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INTRODUCTION 
 

The aspired result of this learning process is the creation of a methodology which 

can produce knowledge. The alternative pedagogical methodology will be based on 

Experiential Learning theory which can also help in developing skills for teachers 

based on their observations.  

 

A set of new skills will be developed that will enhance competency, supporting 

different needs and background and learning time. A new focus on creativity in 

relation to its importance in innovation and cultural education in relation to both 

individual identity and promoting intercultural understanding will be enhanced in 

the proposed training activities, in order to enable arts and culture curriculum to 

fulfill the diverse and wide-ranging aims. 

 

InArt2DiverCity alternative pedagogical methodology will be based on Experiential 

Learning theory which can also help in developing skills for teachers based on their 

observations. In the context of this project, experiential learning will utilize learning 

from experience and learning by doing to immerse trainers in “an experience and 

then encourage reflection about the experience to develop new skills, new attitudes 

or new ways of thinking” (Lewis and Williams (1994, p.5). Experiential Learning: A 

New Approach (pp. 5-16). San Francisco: Jossey-Bass).  

 

We base our training content on the results of the field research and the needs 

analysis report on the educational needs that was carried out for the Intellectual 

Output 1. In order to collect information from a representative sample, each partner 

country involved participants from the direct target groups (young adults studying 

Fine Arts, Fine Arts trainers) and from indirect target groups (youth groups and 

young local artists). This research served the purpose of registering the needs and 

recommendations, while drawing conclusions based on those real needs. 
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Q12. From your perspective, which aspects/needs regarding the educational 

process relating to young artists are not met on a national level? (You can choose 

more options). 

 

Several participants choose two or more options on this issue. They identified 

development of alternative pedagogical methodology training practices and 

seminars for students in order to raise the level of practical knowledge and skills 

(51,8 %; N=117) as the most common need of young artists regarding the 

educational process.  

 



 

      

5 

Q21. Do you think experiences or ''experiential learning'' (learning by doing) is 
important?

 

Most of participants (79,9 %, N=175) stated experiential learning is very important.  
 
22. To sum up, what would young people need to upgrade their skills in this field 
and consequently be more employable on the labor market? (You can choose more 
options) 
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Participants identified main needs for upgrading their skills in this field and increase 
the possibility of employment: change in the mode of education: more experiental 
learning (50,2 %; N=110), upgrade of eduaction and practice with combination of 
technical, creative and business skills (49,3 %; N=108), connecting young artists with 
other sectors or services (39,3 %, N=86).  
 

In the following pages we attempt to explain what an alternative pedagogical 

methodology is and what experiential learning is since those are essential points for 

the trainers. Also methods and tools to be used in the teaching process are 

suggested and finally we talk about the importance of an inclusive education and we 

find it to be a very important aspect as well in the teaching process.  
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What is an alternative pedagogical methodology? 

 

Lacking a precise meaning, the term “alternative education” describes different 

approaches to teaching and learning other than state-provided mainstream 

education, usually in the form of public or private schools with a special, often 

innovative curriculum and a flexible programme of study which is based to a large 

extent on the individual student’s interests and needs (Raywid, 1988; Koetzsch, 

1997; Aron, 2003; Carnie 2003).  

 

In its broadest sense, the term “alternative education” covers all educational 

activities that fall outside the traditional school system (including special 

programmes for school dropouts and gifted students, home schooling, etc.). Across 

the world, we find a broad range of alternative forms of education rooted in 

different philosophies. Even if all alternative models of education perceive and 

organize learning as an active process based on the needs and interests of 

individual students, their conception of the learner differs to some extent. 

 

Montessori schools (Lillard, 1996; Kahn, Dubble and Pendleton, 1999; Seldin and 

Epstein, 2003) pursue an educational philosophy and methodology, characterized by 

a special set of didactic materials, multi-age classrooms, student-chosen work in 

longer time blocks, a collaborative environment with student mentors, absence of 

testing and grades, and individual and small group instruction in academic and social 

skills.  

 

According to Montessori pedagogy, learning is stimulated best through the provision 

of a prepared environment enriched by didactic materials inviting exploration, 

students are encouraged to select work that captures their interest and attention. 

