. (Kovačevic, Kovacevic 2015: 2). The key shortcomings 

when it comes to improving the CCI sector start with the lack of strategic documents and frameworks. 

Of particular importance is Objective 29, section Governance and Tools, p. 9: “calls on the Commission 

to include culture in all existing and future bilateral and multilateral agreements in order to further 

emphasize the economic potential of cultural heritage and the cultural and creative sectors in 

promoting sustainable development, including areas of growth and employment, and their impact on 

the well-being of society; In addition, Objectives 66 and 67, which relate to the EU Global Development 

Strategy, are particularly important. Mirjana Z. Kovacevic / Olga M. Damjanovic, Strategic planning of 

cultural development ... 46 development, at almost all levels of government. "Cultural development 

strategies have become important in urban economic development plans, as cultural activities are 

considered urban tourist attractions (Richards, 2001) and important factors in how individuals choose 

where they live and work (Florida, 2002)" The strategy for the development of the cultural sector at 

the national level has not yet been adopted, although the draft has been in place since 201712. At the 

provincial level, the only strategic document that analyzes and mentions the improvement of cultural 

life in Vojvodina, is the Development Program of AP Vojvodina 2014-2020. Some units of local self-

government (JLS), among which the city of Novi Sad is in the lead, have developed and adopted 

Strategies for the Development of Culture (along with the Action Plan for 2017-2018), and some also 

have sectors for creative industries (Pirot). In the draft Strategy of Cultural Development of the 

Republic of Serbia, creative industries are mentioned and certain measures for their development are 

envisaged, although we expect the Council for Creative Industries to supplement them in the form of 

more specific instruments and measures. When it comes to the organization and division of 

competencies, at the national level within the Ministry of Culture and Information, there is a sector 

for contemporary creativity and creative industries. However, this structure and division of 

competencies is not the same at the provincial or local levels of government, where the creative 

industries / creative economy sector is under the jurisdiction of the Secretariat for Economy (APV), or 

a member of the city council in charge of the economy. The CCI sector provides over 4% of EU GDP, 

albeit with only 4% of the total workforce, and is growing at a rate of 3.5% per year. 
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The problems of the KKI sector are reflected in the definition itself - experts cannot agree on the term 

creative industry, due to the diversity of involved and stakeholders, the perception of for-profit / non-

profit organizations, public and non-public (private), individuals, not developed on the same way as 

the consciousness of those who create policies. Individuals and groups within the sector neither see 

nor experience themselves the same, they do not perceive culture in the same way, nor their 

creativity. The current situation contributes to all this, in which the survival of some is in question 

(press), while others (ICT) are in a position to compare and compete with much more developed 

industries. And these are the reasons for detailed examination and recording of the KKI situation in 

Serbia (at regional and local levels), mapping in real terms, which must be realized primarily in the 

field, because part of the sector is due to non-compliance with the use of technological innovations 

outside the periscope - with the goal of finding a path to a sustainability plan for all. Strategies for the 

development of CCI should be conceived according to the scientific methods of induction and 

deduction: learning the individual and the specific in order to reach the general at the national level, 

and act from the general to the individual and specific at the regional (district) and local self-

government level. They need to answer a few essential questions: what is wanted from the sector; 

how to create opportunities for further development and support creativity in order to encourage 

entrepreneurship and innovation; what kind of management achieves the greatest success and by 

what methods; what works in our environment and what doesn’t. The role of public policies and 

administrative bodies should be considered in order to single out the most productive reactions to 

changes and explore new business models that change the nature and directions of development, 

skills and abilities that succeed, single out and analyze those individuals who are most successful. It is 

necessary to summarize the best measures for promoting innovation and entrepreneurship in the CCI 

sector and to develop an e-Government for Culture in order to facilitate the work of everyone, but 

also to make all the collected knowledge and useful data available. 

Grodach and Loukaitou-Sideris (2007: 353) typology of strategies of local cultural development and 

urban revitalization on: entrepreneurial, creative class and progressive strategies. The former is 

characterized by economic development through tourism and the city's image while catalyzing private 

sector investment, relying on the promotion and realization of leading cultural and spectacular events 

for tourists and residents of the city and suburbs, in the most attractive city locations. Others strive 

for economic growth by raising the quality of life by attracting new residents employed in the creative 

economy sector, implementing projects involving KKI and economy sectors in attractive urban and 

historic locations, aimed at potential and current residents, young urban professionals whose work is 

based on knowledge. The third is focused on community development, art education and access to 
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local cultural production with the construction and operation of social centers and art education 

programs as leaders, intended for the population in urban areas to which cultural programs are not 

available. Each of the mentioned types of cultural development strategies has its advantages and 

disadvantages, and mapping and detailed research is the key in terms of recognizing specifics. A model 

combining all three is already present in Serbia, which means that the private and public sectors 

equally invest in the development of products and services of creative industries, but also share risk 

and responsibility not only in terms of achieving benefits, but also the country's reputation in the 

world. Building potential for strategic partnerships and investments, etc. The report of the thematic 

session organized by the body for structured dialogue of EU civil society stakeholders and the 

European Commission regarding culture, emphasized that it is not enough to generate more 

recommendations for the CCI sector to create policy instruments but that new governance 

frameworks and new economic thinking, in order to increase entrepreneurial and innovative 

potential. We must also mention here the inadequate attitude of the media towards culture and 

creative industries. Although the media systems themselves and all media production belong to the 

creative industries, reporting on cultural activities and projects is not of great importance for everyday 

media practice. In the total number of hours (2,102,124) of broadcast programs through electronic 

media (public, commercial and other), arts and culture participate with 19,167 hours (0.02%) of TV 

programs and 19,553 hours (0.01%) of radio, while music represented with 0.17% on TV and 0.69% on 

radio, of which 0.08% and 0.01% go to classical music. The indicators clearly show that broadcasters 

are driven by profit when creating a program and offer "tried" safe content (not cultural) that 

guarantees them higher ratings. What would probably surprise them, if they embarked on this type 

of practice, is the phenomenon that the preferences of viewers are built and that the offer affects the 

level and type of these built preferences, and thus the choice of content later. What should be strived 

for (in addition to the Law on Public Information and Media, development of a quality media strategy 

and regulatory, i.e. control bodies and mechanisms at their disposal in the implementation of the Law) 

are clear strategic solutions for media relations, promoting the importance of culture and creative 

industries. in the media, primarily at the local level. Models of sustainability and development of the 

CCI sector are conditioned by the strategic plans of the overall development of each country. The 

problems faced by the sector are mostly reflected in the lack of financial support, but also in the lack 

of understanding of the needs of the sector, in terms of creating instruments and measures that are 

available and productive. The European Commission instructs the member states to pay attention to 

the financial ecosystem in the strategic guidelines, that is. Specificity of the cultural sector and creative 

industries: find new ways of financing such as public-private partnerships, cultural foundations, 
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business angels, crowdfunding, sponsorships, donations, use funding opportunities from European 

and other funds. For quality financial planning it is recommended to engage financial etc. experts with 

experience in the business sector. The European Commission's Work Plan for Culture also calls for 

respect for the principle of subsidiarity, and for focusing cultural activities on the priority and key 

themes, results and working methods proposed in this strategic document. European countries have 

recognized the potential of the creative economy and approached strategic consideration of its 

sustainable development at all levels, with special emphasis on innovative models in terms of creating 

a new environment for CCI actors, business models, and in terms of financing, research and use of 

new technologies. National frameworks define priorities and goals and provide guidelines for strategic 

development plans of regions and cities, as well as concrete methods, instruments and directions of 

action. The trend of creating (maintaining) creative hubs and labs dominates as well as exploits the 

development of ICT technological solutions, and a green and circular economy that relies on a creative 

approach to this sector. Involvement of citizens in cultural and creative activities in all ways is a 

priority, and many programs of education and motivation for culture have been designed, because 

culture is recognized as a modifier and driver of social change and behavior. Creating a quality tourist 

offer has become one of the basic tasks of the creative sector, which in this segment merges with the 

economy and contributes to the creation of a value chain. Efforts in the development of support 

programs to encourage innovation and entrepreneurship are especially visible, because the potential 

for creating new jobs and thus new offers has been recognized. In this sense, there is a need for 

partnerships with universities, specialized clusters and other sources of knowledge and experimental 

activities. Projections of the future created by European cities, regions or countries are most often 

described by the words creative, innovative, a world-class city that offers unique experiences to all 

who live or visit it; a city-region full of talents and ideas, much richer in opportunities in the future 

than it is today. 34 We also hope that Novi Sad will build recognition and increase visibility on the 

cultural map of the region and Europe by using the existing cultural and creative potentials. Since 

2016, Novi Sad has made great strides when it comes to transparency and participation in culture, as 

planned by the Cultural Development Strategy and the action plan that accompanies it. In addition to 

fighting for the title of ECOC in 2021, Novi Sad, by establishing an independent, open body - the Forum 

for Culture, and launching an application that communicates with citizens, tourists and professionals 

when it comes to cultural and creative activities, has created a model for communication in culture, 

for other cities in Serbia. Progress has also been made on the way in which cultural projects supported 

from the budget are selected, in terms of transparent selection of commission members and 

distribution of funds according to priority funding axes. A new evaluation system has been designed 
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that requires digital records and verification of implemented activities. In support of all these 

innovations, GUK has launched a new internet platform where many relevant guidelines, information 

and links can be found. By converting the objects of industrial heritage for the purpose of culture and 

creativity, the City of Novi Sad has clearly announced the intention of its further development and 

determination to encourage the CCI sector. Consequently, detailed planning of sustainable 

development of these facilities is needed, and the models presented earlier in this text can serve for 

that. We hope that the Action Plan that is being prepared for the period after 2018 will be even more 

ambitious and concrete, that we will all participate in its creation and make Novi Sad even more 

attractive in terms of cultural and tourist offer, even more attractive for business investments and life. 

The Government of the Autonomous Province of Vojvodina has shown the intention to invest in the 

creative economy sector with certain initiatives of the Secretariat for Economy, but it seems that there 

is no clear vision or plan. It would be very useful if the organizational structure followed the division 

of competencies from the national level and connected the creative industries sector with culture 

through strategic development documents. This would be a pioneering endeavor in that sense, 

because Vojvodina (so far) did not have a plan for the development of culture and creativity. The 

Government of the Republic of Serbia has a draft Strategy for Cultural Development, which we 

sincerely hope will be amended and harmonized with the plan for the development of creative 

industries. The intentions are clearly expressed by the formation of a team that should deal with this 

business, but already at the beginning of its work, the lack of solution, openness and concretization of 

problems and solutions is noticeable. Expectations in this regard are high and justified, because these 

strategic documents are guidelines for further development of the sector throughout the country at 

all levels. 

 

 

The process of valuing cultural expressions is important because it recognizes specific values of 

cultural contents that make them up - symbolic meaning, specific cultural code, artistic dimension and 

authentic cultural values that express cultural identities. 

According to the UNESCO Convention (2005) “cultural expressions are the result of the creativity of 

individuals, groups and communities that have cultural content. " Although culture is a term that has 

more than 450 meanings, contemporary understanding of cultural content and diversity tends to 

anthropologically define this phenomenon. This approach (also advocated by the 2005 UNESCO 

Convention) implies that cultural contents arise as the creation and practice of the whole society – 

everything that man has created by his work for the purpose of the spiritual and material progress of 
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society and that there are different forms of individual creativity. Some interpretations of 

UNESCOconventions indicate that it is for recognizing the cultural content as it defines it The most 

important convention is that it has one of these three elements: symbolic meaning, artistic dimension 

and / or cultural value (Obunjen, 2012: 153). 

Cultural expressions are transmitted, and heritage is created through certain activities that create 

goods and services. The classification of the creative sector and its scope depend on the cultural one 

traditions, social context, as well as the development and models of cultural and economic policy. 

Cultural expressions can be conditionally divided into traditional and contemporary, however, 

sometimes it is almost impossible to find a thin line separating these two groups. Often contemporary 

expressions are created inspired by tradition. It is wrong to define "traditional" only as rural or those 

of historical value. It is obvious that both must have a recognized cultural, artistic or symbolic value. 

Other values are recognized depending on the type of expression. 

It is interesting to note that contemporary art often represents contemporary ones interpretations of 

traditional cultural expressions. This refers to the phenomenon when it is inspired by cultural heritage 

e.g. when contemporary authors use in their work folklore motifs or techniques, architectural 

sculpture, motifs of interior architecture and decorations, etc. This is how products are created that 

meet the needs of the modern world audiences / consumers, and in addition carry information on 

symbolic, artistic and cultural values of the climate - its history and narratives. 

a) Traditional cultural expressions  

Folk art in most cases is based on traditional knowledge and traditional cultural expressions. The first 

of these are traditional forms, procedures, skills, knowledge, work methods, techniques, etc. while 

others are an expression of cultural and the social identity of the community and its living heritage. It 

can be in mind artistic creation (oral lectures and expressions) and certain types of applied creativity 

(making rugs, bags, decorative items, knitwear, decorative painting, woodcuts, etc.). Very often this 

work is also called folklore or folklore expression (WIPO, 2010). 

Traditional cultural expressions can appear in tangible and intangible forms in mind (Desai, 2012: 11) 

• Oral creation (expressions, toponyms, stories, fables, legends, etc.); 

• Musical expressions (songs, instrumental music); 

• Dance expressions (dance forms, etc.); 

• Customs, rituals and traditional festivals and events; 

• Movable and immovable cultural goods created as a product of traditional; 

• Knowledge and practice, as well as knowledge and practice itself; 
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• Movable and immovable cultural goods created as products of traditional crafts, as well as the crafts 

themselves (drawings, pottery, mural, corporation, jewelry making, textiles, floor coverings, carpets, 

mosaics ...). 

Within public policy discourse the preservation and protection of traditional cultural expressions often 

can be conflicting, because “the protection of traditional culture is required, at the same time the 

need to stimulate tradition-based creativity”(WIPO, 2010: 2). 

Traditional cultural expressions are most often transposed into goods and services through domestic 

handicrafts, artistic, old and rare crafts, but they can also be interpolated in rural creative 

entrepreneurship. 

Different traditional products and knowledge are not all equally valuable. For their evaluation 

depending on the group to which they belong, different criteria can be used and different standards. 

Evaluation is a very complex procedure that involves wider angle observations, and therefore requires 

interdisciplinarily. 

b)Contemporary cultural expressions 

Creativity is human strength / ability to create solutions that are new and original, but also a set of 

processes that appear in different forms in their various forms of cultural domains, making 

contemporary cultural production. Yet in practice the term contemporary creation most often refers 

to the processes of creation in art. This narrow understanding leads to the fact that modern cultural 

expressions are meant mostly works of contemporary art, plays, concerts, literary works, etc. That's 

where it comes from to the narrowing of the scope of contemporary creativity - it is reduced only to 

artistic ones activities, while various other creative activities are excluded from this sphere. So there 

is a need for a broader scope of contemporary creativity which, except artistic, includes other creative 

activities (author's fashion collections, literary illustrations, home decor - details for home decoration, 

etc.) which are also carriers of cultural content and values. 

Contemporary creativity consists of cultural activities through which they are independent or jointly 

create works of art. An example of "joint" action of artistic activities is the multidisciplinary theater 

system. A range of different people are engaged within the theater artistic activities (acting, directing, 

dramaturgy, scenography, costume design, etc.) which they create their own creative expression 

(acting expression, directing procedure, stage solutions, etc.), further integrated into the unique 

artistic whole of the play. Around that, contemporary art encompasses a wider range of different 

cultural activities - therefore, in addition to artistic, applied-artistic and craft activities. These modern 

creative activities produce goods and services that transmit and contain cultural expressions and 

which have various aesthetic and use values. A significant property of their closer definition is that 
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they arise from the application of various artistic, applied artistic and craft skills acquired through 

formal education and / or in practice. 

Contemporary activities that do not belong to the classical arts, but are based on artistic techniques 

and knowledge are for example: illustration (which uses techniques of painting process); book 

graphics (which is based on the principles of art graphics), ceramics (which uses sculptural techniques 

and knowledge), etc. There are also a lot of creative activities based on artistic processes derived from 

several different artistic disciplines, e.g. fashion design, industrial design, interior design, etc., they 

imply a variety of knowledge from "basic" arts such as painting or sculpture. Contemporary cultural 

expressions can be created, transmitted and inherited institutionally, through cultural and creative 

industries and certain transfer areas. 

Institutional contemporary creativity takes place in cultural institutions that enable the production, 

dissemination, protection and preservation of cultural expressions. Except for these basic activities, 

they can also engage in other activities. Theater organizations, for example, in addition to theater 

production, additional services may be provided (such as workshops, thematic performances, various 

events, etc.); the production of theatrical souvenirs; or by publishing and selling monographs or DVD 

releases with celebrities house performances, theatrical music, recognizable replicas, etc. Similarly, 

using its technical, spatial, human and other resources, libraries, museums and galleries in addition 

basic activities can organize various accompanying programs to attract audiences and expand the 

scope of their services. These institutions are mostly established by the State, that is local self-

government, and their organization and financing is taken care of by the public administration at 

different levels of government (state, city, municipal). There are also institutions of privately owned 

cultures, such as private theaters, museums, galleries, cultural centers, etc., but they occur less 

frequently. 

Cultural institutions dealing with the production, dissemination and preservation of works 

contemporary art consists of: 

• Libraries, whose role is to promote and make books and literary works available to the public. 

• Theaters, which deal with the production and performance of works of theatrical art (preparation 

and performance of plays). 

• Theater museums, which store and exhibit archival material and documentation in connection with 

important achievements of theatrical art; further, organize different museum programs aimed at 

educating and attracting the public. 

• Concert houses and philharmonics, which provide conditions for music creativity and make it 

available to the public. 
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• Music libraries and sound libraries, in which the protection and preservation of music records is 

performed (sound) creativity. 

• Museums, conservation institutes, studios and galleries, where they are kept, restore and exhibit 

works of visual art. In addition to the exposure, respectively promotions, these institutions through 

their projects can provide financial and organizational support to contemporary artists. 

• Cultural centers that use their resources to enable production and (more often e) promotion of 

professional and amateur cultural creativity. 

Contemporary creativity emerges and finds its way to the audience / users through cultural and 

creative industries. It should be noted here that certain activities may belong to the creative sector, 

but do not have to represent contemporary creativity. For example, though he is formally entitled to 

issue video tapes and discs or their sale cannot be considered creative, as opposed to sound design or 

music production which they are. Printing belongs to the sector of creative industries, but it is not a 

creative activity, unlike literature that represents artistic creation or book illustrations based on the 

creative process. Regardless of the activity in question, we are only talking about contemporary 

creativity when the product of that activity is a novelty that integrates the creative expression of the 

author and certain cultural values and satisfies artistic and market categories. So on for example, 

rubber "Tiger" HTZ boots, although they are a product of design are not a product of creativity labor, 

while a collection of fashion rain boots from the same manufacturer is. 

Transfer areas relevant to the creation and transmission of contemporary cultural expressions are: 

• Education - enables the development of skills and knowledge needed to practice contemporary 

creativity. However, not only artistic and applied-artistic faculties and schools but also primary and 

secondary schools are organizations in which cultural expressions are created, nurtured and 

promoted; 

• Social sciences and humanities, as well as technical and technological sciences research gives 

impetus to contemporary creativity. Field research economics, rights, management are important for 

the establishment of adequate normative and organizational framework of creative activities. Too, 

research in the field of technical and technological development can significantly contribute to 

developing creative possibilities. This is especially true of the activities whose important technical 

components (film, radio, video game industry, etc.) 