Through active learning students acquire basic concepts in various knowledge 

domains. Repetition of activities is considered an integral part of the learning 
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process, and they are allowed to repeat activities as often as they wish. If a student 

expresses boredom because of the repetition, then it is considered to be ready for 

new didactic material on the next level of learning. While there is a specific sequence 

of activities, there is no prescribed timetable, so that students can move through all 

activities at their own pace.  

 

Waldorf/Steiner pedagogy is based on seven-year developmental stages with 

particular perceptions of the learner: During early childhood, children’s learning is 

seen as predominantly sensory-based, experiential and imitative, so that learning 

through doing is considered most effective. From age 7 to 14, learning is seen to be 

naturally imaginative, so Waldorf schools focus on developing children’s emotional 

life and artistic expression. The gradual evolution of the capacity for abstract and 

conceptual thinking and moral judgment during adolescence (age 15 to 21) requires 

learning through intellectual understanding in integrated and partially self-initiated 

learning projects and active social responsibility through community service.  

 

Waldorf schools (Petrash, 2002; Clouder and Rawson, 2003; Masters, 2005) also 

known as Steiner schools, are based on the educational ideas of the philosopher 

Rudolf Steiner. Waldorf education aims at developing children and adolescents into 

free, moral and integrated individuals through integrating practical, artistic and 

intellectual approaches into the teaching of all subjects. 

 

Round Square Schools (Tacy, 2006) are based on concepts of experiential 

educational developed by Kurt Hahn, who believed that schools prepare students for 

life by experiencing it in authentic learning situations as generated by work projects, 

community services, leadership training, international exchanges and different forms 

of outdoor exploration and adventure. All Round Square Schools emphasize learning 

through doing with the aim of developing every student academically, physically, 
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culturally and spiritually, through a process of self-confrontation and self-formation 

within the supportive environment of a school community.  

 

Students in Round Square Schools benefit primarily from a variety of experiences 

that challenge them to confront and learn about their own person in a 

transformational way. Experiences are intentionally designed to instill moral values 

and to develop a range of attitudes and skills. Through confronting uncertain 

outcomes and acceptable risks during adventure-like outdoor activities in groups, 

adolescents develop tenacity, self-knowledge, physical fitness and the ability to go 

beyond self-imposed limitations. In heterogeneous groups, they best understand the 

benefits of different strengths, ideas and perspectives for mutual problem solving. 

Social and environmental community services instill in students a sense of 

responsibility and compassion for their community and the wider world and develop 

their capacity for leadership.  

 

Primarily fostering an intrinsic motivation to learn, different types of alternative 

schools provide a considerable range of freedom to their students within 

reasonable limits of appropriate behavior. Montessori schools encourage students to 

move about freely in their classrooms. Dalton, Freinet, Jenaplan, Steiner and other 

alternative schools encourage active learning in partially or fully self-directed 

activities. Students are encouraged to select their own work and to continue work 

on chosen projects over spans of hours, days, weeks and, sometimes, months. 

 

Alternative pedagogical approaches may include different structures, as in the open 

classroom, different teacher-student relationships, as in the Quaker and free 

schools, and/or differing curricula and teaching methods, as in 

the Waldorf and Montessori schools. Synonyms for "alternative" in this context 

include "non-traditional," "non-conventional" and "non-standardized". Alternative 

educators use terms such as "authentic", "holistic" and "progressive". 

https://en.wikipedia.org/wiki/Open_classroom
https://en.wikipedia.org/wiki/Open_classroom
https://en.wikipedia.org/wiki/Quaker
https://en.wikipedia.org/wiki/Democratic_education
https://en.wikipedia.org/wiki/Democratic_education
https://en.wikipedia.org/wiki/Waldorf_education
https://en.wikipedia.org/wiki/Montessori_schools
https://en.wikipedia.org/wiki/Holistic_education
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What is Experiential Learning Theory? 

 

Experiential learning is often misunderstood as a set of tools and techniques to 

provide learners with experiences from which they can learn. Others have used the 

term to describe learning that is a mindless recording of experience. Yet experiential 

learning is above all a philosophy of education based on what Dewey (1938) called a 

“theory of experience.” He argued that while traditional education had little need 

for theory since practice was determined by tradition, the new experiential approach 

to education needed a sound theory of experience to guide its conduct.  

 

Experiential education describes the process that occurs between a teacher and 

student that infuses direct experience with the learning environment and 

content. The term is not interchangeable with experiential learning; however 

experiential learning is a sub-field and operates under the methodologies of 

experiential education. The Association for Experiential Education regards 

experiential education as "a philosophy that informs many methodologies, in which 

educators purposefully engage with learners in direct experience and focused 

reflection in order to increase knowledge, develop skills, clarify values, and develop 

people's capacity to contribute to their communities". Experiential education is the 

term for the philosophy and educational progressivism is the movement which it 

informed. 

 

Kolb’s experiential learning cycle is considered to be one of the most influential 

theoretical models in management education illustrating the nature of experiential 

learning (Vince, 1998; Cunningham, 1994). Kolb’s model describes learning as, “the 

process whereby knowledge is created through the transformation of experience” 

(Kolb, 1984). This model proposes six assumptions (Vince, 1998; Kayes, 2002) which 

are (Kolb, 1984; p.25-38):  

 Learning is a process not outcome.  
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 Learning is driven from experience.  

 Learning requires the learner to resolve conflicts through dialect.  

 Learning carries a more holistic and an integrative view.  

 Learning requires the individual to interact with its environment.  

 Learning creates knowledge.  

 
Kolb’s (1984) Experiential Learning Cycle 

Sourse: Kolb (1984), “Experiential Learning: Experience as the Source of Learning and Development” 

 

A learner is required to interact with the environment as an individual and resolve 

conflicts, whereas, this provides a link to other ideas of individual development and 

knowledge creation (Vince, 1998). A learner learns by responding to the set of 

diverse demands through two dimensions of knowledge: acquisition and 

transformation (Kayes, 2002). In order to learn, individuals first acquire knowledge of 

the complex situations or demands resulting into gaining knowledge (concrete 

experience) and breaking down of the knowledge into meaningful chunks (abstract 

conceptualization). The second dimension “transformation‟ is responsible in the 

learning process, which helps the individual to recall or reflect upon the experience 

gained (reflective observation) and stimulates the learner to interact with the 
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environment (active experimentation) (Kayes, 2002). However, when the process 

ends, it is again initiated through the results gained from previous active 

experimentation and the learner would now choose a different approach or a 

strategy to achieve its goal. 

 

John Dewey (Experience and Education, 1938), one of the most famous proponent of 

experiential education, expressed his ideas about curriculum theory in the context of 

historical debates about school organization and the need to have experience as 

central in the educational process; hence, experiential education is referred to as a 

philosophy. Dewey's fame during that period rested on relentlessly critiquing public 

education and pointing out that the authoritarian, strict, pre-ordained knowledge 

approach of modern traditional education was too concerned with delivering 

knowledge, and not enough with understanding students' experiences.  

 

Dewey advocated that education be based upon the quality of experience. For an 

experience to be educational, Dewey believed that certain parameters had to be 

met, the most important of which is that the experience has continuity and 

interaction. Continuity is the idea that the experience comes from and leads to 

other experiences, in essence propelling the person to learn more. Interaction is 

when the experience meets the internal needs or goals of a person.  

 

In addition to the notions raised by Dewey, recent research has shown that 

experiential learning does not replace traditional methods of learning but 

supplements it in the form of laboratory and clinical learning to offer additional 

skills, perspectives, and understanding of relationships. Instead, experiential 

learning is designed to improve one's understanding by giving one the freedom to 

explore and find the learning path that is most suitable for them.  
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For experiential education to become efficient pedagogy, physical experience must 

be combined with reflection since it allows for personal introspection of challenges 

and key learnings. That is, physical challenges provide a gateway in which we can 

observe qualities about ourselves, and those whom we are working with. Further, for 

the efficacy of experiential education, experiences must be separated, giving the 

learner sufficient time to process the information. 

 

Experiential education serves as an umbrella for linking many diverse practices into a 

coherent whole.  
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Methods and Tools in Experiential Education  

Many teaching methods rely on experiential education to provide context and 

frameworks for learning through action and reflection while others at higher levels 

(university and professional education) focus on field skills and modeling. 

 Outdoor education uses organized learning activities that occur in the 

outdoors, and uses environmental experiences as a learning tool.  