• Activities in the field of cultural and creative tourism can also be important for contemporary 

creativity - as places of dissemination of contemporary cultural expressions such as cultural, ethno 

and economic events and festivals. Goods and services that contain or transmit cultural expressions 

bear the specific stamp of their author, of the time and society in which they arise. Very often, for the 
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sake of market sustainability, they have to correspond to modern trends and tendencies which makes 

them suitable for distribution globally. As such, they are successful means of intercultural 

communication tools of cultural interaction and building bridges between different peoples and 

cultures. 

1.2 Overview of Cultural Digitalization at national and local level: objectives and 

initiatives 

 

 

Since digitalization is one of the strategic goals of the Government of Serbia, for the development of 

digital a special sector is in charge of research infrastructure in the field of culture and artMinistry of 

Culture and Information.In the Sector for the Development of Digital Research Infrastructure in the 

Field of Culture and Arts Tasks related to: 

• Coordination-organizational, development and technological-operational activities for they aim to 

develop a national strategy and digitalization plans, define technological, legal and organizational 

frameworks for the successful construction of digital research infrastructure, as well as the broadest 

coordination of all participants in this process; 

• Coordination with international organizations and institutions, with the aim implementation of 

efficient construction of digital research infrastructure, which as distinct it has an important 

component of cultural heritage protection within the competence of the Government of Serbia; 

• Implementation of vertical, horizontal and international coordination of activities on construction of 

digital research infrastructure, as well as other tasks within its scope sector. 

The legal framework for digitalization in the field of culture in Serbia was amended in October 2018 

Rulebook on detailed conditions for digitization of cultural heritage, which broughtMinister of Culture 

and Information envisages a period of five years for digitization of the entire cultural heritage of 

protection institutions, except for archives. 

The Rulebook refers to more detailed conditions, tasks, jobs, standards and digitization processes of 

cultural heritage, i.e. movable and immovable cultural goods, intangible cultural heritage and goods 

that enjoy prior protection. 

The Ordinance covers the terms digital recording (text, photography, audio, video, vector or some 

other form of record), metadata, digital object, digitized cultural heritage, information system, and 

aggregator of cultural heritage as a unique software solution for searching all available data from 
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information systems in use in cultural institutions, which the Ministry of Culture should establish 

within six months, which means until mid-April 2019. 

According to the Rulebook, a protection institution that performs the activity of protection of cultural 

goods in In the process of digitization, it uses the information system of a certain type of cultural 

property, as follows: 

- Museum - Unified Information System (IMUS) managed by the History Museum of Serbia; 

- Institute - Information system of immovable cultural goods managed by the RepublicInstitute 

for the Protection of Cultural Monuments;  

- Archive - The archival information system it manages Archives of Serbia; library - Database of 

digitized library and information material, which is refers to an old and rare book, managed 

by the National Library of Serbia;  

- Cinema library - Information system of film and audio-visual material managed by Yugoslavia 

cinema library. 

Data on cultural property located outside protection institutions are entered in the appropriate one 

information system referred to in paragraph 1 of this Article. Information systems provide the 

collection and delivery of a set of management data registers and central registers for which the 

parent or central institutions are responsible. Protection institutions are obliged to establish 

information systems provided by the Rulebook within 12 months of its entry into force, which means 

until October 2019. 

Also, protection institutions, except for archives, are obliged to digitize the entire cultural inheritance 

within five years. The Rulebook specifies that the digitization of cultural heritage is done for its 

protection and long-term storage of digital objects, in order to ensure the availability of information 

on cultural heritage, enabling the exchange of data between institutions of protection, creation new 

and additions to existing documentation on cultural heritage, promotion and presentation cultural 

heritage, increasing the number of users, creating new content and introducing new ones a favor. 

The process of digitization involves the work of protection institutions, starting with the determination 

digitization priorities, through the development of digitization plans and programs, selection and 

preparation cultural goods and accompanying documentation for the process of digitalization, the 

formation of digital records, input of digital records and related metadata into the information system, 

management of digitized cultural heritage, quality control of digital objects up to preservation of 

digitized cultural heritage and its provision. 

Cultural institutions in Serbia face several key challenges in the digitization process, showed the public 

discussions held within the project Guide through the digitalization of culture in Novi Sad, Kraljevo, 
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Kragujevac, Zrenjanin and Belgrade. Although the situation is not the same in Belgrade and Novi Sad 

in relation to other cities, because they are national institutions that were among the first to start and 

make the most progress in digitization, jointly the problem of all is the lack of people33 who would 

deal only with this process. For institutions the lack of funds for the purchase of equipment is also a 

significant problem in the interior and digitization software. The common expectation of all is that it 

will be at the level of the entire country established clear and precise standards of digitalization, 

established priorities in the process and enabled the unification of digital material35 in virtual space 

in order to improve its accessibility, both for the professional and for the general public. 

Although these are all problems whose solution is the Ministry of Culture and Information of Serbia 

announced, employees in institutions, as it turned out, have the impression that nothing else matters 

it didn't happen that would move things from the deadlock, so the existing one - albeit a modest legal 

one the framework, which is based on regulations and guidelines, is considered too general, a funds 

allocated for digitization on the basis of the annual competition of the department ministries 

insufficiently and distributed in decentralized manner, without clear criteria and priority. They feel left 

to their own devices, but they are often proud of what they have achieved primarily thanks to their 

enthusiasm and their own efforts to deal with digitization in addition to regular work, given that 

employment in cultural institutions, as well as in the public sector in general, is prohibited due to 

austerity measures. Important things are happening and big steps, despite modest resources, are the 

most common comments heard in discussions on these topics. 

 

 

The general goal of the Culture Development Strategy of the Republic of Serbia is: 

Improving the role of culture in the life of the citizens of the Republic of Serbia. 

The specific objectives of the Strategy are: 

1. Improving the regulatory framework, institutional capacity and funding system in culture; 

2. Development of a system of investments in cultural institutions and protection of cultural heritage; 

3. Development of production, cultural needs and equal participation of citizens in the cultural life; 

4. Improving international cooperation and the process of European integration in the field of culture; 

5. Digitization in culture. 

In specific objectives 1. (Improving the regulatory framework, institutional capacity and system of 

financing in culture) and 2. (Development of investment system in institutions culture and protection 

of cultural heritage), the priority of staff development and infrastructure, as a normative, 
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infrastructural and managerial basis for the development of culture and creating the necessary 

institutional environment for contemporary creativity and protection of cultural heritage. 

Special goal 3. Development of production, cultural needs and equal participation of citizens in cultural 

life is aimed at encouraging contemporary creativity and presentation and interpretations of cultural 

heritage, as well as concern for their accessibility to all citizens Of the Republic of Serbia, which 

primarily encourages the role of culture in the development of society. 

Specific objective 4. Improving international cooperation and the process of European integration in 

the field of culture, is focused on the active presence of culture and art of the Republic of Serbia in 

abroad and intensive international representation, both contemporary creativity and creative 

industries, as well as cultural heritage, and is fully committed to realization priorities of European 

integration and international cultural cooperation, as well as overall development culture in the 

Republic of Serbia. 

Specific objective 5. Digitization in culture responds to contemporary development challenges 

technology and communication systems, and is aimed at developing the process of digitization, which 

is of great importance for the research, protection, presentation and interpretation of the cultural 

heritage, as well as the production, presentation and interpretation of contemporary art. 

The regulation of the digitization process in the culture of the Republic of Serbia corresponds to all 

three priorities of strategic cultural development. 

One of the segments of special goal 1 is the measure Nurturing the Serbian language and Cyrillic 

alphabet and connecting the Serbian cultural space, which is of great importance for preserving the 

cultural identity of the Republic of Serbia and the Serbian people and which is dedicated to achieving 

priorities encouraging the role of culture in the development of society, especially bearing in mind the 

key role of culture in creating, shaping, preserving and transmitting social and cultural values and 

importance preservation, presentation and interpretation of cultural identity. 

Also, within the special goal 1. On the occasion of interdepartmental cooperation of culture and 

science, special attention will be paid to the culture of remembrance, which implies the remembrance 

of the community, including remembering important historical events and common sufferings. 

Strategy in that sense especially encourages research and fostering a culture of remembrance for the 

victims of genocide against the Serbian people in 20th century, the victims of the Holocaust and the 

victims of Porajmos, as well as research aimed at overcoming historical and cultural revisionism. 
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First example: Audiovisual archive and center for digitalization of SANU, Belgrade, including archive 

in SremskiKarlovci 

Audiovisual Archive and Center for Digitization of the Serbian Academy of Sciences and Arts 

(SANU),officially opened on November 19, 201823, it was established as a special unit of SANU whose 

activities aimed at: professional processing, digitization, long-term storage and presentation digital 

records of cultural, artistic and scientific heritage kept in SANU, but also the total cultural, artistic, 

scientific and natural heritage of Serbia and the Serbian people which is located / kept in other 

institutions, then to determine the standardization of digitalization that would are recommended for 

application in all cultural institutions in Serbia, and identification,collecting and digitizing heritage that 

has not yet been identified or is located in various institutions, archives and private collections in 

Serbia and in the world, as well as at digitization of heritage at the place where the material is located, 

which due to age, sensitivity and large values cannot be moved. AVA has the most modern equipment 

700,000 euros were invested, and first they will digitize the correspondence of VukStefanovic 

Karadzic,the marginalia of the first edition of the Serbian Dictionary from 1818, then the works of the 

Art CollectionSANU galleries with about 3,500 items, old and rare books in the SANU Library and all 

the rest editions of the Academy, and the complete material of the Archives in SremskiKarlovci, where 

7thDecember, a special department was opened. 

In the AVA space, there are workstations with modern technology for digitalization all types of 

materials, special cabinets with microclimate for storing documents, but also for their fire protection 

(they can last 90 minutes in full flame).So far, 700,000 euros have been invested in the purchase of 

equipment, and another 500,000 are planned for 2019. 

The purchased equipment allows you to scan one page of an old book in 6-8 seconds,that is, about 

40,000 pages a day. Digitization in AVA will be done for the most partDanish equipment Phase One, 

i.e. a camera with an extremely high resolution of 100 megapixels that allows the object to be 

practically untouched - complete control of the process is done via a monitor. Speed is the main reason 

for that decision to take a good part digitization is based on the camera, not the scanner. The software 

used is CaptureOne, and three output formats will be done immediately - the largest in processing will 

be more than 200 megapixels, and will be exploratory (will remain on servers in AVA, for restoration 

and others need). Output formats for the audience will be pdf and jpg. 
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Second example:National Library of Serbia, Belgrade 

The National Library of Serbia started digitalization in 2004 - the first in Serbia and one of the first in 

the region. The NBS10 digital library today includes 1.2 million documents - digitized material that 

represents a public national good. Digital Concept library is based on only five collections - manuscripts 

and books, periodicals (newspapers, magazines, calendars, yearbooks, pictures (photographs and 

postcards), maps (maps, geographical maps) and music (sound recordings and paper material - music 

and everything related to music and musicians). 

The first digitized collection was the Children's Digital Library. The first professional scanner was 

acquired in 2005. The digitization process involves scanning a magazine or book, processing the 

scanned pages (for a book of 200-300 pages it takes a whole day of operator work), then librarians 

identify and associate metadata related to that object. Scanning pages of books / periodicals / maps 

are digitized in image-specific formats (jpg, tiff). However, the text itself, although visible, cannot be 

recognized on such digitized pages. It takes more time to recognize text because 

The “image” obtained by scanning should be given a “clear” and editable text. It is necessary for the 

so-called optical character recognition (OCR) - OCR (Optical CharacterRecognition), i.e. recognizing 

and extracting text from scanned documents. Doc-Works processes publications, newspapers, books, 

highlights articles, titles… 

Digitization in the NBS is handled by ten people, including five operators, who do it alljobs to metadata, 

i.e. preparations to upload content online. Three experts deal with metadata and it is the librarians 

who solve the problems that appear along the way. Along with Ms. Tamara ButiganVučaj, the head of 

the Digitization Department, she is thereand a copyright colleague. "So, there are now ten of us as far 

as we are concerned, which is small. We don't have IT experts, database administrators, we don't have 

experts for digital preservation ", said Tamara ButiganVučaj for the project Guide through 

digitalization culture, citing the Employment Prohibition Act as the biggest problem. 

 

Third example: MaticaSrpska Library, Novi Sad 

The MaticaSrpska Library started digitizing by recording old and rare publications with a digital 

camera, within the process of protection of publications, and in the Digital Library, which is today one 

of the largest in Serbia, since 2006 it has more than 16,000 publications. Digitization takes place as 

part of the system of protection of old and rare publications in the Department protection of 

publications, in cooperation with the Department of Old and Rare Books and Legacies, and the goal is 

protection, but also faster and easier access to publications, promotion and presentation of a rich fund 

BMS and creating new quality content. Selection of material for digitization, according to her in other 
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words, it is performed according to value, completeness, rarity, frequency of use and other important 

criteria. Priority is given to publications described in regular editions Cyrillic manuscript books of BMS 

and the Catalog of old and rare books of BMS, as well as editions Libraries. 

The total number of pages in Digital BMS until mid-December 2018 was around 1.35 million, and refers 

to more than 5,000 monographs and almost 10,700 periodicals. Collections of old and rare ones stand 

out especially for their importance and number of digitized copies BMS publication: manuscript books 

(90), Serbian books 15-17th century (271), Serbian books from 1801 to 1867 (2,726), magazines (31) 

and newspapers (6). All participants in the digitization process are of great importance - as librarians 

who are selected by both protection librarians who prepare publications and operator librarians 

digitization and computer science. BMS is missing at least four more digitization operators and two 

computer scientists. Although Doc-Works software is purchased with two licenses, it is not used for 

now, because there is no one to work in it. BMS as the biggest obstacles in the digitization process 

saw problems of a technical, personnel and financial nature. 

During 2019, it is planned to continue the inclusion of digitized material in the presentation Digital 

BMS which will be supplemented with 250,000 digital pages (about 2,500 new ones) publication). 

Publications in Digital BMS will be linked to records in its electronic database and COBIB.SR (mutual 

catalog of Serbian libraries). 

 

Fourth example:Yugoslav Cinematheque / VipCinematheque, Belgrade 

The Yugoslav Cinematheque has had a special department for digitalization for ten year sit also 

includes the restoration of the precious film heritage, and after the process is completed, hers as well 

re-switching to 35-millimeter tape, because it is, despite the technological novelties, has so far proved 

to be the most reliable carrier of audiovisual recordings. StevanStanić from the Department of 

Digitization and Digital Restoration of the Yugoslav Cinematheque speaks in an interview on the 

process of working on the preservation of film heritage, which differs from digitization of printed 

material, since it actually involves the reverse process -restoration after digitization, because for 

restoration it is necessary to have a digital file first. 

For now, only what is returned to the 35mm tape is being restored, because it has been shown still as 

the best medium for storing movies. It is still unknown how many magnetic carriers they can last, so 

every now and then they are transferred to a new generation. It is now in circulation, onexample, 

LTO7. 

Digitization began in 2008, thanks to a donation from the European Agency for renovation and 

development, which included hall projectors, projection equipment, prefabricated tables, cleaner, 
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some things that are in the Museum in Kosovo, and now some are in UzunMirko, digitization 

equipment, ie. the entire digitization system, which includes the scanner,laser, various recorders, 

hardware and software Diamond (DIAMANT - Film Restoration Software). 

The first film that was digitally restored was "Happiness", a short advertisement for the Lottery of 

Serbia, which was actually a rehearsal, and the first seriously restored work is “The Life and Works of 

an Immortal LeaderKaradjordj ”(1911). 

In cooperation with Vip Mobile, the Yugoslav Cinematheque is also implementing a digital project 

restoration of the classics of Serbian cinematography VipKinoteka, thanks to which they are the 

legendary works of SrdjanKaranović "The Scent of Field Flowers" and "Petrija's Wreath" have been 

preserved,Goran Markovic's "National Class" and "Special Education", "Deceptive Summer '68", Goran 

Paskaljević, “The Beauty of Vice” by ŽivkoNikolić (1941-2001), “Marathoners run honorary circle ”and“ 

Who sings there ”by Slobodan Šijan, and“ When I am dead and white ”ZivojinPavlovic, and they are 

also working on "Three Tickets for Hollywood" by Bozidar Nikolic. It's a movie theater that announced 

the continuation of that project27, within which it premiered during 2018 of new versions of film 

classics, with the emotional participation of directors and team members. 

1.3 Statistical overview of youth employment through the cultural digitalization in 

Serbia 

 

Digital inclusion aims to reduce the gap between those who are information and communication 

technologies (ICT) easily accessible and easy to use for vulnerable social groups and individuals as well 

which are people with disabilities, rural populations in inaccessible areas, children, young people, the 

elderly and other social groups and individuals whose barriers to full participation in the digital 

environment are only increasing. 

As such, digital inclusion goes beyond simply owning a computer, mobile device, or access 

Internet, is directly related to increasing the quality of life, social and political participation, 

opportunities employment, as well as creating conditions for the highest possible degree of personal 

independence of the individual in society.1 It is one of the most important components of social 

inclusion and is critical to people's full participation in the economic, social and cultural life and the 

achievement of living standards and well-being that are considered normal in the society in which they 

live. By gaining the status of a candidate country for membership in the European Union, the issues of 
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social inclusion and reduction of poverty has become an obligatory component of the policy of 

integration of the Republic of Serbia into the European Union. 

The Republic of Serbia, as one of the important tasks in the process of joining the EU, has defined 

active participation in the European process of social inclusion. The government is committed to 

meeting the requirements defined by the EU at the summits in Lisbon and Copenhagen, and at the 

same time monitors all decisions related to implementation of the Europe 2020 Strategies. 

In the Republic of Serbia, 24% of the population claims that they have never used the Internet, and 

the data from 2017 indicate that almost 73% of households in Serbia have an internet connection. 

This percentage has increased in the previous one period, but is still below the European average of 

87% of households with internet access. 

The territory of the Republic of Serbia is largely rural (85%) and 55% of the population lives in that 

area. 

At the same time, 45% of the territory of Serbia, which is urban, is inhabited by 45% of the population, 

in 59% of households. Comparative analysis of data related to the rural and urban population in Serbia, 

shows that there are large differences between these two populations. Almost all indicators point to 

a poorer standard of living for the rural population. The digital divide is especially noticeable when 

analyzing the geographical areas and the representation of the Internet connection: in urban 

settlements of Serbia, 78% of households have an internet connection, while in other settlements this 

percentage is 63%. The representation of the connection is the highest in Belgrade (82%). 

A significant part of the global population does not have the basic skills they need to succeed in society 

to which digitalization is on the rise. Recent research indicates that 44% of EU citizens still do not own 

basic digital skills5, which is especially true for certain segments of the population, including the 

elderly, less educated or low-income people. 

In the EU, the digital single market is seen as the basis for future progress for Member States. Bearing 

in mind all the advantages of digital commerce and business that are being pursued in other parts of 

the world as well, it imposes itself as a global goal. Reducing the digital divide, present primarily 

between urban and rural population, ensures the transition to a single market. With this goal the EU 

regularly conducts research on the Digital Economy and Society Index (DESI). 

The DESI index is calculated as the average of the five main categories: 

● Connectivity: broadband internet access, flow rate and prices; 

● Human capital: possession of basic digital skills and literacy; 

● Internet use: communications, transactions and content consumption; 

● Integration of digital technologies: digitalization of business and e-Commerce; 
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● Public digital services: public digital services and e-government. 

The latest available indicators of the DESI 2017 index for Serbia were calculated based on data for 

2016. According to these data, Serbia is on the 27th place on the list of 28 with an index of 0.36 

EU member states. The low value of DESI 2017 in the Republic of Serbia is predominantly affected by 

the lack of fixed broadband access. There are opinions that the category of connection to the 

influences of parameters in the mobile should be expanded networks. The Republic of Serbia, 

however, has a good result in the field of digital technology integration, which is a sure sign that, with 

increasing broadband penetration, by building access networks in,primarily in rural areas, there has 

been rapid progress, significant improvements in tourism development,agriculture, as well as other 

branches of the economy. The adoption of the Law on Broadband will be crucial for this areaInternet 

access, together with the Action Plan for the implementation of the Strategy for the Development of 

New Generation Networks by 2023, with allocated funds, clear goals and planned deadlines for the 

implementation of all activities. 