 Service learning is a combination of community service with stated learning 

goals, relying on experience as the foundation for meaning.  

 Cooperative learning alters homogeneous groupings in order to support 

diverse learning styles and needs within a group.  

 Active learning, encourages learners to take responsibility for their learning, 

requiring their experience in education to inform their process of learning.  

 Environmental education is based in educating learners about relationships 

within the natural environment and how those relationships are 

interdependent. Students participate in outdoor activities as part of their 

learning experience.  

 Vocational education provides the necessary knowledge and skills for 

employment. It uses many forms of education, including formal, non-

formal and informal learning, and is said to be important for social equity and 

inclusion, as well as for the sustainability of development. 

TVET, literacy and higher education, is one of three priority subsectors 

for UNESCO. Indeed, it is in line with its work to foster inclusive and equitable 

quality education and lifelong learning opportunities for all.  

 Sandwich degrees involve a year working in industry during academic study. 

 

When teachers employ experiential education the key idea involves 

engaging student voice in active roles for the purpose of learning. Armstrong (2012) 

claims that students should be responsible for learning, not teachers. Students 

https://en.wikipedia.org/wiki/Outdoor_education
https://en.wikipedia.org/wiki/Service_learning
https://en.wikipedia.org/wiki/Community_service
https://en.wikipedia.org/wiki/Cooperative_learning
https://en.wikipedia.org/wiki/Homogeneous
https://en.wikipedia.org/wiki/Learning_styles
https://en.wikipedia.org/wiki/Active_learning
https://en.wikipedia.org/wiki/Environmental_education
https://en.wikipedia.org/wiki/Vocational_education
https://en.wikipedia.org/wiki/Sandwich_degree
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participate in a real activity with real consequences for the purpose of meeting 

learning objectives.  

 

Experiential education uses various tools like field work, policy and civic activity, 

and entrepreneurship outside of the classroom along with games, simulations, role 

plays, stories in classrooms. The experiential education mindset changes the way 

the teachers and students view knowledge. Knowledge is no longer just some letters 

on a page. It becomes active, something that is transacted with in life or lifelike 

situations. It starts to make teachers experience and skill facilitators, and not just 

transmitters of the written word. 

 

It is also important to point out that not all learners learn in the same way. As a 

result, there are diverse learners that have unique learning styles pertinent to their 

success as students. Studies have shown that cooperative learning is strongly 

suggested in a diverse learning atmosphere. "Contemporary views of learning and 

their pedagogical applications have begun to change traditional classroom 

interaction patterns, shaping the communicative roles of the teacher and students as 

participants in a classroom learning community," write David Wray & Kristiina 

Kumpulainen. This paradigm shift in education gives both the student and teacher 

shared responsibility of the learning process. The teacher's participation in 

discussion sessions is to act as a facilitator, maintain classroom decorum, provide 

individual and group feedback, and alleviate concerns or issues in the lesson. 

 

Critical thinking strategies are pertinent to the success of student-oriented learning. 

When students are engaged in active discussions, high-level thinking skills are put 

into practice to the point where students are synthesizing the information at a 

deeper level of understanding. Through experimental education, students are 

capable of finding their voice through peer-to-peer interaction. Students are seen 

as active participants in the learning process. Vygotsky`s social development theory 

https://en.wikipedia.org/wiki/Vygotsky
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requires students to play untraditional roles as they collaborate with one another 

through critical thinking and conversational skills. Student dialogue is very important 

because it helps individuals make sense of what is being learned. It also helps build 

respect for other's opinions while taking ownership of his or her learning process. 

 

In experimental education, students are given the opportunity to apply their 

knowledge and skills by making connections to the real world. Therefore, effective 

learning entails active experimentation with a hands-on approach to learning. It is 

perceived that students learn more by being active. Students are interdependent in 

establishing group goals and decision-making skills. As a result, students are also 

capable of developing leadership skills, which can also enhance student motivation 

and confidence. 

 

There are multiple ways in which experiential education is practiced. Examples of 

experiential learning methods used include: 

 Active-based learning – All participants in the group must engage actively in 

working together toward the stated objectives. 

 Place-based learning – The process of using local community and 

environment as a starting point to teach concepts in language arts, 

mathematics, social studies, science, and other subjects across the 

curriculum. 