In the area of Internet access, the obligation to provide universal service is still not clearly defined in 

Serbia service to the socially disadvantaged and the population in hard-to-reach rural areas of the 

country provides access to the Internet and fixed telephony services at reduced prices and through 

alternative technology. A new Law on Electronic Communications is expected to be adopted in this 

area in the future engagement of the Regulatory Agency for Electronic Communications and Postal 

Services (RATEL). 

In the area of access to information, there has been progress in adapting media content to individuals 

with disabilities, such as subtitling, and in 2015 the Law on the Use of Sign Language was passed and 

Funds have been invested in opening a translation service for Serbian Sign Language, which is 

accessible to the deaf and deaf people on the territory of the whole of Serbia. According to data from 

2015, 48% of Internet presentations are state-owned administrations, 69% of territorial autonomy 

bodies and 54% of local self-governments, met the basic standards of  accessibility for people with 

disabilities. The Law on Electronic Administration, which was passed in 2018 together with the 

Regulation, now regulates this area, but additional efforts are needed to implement the legal 

obligations of all public administration bodies (at national and local level), to have their own website 

and edit it in accordance with basic principles of e-Accessibility. 

In the field of public digital services, the key step was the establishment of the e-ZUP information 

system, with the help of which the realized savings of citizens of 500,000 hours were estimated. Also, 

at the end of 2018 for the first time, a single record of Serbian citizens in electronic form was 

established. According to the data of the Republic Bureau of Statistics (SORS) for 2018, 37% of the 
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internet population uses the internet services instead of making personal contacts or visiting public 

institutions or administrative bodies. According to the latest available data, 1,500,000 citizens used 

electronic public administration services from 2018. Further training of public sector employees for 

the better is needed in this area functioning of the e-ZUP information system and other elements of 

the IT state infrastructure, as well as further improving the e-Government portal to make it accessible 

to people with disabilities, in terms of new services which could be done electronically. Networking of 

institutions and inclusion in the information system e-ZUP is of special importance for smaller 

environments and less developed areas, primarily due to time savings and resources in providing 

services to citizens. 

Significant progress has been made in the area of education, where legislation has been substantially 

amended from 2014 to 2018. The umbrella laws have been changed and it has been possible to create 

digital and customized ones textbooks as well as the wider application of digital tools in teaching. The 

subject of Informatics and Computing has become since 2017 compulsory subject for fifth grade 

students in Serbia while schools are equipped with additional computer and network equipment, and 

they were provided with Internet access through the Academic Network of Serbia (AMRES). 

2,000 digital classrooms have been equipped, a Digital Competence Framework for teachers has been 

created and numerous training for teaching staff. In this area, very important changes in legislation 

are planned and arranging the work of resource centers for assistive technologies, regulating distance 

learning as well as intensive application of the Instruction for the development of teaching materials 

in accordance with the principle of universal design. 

In the field of health, the most important is the introduction of E-baby tools and E-prescription, whose 

quality and results will be greatly enhanced by additional investments in infrastructure and training of 

health workers to use computers and networked systems available to them. There are examples of 

good practice in using new technology to improve accessibility, with the need for further development 

and investment in new functionalities. 

A revision of the "Selected Doctor" application is needed, in order to be safer to use and to respect 

the basics standards of privacy of user data, and it is recommended to amend the Ordinance on 

medical devices provided from the funds of compulsory health insurance, and to expand a list of aids 

available to PWDs under health insurance, due to rapid obsolescence and development new 

technologies. 

In the field of social protection, the most important is the introduction of innovative software for 

digitized collection information from social protection institutions in Vojvodina during 2018. 

Innovative software "Aurora", electronically collects data from various areas of social services, such 



 

25 

 

as the state of local service providers, cases of domestic and partner violence, then reporting to 

centers for social work and user accommodation facilities, and in addition to collecting them, the 

software also stores this data in one place and connects them, enabling quick retrieval of information 

and their deeper analysis. The software covers 44 local governments with 44 centers for social 

protection and 25 accommodation facility users, on the territory of AP Vojvodina, and it is expected 

that during 2018 the use of software will expand to all municipalities in Serbia, in cooperation with 

the Republic Institute for Social Protection. Thanks to the fast collection of data, processing and their 

precise analysis, decision makers will be able to predict trends in the field of social protection and 

devise more effective measures that will be a response to the increasingly complex needs of the user 

social services. 

 

 

During 2018, the Government's retraining program in the field of information technology was 

implemented by 800 participants, and the National Employment Action Plan for 2019 (NAPZ) was 

adopted. According to the plan, priority for inclusion in active employment policy measures is 

given to PWDs and other more difficult categories of employable persons. In this area, it is 

necessary to simplify the procedures for subsidies to employers, to provide more training for 

PWDs but also consider amendments to the Law on Vocational Rehabilitation and Employment of 

PWDs as the most vulnerable category of the population. 

The IT sector in Serbia employs over 40,000 people and has an annual revenue of over 4 billion 

euros. At the end of 2016, the Government of the Republic of Serbia formed the Council for 

Innovative Entrepreneurship and Information Technology, which coordinates the work of various 

ministries in this area. In 2015, a technology park was opened in Belgrade and the construction of 

parks in Nis and Novi Sad has begun. Support for the establishment of regional ones is planned 

startup centers, and of special importance for the field of digital inclusion is the initiative to 

establish eight StartIT centers, as part of the SEE ICT NGO initiative and the support of a number 

of companies and other donors. In this area for the coming period, support for women's 

innovation entrepreneurship and the system will be very important 20 business incubators, as 

many as there are throughout Serbia. 

       With the aim of improving digital literacy and competencies of the entire population, the Ministry 

trade, tourism and telecommunications in 2018 formed a working group to develop a strategy for 

digital skills in Serbia for the period from 2019 to 2023. This ministry has supported a number of 

projects which have influenced the raising of digital skills levels, and there are numerous examples 
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of international cooperation and initiatives in the non-governmental sector in the areas of internet 

security, digital violence and support to vulnerable categories of population with the aim of 

increasing digital literacy. More intensive consideration should be given in the future investments 

in the creation of digital tools, but also continuous support for initiatives that they have been 

giving for many years results. 

Progress in automation and digitalization is rapidly changing the structure of local economies, of 

which the economy in the Republic of Serbia is no exception, which is given a detailed overview 

through the Future of Work in Serbia program. Inclusion of digital technologies in everyday life 

and in the field of work, transition from labor-intensive to technology-intensive sectors, as well as 

increasing the number of workers from the Republic of Serbia in the so-called gig economy have 

led to a number of different challenges, which are reflected in the segmentation and atomization 

of the labor market, widening the digital divide and creating new forms of inequality, lack of legal 

solutions in this area, and eroding social security programs in conditions of slow economic growth 

and low productivity. Also, new types of jobs and new, mostly flexible, forms of employment affect 

the nature and business conditions of companies, the demand for different skills and knowledge 

from traditional ones, the nature of work and changing the income structure of individuals, 

families and communities. Another set of skills in the advanced category is digital 

entrepreneurship, which is a combination of traditional entrepreneurship and new digital 

technologies. The scope of such work in the Republic of Serbia is indicated through a review of 

research on gig economies in the Republic of Serbia: Who are digital workers from the Republic of 

Serbia and why do they work on global platforms? Digital companies are characterized by a high 

intensity of use of new digital technologies (especially social media, big data analytics, mobile and 

cloud solutions) in order to improve business activities, create new business models, strengthen 

business intelligence and connect with customers and stakeholders. 

The Republic of Serbia has been at the very top of the world in terms of the number of workers 

on global online platforms for years. This fact was first pointed out by the World Bank in its 2015 

report. The Republic of Serbia, together with Romania, is ranked among the leading countries in 

the world and in Europe in terms of the percentage of online labor force in relation to the total 

population, and in relation to the total labor force in the country. Such characteristics make the 

Republic of Serbia a very interesting member of the global community of digital workers, and at 

the same time impose the need to study this phenomenon within the national economy, with a 

focus on the labor market and hidden employment. Digital work is one of the first and most 

massive phenomena that connects the fields of digitalization and work and employment. Digital 
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"mass" work is paid teleworking in which the employer is not necessarily located, nor is it 

registered in the same country as the worker. According to the analysis of the labor market in the 

online sphere, the supply of digital labor is more present in developing countries with developed 

IT industries. Digital workers usually provide services in the IT sector, writing, translation, creative 

industries, sales and marketing, data entry services, as well as professional services such as legal, 

financial, consulting, etc. On the other hand, digital platforms give workers opportunities to find 

jobs, regardless of their work experience and in contrast to the local market which has no demand 

for their skills or offers inadequate prices for their services.This has proved particularly important 

for workers in rural areas where employment opportunities are reduced or workers face high 

barriers to entry due to their age, health circumstances, discrimination (for example in the case of 

migrants, women, sexual and national minorities) or they need a scope of work that allows them 

to perform other tasks such as caring for the elderly and / or children. Digital work has, in various 

local contexts, been presented as an economic development opportunity and a cure for 

unemployment, but its impact on the achievements of decent work and the quality of 

employment has not been sufficiently explored. Young and highly educated people with university 

degrees in economics, design, marketing, architecture, philology and engineering are the most 

numerous among digital workers from the Republic of Serbia. They most often register their own 

business entity and provide services in the field of software and technology development (30%), 

writing and translation (29%) or work in the creative and multimedia industry (22%). 

At the same time, the improvement of skills in digital work depends on the worker himself, who 

is responsible for both personal and personal business development. As the findings of this 

research show, digital work requires continuous learning that is encouraged by the nature of work 

in the online sphere. This learning also implies retraining, primarily through non-formal education. 

Digital workers themselves are exploring market demand and ways to respond to it. Improving 

skills in digital work refers to both professional and technical skills, as well as "soft skills". They are 

crucial for success in this type of work and include active communication, creativity, problem 

solving, the ability to negotiate and adaptability. Equally important is knowledge of business 

cultures in different contexts, which affects the better placement of services that digital workers 

can offer. 

 

The results of a survey on digital skills in the labor market, conducted within the USAID Economic 

Cooperation Project, indicated that developments in the Fourth Industrial Revolution required the 

workforce, regardless of occupation, to adapt and build their skills to keep pace with progress. In 
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digitization. Opinions are divided that the development of digital technologies will lead to a 

greater demand for highly skilled workers who possess cognitive skills and technical knowledge, 

and on the other hand, that future demand will be oriented towards skills related to art and 

creativity. 

Within the mentioned research, a quantitative research of the expressed needs for digital skills in 

job advertisements was conducted. The survey included 107,000 job advertisements in the 

previous six years60. The needs for digital skills are defined in five levels: 0 - the ad has no explicit 

mention of digital skills, 1 - basic computer work and use of the Internet, 2 - work in MS Office and 

similar packages and content creation, 3 - use of specialized data analysis software, design, 

resource management (ERP), bookkeeping, etc. and level 4 - software development and IT 

qualifications. The analysis of the results, among other things, showed that the number of 

advertisements has been constantly and rapidly growing over the last six years, while the number 

of applications does not follow that growth, which indicates an increased supply of jobs in relation 

to demand. , but also to the possible increased turnover of workers. Jobs with all levels of required 

digital skills are on the rise, which can be seen both from the absolute quantities of advertisements 

and from the percentage displayed by levels of digital skills. There has been a large increase in 

jobs without the required digital skills (level-0), especially since the end of 2016, which indicated 

an increase in the inflow of ads for jobs with low qualifications (education, levels of complexity, 

etc.). This also speaks to the increased use of the digital advertising platform even for jobs with 

low required qualifications, which implies a certain digital skill in job search via the Internet. 

Finally, there are a number of jobs without the required digital skills when those skills are taken 

for granted. 

When it comes to jobs with basic and intermediate digital skills (levels 1, 2 and 3), it was found 

that there is a constant increase in all levels of job complexity and education levels. Although 

weaker than other levels, the demand for the highest form of digital skills (level 4) has increased 

significantly (since 2013 that demand has tripled). 

The specific goals of the Digital Skills Development Strategy in the Republic of Serbia for the period 

2020-2024 include providing an efficient response to technological changes and thus enabling the 

development of individuals and society in the rapid development of modern technologies in all 

segments of life, as well as providing an adequate response to growing market needs. work. The 

specific objectives of the Strategy are: 



 

29 

 

- Improving digital competencies in the education system - Knowledge of basic digital 

competencies, programming and computer problem solving have become an integral part of the 

curriculum in schools at all levels of education and it is necessary to continuously improve 

Indicator at the level of the specific goal: Number of schools that implement learning digital 

competencies and the number of students that possess digital competencies 

Base value in 2018: 55 high schools that have IT departments 

Target value in 2024: the number of gymnasiums that have IT departments increased by 20% 

Source of verification: Reports of the Ministry of Education, Science and Technological 

Development 

 

- Improving basic and advanced digital skills for all citizens - Knowledge of basic digital skills should 

include as many citizens as possible through various training, with the expansion of the circle of 

stakeholders, especially among the elderly, as well as in areas where there are fewer users of 

information. Communication technologies, such as rural areas and smaller urban areas, enabling 

learners to acquire digital skills to keep pace with technological advances 

Specific target indicator: Percentage of computer illiterate people 

Base value in 2018: 51% of computer illiterate people 

Target value in 2024: 27% of computer illiterate people 

Source of verification: Annual reports of the Republic Statistical Office 

 

- Development of digital skills in relation to the needs of the labor market - This goal includes 

training programs for jobs in the workplace and training for the unemployed within the 

implementation of active employment policy measures, taking into account the number of 

women involved and the effects of measures taken. Possessing digital skills related to the effective 

use of technology in addition to entrepreneurial / business skills can be the basis for starting a 

new business and success in the digital economy, which can be carried out especially for young 

people. 

Indicator at the level of the specific objective: Number of persons involved in training in the field 

of digital skills 

Base value in 2018: 1000 persons who have passed specialist IT trainings 

Target value in 2024: 1200 people who have passed specialist IT trainings 

Source of verification: Report on the work of the National Employment Service 
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- Lifelong learning of ICT experts - This goal includes programs for monitoring the development 

and progress in the field of ICT professionals in higher education institutions, exchange of 

knowledge and experiences within companies and associations of experts, etc. In this way, ICT 

experts would be ready to follow the rapid technological progress with their skills, and at the same 

time enable further development of information technologies. 

Indicator at the level of specific objective: Number of enrolled ICT students 

Base value in 2018: 20,908 enrolled students and 5,725 female students 

Target value (in 2024): annual growth of 5% of enrolled students and 10% of enrolled students 

Source of verification: Republic Statistical Office 
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2. SMALL-SCALE STUDY & EVALUATION 

 

2.1 Description of data collection and interviews at local level. 

 

The study involved interviewing 7 youth workers/youth leaders and culture association 

representatives, at the local level, regarding Culture Digitalization and its sustainability. The 

aim was to collect best practices, tools, suggestions and emerging needs as well as rules, 

priorities, principles, institutional approaches and policies in the frame of local requirements. 

The interviews were conducted in person using the interview template provided in section 2.3 

below. 

2.2 Results of online questionnaires. 
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2.3 Elaboration and Evaluation of interviews. 

Data gathered through interviews has shown good understanding of what is being a cultural citizen 

and interviewers didn’t have much difficulty defining terms such as: culturally aware, culturally 

literate, culturally knowledgeable, cultural leader and culturally aspirational. The importance of 

different categories related to following Cultural Citizenship of youth has shown that 90% of 

interviewers have perception of “awareness of arts and culture” as the most important while 36% find 

as the most important category “enjoyment of arts and culture”.  “Regular engagement in arts and 

culture” and “awareness of arts and culture” are the only categories which have no “not important” 

ratings while all other categories have it. Opinions about rating of importance for category “knowledge 

of art and culture” are splitted, half of interviews considers it of high importance while the other half 

rates it with “medium importance”. 
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Art Hackathon is a new format which demands knowledge on how to use a new set of tools, which 

demands highly developed ICT skills and certain experience in using ICT tools. That is why it was 

expected that only a small number of people have some experiences and knowledge about Art 

Hackathon and our interviewers have provided negative answers related to participation in art 

hackathons and as well in organization of some. They were able to assess the skills necessary for 

participation in some art hackathon and to rate categories such as knowledge, leadership, teamwork, 

planning, problem solving, teamwork, communication, ect. “Planning” and “Teamwork” got the 

highest score (85,7%) while category “confidence” got the lowest, 14,3%. 

On the question about increasing the participation of youth in Art Hackathon events, 51,7% voted for 

the category “create social space for interactions”, while 42,9% choosed involving young people more 

in planning and delivering. 

Overall, interviewers are aware of how new technologies quickly and efficiently create space for 

engagement of young people while they doubt in capability of young people to plan and deliver, 

actually in capacity of youth to handle daily situations in real life. 

 

3. BEST PRACTICES, TRAINING NEEDS AND OBJECTIVES OF "ART HACKATHON" AT LOCAL 

LEVEL 

"On our own initiative, we have launched specific art programs that focus on learning and skills 

development. By giving our artists time and opportunities, we can learn, invent games and characters, 

test tools and techniques and use those results to inspire the rest of the team and the company". 

Reference: Manja Ciric, Lead Artist & Natasa Isakovic, Lead Game Designer, Two Desperados 

3.1 Sharing of bests practices and initiatives of Art Hackathon in digital arts at local level 

 

The hackathon should focus on improving the higher education capacities in the field of Information 

Technologies in the Republic of Serbia, promotion of various fields such as culture and creative sector, 

cybersecurity, computer gaming, as well as identification, inclusion, education and retention of young 

talents with the ultimate goal to decrease the shortage of expert workforce in the Serbian labor 

market in each specific field. 
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It aims towards stimulating interest of youth for various fields and computer science in general, 

identification of young talents and their training towards capacity building in particular fields, raising 

awareness of students and other participants about the current workforce shortage on market and 

connecting young talents with potential employers. 

 

 

SCS Hackathon: View from orbit 

 
The Serbian Case for Space Foundation (SCS), with the support of the Government of the Republic of 

Serbia, the United Nations Development Program (UNDP), Planet and the Republic Geodetic 

Authority, is organizing a unique event where participants from Serbia will have the opportunity to 

open geospatial and other data. and Planet's satellite data, devise creative solutions in one of three 

key areas for our country: environmental protection, prevention of natural disasters and promotion 

of economic development. The winning team expects valuable prizes. 
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Planet Balkan Hackathon 

 

The Serbian Case for Space Foundation, together with Planet, a San Francisco based Earth imaging 

company, is organizing the very first “Planet Balkan Hackathon”. This first-of-its-kind online event will 

offer a unique opportunity to teams coming from Albania, Bosnia and Herzegovina, Bulgaria, Croatia, 

Montenegro, North Macedonia, Romania, Serbia, and Slovenia to compete in one of three thematic 

challenges using Planets satellite data - Climate Change, Agriculture or Smart Cities – and win great 

prizes. 

SERBIAN CYBERSECURITY CHALLENGE 2020 STUDENT 
HACKATHON FINALS 
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Within the Erasmus+ project ISSES – Information Security Services Education in Serbia, coordinated by 

the University of Novi Sad, the second, final round of the national student hackathon 

competition Serbian Cybersecurity Challenge 2020 – „From zero to hero“ was held October 22, 2020. 

The student hackathon was organized as one of the ISSES project activities, focused on improvement 

of the higher education capacities in the field of Information Security in the Republic of Serbia, 

promotion of cybersecurity, as well as identification, inclusion, education and retention of young 

talents with the ultimate goal to decrease the shortage of cybersecurity expert workforce in the 

Serbian labour market. 

In particular, the project activities aim toward stimulating interest for the field of cybersecurity and 

computer science in general, identification of young talents and their training toward capacity building 

in this field, raising awareness of students and other participants about the current workforce 

shortage in the cybersecurity workforce market and connecting young talents with potential 

employers. 

The hackathon finals were held with the support of CYBER RANGES by Silensec platform, including 

seven four-member teams from higher education institutions in Serbia – Faculty of Technical Sciences 

of the University of Novi Sad, School of Electrical Engineering and Faculty of Organizational Sciences 

of the University of Belgrade, Faculty of Electronic Engineering of the University of Niš and Subotica 

Tech – College of Applied Sciences. The student teams from the School of Electrical Engineering of the 

University of Belgrade won the first two places, while the third place went to the team of the Faculty 

of Organizational Sciences of the University of Belgrade. The Faculty of Technical Sciences of the 

University of Novi Sad was represented by two student teams that won the fourth and the sixth place. 

Before the final hackathon in October 2020, the first phase of the competition was organized in March 

2020 using Avatao platform. 

The participation of the students in the competition was free of charge and it was mainly focused on 

the undergraduate and master students from the Faculty of Technical Sciences of the University of 

Novi Sad, the School of Electrical Engineering and the Faculty of Organizational Sciences of the 

University of Belgrade, the Faculty of Electronic Engineering of the University of Niš and Subotica Tech 

– College of Applied Sciences. 

The competition was sponsored by Erste Bank Serbia, Unicom Telecom Ltd, Enlight IT Sourcing, Ingram 

Micro Ltd, ISACA Belgrade Chapter, Avatao (Hungary) and Silensec (Cyprus) that provided valuable 

prizes for the participating students. 
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For now, Danube 1245 didn’t gain experience in organization or participation in some hackathon. 

Nevertheless, Danube 1245 is aware of needs to follow new trends and usage of new technologies 

and the following is written in the strategy document: 

Strategic goal 3: Danube 1245 works on non-formal education, professional development and skills 

development of citizens in the local community. We understand hackathon as a new tool, one from 

the toolbox, in achieving our strategic goal. 

 
Less than twenty years ago, it took scientists several hours to download a single gigabyte image made 

by a satellite orbiting the planet Earth. Today, technology and satellite companies offer a wealth of 

data in one second. Thousands of researchers use high-resolution data and images from commercial 

satellites in their research. 

In addition to the various benefits of this data, there are opportunities for smarter treatment of our 

environment - today it is possible to monitor and visualize the disappearance of forests and coral reefs, 

monitor crops to improve production, predict melting glaciers and the spread of infection. 

In addition, we mention quotes from the blog created by Ivan BrezakBrkan from 29.03.2016, as 

follows: 

“What are the benefits of a Hackathon other than money and challenges? 

The advantage of such support is that companies can also offer cash prizes to participants, which 

nowadays is not to be denied, especially to students who want to increase their "pocket money" a 

little more. But these prizes, as well as interesting projects, are just superficial benefits you will get 

from participating in hackathons. 

1. The network of contacts you will need, someday! 

Croatian business culture still does not understand the true power of "networking" and too often 

reaches for American role models to explain its advantage. When it comes to networking, I’m not 

talking about mentors, experienced developers. 

The benefits that you can already have as a student from participating in hackathons are - your 

competitors in the hackathon. As the case of communities such as the long-active mi3dot, from which 

prominent digital figures such as the Web.burza agency and the founder of the former B&Z's Den 

came, shows, those who are active in their youth are likely to be ambitious in the future. 

Hackathons are the places where you will find more proactive members of the technology community, 

today's students who will one day be your potential colleagues, startup partners, employers - or 

employees. 
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Jim Eberlin, founder of TopOpps, participated as a judge in one hackathon, solely to recruit new 

development engineers. Explaining his tactics, Eberlin stated that he invited 18 participants of that 

hackathon to a private event of his company after a week, in order to get to know them better. Even 

if you don’t want to get a job at a company that organizes a hackathon, do you want them in the future 

as a partner of your startup? Instead of getting upset in two years that you can't get an appointment 

with the director, meet her - by hacking. I mean, on a hackathon, not breaking into her Facebook. 

2. The winner (of the job competition) does not have to be the winner of the hackathon 

As I mentioned, many companies use hackathones as a platform to find future staff. As a student who 

is preparing to get a job in one of the most interesting and strong technology companies in the fast-

growing Croatian IT market, the hackathon is an opportunity to secure a job before the interview. 

Someone will win a hackathon according to the task performed, but the factors that affect the winner 

are often not the optimal way to find the right combination of staff and employer. And mentors, 

mostly representatives of the company that organizes the hackathon, are aware of this. 

So you don't have to think you have to win a hackathon to "have a chance" to get a job somewhere. 

On the contrary, in this case, the path is really more important than the goal. If you show your mentors 

that you can do your project well, trust me they will notice your potential. 

While hackathons can and must be fun, the very way you work, not just make, will be crucial if you are 

considering participating in organizing the next such hackathon as a member of the team that 

organizes it. 

Yes, I’m talking about those damn ‘soft skills’. In addition to working on the project, take time to rest 

during those 24 hours to communicate with mentors and other participants, and when asked if you 

have questions or need help, don’t pretend to be the almighty gods of coding (who you haven’t (yet)), 

but talk. 

3. Get moving, it's high time for you! 

We all need an excuse. Hackathons often promote the idea of creating the concept of an idea, because 

in 24 hours you can't do more than that. But even 24 hours is enough to do "something", to get started 

and use your theoretical knowledge in practice. Netocracy, for example, was created by rejecting 

topics in certain technology magazines - so I installed WordPress and started writing. 

If you are thinking of starting your own idea or project, the start does not have to be the result of 

divine inspiration but - maybe just a hackathon on which you have finally started working on 

something with your team. 

After all, an idea is worth nothing. Ah, did I hurt you? Then line up with all the other smart people who 

"remembered Facebook" before Zuckerbeg. An idea is really not worth anything without realization, 
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and it is at the hackathon that you can learn to realize your ideas well - with a team that, as I said, you 

met by creating your own network of contacts. 

And the 24 hour limit? Your advantage! 

Namely, Nordeus hackathons, for example, aim to make a game, and the time limit encourages you 

to create as simple a game as possible that will achieve the ultimate goal - to entertain the player. 

Even if you had days or even weeks, you would probably, as a true perfectionist, try to bring the project 

to perfection instead of - to the end. Feeling after you finally finish something, after it starts? Priceless. 

4. Learn new technology 

Want to try a new technology or framework, more than the government? Given that many hackathon 

(though not all) organ are in line with a particular technology, they are just a potential platform 

(#excussion) for you to try a new technology or approach a project. 

On the contrary, it will give you not only more experienced colleagues to help you with that 

experimentation, but also food and drink while you are doing it. Not bad. So let's experiment! 

5. Your CV with a hackathon has 10x more chances 

What does your CV look like? Did you turn on the fax? Perfect, probably like all your colleagues, so 

you won't stand out with this Europas-formatted pearl. 

Fortunately, you plan to participate in the hackathon as early as next month, so you will be able to put 

it under a practical and educational experience that the future employer will appreciate. The project 

you have realized will fill the section that you are able to work independently on new things - a key 

feature for future project managers. 

Is it clear to you now that hackathons are not just an opportunity to play with projects, work with 

interesting technologies and grab money so run, run? Yes, yes - hackathons can have a longer-term 

benefit for your career than you expected.” 

3.2 Identification of training needs 

 

Here, we mention several quotes from the blog titled as “Why are "soft" skills important in the gaming 

industry?” written by Norbert Varga, CEO Digital Arrow and AleksandarTrudić, Executive assistant and 

educator Digital Arrow: 

“Soft skills and technical education are essential for every employee in the gaming industry. But if we 

look a little better - neither in formal nor in non-formal education there are no courses or subjects 

that focus specifically on soft skills, or any subjects that are designed to make future employees in the 
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gaming industry more efficient in their work. Likewise, if we look at advertisements for positions in 

gaming, almost everyone is looking for a communicative QA, a producer with organizational skills, or 

an art director with reporting skills. What would happen if we found some great 3D artist who hasn’t 

had a chance to develop problem-solving skills or someone who shows great potential for UI 

programming, but who is still into general programming? 

 

What makes us different in the gaming industry? 

At Digital Arrow, we offer training for our employees - both technical and soft skills. We came to the 

conclusion that a holistic approach to education is one of our greatest strengths - soft skills together 

with technical skills are a winning combination for every employee. The internal results of these 

methods have shown us that communication among employees has improved - they openly address 

the problems they face towards their team leaders, which increases functionality and operability in 

the workplace. Additionally, our technical experts can give a different perspective that can help others 

on the team do their job better. 

 

The technical part of the education is not enough 

Working on a project doesn’t just mean writing a good story, making a good design document, or 

creating an environment concept. Technical skills are just as important as social skills. If, for example, 

you are watching an international gaming conference on YouTube, the QA team will say that 

communication is very important in solving problems in the game. And not only oral communication, 

but also in the documentation phase of the work - you can't expect someone to solve the problem 

according to the principle: "Go down, then turn left and there is a cave and a hole that needs to be 

repaired." 

We only have raw information here and it needs to be improved. A better version of that example 

would sound like this: "Go down the stairs near the magic tree, and you will see a cave on your left. In 

that cave, you will notice a black graphic circle about 2 cm wide that needs to be repaired so that the 

player does not miss the right entrance to the cave. " 

What about meetings, group dynamics, coaching skills? 

Why would these skills be reserved for all other industries except gaming? Well, the simple answer is: 

they shouldn't be! The gaming industry in Serbia deserves competent employees, lecturers and 

trainers from all areas: production, 2D and 3D art, animation, programming… And we are sure that 

readers will agree with us. But there is one catch… 

Standards in training, learning and development: the future of the gaming industry in Serbia 
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We believe that it is extremely important to create national standards in lectures and training in the 

gaming industry. At Digital Arrow, for example, we have our own internal standards. At the 

international level, we have a European training strategy that is mostly dedicated to those who work 

with young people in non-formal education, and that can be the starting point. We also have 

international coaching associations that have their own standards that we can also use. But for that 

knowledge to have a long-term effect, we need to focus on education. Not just mentoring, shifting 

knowledge from seniors to juniors, from Jedi to apprentices - but a structured, institutionalized 

approach to game learning and narrative design.” 

 

 

Regarding the training (no matter of topic), the following objectives could be suggested: 

1. Transfer ICT knowledge to participants 

2. Motivate participants for active involvement in the project 

3. Serve as mediators between participants and organizations (understanding the views of both 

parties) 

4. Support participants 

5. Assess the knowledge and skills that participants acquire  

6. Help organize hackathon 

7. Provide feedback 

Regarding this topic, the following objectives could be suggested: 

Objective 1: Applicability assessment 

Guidelines: Who does this project / campaign help and in what way? Does this solve any practical 

problem? Is the topic relevant and applicable? Does anyone have a real need for this project / 

campaign? 

Objective 2: Content rating 

 

Guidelines: Is the project / campaign useful and interesting, is it interactive or does it duplicate existing 

sources? Are texts, illustrations and other multimedia elements reliable and high quality? Is the content 

copyrighted or copied (quality copyrighted content has more value)? 

Objective 3: Application of technology 

Guidelines: Are appropriate technologies being used in the right way? What are usability, intuitive user 

interface and user experience? Are the structure, appearance and navigation good? 

Objective 4: Project / campaign impact 
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Guidelines: Is the target group clearly defined? Is the size of the target group realistic? Is it clear how 

the campaign could affect the target group? 

Objective 5: Pitching (project / campaign presentation) 

Guidelines: Was the project / campaign presented attractively and convincingly during the 

presentation? 

 

 

We would suggest the following initiatives: 

1. CIVIC HACKATHON 

A media and information literacy hackathon that would involve teams of high school students with 

the aim of planning and designing campaigns / actions to raise civic awareness or improve critical 

thinking and media literacy. Depending on the specifics of the participants (participating countries), a 

hackathon can be dedicated to a specific topic related to media literacy. 

2. TOURIST HACKATHON 

Software solutions for real problems faced by local companies and entrepreneurs in promotion and 

valorization of local tourism. 

3. RURAL HACKATHON 

Fresh ideas and software solutions for real problems that citizens from rural areas are facing in terms 

of life quality. 

3.3 Main stakeholders involved in the initiatives 

 

1. The University of Novi Sad 

2. FON Istraživačko-razvojni Centar (FON Research and Development Center) 

3. Srpska asocijacija industrije video igara (Serbian Association of Video Game Industry - SGA) 

 

 

 

The following local stakeholders are envisaged: 

1. Danube 1245 

2. Pokret gorana Vojvodine, Sremski Karlovci 

3. Drustvo za negovanje i očuvanje tradicije i razvoj Sremskih Karlovaca 
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The following organizations and institutions envisaged are envisaged as strategic partners: 

1. The Faculty of Management, Sremski Karlovci 

2. Nea Soft, Sremski Karlovci 

3. Karlovci Grammar School, Sremski Karlovci 

4. Municipality of Sremski Karlovci 

5. ALDA - European Association for Local Democracy 

 

4. CONCLUSION 

 

The culture of the Republic of Serbia is based on: contemporary cultural creation and the rich cultural 

heritage. Each culture is characterized by: 

● permeation with other cultures,  

● internal stratification and development, 

● continuity and difference in relation to other cultures. 

The culture of our country is determined by the richness of its cultural diversity and the crossing of 

different cultural and civilization areas, but also by the historical development of the Serbian national 

culture and the Serbian cultural identity. 

 

If we have not already become a society in which consumerism and mass media are our culture, then 

we should make an effort to include elements of culture in every segment of our everyday life (even 

consumption). We can achieve such an ambitious goal only by creating good strategies for the 

development of CCI at the national level, ie more concrete and specific at the regional and local levels 

of government.  

 

There are many developed methodologies, models, instruments and examples of good practice (when 

it comes to creating strategic development documents), and it remains for us to choose what is 

adequate, adapt and construct a model that suits our specifics: development, size, scope, population, 

the number of actors in CCI, educational programs, existing strategies for sustainable development of 

the economy and society ...  
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This means that by consulting the proposed and other relevant documents, analyzing innovative 

strategies, potential and resources of similar regions, we can implement relevant foreign experiences 

and create major strategic goals, sectoral and technological priorities much better and more concrete 

than before; We can improve the adopted strategic plans for the development of culture and creativity 

by adopting much more ambitious and precise - more concrete, action plans. We view the sector of 

culture and creative industries Creativity, as the ability to make something out of nothing, or out of 

something existing through transformation, recycling, etc. make a new one. In addition, creativity is a 

different approach, whether material or intellectual. 

 

Regardless of the field in which new technologies are applied - health, sports, ecology - new 

technologies are widely represented on a daily basis. Therefore, the idea was to activate young people 

to look for new creative solutions. 

 

"Apart from technological innovations, which are most often talked about in the last few years, social 

innovations are gaining more and more importance. They are needed everywhere, especially where 

demands are high and resources are scarce. Practically, they are needed in all spheres of society, from 

information, health, to education. And they are most needed by the public sector, which provides 

services to the largest number of citizens", said the President of the Assembly of the City of Novi Sad, 

Zdravko Jelusic, adding that young people in our city have shown that they more than well understand 

the concept of social innovation and its importance for society.  

 

As a whole, demonstrating it through a determination to bring significant change and color to their 

City, to work together to create sustainable structures and mechanisms for youth participation. 

 

Hackathon participants highlight the following advantagaes: 

● Meet women (mail participants) - Hackathon - the perfect place to share experiences, new 

ideas for creating projects; 

● Create IT communities - Hackathon aims to bring together like-minded people who are 

interested in solving a particular problem or developing a topic; 

● Enrich your knowledge - The characteristic of a marathon is that the participants solve 

problems that are unknown to them. Therefore, the learning process during the hackathon is 

fast with the possibility of applying the acquired knowledge in practice.  

● And a friendly team allows you to count on comprehensive help; 
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● Hackathon provides a unique opportunity for hours and even minutes to master what you 

would normally need to watch an entire video course; 

● Express yourself - Hackathon allows participants to show their professionalism; 

● Bring innovative ideas to life - Hackathon allows you to experiment, create and implement the 

most amazing ideas; 

● Companies find promising employees - Hackathon enables the presentation of startups of 

potential interest to companies.”  

 

Developer goals: 

● Have fun. 

● Try some technologies and practices. 

● Test the hypothesis / idea in a short time. 

● To do something he had long wanted to do. 

● Check people, team, try to work together. 

● To patch an existing project, gain experience, feedback and investment. 

● Do something useful. 

● Take advantage of the material benefits of participating in a hackathon. 

● I set these goals in the order in which I experience them as programmers and hackathon 

participants. People are different and their priorities are very different.”  

 

Finally, we are willing to let the last word to the winners of the hackathon “CODE FOR CHANGE”:  

“The winners of the first online Hackathon "Code for Change" agreed that life should not be passed 

with any fear and that young people who have an idea should not be afraid to twist their hands and 

throw themselves into its realization. Because making a mistake is sometimes the best thing that can 

happen, and how many possibilities you can only open up if you try something!” 
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1. INTRODUCTION ON CONTEXT AND NEEDS  

Based on the official website of the European Commission, Cultural and Creative Sectors consist of all 

sectors whose activities are focused upon cultural values, or other artistic personal or group creative 

expressions and are legally defined as per the Creative Europe Program. Cultural and creative 

industries, to the contrary, involve the further levels of the value chain – inclusive of the production 

and dissemination levels of industrial and manufacturing procedures. Cultural and Creative sectors 

are essential for safeguarding the unhindered development of societies and are at the core of the 

creative economy. Knowledge-centered and dependent on individual creativity and talent, these 

sectors invoke substantial financial wealth. Notably, the cultural and creative sectors are pivotal to 

establishing a collective sense of European identity, culture and values. Some of the specific areas and 

distinct industries included in the creative and cultural sectors are: architecture, performing arts: 

music; audiovisual (film, broadcasting – tv/radio –, video and multimedia activities), books and 

publishing, advertising, and cultural heritage. Importantly, entrepreneurship and innovation are 

matters of great significance for each and every one of the above-mentioned areas and every other 

activity associated with the creative and cultural sectors. (Adapted from the Culture and Creativity 

section, European Commission).  

 

Promoting and encouraging the development of the cultural and creative sectors and industries and 

more importantly, opening up their scope by extending the outreach and impact of their activities and 

objectives through a digital transformation can be considerably beneficial. Digitalization of culture and 

cultural by-products can offer innovative solutions and support these sectors in becoming more 

sustainable and efficient, while creating opportunities, career prospects, and educational growth.   

1.1 Overview of CCS in Cyprus: definition and national context  

The services sector is arguably the most active in Cyprus, and traditionally, the most important services 

are: tourism, finance, shipping, and real estate. Simultaneously, the past two decades, the creative 

and cultural sectors have also gained considerable prominence in Cyprus. Keeping in mind that the 

Republic of Cyprus is a relatively young state (established in 1960, joined the European Union in 2004) 

whose administration, business activities, etc. have been and are still at some degree affected by the 

political circumstances following the occupation of a big part of the island, it can be said that there 

has been a significant development and growth in the creative and cultural sectors. The 
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unprecedented global pandemic crisis has taken a great toll on the creative and cultural sector, all 

around the world. More specifically, in Cyprus individuals employed in these sectors have been among 

the most affected from the financial and mental health consequences of the COVID-19 pandemic. 