 Problem-based learning – Provides a structure for discovery that helps 

students internalize learning and leads to greater comprehension. 

 Project-based learning – An instructional method that uses projects as the 

central focus of instruction in a variety of disciplines. 

 Service-learning – Providing meaningful service to a community agency or 

organization while simultaneously gaining new skills, knowledge and 

understanding as an integrated aspect of an academic program. 

https://en.wikipedia.org/w/index.php?title=Active-based_learning&action=edit&redlink=1
https://en.wikipedia.org/wiki/Place-based_learning
https://en.wikipedia.org/wiki/Problem-based_learning
https://en.wikipedia.org/wiki/Project-based_learning
https://en.wikipedia.org/wiki/Service-learning
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 Simulation-based learning – A combination of active, problem, project, and 

place-based learning; Participants are placed in a simulated environment and 

given objectives requiring constant attention and care. 

All of these use the pattern of Problem, Plan, Test and Reflect as their foundation 

for the educative experience. 

 

 
Experiential education is more efficient than passive learning like reading or listening 

Learning Retention Pyramid includes 3 stages Receiving, Participating, Learning by Doing 
with different retention rates from 0 to 1000% 

 

7 Experiential Learning Activities 

1. Pro and Con Grid: After students have finished an assignment or lesson plan, 

identify a topic in the lesson that is open-ended. Have students develop a list 

of advantages and disadvantages about the topic.  

2. Cross-Age Peer Tutoring: Decide which role your student will take: tutor or 

tutee. Choose a topic or lesson plan for both students to discuss. After the 

allotted time, follow up with the students to discuss their questions and gain 

an idea of how the process went.  

https://en.wikipedia.org/w/index.php?title=Simulation-based_learning&action=edit&redlink=1
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3. Student-Generated Test Questions: After finishing a lesson plan, ask 

students to prepare between three and five test questions of their own 

related to the lesson material. Next, explain that your students must also 

create the related answersto the questions they come up with.  

4. Fishbowl: Have a medium-sized group of students sit at the front of the 

classroom and openly discuss an assigned topic so the entire classroom can 

hear. Once this portion of the activity is complete, have the remaining 

students repeat the activity.  

5. Prodigy Game: Set up your free parent or teacher account and have your 

student activate their own account. In minutes, your student(s) will be 

mastering their math skills in exciting math battles against in-game 

characters.  

6. Make a Mnemonic: Break your students into groups and give them writing 

materials, allowing the allotted time to work together to make their own 

mnemonic related to course material. Challenge them to present their 

mnemonic to the class.  

7. Field Trip Activities: Use field trips to deploy the pedagogy of experiential 

learning by mapping the information taught in class to real-life examples in 

the outside world.  



 

      

19 

Inclusive Education  
 

Inclusive education is a contested concept that defies precise definition (Göransson 

and Nilholm, 2014). Although there is a broad understanding that it involves “a 

process of increasing participation and decreasing exclusion from the culture, 

community and curricula of mainstream schools” (Booth and Ainscow, 2002), it is 

contentious because not everyone agrees that it is possible to educate all children 

together, and even where there is agreement, there are debates about how this can 

and should be achieved (Warnock and Norwich, 2010). The starting point for 

inclusive pedagogy is an acknowledgement of the contested nature of inclusive 

education and the consequent variability in practice.  

 

In education, differences can be opportunities, not a philosophy in themselves, but 

rather the ways and means to cope with a series of situations. In both traditional 

education systems and in alternative programmes, classes must be organized as an 

exploration or investigation in a problem solving framework, on an individual or 

group basis. Teachers are not confined to just conveying knowledge: they must 

organize and provide support and guidance to students through the process of 

teaching and learning. In addition, they ensure that students can adapt to new 

situations. Differentiated training and instruction allow the unlocking of the 

potential of each student. When the learning environment in which students 

function is organized in such a way as to facilitate engagement and interaction, 

when cooperation is appreciated and encouraged, homework and learning 

materials are optimized, freedom of thought and expression is guaranteed, 

students become active and willing to take on current challenges.  

 

Inclusive pedagogy focuses on improving the quality of mainstream education and 

the role that schools can play in reducing inequality in attainment outcomes by 

reducing variability in practice.  
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WHAT ARE THE 3 MOST IMPORTANT SKILLS? 