 

The official languages in Cyprus are Greek and Turkish, and Greek Cypriots speak a dialect of Greek. A 

lot of customs and traditions in Cyprus derive from a mixture of collective memories and shared 

heritage from different civilizations and peoples affiliated with the island. Traditional local culture is 

preserved and important national or religious holidays are celebrated and their significance and 

symbolism are passed down from generation to generation of Cypriots. Despite the political struggle 

being resonant even now, the people of Cyprus live in peaceful and prosperous society that encloses 

traits of traditional culture and a blend of global trends in clothing and entertainment styles and 

habits. These trends are transferred through mass media but also through a large stream of tourists 

in the island.  

Moreover, Cyprus has a wealthy tradition of handicrafts and folk art. The geographical location of the 

island has influenced Cyprus’ culinary tradition, and the Cypriot cuisine is characterized by a mixture 

of various different flavors that can be found in neighboring countries. The island has also been famous 

for the production of wine and its preoccupation with viticulture. 

In Cyprus there is a Cultural Services Office which keeps a permanent exhibition of the country’s 

collection of modern Cypriot art by a number of different painters and sculptors, and also sponsors a 

successful and well-known annual international festival for music and theatrical performances “Kypria 

International Festival”. The film industry, although small, is quite active in Cyprus, and certain Cypriot 

films have received a number of awards in international competitions.  

Cultural traditions, events and performance are hosted and organized to some degree by private 

companies/initiatives and some other by government funding enabled through the Cultural Services 

offices, run by the Ministry of Education of Culture. Interestingly enough, the cultural sector is not 

officially recognized as a distinct sector, but the aftermath of the pandemic and the disproportionate 

impact that professionals working in the arts have experienced has given rise to certain hopeful 

statements by the Cyprus authorities regarding the development of a legal framework for the creative 

and cultural sectors and the establishment of a Deputy Ministry of Culture. Specifically, the President 

of the Republic of Cyprus, Nicos Anastasiades has recently argued that circumstances facilitate the 

regulation of the professional status of artists and workers in the cultural sector, in order to be 

protected through official criteria and have a platform to accommodate their needs and address the 

challenges they might face. 
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The main fields of work and employment in the creative and cultural and heritage sectors in Cyprus 

involve visual arts, acting, dance, music, literature, architecture, design, and fashion. Within the 

framework of these art forms some other professionals are engaged directly or indirectly with the CCS 

in Cyprus, namely, producers, directors, distributors, audiovisual training providers, festival 

organizers, cinema exhibitors, and video game developers. 

 

1.2 Overview of Cultural Digitalization at national and local level: objectives and 

initiatives  

Admittedly, there is an increasing need for digitalization, and more specifically for cultural 

digitalization. The imposition of global competition and the rapid rhythm of progress calls for more 

people-centric and easily accessible approaches to enable and facilitate development. The whole 

planet was recently forced to operate on a fully digital basis because of the pandemic crisis, and the 

significance of keeping all sectors up to speed, has encouraged a shift in the way things work and in 

the development of new tools and methods to ensure relevance and compliance with the status quo. 

To begin with, in order to be able to understand what culture digitalization means we need to 

comprehend the meaning of digitalization. More specifically, digitalization is the process of converting 

something non-digital in an electronic form. This process might improve and increase the appeal or 

efficiency of said object/representation/concept/product, but it does not alter or transform it. That 

being said, digitalization of culture can promote, enhance and ensure greater efficiency and 

accessibility to works produced by creative and cultural sectors professionals. Performances or other 

kinds of people-centred activities and events can be turned into digital events. This alone can render 

cultural by-products much more accessible, convenient in times of crisis, affordable, friendly and 

attractive to all ages.  

 

Throughout the pandemic the Cypriot authorities had to configure a plan and adjust the function of 

most public and private services that traditionally operated only on a face-to-face physical process, 

involving non-digital filing and completion of documents and overall management. The government 

has invested in digitally transforming the offered services to accommodate the needs of the citizens 

and allow for day-to-day necessary affairs to carry on normally without being disrupted by the 

restrictions. Even though the past decade there have been general efforts towards digitalization with 
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regards to all sectors, the COVID-19 conditions have shed light to new ideas and opportunities for the 

use of digital technologies to preserve and promote the proper functioning of the Cypriot society. 

 

With regards to culture, certain cultural aspects and tourism-related features are already widely 

promoted and have successful digital strategies. There is however always room for more things to be 

done to contribute to the improvement of accessibility to different projects related to the creative 

and cultural sectors and the development of user-friendly tools. Culture digitalization in Cyprus will 

enable any cultural event to be accessed by anyone, even people residing in remote and/or rural areas 

by involving technology and offering all citizens the same opportunities and activities.  

 

At a national level, there is a number of things that should be prioritized to facilitate and promote 

cultural digitalization. Some of the objectives in Cyprus include the digitization of archives and 

documents from libraries and museums so that they can be easily accessed and utilized for commercial 

and non-commercial reasons, in user-friendly format. To achieve this fully, the state needs to act 

collectively and collaborate with the private sector to convert the materials related to the creative and 

cultural sectors through constructing or reconfiguring the infrastructure that supports and sustains 

them. 

A particular limitation in the case of Cyprus is the absence of a consensus regarding the appropriate 

practices and standards of the organizational process to digitalize tangible and intangible content and 

how to approach the creative and cultural sector through a common ground of understanding. As a 

consequence, developing and implementing culture digitalization is quite challenging and what is in 

effect currently arises from sporadic and sometimes individually-led initiatives by cultural centres, 

municipality councils, and groups of energetic people.   

 

Concrete examples of initiatives organized with the purpose of promoting the creative and cultural 

sectors include the following: 

● Access to digital formats of theatre performances, concerts, and literature of poetry symposia 

and conferences 

●  National museums have updated their digital tools and more and more of them have a strong 

presence online and engage citizens of different ages and backgrounds 

● Schools have integrated more digitally friendly tools in the classroom  

● ArtHackathons have been organized to tackle specific problems and offer tangible solutions 

(culture shift hackathon). 
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These initiatives and separate events involve a wide variety of stakeholders such as national and 

regional authorities, the public and private sector, civil society as well as creative and cultural sector 

professionals and researchers.  

The example of “Culture Shift hackathon” was a collaborative event for Greek and Turkish Cypriot 

professionals or friends of the creative and cultural sector, organized by the British Council. The 

purpose behind the arthackathon was to develop a variety of ideas and digital tools to propose 

solutions on challenges faced by the cultural sector in Cyprus. The event was aimed at individuals from 

all around the island with skills in digital development, designers, entrepreneurs/innovators and 

professionals/amateurs from the creative and cultural sectors with the scope of their collaboration 

towards a common goal and it was very successful. 

1.3 Statistical overview of youth employment through the cultural digitalization in 

Cyprus  

Below there can be found the latest graph showing the number of individuals employed in the cultural 

sector in Cyprus (from 2011 to 2019) according to Statista Research Department.  

Graph 1: Number of persons employed in the cultural sector in Cyprus from 2011 to 2019(in 1,000s) 

As can be seen through the graph, the number of persons employed in the cultural sector in Cyprus 

has not risen significantly over the course of eight years. In 2019, the last year of documentation, the 
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number of people came to a peak with a rate of 14 thousand, a rise of approximately 200 in 

comparison with 2018. 

When it comes to the specific category of youth, there are certain findings as illustrated in the 

following infographics.  

 

 

Graph 2: Young Adults and Education 

Recent studies have shown that this generation of youth in Cyprus is among the most educated and 

qualified generations that ever existed in the island. Approximately 70% of the young population own 
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a university/college degree. The most popular fields of study are Business Administration and Law; 

Engineering, Manufacturing and Construction; Social Sciences, Journalism and Information; 

Education; Art and Humanities; Health and Welfare; Information and Communication Technologies 

(ICTs). 8% of young males and 11,6 young females are involved with Art and Humanities, and 7,9% and 

3,1% with ICTs respectively. That is quite significant in getting an idea of youth employment directly 

or indirectly through cultural digitalization in Cyprus. Admittedly, since cultural digitalization is still an 

ongoing process, the numbers, figures and the statistics concerning youth employment through 

cultural digitalization are still estimates and have not been measured through an official tool in Cyprus. 

2. SMALL-SCALE STUDY & EVALUATION  

2.1 Description of data collection and interviews at local level.  

For the purpose of this project a research study was conducted in the form of questionnaires. Enoros 

Consulting has gathered results from 6 interviews with youth workers/youth leaders and culture 

association representatives in Cyprus, regarding Culture Digitalization and its sustainability. The 

purpose of the interviews was 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 were conducted virtually through an online questionnaire distributed to the participants.  

2.2 Results of online questionnaires. 

Below there can be seen all the results from the interviews with the 6 participants who took part in 

Enoros Consulting’s research study. The first graph shows the age of the participants: one participant 

is 34 years old, one participant in 40 years old, two participants are 42 years old, and two participants 

are 44 years old.          
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Graph 3: Questionnaire – Participants’ Age  

 

Moving on, the graph below shows the percentage of male and female participants. Five participants 

were females and one participant was male. 

 

 

Graph 4: Questionnaire – Participants’ Gender  

 

The educational level of the participants varied, with the majority of 66,7% of them owning a 

Bachelor’s Degree or equivalent, 16,7% owning a Master’s Degree / Doctorate, and 16,7% owning a 

College qualification.  
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Graph 5: Questionnaire – Participants’ Educational Level 

 

 

 

 

33,3% of the participants are youth workers, while 16,7% are youth trainers, youth leaders, 

teachers/professors, and youth workers respectively. 

 

Graph 6: Questionnaire – What is your profile as a youth professional? 

 

The age groups of the young people the participants work with are mostly between 19-24 years and 

between 25-29 years old at 50% each, with the age group of 30-35 years old and 35+ at 33,3% 

accordingly.  
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Graph 7: Questionnaire – What is the age group of the young people you work with? 

 

100% of the participants work with young people from disadvantaged backgrounds and/or fewer 

opportunities.  

 

Graph 8: Questionnaire – Do you work with young people with disadvantaged backgrounds and/or fewer 

opportunities? 

 

100% of the participants have listed economic obstacles as a challenge the young people they work 

with face, 83,3% of the participants listed cultural differences, social obstacles, and geographical 

obstacles as challenges, 66,7% of the participants listed educational obstacles as a challenge, while 

disability and health issues were listed as challenges at 33,3% and 16,7% respectively.  
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Graph 9: Questionnaire – If yes, what sort of obstacles do these young people face? 

 

100% of the participants have said that being a Culture Citizen entails being culturally aware – know 

what is on offer and how to get it. 83,3% of the participants listed being culturally literate – be able to 

talk about arts, culture, and heritage. 50% of the participants have selected being culturally productive 

– be able to make, perform, sing, act, play – and culturally knowledgeable – be able to understand the 

process of creating. Moving on, 66,7% of the participants and 33,3% of the participants have listed 

being a cultural leader – be able to lead – and culturally aspirational – be able to see future career 

paths – respectively.  

 

Graph 10: Questionnaire – What does being a Culture Citizen entail for you? 
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4 participants found “regular engagement with arts and culture”, “enjoyment of arts and culture”, and 

“knowledge of arts and culture” highly important for the youth to develop Culture Citizenship, while 

2 of them found it of medium importance. 5 participants found “confidence to engage with arts and 

culture” highly important while 1 of them found it of medium importance. 50% of the participants 

found “awareness of arts and culture” highly important and 50% of them found it of medium 

importance.   

 

Graph 11: Questionnaire – How important are the following for youth to develop Culture Citizenship? 

 

Interpersonal and civic skills were listed as the most important (6 participants), with active culture 

citizenship as highly important – 5 participants. Digital and technology-based competences; cultural 

awareness and expression; inclusion – equity; creativity and innovation skills; intercultural skills were 

listed as important by 3 participants, while 1 of the participants listed empowerment as important 

regarding Digital Culture Citizenship for their target groups. 
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Graph 12: Questionnaire – How important are for your target groups the following elements related to Digital 

Culture Citizenship?  

 

None of the participants have participated in an Art Hackathon.  

 

Graph 13: Questionnaire – Have you ever participated in an Art Hackathon? 
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None of the participants have organised an Art Hackathon. 

 

Graph 14: Questionnaire – Have you ever organized an Art Hackathon? 

 

100% of the participants believe that teamwork and confidence are necessary to organize an Art 

Hackathon. 83,3% of the participants believe that Good Knowledge of the CCIs sectors; Leadership; 

Planning; Problem-solving; and Communication are necessary skills. 

 

Graph 15: Questionnaire – Which skills do you think are necessary to organize an Art Hackathon? 
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33,3% of the participants believe that creating more social spaces for young people to interact during 

and Art Hackathon; and involving young people more in planning and delivering, would increase youth 

engagement in an Art Hackathon. 16,7% of the participants believe that interactive displays and 

engaging content; and publishing young people reviews to encourage their peers to attend would also 

increase youth engagement. 

 

Graph 16: Questionnaire – What of the following would increase youth engagement in an Art Hackathon? 

2.3 Elaboration and Evaluation of interviews.  

The overall results show that the participants who took the survey were aged between 34-44 years 

old with the majority of them being women (5 women, 1 man) and educated with at least a Bachelor’s 

Degree or equivalent. All of the participants are somehow involved with the youth sector, either as 

youth workers or as youth trainers, youth leaders, and teachers/professors. The participants work 

with young people aged at 3 different age groups: 25-29; 30-35; and 35+, while all of them work or 

have worked with young people from disadvantaged backgrounds and/or fewer opportunities. The 

most important problems that the participants found as a challenge the young people they work with 

face are economic obstacles and by a little less, cultural differences; social obstacles; and geographical 

obstacles. By the same token, when it comes to what being a Culture Citizen entails, the participants 

have answered that cultural awareness, and cultural literacy are the primary characteristics. 

In order for young people to develop Culture Citizenship, the participants found that confidence to 

engage with arts and culture, and regular engagement with arts and culture are the most significant. 

What was found to be very important regarding Digital Culture Citizenship was interpersonal and civic 

skills, and active culture citizenship, while empowerment was significantly less important. Surprisingly, 
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none of the participants have neither participated in an Art Hackathon nor organised one. The 

participants believe that the most necessary skill to have to be able to organize an Art Hackathon is 

teamwork and confidence. 

3. BEST PRACTICES, TRAINING NEEDS AND OBJECTIVES OF "ART HACKATHON" AT 

LOCAL LEVEL 

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

specified amount of time with the purpose of tackling a particular issue. People come together, form 

teams, brainstorm, share ideas, and help each other create awesome things. All skill levels are usually 

welcome, so these events are highly accessible to everyone.  

 

Art Hackathons are dedicated to problems and challenges faced in the cultural and creative sector, 

but they do not only involve or interest people related to these sectors, but are open to anyone who 

is passionate about joining forces with other people in an effort to find creative and efficient solutions 

to real-life problems. Through an Art Hackathon people are given the opportunity to apply their skills, 

knowledge, experience and talents and propose sustainable and realistic solutions to specific 

problems. Furthermore, an Art Hackathon can offer people the chance to be heard and find solace in 

knowing that other people have similar concerns and eagerness to overcome difficult situations 

collectively. 

 

What are some important best practices to keep in mind while participating in or organizing an Art 

Hackathon: 

● Focus on growth – think about the bigger picture and find a project that can offer fresh 

knowledge 

● Start simple – find simple manageable ideas and build on them for more complicated concepts 

● Involve diverse talent and thinkers – try to involve a variety of people from different 

backgrounds and ages 

● Do not limit the scope of the project – set a main idea without restricting or “manipulating” 

the results 

● Empower all team members and organizing committees – motivation and positivity are 

essential 
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● Make use of already existing ideas – enhance and facilitate their use 

● Involve stakeholders and experts 

● Remove obstacles – plan ahead and have a clear structure/agenda, book the required 

facilities, send invitations timely, make sure the event abides by the health protocols  

● Set a strict timeline and stick with it 

3.1 Sharing of bests practices and initiatives of Art Hackathon in digital arts at local level  

Art Hackathons can be defined as marathons for solving a specific problem related to art. Teams 

collect or create content to turn it into applicable and creative solutions within a fixed period of time 

after collaborating with likeminded people. Art Hackathons are starting to get relatively more and 

more popular all around the world and there are certain examples of very successful events. In Cyprus, 

the most widely known similar kind of event are hackathons, which mainly focus on IT problems-

solutions, however there have been some instances of interesting events related to the Cypriot 

equivalent of Art Hackathons. Evidently, the past two years have been very slow in terms of real-life 

events with the physical presence of participants, however, the creative sector in Cyprus has been 

brought together because of the pandemic crisis, and several artists have worked together in an 

official and unofficial basis to demand for their rights to be addressed, and have actually managed to 

get the government to implement supplementary support to artists during these difficult conditions.   

 

Some concrete examples of Art Hackathon events, include the following: 

● Bi-communal (for both Greek-Cypriot and Turkish-Cypriot communities) event hosted by the 

British Council aimed at young people 

● Art Hack Day – combining art with technology 

 

Enoros Consulting has never official hosted an Art Hackathon, however, it has functioned as a 

mediator and facilitator for creating a space for young people to discuss and work on a variety of 

problems to come up with ideas and creative solutions through the implementation of various projects 

and multiplier events in an effort to familiarize people with the concept of Art Hackathons and 

promote their expansion in Cyprus. 

 

Participating in an Art Hackathon can be substantially beneficial to young people since it can give them 

the opportunity to sit down with other young people, share their views, learn to be part of a team, 
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develop public speaking skills, work on their critical thinking, and finding a safe space where they can 

express themselves freely with the purpose of coming up with practical and realistic solutions for real-

life problems that affect them and the society they live in. Art Hackathons can also serve as an outlet 

for young people with less opportunities to be seen and understood and provide them with the chance 

to develop new skills and acquire new knowledge and competences. 

3.2 Identification of training needs 

There is always room for improvement at everything we do. Building on the future of the cultural and 

creative sectors and increasing their impact can be achieved in a multi-level process. The state, along 

with professionals/amateurs/people related to these sectors and the educational system must work 

together to come up with a sustainable plan to find the balance between intertwining the activities of 

all of the above-mentioned parties, to ensure that fundamental and long-lasting change can occur. 

What is more, the official associations of artists should come to an agreement with the relevant 

ministries to create more opportunities for young people, and already employed professionals, and 

also safeguarding the status of professions within the cultural and creative sectors.  

3.3 Main stakeholders involved in the initiatives  

The main stakeholders and the strategic partners involved in the initiatives related to culture 

digitalization on behalf of the state and the public sector are the Ministry of Education, Culture, Sports 

and Youth and its deputy offices and services, the Presidential office, the municipality authorities, 

public schools and universities and as for the private sector, private companies, community leaders, 

youth organizations, private schools and universities and active citizens. Some of these stakeholders 

and strategic partners have been involved in previous initiatives, but our company has tried to stay in 

close contact with all of them mentioned above in order to potentially involve all of them in other 

future initiatives.  

4. CONCLUSION 

The cultural and creative sectors have taken a significant hit during the pandemic. It is therefore of 

the utmost importance to ensure that digitalization of culture is enabled and facilitated, in an effort 



 

 

21 

 

to provide the people engaged with these sectors with appropriate facilities, equal opportunities, and 

sustainable career prospects.  

 

Some significant aspects that should be addressed are the tools that will allow embracing digital 

solutions for cultural heritage promotion and preservation. At local and regional level more efforts are 

needed to preserve the intangible cultural heritage and to promote digital tools as a way to 

disseminate and safeguard it. Furthermore, it is necessary to foster collaboration and create 

partnerships between regional authorities, museums and educational institutions to increase the 

attractiveness of cultural events and their participants satisfaction.  

 

In many cases, cultural events or products of the cultural and creative sector are presented in a rigid 

and non-user-friendly form that is unappealing to young people, and not easily accessible by all. At 

the same time young people, and people from almost all backgrounds actively use technology 

electronic tools, hence digitalization of culture can contribute in boosting their interest in the cultural 

and creative sector and encourage them to be successful and creative innovators.  

 

Moreover, it is indispensable to strengthen the ties and explore the opportunities for partnerships 

regionally and nationally between creative and cultural institutions and the public sector and private 

sector in order to find new sources of funding for the digitization of cultural material and to incentivize 

an innovative use of the material and products/events organized by representatives of the creative 

and cultural sectors. 
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1. INTRODUCTION ON CONTEXT AND NEEDS  

1.1 Overview of CCS in Greece: definition and national context  

 Cultural and Creative Sectors include all these activities that are based on cultural values, such 

as arts & crafts, theater, cinema and TV, music and radio, software and computer games, publishing, 

architecture, advertising, fashion and design, etc. (European Commission, 2013; Cunningham, 2002). 

Cultural and creative sectors are an important element of the local economy and have various 

benefits, since they can increase a place’s attractiveness, increase productivity and innovation on a 

regional level, and even have a positive impact on people’s health and well-being (OECD, 2021). 

 In the EU of the past decade, it was estimated that the cultural and creative sectors accounted 

for 3.3% of GDP, while approximately 6.7 million people were employed in such sectors, accounting 

for 3% of total employment (European Commission, 2012a).  

 In Greece, according to a 2017 report of the Hellenic Ministry of Culture and Sports, it was 

estimated that 110,688 employees were employed in the cultural and creative sector in 2014, 

corresponding to 3.2% of Greece’s total employment. These employees were employed in 46,370 

Greek enterprises, which sold approximately €5.3 billion worth of goods and services. In addition, the 

contribution of these enterprises to the GDP was estimated at 1.4%, and their added value for the 

Greek economy was estimated at €2.1 billion. Similarly, the data provided in the report indicate that 

in the EU-28, 6.1 million employees were employed in the cultural and creative industry by 1.7 million 

enterprises. Their contribution to the European GDP was estimated at 2.8% and €353 billion, for 2014.  

 The cultural and creative industry with the most employees in Greece in 2014 was 

Architecture (21,223 employees), with an added value of €232.6 million. Following Architecture, the 

sector of Publishing employed 16,224 employees, with an added value of €371.1 million. The sectors 

of Advertising (11,370 employees and added value of €271.1 million) and Arts and recreation (11,200 

employees and added value of €198.6 million) followed. Among the cultural and creative industries, 

Specialised design was the one with the least employees (2,394) and least added value (€29.3 million). 

On the other hand, the sector with the highest added value was Software publishing and computer 

programming, where the added value was estimated at €296.85 million in 2014, while the number of 

employees in the sector was 9,337.  

 During the period 2008-2014, the sector of Television, radio and communication presented 

the biggest decrease regarding the employees working in the sector; more specifically, a decrease of 

53.8% was observed throughout these years, and a decrease of 71% in the sector’s added value. 
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Despite that, from 2013 to 2014, employees in the sector were increased by 15.2% and the added 

value by 15.7%. The sector with the biggest decrease in the added value during the period 2008-2014 

was Architecture, despite the fact that the sector was the one employing the most employees in 2014. 

More specifically, a decrease of 77.2% was observed during the years 2008-2014, while from 2013 to 

2014, a decrease of 15.7% was observed in the sector’s added value.  

Overall, from 2008 to 2014, a reduction of 29.5% was observed on the employees of the 

cultural and creative industry, since the number of employees dropped from 156,911 persons in 2008 

to 110,688 in 2014. From these employees, in 2014, 57% were men and 43% women, while 57% of 

the employees were higher education graduates.  

 In the region of Attica, 75.5% of the Gross Value Added of the cultural and creative industry 

was produced, while 57.3% of creative enterprises was located there, employing 60.8% of total 

employees. Following Attica, second comes the Region of Central Macedonia, where 10.1% of the 

Gross Value Added is produced, with 13.5% of enterprises located there, employing 12.2% of total 

employees (Avdikos et al., 2017).  

 The COVID-19 pandemic has set new challenges for the cultural and creative sectors. The crisis 

has increased the percentage of jobs that are at risk in the OECD regions, especially for the venue-

based sectors. More specifically, the revenues have dropped, the wage earnings are reduced and the 

value chain is affected, putting thus their financial sustainability at risk (Travkina & Sacco, 2020).   

1.2 Overview of Cultural Digitalization at national and local level: objectives and 

initiatives  

 Traditional culture can be now documented and recorded with the help of the new digital 

technologies, giving thus the opportunity to communities to preserve and promote their cultural 

heritage and helping them to successfully pass it to the next generations (WIPO, 2008). ICT has been 

proven to be an important technological solution to achieve the preservation of cultural heritage and 

the European Commission has recognized its significance, while exploring the best solutions to achieve 

this goal (European Commission, 2012b). 

Cultural Digitization can have significant benefits: it contributes to the preservation and 

conservation of the cultural heritage, it provides easier access for research, as well as easier online 

dissemination and promotion. In addition, it provides assistance in collections management and 

creates new revenue streams (Maltesh et al., 2007).  
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The digitization of culture is a complex issue, since it includes the transformation of living 

tradition. Therefore, careful IP management is required, in order to reinsure that unwanted 

exploitation is minimized (WIPO, 2008). In addition, various cultural policies should come along with 

the digitization of culture, in order to provide opportunities for access, dissemination, participation 

and creation (Council of Europe, n.d.).  

 The European Commission’s report on Cultural Heritage provided important insights on the 

implementation of the Recommendation 2011/711/EU on digitization, online access and preservation 

of cultural heritage. The report aimed to monitor the progress of the implementation in each Member 

State, while providing an overview of the strategies and policies that the countries have undertaken.  

 According to this report, the main priority for digitization among the cultural resources were 

library and archival materials, while museum collections and sound and audiovisual heritage followed. 

In general, it was found that more than 1/3 of Member States had funded programmes for digitization, 

regarding monuments, historical buildings and archaeological sites. In addition, more than 2/3 of 

Member States promoted the preservation of public domain status of cultural heritage after its 

digitization.  

 Specifically for the case of Greece, the country managed to receive a special mention in the 

report and was referred to as an example of best practices for the years 2015-2017. More specifically, 

it was reported that Greece undertook a series of initiatives, including the case of the National Archive 

of PhD Theses providing access to more than 37,500 PhD Theses, not only from Greek Higher 

Education Institutes but also theses awarded to Greek scholars by foreign Higher Education Institutes, 

as well as an ePublishing suite disseminating scientific output.  

 In addition, Greece has submitted to Europeana more than 700,000 digital objects. Europeana 

is a cultural platform that aims to provide access to digital content, retrieved from libraries, archives 

and museums in Europe. It is estimated that more than 1/3 of Member States encourage the 

submission of high-quality data to Europeana and that approximately 15% of the total content is of 

high quality. Specifically for Greece, the country submitted 371,076 image objects, 378,036 text 

objects, 19,062 audiovisual objects, 5,126 sound objects and 705 3D objects (European Commission, 

2021). 

 In addition, Greece has lately started to promote the digital transformation in general for 

several sectors, especially during the COVID-19 pandemic and the first lockdown. More specifically, 

the Ministry of Digital Governance in Greece has presented the Digital Transformation Bible for the 

years 2020-2025. This initiative includes certain guidelines and interventions in order to lead to the 
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society’s and economy’s digital transformation, presenting objectives as well as implementation 

measures of the strategy. This “Bible” aims to achieve the following: 

● Safe, fast and reliable access to the Internet for all 

● A digital state offering better digital services to the citizens for all life events 

● Development of digital skills for all citizens 

● Facilitate the transformation to digital enterprise 

● Support and strengthening of digital innovation 

● Making productive use of public administration data 

● Incorporating digital technologies to all economic sectors. 

 

To achieve these seven objectives, a variety of projects will be implemented concerning, 

among others, the sectors of Economy, Education, Development and Innovation, Culture, Sports, 

Health, Employment, Environment and Energy, Transportation, Tourism, Public Administration, etc. 

Specifically for the sector of Culture, the Ministry has given certain objectives to accomplish: 

● Digital transformation of cultural structures and encouragement of alternative models of 

cultural production and distribution 

● Establishment of national standards for digitization, documentation and distribution of 

cultural resources, with emphasis on 3D digitization 

● Development of interactive digital services for the promotion of exhibits with augmented and 

virtual reality 

● Implementation of a platform for the management and distribution at the national level of 

treasures of terminology, classifications, codices, presumptions and semantic annotations, 

utilizing crowdsourcing methods 

● Productive operation of the projects of the Archaeological Cadastre and the management of 

Mobile Monument Collections 

● Horizontal national actions for the enrichment of the digital cultural stock 

● Implementation of a documentation platform for excavations and findings 

● Creation of interconnection infrastructures for remote sensing and telemetry of areas of 

major cultural interest 

● Extension of the application of the electronic ticket system (etickets.tap.gr). Implementation 

of B2B platform for agencies and payment service 

● Establishment of an information system to support the licensing procedures for photography 

and filming at monuments and archeological sites 
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● Making cultural content available in the Europeana digital library 

● Upgrade - Implementation of extroversion, supervision mechanisms and Interoperability in 

the Archaeological Cadastre 

● Reconstruction of the "Odysseas" platform and connection with the digital platforms of the 

National Archive of Monuments, the Intangible Cultural Heritage, the Ministry of Tourism, etc. 

● Creation of an Information System to support the recognition and supervision procedures of 

Museums 

● Creation of a platform for the retransmission of cultural content in live (or not) time 

● Digitization of art education 

● Digitization of the cultural heritage of the Church of Greece 

● Digitization of important Byzantine antiquities of the area of Mount Athos (GOVGR, 2021).  

 

1.3 Statistical overview of youth employment through the cultural digitalization in 

Greece 

Technological change can be utilized in a way that not only it doesn’t create social inequalities 

but, instead, it creates benefits for the society and supports youth employment. Especially when it 

comes to the cultural and creativity sectors, where Europe has a lot to offer, technological change can 

be utilized in order to create jobs for young people that combine the elements of innovation as well 

as creativity. 

According to the European Commission, creative hubs can create opportunities for young 

people and provide them skills, increasing therefore employability as well as ensuring social inclusion. 

This way, the gap between education and employment can be covered and the difficult period of 

transition from education to employment could be overcome (European Commission, n.d.).  

Despite the benefits that could come from digitization in general, Greece’s performance is not 

the optimal: more specifically, Greece ranked 27th out of the 28 EU Member States on the Digital 

Economy and Society Index (DESI) for 2017 and 2018, indicating a low performance regarding digital 

public services and digital skills. This fact could create significant problems when it comes to the 

development of digital economy and society (European Commission, 2019). 

On the other hand, according to a National Bank of Greece’s 2020 report, Greece has an 

unexploited pool of ICT human capital, even though mainly inexperienced. More specifically, it was 

estimated that a convergence to the institutional standards of Slovenia, which is the most digitally 
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advanced country in the Balkans, would lead to an increase of the share of ICT specialists from 1.8 per 

cent (in 2018) to 2.3 per cent of total employment. Such an increase would generate an extra value 

added of €1.1 billion (Voumvaki et al., 2020).  

As it was already mentioned, 3.6% of total employment in the EU was in the cultural sector in 

2020, corresponding to approximately 7.2 million people across the EU countries. Most of these 

people had a tertiary level of educational attainment, while the number of people that worked in the 

field of culture and were self-employed was more than double the average that was observed for the 

whole economy (Eurostat, 2020).  

Specifically for youth employment, it was estimated that cultural employment in Greece was 

15.4 thousand persons between the age of 15-29 in 2020, while the changes in that number are 

highlighted in Figure 1 (Eurostat, 2021a).  

 

 
Figure 1: Cultural employment in Greece, for the ages of 15-29 
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Figure 2: Persons working as creative and performing artists, authors, journalists and linguistics in Greece, 

for the ages 15-29 

 

It is also estimated that in 2020, 12% of 15-29 year-olds in Greece were working as creative 

and performing artists, authors, journalists and linguists, a percentage that decreased compared to 

2011, when it was estimated at 15% (Figure 2) (Eurostat, 2021b).  

 The use of ICT technologies has become more and more common for cultural purposes: 

people use the internet to listen to music, watch TV or videos, play games, read online newspapers 

and news sites, create websites or blogs and obtain knowledge from different sites. In addition, people 

use the internet for online purchases of films and music, books, magazines and newspapers, or even 

to buy tickets for events. For instance, in Greece in 2019, 12% of individuals had used the internet 

within the last year to purchase tickets for events online. This percentage was significantly increased 

since 2008, when it was estimated at only 3% (Figure 3) (Eurostat, 2021c). 

 It is therefore obvious that people use more and more the internet and are familiarized with 

digital technologies. Culture digitization could be promoted, so that more and more cultural works are 

available in a digital format, giving the opportunity to people to have easier access to them and see or 

use them (under the copyright laws) appropriately. This way, and through the cultural digitalization, 

youth employment could be promoted, including not only jobs in the cultural sector but also jobs for 

ICT specialists and developers.   
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Figure 3: Percentage of individuals who used the internet within the last year for online purchases of tickets 

for events in Greece 
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2. SMALL-SCALE STUDY & EVALUATION  

2.1 Description of data collection and interviews at local level.  

The necessary data was 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 the local level. These interviews aimed to collect best practices, as well 

as tools, suggestions, rules, priorities, principles, institutional approaches and policies in the frame of 

local requirement.  

The interviews could be conducted in a physical or in a virtual way and the partners that chose 

the virtual way, recorded them to prove the interviews implementation. A specific template had to be 

filled in to summarize each interview. The template included 4 main sections. The first section referred 

to the identification of the interviewees and to their professional and personal background. The 

second section was about the professional profile of the interviewees, such as if they are youth leaders 

or youth workers, culture experts, NGO representatives, etc, as well as about the age target group 

that the interviewee works with. 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, any previous experience that the interviewee might have, the skills that are 

required and the reached objective, as well as about practical examples and their local impact.  

Specifically for Greece, the necessary data were collected with the help of 6 youth professionals 

and the results are presented in the next sections.  

2.2 Elaboration and Evaluation of interviews and online questionnaires.  

In Greece, the necessary data were provided by 6 youth professionals. From these 6 youth 

professionals, half of them were Males (3 persons) and half of them were Females (3 persons). The 

ages of the youth professionals are presented in Figure 4, while Figure 5 presents their educational 

background. As it can be seen, all youth professionals were between the ages of 32-43, while 3 of 

them held a Master’s degree, two of them a Bachelor and one of them had a College degree. All 6 

youth professionals were from Greece. 
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Figure 4: Ages of the youth professionals 

 

Figure 5: Educational background of the youth professionals 

Two of the youth professionals are working as teacher-professors, two of them as youth 

trainers and two of them as social workers working with young people, as shown in Figure 6. Males 

and females are evenly distributed in each professional profile.  
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Figure 6: Professional Profiles of the youth professionals 

 Table 1 presents the age target groups that each one of the six youth professionals works with. 

It can be observed that 4 out of the 6 professionals work with people that are between the age of 19-

24, while only 1 out of the 6 professionals works with the age group of 13-18, as well as with the age 

group of 29-35+. Two out of the 6 professionals declared that they work with youth with educational 

obstacles, economic obstacles, health issues, social obstacles, while one more professional declared 

that they work with youth with economic obstacles. 

Table 1: Target groups that the youth professionals work with 

 13-18 19-24 25-29 29-35+ 

1  ✔   

2 ✔ ✔   

3   ✔  

4  ✔   

5   ✔  

6  ✔ ✔ ✔ 

1 1 1

1 1 1

0

1

2

Teacher-professor Youth trainer Social worker working with
young people

Youth professionals' professional profile

Male Female
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 In Section 3 of the template, that was about Culture Digitalization, the youth professionals 

were asked to identify the main topics related to Cultural Citizenship, according to them. As 

demonstrated in Figure 7, 3 out of the 6 professionals indicated that one of the main topics was 

“Culturally literate”, meaning that “I can talk about arts, culture and heritage and explain what they 

mean to me, my friends and my community”, while 3 out of the 6 professionals indicated that 

“Culturally knowledgeable” is also a main topic, meaning that “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”. In addition, 2 out of the 6 professionals said that “Culturally aware” was a 

main topic related to Cultural Citizenship, meaning that “I know what’s on offer to me and how to get 

involved”. One of the professionals also included “Culturally productive” (“I can make, perform, sing, 

act, play, compose”), “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 organisations”) and “Culturally 

aspirational” (“I can see what future career pathways in the arts might look like”) on the main topics 

related to Cultural Citizenship. 

 

Figure 7: Main topics related to Cultural Citizenship, according to the youth professionals 

In the same Section, the youth professionals were asked about which aspects the target 

groups focus their attention on. As seen in Figure 8, Regular engagement with arts and culture and 

Confidence to engage with arts and culture were characterized as highly important aspects from 5 out 

of 6 youth professionals, even though one of the professionals characterized the latter as a not 

important aspect on which target groups focus their attention.  
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Figure 8: Aspects were target groups focus their attention on, based on their importance 

In addition, all 6 youth professionals indicated that Cultural awareness and expression is one 

of the most important aspects regarding Digital Cultural Citizenship impact on youth, while 3 youth 

professionals identified Creativity and Innovation skills, Digital and technology-based competences, 

Empowerment and Inclusion – Equity as some of the most important aspects of DCC impact on youth.  

 

Figure 9: Most important aspects regarding Digital Cultural Citizenship impact on youth, according to the 

youth professionals 
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3. BEST PRACTICES, TRAINING NEEDS AND OBJECTIVES OF "ART HACKATHON" 

AT LOCAL LEVEL 

3.1 Sharing of bests practices and initiatives of Art Hackathon in digital arts at local 

level  

Art Hackathons aim to celebrate and promote innovation in the creative arts (Stanford ARTS, 

n.d.). More specifically, this type of event aims to bridge the gap that exists among culture, technology 

and entrepreneurship, demonstrating all the potential that new technology has on art (The New 

School, 2014).  

By definition, Art Hackathons’ goal is to incorporate innovation in the arts field and, 

subsequently, in the entertainment field, providing the necessary tools to the creative minds and 

fostering therefore the collaboration of arts and technology (MIT Innovation Initiative, 2016). The 

participants come together in a space and work together in a limited time frame, trying to connect 

technology and arts (Algorithmic Art, 2017). 

Some examples of Art Hackathons that have taken place on a global scale during the last 

decade are (Fry, 2014): 

● Hack the Barbican: A series of installations, performances, workshops and discussions 

that took place in 2014 in the Barbican’s cavernous foyer spaces. 

● Art Hack Day: Artists and collaborators aim to create and explore the participatory 

nature of technology, over 48 hours, bringing together artists with an interest in 

technology and hackers with an interest in art.  

● The Digital Sizzle: Artists, developers, musicians and creatives were brought together 

in the South Place Hotel to create. 

● 3D Hackathon: Digital artists and programmers were brought together for a 3D 

scanning and printing Hackathon, photographing objects in the Metropolitan 

Museum’s Art Studio and converting them into 3D models, using a special software.  

● Art Bites: A hackathon were a joint work of technology and creative communities is 

promoted, to build programs and/or apps that are inspired by art. 
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● Etsy Hackathon: A hackathon that promotes the collaboration of musicians, 

designers, programmers and makers of any kind. The artists presented the work that 

they created in a concert at the end of the event. 

In the local level (Thessaly), as well as in the national level (Greece), there are not a lot of 

initiatives regarding Art Hackathons. As a recent example, we present the event organized by the 

British Council Greece in 2016 in Athens, called “Culture Shift: Technology Meets Art”, which will be 

analyzed in Section 3.2 (British Council Greece, 2016). 

3.2 Identification of training needs 

As mentioned in the previous section, we present the event organized by the British Council 

Greece in 2016 in Athens, called “Culture Shift: Technology Meets Art”. This event, characterized as 

an innovative hackathon, aimed to connect creative people and digital practitioners, so that they 

would be able to come up with ideas and solutions regarding the challenges that the cultural and 

creative sector faces and to promote growth through technology. In the event participated 

experienced people from the fields of design, digital development (developers), innovation and 

entrepreneurship, as well as professionals of the cultural sectors. 

As identified by the British Council, the main aims of the event were to: 

● stimulate inter-disciplinary collaboration, knowledge sharing and cross fertilisation between 

different communities and professional sectors 

● promote a more digitally literate approach to programming, management and creation in the 

cultural sector 

● provide the young generation of cultural players with the technological tools and 

opportunities to develop their digital skills 

● enhance idea generation, experimentation and the development of new digital ideas 

● empower young entrepreneurs and developers to innovate and create business solutions that 

help promote art and culture given that research has shown that the adoption of digital 

technology in the cultural sector in Greece is lower than the EU average. 
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This hackathon, therefore, focused on the creation of a space that promotes the collaboration 

of technologists and cultural professionals, as well as on resolving the challenges that the Greek 

cultural sector faces, highlighting the role of technology and social media platforms in supporting this 

objective (British Council Greece, 2016). These training objectives also highlight the main training 

needs that need to be covered. 

Additionally, the youth professionals that helped with the data collection assisted in the 

identification of certain skills that are necessary so that the set objectives are reached, even though 

they had no previous experience in Art Hackathons.  

As seen in Figure 10, all youth professionals identified Good knowledge of the CCIs sectors as 

a necessary skill in the context of Art Hackathons. In addition, 5 out of the 6 youth professionals 

identified Communication as a necessary skill, while only 2 out of the 6 professionals characterized 

Leadership as necessary.  

 

Figure 10: Necessary skills, according to the youth professionals 

In addition, the youth professionals provided their ideas on practical examples that could be 

implemented in the context of an Art Hackathon, as seen in Figure 11. More specifically, 2 out of the 

6 youth professionals suggested the bigger involvement of young people in the process of planning 

and delivering. In addition, two other youth professionals suggested the creation of more social spaces 

at which young people are able to interact during an Art Hackathon. Finally, one professional 
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suggested the promotion of interactive displays and engaging content, while one other professional 

suggested publishing the reviews of young people in order to encourage their peers to attend.  

 

Figure 11: Practical Examples for Art Hackathons, according to the youth professionals 

 

3.3 Main stakeholders involved in the initiatives  
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skills and knowledge that will help them with the development of new digital ideas applied in the 

cultural sector.  
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4. CONCLUSION 

The cultural and creative sectors are an important element of the local economies and come 

with a variety of benefits, including increased attractiveness of a place, increased productivity and 

innovation regionally, while even having a positive impact on people’s health and well-being. In 

Greece, it was estimated that 110,688 employees were employed in the cultural and creative sector 

in 2014, i.e. 3.2% of Greece’s total employment. In addition, it was estimated that youth cultural 

employment in Greece was 15.4 thousand persons between the age of 15-29 in 2020. 

In order to achieve the preservation of cultural heritage, the country has started lately to make 

steps towards Cultural Digitization. This can have significant benefits, including the preservation and 

conservation of the cultural heritage, the easier access for research and easier online dissemination 

and promotion. To this end, Greece has taken a series of initiatives, such as the case of the National 

Archive of PhD Theses providing access to more than 37,500 PhD Theses, and an ePublishing suite 

disseminating scientific output, as well as the submission of more than 700,000 digital objects to 

Europeana.  

A small-scale study was conducted with the assistance of 6 youth professionals, providing data 

on Culture Digitalization and Cultural Citizenship. Two of the youth professionals were working as 

teacher-professors, two of them as youth trainers and two of them as social workers working with 

young people. The youth professionals were asked to identify the main topics related to Cultural 

Citizenship and 3 out of the 6 professionals indicated that one of the main topics was “Culturally 

literate”, while also 3 out of the 6 professionals stated that “Culturally knowledgeable” is also a main 

topic. In addition, regarding the aspects the target groups focus their attention on, Regular 

engagement with arts and culture and Confidence to engage with arts and culture were characterized 

as highly important aspects from 5 out of 6 youth professionals. Finally, all 6 youth professionals stated 

that Cultural awareness and expression is one of the most important aspects regarding Digital Cultural 

Citizenship impact on youth. 

Art Hackathons aim to incorporate innovation in the arts field and, subsequently, providing 

the necessary tools to the creative minds and fostering the collaboration of arts and technology. The 

past few years a series of events have been organized on a global scale but, at the local level (Thessaly), 

as well as at the national level (Greece), there are not a lot of initiatives regarding Art Hackathons. As 

a recent example, the event organized by the British Council Greece in 2016 in Athens, called “Culture 

Shift: Technology Meets Art” is presented and analyzed. This event aimed to connect creative people 
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and digital practitioners, so that they would be able to come up with ideas and solutions regarding the 

challenges that the cultural and creative sector faces and to promote growth through technology. The 

hackathon was organized in partnership with Google, as well as with the support of Future Library, 

Bios and Snook. 

The training objectives identified by the Hackathon are examined together with the 

suggestions of the 6 youth professionals, which identified certain skills that are necessary so that the 

set objectives are reached in Art Hackathons. All youth professionals stated that Good knowledge of 

the CCIs sectors is a necessary skill in the context of Art Hackathons, while 5 out of the 6 youth 

professionals stated that Communication is also a necessary skill. In addition, the professionals 

suggested certain practical examples that could be implemented in the context of an Art Hackathon, 

including bigger involvement of young people in the process of planning and delivering and the 

creation of more social spaces at which young people are able to interact during an Art Hackathon.  
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1. INTRΟDUCTIΟN ΟN CΟNTEXT AND NEEDS  

The ecοnοmist and art theοrist Pierre Luigi Saccο (2013) links the appearance of Cultural and Creative 

Industries tο the industrial revοlutiοn at the turn οf the twentieth century. The technοlοgical 

innοvatiοns οf that periοd, including radiο, sοund recοrding, phοtοgraphy, film, and the perfecting οf 

the printing technοlοgy, expanded the access tο culture and influenced the creative prοcess, making 

it accessible to a wider range of individuals. Moreover, according to the same scholar, it is evident that 

culture plays a specific role in society; to generate meaning (Sacco, 2013). On the other hand, digital 

culture has enhanced the ability of individuals to generate content, whereas the production of content 

has become so easy and so affordable that basically everybody does it from their computers.   

Cultural and creative industries consist of theatre, digital arts, cinema, TV, radio, music, publishing 

business, computer games, new media, architecture, design, fashion, and advertising. Currently, we 

are experiencing a different form of cultural and creative industries in which it is difficult to distinguish 

who is the producer and who is the consumer of cultural content transforming the cultural and 

creative sectors into sectors that can elevate and contribute to the economic activity.  

1.1 Overview οf CCS in Pοland: definitiοn and natiοnal cοntext  

The creative and cultural sectοr in Pοland can be characterised bοth as “new” and “οld” at the same 

time, cοnsidering their pοsitiοn in the Pοlish ecοnοmy.  Οn the οne hand, there are nοtable creatοrs, 

such as filmmakers, actοrs, authοrs, designers, pοets, etc. whο have cοntributed tο the CCS 

significantly, more prοductive in the past, whereas nοwadays, cultural and creative industries play an 

impοrtant rοle fοr regiοnal develοpment, which fact is evident in the number οf peοple getting 

invοlved with creativity. It is wοrth saying that CCS in Pοland is cοnsidered having a pοsitive impact οn 

sustainable ecοnοmic grοwth and at increasing the level οf quality οf life οf citizens.  

In Pοland, the mοst cοmmοnly used definitiοn οf CCS, is the one given by Great Britain’s Department 

οf Culture, Media and Spοrts, which describes the cultural industries as those activities which have 

their οrigin in individual creativity, skill and talent, with a pοtential fοr jοb and wealth creatiοn thrοugh 

the generatiοn and explοitatiοn οf intellectual prοperty, which is a specific feature οf the prοduct that 

is their οutcοme.  

In Poland, public funds and state and local government are the main bodies providing financial support 

to the cultural realm. In Poland in 1990, an effort was started to remove from the centralized 

governing bodies various responsibilities and activities and transfer them to a regional and local level 

of authorities, in order to reduce the control of the center. Thus, decentralization began when 
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municipalities took over some cultural institutions and this transformation is also associated with the 

privatization of the publishing and music markets. In 2016, state budget expenditures focused mainly 

on investments for and the functioning of museums and for the protection of historical monuments 

and other forms of monument maintenance, as well as for the creation and development of cultural 

and art centres and theatres. Still, the issue of digitisation of the collections of the National Library, 

archives and photographs (National Digital Archive), theatre and music (National Audiovisual Institute) 

and national heritage (National Heritage Institute) remains a major challenge.  

Several changes can be observed in the field of culture from the Statistics Poland (GUS) data for the 

period 2005 – 2017. These are the following: 

- Every year the number of published books in Poland is being increased  

- Even more, libraries provide access to the internet, 

- the number of visitors to museums is increasing, 

- the number of viewers in cinemas is increasing, mainly due to the construction of 

infrastructures,  

- the number of viewers in theatres is increasing, 

-  the number of people using cultural centres is also increasing through concerts, exhibitions, 

dance courses, etc., which are organised there, 

but at the same time: 

- a lot of libraries, mostly the smallest ones, are closing year by year,  

- the quantity of magazines and newspapers published has been reduced,  

- readers, mostly in schools and universities, stop visiting libraries frequently 

- the number of theatrical stages is decreasing 

- the number of concerts/artistic performances abroad is decreasing, mainly due to the smaller 

number of performances by Polish operas and philharmonic orchestras 

- the number of cinemas is decreasing 

- the audience of television and radio who is charged for its subscription has been fallen 

       All these results indicate that the demand for cultural domain is growing.  

The Ministry of Culture and National Heritage (https://www.gov.pl/web/kulturaisport), the public 

decision making and policy launching institute, regarding Polish culture, cultural activities, etc.  
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Regarding the bodies dealing with the cultural and creative industries, the National Centre for Culture 

Poland (NCC; Polish: Narodowe Centrum Kultury) which is a cultural institution with 60 years of 

tradition, has been operating under its present name since 2002. On their website, they state that 

their role is to develop and professionalize the cultural sector. To reach its target, the NCC  to increase 

the qualifications and skills of managers, animators, and other professionals by organizing various 

training, educational and exchanging programmes conducted by Polish and international experts. 

Additionally, the National Centre for Culture tries to preserve and promote national and state 

traditions and encourage cultural education and nurture interest in culture and art. 

The Centre: 

- tries to improve cultural policy via research projects, debates, conferences and seminars, 

- organizes  and supports a platform in order to preserve good practices within the scope of cultural 

policy, 

- collects research reports and monitoring activities of national and foreign cultural observatories 

and research institutions, 

- contributes to social movements and NGOs operating in order to support and protect the culture 

and national heritage 

- promote cultural information and encourage research activities in the fields of culture and 

national heritage, 

- build up the competencies for the staff in the cultural sector  

From a purely financial point of view, in the 2004-2013 Natiοnal Strategy fοr the Develοpment οf 

Culture it is emphasized that beyοnd the intangible sοcial benefit, the investments made in the area 

οf culture alsο have their purely ecοnοmic dimensiοn. It is recοgnized that, with prοper management, 

the invested resοurces in the sphere οf culture, can οffer multiple in the Polish economy. The amοunt 

οf investment in a cultural prοject, in additiοn tο sοcial and educatiοnal advancement οf culture 

participants, alsο gets multiplied in the suppοrting envirοnment οf cultural industries, prοviding 

emplοyment tο many peοple, and cοntributing tο the grοss dοmestic prοduct. Investment in the sοcial 

infrastructure develοpment in the area οf culture can, like any οther public expenditure, functiοn as a 

develοpment multiplier.  

Regarding, employment in the CCS, according to the Polish Statistical Office, in 2019 there were 121.5 

thousand enterprises belonging to the cultural and creative industries, showing a systematically 

increasing number of active enterprises whose activities are classified as cultural and       
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creative. The overwhelming majority of these entities (99.0%) were microenterprises, comprising 

72.7% of those working in the area of cultural and creative industries.  

 

 

 

 

 

 

 

 

 

 

 

Figure 1 Number of Polish Enterprises in CCIs 

 

As compared to 2018, the highest rise in the number of operating enterprises was observed in the 

domain of the visual arts. A relatively major increase was also seen among enterprises pertaining to 

audiovisual arts and multimedia domains, whereas, by contrast, the sharpest decrease was recorded 

in the domain Books and the press. It becomes evident that digitalization, the extensive use of IT and 

of the internet, has created a sift to arts which incorporate technology to a great deal.        
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Figure 2 Structure of entities belonging to the cultural and creative industries by domain of activity 

 

Finally, in the Responsible Development Strategy 2020 (STRATEGIA NA RZECZ ODPOWIEDZIALNEGO 

ROZWOJU do roku 2020), it is clearly stated that a “Package for creative industries - aimed at 

supporting innovative products of the sectors culture and creativity. The package enables building a 

competitive advantage in the sector and counteracts the outflow of creative capital. The proposed 

activities include introducing incentives for the implementation of audiovisual productions in Poland, 

the introduction of tax holidays for companies from the creative sector, establishing the so-called fast 

tax path for international productions of audiovisual arts.  

1.2 Οverview οf Cultural Digitalizatiοn at natiοnal and lοcal level: οbjectives and 

initiatives  

Indeed, the COVID-19 pandemic has speeded up the adoption of digital technologies which might have 

taken yet years to be introduced. Some of these technologies will be present for a long time and finally 

incorporated into our daily life for sure. Ongoing digitalization is expected to strengthen cross-border 

trade in services not requiring a physical presence, including culture and creative sectors. In Poland, 

as Hagemejer & Zubel (2020) state, it could be advisable to increase the degree of internationalisation 

of the services sector, in particular for small and medium-sized enterprises (SMEs). This adjustment 

must be combined with factors that contribute to the efficient allocation of resources, the reduction 

of transaction costs and the improvement of innovativeness.  

Poland ranked 23rd out of 27 EU, which places it below the EU average considering the overall 

digitalisation level in the country (EC, 2020). It may be argued that Poland is among the least advanced 

countries in Europe with respect to the degree of digitisation. What is worse, most of the relevant 

indicators show that the gap with the rest of the EU is widening. Poland has not managed to improve 
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its ranking during 2015-2020 even though at least in 2015-2018 Poland experienced fast economic 

growth. 

On a national level the “Operational Program Digital Poland”, launched in 2019 made improvements 

to the development of modern telecom and internet infrastructure but also e-government services, 

digitization of cultural heritage and in consequence improved the digital skills of Polish society. 

Moreover, in 1999 the Ministry of Culture initiated a new cultural policy programme, the goal of which 

was to promote the Polish culture abroad. A treaty was signed with the Ministry of Foreign Affairs, 

which is responsible for Poland’s external cultural relations.  When the reforms started a long-term 

National Strategy for Cultural Development was developed by the government for the period covering 

2004-2020, that included a significant number of projects.  

For instance, in 2000 Kraków was named the European Capital of Culture, and in 2001 Poland became 

a permanent participant of the EU Culture 2000 Programme in order to encourage cultural 

collaboration between the participating countries. 

At the moment, 21 institutions operate in Poland in order to disseminate information worldwide 

about the country’s history, culture, social life, and its scientific and educational potential.  

The largest organization in the sector of culture is the Adam Mickiewicz Institute in Warsaw, 

established in 2000. During its operation a variety of “season” and “year” projects, relative to Polish 

culture, were implemented in 26 countries all over the world. Furthermore, the major trilingual web 

portal on Polish culture Clture.pl was promoted by this organization including more than 40,000 

articles extensive image and video databases. 

Below are presented some creative and cultural activities of the last 2 years, as described on the 

websites of the initiatives.   

25th Anniversary of Local Governments – Culture 

The 25th anniversary of local governments is GRAT chance to discuss and analyze previous local 

cultural policies and strategies. For that reason, a round of debates about local cultural strategies, 

inter-sectoral cooperation, the impact of local cultural operators and non-governmental organisations 

on culture was organized and coordinated by the National Centre for Culture in collaboration with 

local authorities.  

http://www.nck.pl/kultura-samorzadowa-25/ 
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Accessible Culture 

Accessible Culture aims to eliminate financial and capacity-building obstacles of citizens likely 

subjected to cultural exclusion and has been promoted by the Ministry of Culture and National 

Heritage of the Republic of Poland. The goal of this programme is the augmentation of activities and 

initiatives which can foster cultural awareness and accessibility in culture. An implementation of this 

effort is the project of "Accessible Culture at the cinema" by the National Centre for Culture which 

also manages a cultural events browser. 

https://kulturadostepna.pl/ 

Culture-Business-Media Club 

It’s important a conspicuous club be founded including business, cultural and media environments. 

Cultural organizations and artists are supported by the club in order to make businesses and media 

notice how vital is the role of culture in socio-economic development.  

http://kulturasieliczy.pl/klub_kultura_bizes_media/ 

Culture Centre + 

Τhe audience of this programme is community centers throughout the country. The programme 

contributes to the improvement of staff qualification and encouragement young people and children 

to discover their artistic skills and sensibilities.  

http://www.nck.pl/dom-kultury-plus/ 

Culture – Interventions 

This programme expects to gain financial support at local and national level in order to create projects 

which are substantial to keep alive the culture in our everyday life and disseminate cultural heritage. 

http://www.nck.pl/kultura-interwencje/ 

Culture Platform 

Culture Platform is an interactive website dedicated to culture and cultural education, offering a 

compendium of knowledge on the cultural sector, cultural education, and culture animation. In this 

platform we can find useful and detailed information about programmes and activities of NCC, MKiDN 

(Ministry of Culture and National Heritage),  partnerships endeavors, and of local organisations and 

various cultural institutions in Poland. 

http://www.platformakultury.pl/ 
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Gaude Polonia 

Gaude Polonia is a scholarship programme of the Ministry of Culture and National Heritage. The 

candidates should be creators of culture and translators of Polish literature before age 40, with origin 

from Central European countries, mostly Belarus and Ukraine, they should also be specialized in the 

sectors of film, photography, conservation of art and architecture, literature/translation, music, visual 

arts, theatre, art criticism. 

http://www.nck.pl/gaude-polonia/ 

eNCeK Radio 

eNCeK Radio is a project launched in October 2014 by the National Centre for Culture.  This project 

consisted of posted audio materials, such as, interviews with cultural operators, cultural events' 

coverages, recommendations and cultural reviews which were uploaded at the National Centre for 

Culture’s website. 

http://www.nck.pl/encek-radio/ 

Kultura Współczesna - quarterly magazine 

Kultura Współczesna [eng. Contemporary culture] is an academic journal exploring current issues in 

the areas of culture and cultural studies. It is a forum for the exchange of ideas and discussions that 

go beyond traditional academic discourse. The Polish Association of Cultural Studies is the journal’s 

partner. 

http://www.kulturawspolczesna.pl/ 

Map of Culture 

Map of Culture is an interactive map of Poland that brings together information about interesting 

places, engaging events and people worth remembering. It invites culture lovers to post information 

on the interesting facts, stories and events that shape the identity of a particular place. 

http://www.mapakultury.pl/ 

Native Tongue – Add to Favorites 

A socio-educational campaign and a grant programme aimed at fostering creative, responsible and 

conscious attitudes towards language and at building language skills by disseminating knowledge 

about the Polish language and raising language skills. 

http://www.nck.pl/ojczysty/ 
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Observatory of Culture 

Observatory of Culture was established to create a permanent platform for collaboration, debate and 

exchange of views between cultural administrators and managers and the science community. The 

Observatory aims to develop and promote within the cultural sector a knowledge-based model of 

decision-making. It initiates, facilitates and supports culture research conducted by statisticians, 

economists, sociologists and representatives of other disciplines. 

http://www.nck.pl/obserwatorium-kultury/ 

Polish-Ukrainian Youth Exchange 

The participants of this programme are children and youth aged 12–18 years, Young Poles and 

Ukrainians. They have the opportunity, via this programme , to collaborate on various projects in order 

to meet and understand each other, to learn more about modern Poland and Ukraine history, to 

observe the cultural similarities and differences, and to become familiar with the local culture. 

http://www.nck.pl/obserwatorium-kultury/ 

Publications 

The National Centre for Culture specializes in publications that help raise the skills of cultural 

operators, explore contemporary culture and promote national heritage in unorthodox ways. The 

book series published by the Centre include: Culture counts! (Kultura się liczy!), which examines the 

relationships between culture and economy; Setting a course for culture (Kurs na kulturę), promoting 

the best doctoral theses in the field of culture; Library of contemporary culture (Biblioteka Kultury 

Współczesnej), which presents classics in the field of cultural studies; Contemporary culture (Kultura 

współczesna), a quarterly journal of cultural studies; Crossovers of time: alternative histories 

(Zwrotnice czasu – Historie alternatywne), which prompts a shift in perspective on history. 

http://sklep.nck.pl/ 

The Rise of Eastern Culture 

The Rise of Eastern Culture is a unique collaboration in the cultural sector of eastern Polish cities with 

Eastern Partnership countries. This collaboration offers a lot of opportunities to the three Polish cities 

of Białystok, Lublin and Rzeszów, who participate in it. They can discover new ways to encourage 

community cooperation, to enhance the cross-border circulation of culture, artistic and cultural 

exchange, and the mobility of artists and their works. Local cultural operators and artists have the 
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most important role of the programme which has as main objectives the exchange of artistic projects 

between cities, and shared projects with artists from Eastern Partnership countries. 

http://wschodkultury.eu/ 

https://www.youtube.com/watch?v=Gzmco1A0tv0&list=PLKjKY86ZnTIl9K1VRSjdcqqZqtaLDCpD0&in

dex=18 

Young Poland 

Young Poland is a scholarship programme in which can participate Polish artists under the age of 35 

with outstanding achievements in their respective fields (music, film, photography, visual arts, dance, 

theatre, literature, art criticism). It is a competition process and the winners, that will be announced, 

can use the prize  for the  funding  of their own artistic projects, or they are able to to purchase 

requisite instruments and equipment, or to finance studies and international residences.  

http://www.nck.pl/mloda-polska/ 

 

1.3 Statistical οverview οf yοuth emplοyment thrοugh the cultural digitalizatiοn in 

Poland  

In the following table it is shown the number of people employed in the cultural and creative sector 

in Poland.  
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Table 1 Employed persons, average paid employment, gross wages, and salaries in the cultural 

 

In 2019, 237.7 thousand employees worked in enterprises belonging to the cultural and creative 

industries, which accounted for 2.4% of the total number of employees in non-financial enterprises. 

72.7% of employed persons were employed in microenterprises, 12.0 % – in large enterprises, 7.9% – 

in small enterprises and 7.3% – in medium enterprises. Analysis of average employment showed that 

the employment structure was slightly more balanced: microenterprises – 38.7 thousand (38.8%), 

large enterprises – 27.3 thousand (27.3%), small – 17.5 thousand (17.5%), and medium – 16.4 

thousand (16.4%). 

Considering the participation of the young generation of Poland into the creative and cultural sector, 

it has to be stated that they are growing and thriving into the environment of rapid technical and 

technological advancement, needing a continuous access to the Internet and digitalization.  

In 2020, 1,215.3 thousand people were enrolled in higher education institutions in Poland. In the table 

below, it is shown the changes in participation at the tertiary education.  

 

 

 

 

 

 

 

 

Table 2 Students and Graduates in Polish Universities 

 

Regarding the faculties and the areas of interest of students, the data collected showed that business, 

administration and law is the most frequently chosen field of studies, followed by technology, 

manufacturing and construction, while social sciences, journalism and information, and health and 

welfare were the least chosen ones.  

In the table below, it is shown the graduation fields and the number of graduates.  
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SPECIFICATION Total Of which females 

Total 293436 185571 

Education 24875 21291 

Arts and humanities 25090 18465 

Social sciences, journalism and 
information 31241 21707 

Business, administration and law 69108 45999 

Natural sciences, mathematics and 
statistics 11811 8416 

Information and Communication 
Technologies (ICTs) 12068 1911 

Technology, manufacturing and 
construction 48275 19621 

Agriculture, forestry, fisheries and 
veterinary 5476 3213 

Health and welfare 32842 26748 

Services 25329 14388 

Individual interfield studies 7321 3812 

   

Table 3. Graduates by broad fields of education in the 2019/20 academic year 

 

As shown in the data presented above, youth employment rates in the cultural and creative sector are 

not available.  
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2. SMALL-SCALE STUDY & EVALUATIΟN  

2.1 Description of data collection and interviews at local level.  

The purpose of the small-scale study conducted by EFID was to collect data from Polish individuals 

who are working with youth. These data will be used 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”. 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 investigated 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. 

To collect the required data, an online questionnaire was developed by the Intellectual Output 2 

leading organization, which questionnaire EFID translated into Polish and promoted online via their 

social media, as well contacted peer organization from their network. However, considering the low 

response rate, it was obvious that EFID needed to take further action to collect the required number 

of responses. Therefore, EFID used a blended methodology to collect data: online dissemination of 

the questionnaire and direct person-to-person contact with youth instructors from their network. EFID 

managed to collect 16 questionnaires.  

Regarding the implementation of interviews with youth professionals, EFID contacted several ones 

who geographically reside and are active not only in the capital district but in all Poland, to collect data 

also from the periphery of the country, but we managed to conduct 4 interviews. The interviews were 

done online (except one that was conducted face-to-face).  

2.2 Results of online questionnaires. 

In this section, the results of the data collection from the online questionnaire and the interviews from 

EFID, are presented.   

Demographically, the age of respondents varies from 24 to 42 years old, showed in the diagram below. 



 

16 

 

 

Figure 3 Age of respondents  

 

Gender wise, there were 9 female and 7 male respondents.  

 

 

 

 

 

 

    

Figure 4 Gender distribution 

The educational level which most of the respondents acquired is a Bachelor’s Degree (62.5%), followed 

by those holding a Master’s Degree (31.3%) and one College graduate.  
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Figure 5 Educational Level 

Considering their profile as youth professionals, half of the respondents replied that they are youth 

workers, 6 that they work as youth trainers and 2 identify themselves as youth leaders.  

 

Figure 6 Youth professional profile 

The age groups of youth with which respondents primarily work is the 19-24 and 25-29 years old 

(87.5%). Following, only 7 respondents work with the age group of 30-35, whereas the age groups of 

13-18 and 35+ were less selected (12.5% and 18.8%, respectively).  
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Figure 7 Youth age groups 

In the question about their involvement with young people with disadvantaged backgrounds and 

fewer opportunities, all respondents (100%) replied positively. The obstacles these young people face 

are namely Educational, Economic, Cultural, and Social ones, followed by Geographical obstacles 

(68.8%), whereas Disability and Health issues represent only 25% of their target groups.  

 

Figure 8 Working with disadvantaged youth 

 



 

19 

 

 

Figure 9 Obstacles young people face 

 

100% of the participants have said that being a Culture Citizen entails being culturally aware – knowing 

what is on offer and how to get it. 81.3% of the participants listed being culturally literate – be able to 

talk about arts, culture, and heritage. 68.8% of the participants have selected being culturally 

knowledgeable – be able to understand the process of creating things, and that helps them make 

sense of their own experience. Moving on, only 12.5% of the participants have listed being a cultural 

leader – be able to lead.  

 

Figure 10 What does Cultural Citizen entails for respondents 
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Considering the importance of regular engagement with arts and culture for youth to develop their 

Culture Citizenship, 8 respondents stated that it is of medium importance, while Awareness of arts 

and culture is judged of being highly important. The Enjoyment of arts and culture is highly important 

for all respondents, whereas Knowledge of arts and culture is of medium importance. Not important 

at all, is the Confidence to engage with arts and culture.  

 

Figure 11 Culture Citizenship traits 

Interpersonal skills and the ability to adopt new competences, Empowerment, Inclusion – Equity, and 

Intercultural Skills are listed as the highly important elements to Digital Culture Citizenship. Cultural 

awareness and expression, Creativity and innovation skills are considered of medium importance, 

whereas Active culture citizenship is considered both of high and medium importance. Civic skills are 

considered of medium importance from the majority of the respondents (14 of them).  

 

Figure 12 Importance of elements related to Digital Culture Citizenship 
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About Art Hackathons, none of the respondents has participated or organized one.  Only one stated 

that he has participated in an Art Hackathon during the pandemic that was organized online by a 

museum in the USA, but again for personal experience.  

 

Figure 13 Participation to an Art Hackathon 

 

 

Figure 14 Organisation of an Art Hackathon 

100% of the respondents believe that Good Knowledge of the CCIs sectors, Leadership, Teamwork and 

Communication skills are necessary to organize an Art Hackathon. 87.5% of them think that Planning, 

problem-solving, and Confidence are almost equally important traits. Only one thinks that Financial 

Planning is a useful skill for someone to organize an Art Hackathon.  
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Figure 15 Necessity of skills to organise an Art Hackathon 

An 87.5% replied that Involving young people more in planning and delivering, Creating more space 

at which young people are able to interact during an Art hackathon and More tailored content for 

different ages/target groups, are key to increasing youth engagement in an Art Hackathon. 81.3% also 

think that Publishing young people’s reviews to encourage their peers to attend and Diverse 

advertising channels are also useful. The 62.5% of them considers Interactive displays and engaging 

content to contribute to youth engagement.  

 

Figure 16 Youth engagement tools in an Art Hackathon 
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2.3 Elaboration and Evaluation οf interviews.  

Interviews were performed mostly online, except one that was with a physical meeting. Overall, EFID 

interviewed 6 individuals, 2 males and 4 females who identify themselves mostly as youth workers, 1 

as a youth trainer and 2 youth workers and representatives of NGOs, aged between 24 to 42 years 

old. Regarding their educational background, 5 of them hold a Master’s Degree and 1 a Bachelor’s 

Degree, most of them in the field of social sciences.  

They work with young people coming from 3 different age groups: 18-24; 25-29 and 30-35. They all 

stated that they work with youth from disadvantaged backgrounds and/or with fewer opportunities. 

The obstacles they face are Educational, Social, Health issues, Geographical and Economic difficulties.  

Additionally, to the question about Culture Digitalisation, the main topics related, present diverse 

answers. However, 4 of them stated that cultural citizenship for them is being:  

- Culturally aware – I know what’s on offer to me and how to get involved, and 

- Culturally literate – I can talk about arts, culture and heritage and explain what they mean to me, my 

friends and my community. 

Where the remaining two expressed their opinion, in their own words:  

- “Cultural Citizenship - a term it locates as emerging from the problematization of traditional 

citizenship models by issues of identity and mediation”, and 

- “Cultural Citizenship is the right of the minority or marginalised cultural community to being different 

without revoking their rights of belonging to that society”.  

All of the interviewees stressed the positive impact Digital Culture Citizenship has on youth, stressing 

that it will offer empowerment, digital responsibility, access to innovation, as well as a space to 

express themselves, plurality and have a stronger saying and make their voices better heard.  

As it was expected, none of them has ever participated in an Art Hackathon, even though they 

expressed their interest to get involved in the future. For most of them, the necessary skills required 

to organize an Art Hackathon is leadership, communication, teamwork, problem-solving, confidence 

and decision making, whereas knowledge of CCIs is of less importance.  
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3. BEST PRACTICES, TRAINING NEEDS AND ΟBJECTIVES ΟF "ART HACKATHΟN" AT 

LΟCAL LEVEL 

3.1 Sharing of bests practices and initiatives of Art Hackathon in digital arts at local level  

In hackathons, teams of programmers, experts, developers and research specialists produce 

innovative solutions in a limited time. A Hackathon is an event that can be organized by companies, 

state administrations, NGOs and, increasingly, public institutions, either with physical presence or 

online, as demand the new trends. An Art Hackathon is what is actually implied in its name; it is an 

event in which the individuals participating are focusing on problems and challenges applied in the 

cultural and creative sector. Art Hackathons are addressed not only to experts from the ICT or/and 

CCIs but also to anyone enthusiastic about collaborating with other people in an effort to find creative 

and efficient solutions to real-life problems.  

In Poland, the National Museum in Warsaw organized the HackArt hackathon: the game “Museum 

Treasure – find hidden details in the paintings!” which focused on the participation of families, where 

parents and children who were invited to select their favorite paths through the museum, using names 

like “animals” or “body parts”, to find their favorite ones. The HackArt challenges included the 

development of an application that was designed to bring up fragments of well-known works pre-

selected by AI from a digitalized collection housed in the museum. Working by category, the algorithm 

looks for hands, types of clothes, cuisine, or any number of other objects in the paintings. Children 

then had the task to scroll around in the National Museum gallery that houses the items featured to 

try and spot where they were located. In addition, for entertainment purposes, each path awarded a 

badge and prize to those who finished, which encouraged participants to visit the museum again and 

keep discovering new corners. The game seemed like PokemonGo but instead of creatures in the city, 

participants sought out specific fragments of images within the museum. 

Also, the Polish Government launched a virtual hackathon to fight coronavirus. The GovTech Polska, 

the Polish government's technology agency, had launched a virtual edition of the largest stationary 

hackathon in Europe, HackYeah Online, in April 2020, with the aim of combatting the effects of the 

coronavirus epidemic. The participants developed their solutions over three days, and the five key 

challenges included security during an epidemic; business, science and technology during the crisis; e-

commerce and logistics; education and leisure; and freestyle.  

(https://hackyeah.pl/) 



 

25 

 

EFID, as an organisation, has not yet organised and implemented an Art Hackathon, and therefore 

there is no experience to be shared with our partners. On the other hand, EFID is participating in 

various projects that focus on the digitalisation process of the cultural and creative sectors, within the 

Erasmus+ programme. This experience brings EFID closer to youth and young adults and as such it has 

the space to present to them the concept of Art Hackathons, the benefits of participating in one and 

promote their implementation further in Poland.  

During an Art Hackathon, the participants have the chance to discover and cultivate skills like 

communication, leadership, problem-solving, and teamwork. Depending on the problem being solved, 

it also offers an opportunity to sharpen technical skills such as new work methodologies, project 

management, and implementation of IT in arts.  

Additionally, considering the competences that youth can develop by taking part in an Art hackathon, 

considering also that they are coming into contact and working with their peers on a common task, 

we can for sure say that youth can develop their communication and team-building skills, their critical 

thinking, acceptance and inclusion, and the ability to give space to everyone without bias and 

stereotypes. Art Hackathons can be considered as a new space for youth with fewer opportunities to 

make new connections with their peers, to be understood and included, and to provide them with the 

chance to learn new skills and competences, as well to expand their network.  

 

3.2 Identification of training needs 

EFID is an organization that undertook active involvement with youth since 2019, considering that 

there is space and room to improve young individuals’ level of involvement with non-formal 

education.  

Training needs regarding organization and participation in an Art Hackathon need to be taken in 

consideration, should we want to actively involve youth in all organizational and implementation 

stages.  

The following training topics place an area of intervention, in which organizations working with youth 

and youth professionals need to design and deliver comprehensive training which relates to the 

expectations of young people:  

- Leadership skills: to train youth how to motivate their team, handle and delegate responsibilities, 

listen to feedback, and have the flexibility to solve problems, 
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- Planning and Organisational skills: to allow you to use the available resources efficiently and 

effectively for their cause, 

- Problem-Solving: is a procedure during which youth are taught how to clearly identify a problem, 

verify the cause of the problem, identify, prioritize, and select alternatives for a solution and 

implement this solution. 

- Teamwork: to be able to work with peers towards achieving a common goal, and being at the same 

time open to other people’s ideas and opinions,  

- Critical thinking: to be able to analyze, interpret and explain information according to the context, 

develop open-mindedness and tolerance of different opinions,   

- Communication Skills: active listening, being able to share feedback, have volume and clarity in their 

speech and show empathy and respect for their interlocutors,  

- Self-confidence and self-awareness: are some of the most important skills to develop a strong sense 

of your own self-worth, and not rely on others to evaluate yourselves.  

Additionally, training should focus on digital skills development and enhancement. Since digital 

technologies are transforming our lives and our society it is necessary to recognize that the broader 

use of digital technologies and smart use of those skills can boost economic growth, job creation, 

entrepreneurship and efficient operation of the cultural and creative sector. Digital skills, such as 

digital advertising and marketing, social media use, data analytics, handling information and content, 

cybersecurity and being sage on the internet, and also digital foundation skills, are fundamentals to 

someone who is interested in being involved in the digitalization of the CCS.  

Poland, even though, is pacing slowly towards digitalization, as stated in the previous chapters, has 

surprisingly opened to the concept of Hackathons. This gives the opportunity to reach out to a wider 

number of youth professionals who would potentially be interested in being trained in organizing and 

implementing an Art Hackathon, and to youth who would be interested in participating, as well in 

getting involved in the organizational stages.  

3.3 Main stakeholders involved in the initiatives  

Hackathons and Art Hackathons consequently are mainly organized by private initiatives, or/and in 

collaboration. The stakeholders involved in the initiatives presented in the previous chapters were the 

National Museum in Warsaw and the GovTech Polska, the Polish Government’s technology institution.  
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Considering future stakeholders that could be involved and their commitment would certainly add 

value to Art Hackathons, are: 

- Ministry of Culture and National Heritage (MKiDN): The main body which provides programmes and 

funding resources for creative artists and researchers. 

(https://www.gov.pl/web/kultura) 

-Adam Mickiewicz Institute: has the role of coordinating and promoting the culture of Poland 

worldwide.  

(https://iam.pl/en) 

-Narodowe Centrum Kultury: The National Centre of Culture aiming to promote culture withing the 

country, and also providing support to professionals who work in the cultural sector. 

(https://www.nck.pl/) 

- Wspólnota Polska: The Polish Community is an NGO sponsored by the Polish Senate which promotes 

Poland, Polish culture and the Polish language among Poles abroad and the diaspora. 

(http://wspolnotapolska.org.pl/) 

- Semper Polonia Foundation: The Foundation aims to support young members of the Polish diaspora 

and Poles abroad, as well as promote Polish culture generally, including protecting Polish cultural 

heritage and supporting Poles' achievements throughout the world. 

(http://www.semperpolonia.pl/fundacja/) 

 

 

4. CΟNCLUSIΟN 

Cultural and creative sectors are vital for the economy and employment as they are innovative at 

many aspects of the economy and contribute to many fields with positive social impact. CCIs were 

significantly affected by the current crisis, with jobs in the sector being put at risk of unemployment 

and only representing the 0.8 to 5.5% of current employment. Moreover, the COVID-19 crisis has put 

the distribution channels in restraining, as well as has led to a stagnation of investments by the sector. 

All the above is foreseen to affect the production of cultural goods and services, as well as their 

diversity in the months, if not years, to come (OECD Policy Responses to COVID-19, 07.09.2020). 
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 Nowadays, digitalisation has significantly affected our relationship with culture. Now everything like 

having access to cultural goods and the production and dissemination of culture and cultural 

experiences can be based on new technologies. However, all this digitalization process that the CCIs 

undergo, should also bring and create opportunities for access and participation and boost individual 

and collective creativity. 
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