The results from the relevant questions of the needs analysis are pointed out below 

and conclude to Entrepreneurial skills, Technical skills (ICT tools & graphic design) 

and Soft skills (creative problem solving). 

 

Q14. In your opinion, which skills would you like to improve in order to increase 
your employability? (You can choose more options.) 

 
Participants identified entrepreneurial skills in marketing their work and possibly 
setting up a business (42,9 %, N=97) as the most common skill they want to improve 
to increase their employability, followed by: creative problem solving (31 %, N=70) 
and use of ICT tools (29,6 %, N=67).  
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Q15. Which skills, in general, would you like to improve? (You can choose more 
options.) 

 
Participants have the greatest need for improvement of technical skills - ICT use, 
graphic design, film/music/photography production etc. (72,1 %, N=163).  
 
Q16. In your opinion, which business related skills, must young artists and creative 
individuals have in order to be become successful on the job market and are 
currently not met on a national level? (You can choose more 
options.)

 
Participants identified three most common business related skills young artists and 
creative individuals must have in order to be become successful on the job market 
and are currently not met on a national level: keeping up-to-date with changes in 
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technologies and legislation (52,2 %; N=118), economic, management, 
entrepreneurial and strategic skills (51,3 %; N=116), and soft skills (50,4 %; N=114).  

 

According to the majority of respondents, the results and the Needs Analysis, the 

three most important topics are:  

1. Entrepreneurship skills  

2. Technical skills (ICT use & graphic design, data protection and copyrights) 

3. Soft skills (communication, problem solving and team work) 
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TRAINING   MODULE   OUTLINE 

« Entrepreneurship» 

LESSON TITLE DESCRIPTION  

«Entrepreneurship» Entrepreneurship is an individual’s ability to turn ideas into 

action. It includes creativity, innovation and risk-taking, as well as 

the ability to plan and manage projects in order to achieve 

objectives. It is seen as vital to promoting innovation, 

competitiveness and economic growth. Fostering entrepreneurial 

spirit supports the creation of new firms and business growth. 

However, entrepreneurship skills also provide benefits regardless 

of whether a person sees their future as starting a business. They 

can be used across people’s personal and working lives as they 

encompass creativity, initiative, tenacity, teamwork, 

understanding of risk, and a sense of responsibility. 

 

ΤHEMATIC SUBUNITS 

Starting a Business No matter what type of business someone starts—selling physical 

products, offering up your services on a contract basis, building a 

digital product, or launching a startup—there are going to be ups 

and downs. It's incredibly important to set realistic expectations, 

to be self-motivated, willing to make many sacrifices and be as 

best prepared as possible. 

The most important topics to be covered are: 

 Writing a business plan  

 Searching for funds 

 Promotion  

 Budgeting and Financial Management 

 Sales & Customer relations 

 

 

LEARNING 

RESULTS 

Students will be able to  

 Develop a business plan  

https://www.thebalancesmb.com/small-business-plans-4161640
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 Identify financial resources and understand the importance 
of good budgeting 

 understand your role in achieving good customer 
relationship management  

 be able to identify and respond to customers needs, 
expectations & issues  
 

DIDACTIC AND 

LEARNING 

METHODS 

 

Lectures, Interactive Teaching, Educational Videos, Project Work, 

Case Studies  

EVALUATION 

 

Project  

 

 

TIME  TABLE 

 

 

Starting a Business: 6 day, 30 didactic hours  

SUGGESTED 

BIBLIOGRAPHY 

 

https://www.ilo.org/wcmsp5/groups/public/---ed_emp/---
emp_ent/---
ifp_seed/documents/instructionalmaterial/wcms_436201.pdf 
 
https://www.ilo.org/wcmsp5/groups/public/---americas/---ro-
lima/---sro-
port_of_spain/documents/publication/wcms_224329.pdf 
 
https://startupclass.samaltman.com/ 
 
 http://www.eventscotland.org/assets/178 
 
http://public-files.prbb.org/intervals/docs/4505824-Mckinsey-Starting-
Up-Business-Planning-Manual.pdf 

 

 

 

 

https://www.ilo.org/wcmsp5/groups/public/---ed_emp/---emp_ent/---ifp_seed/documents/instructionalmaterial/wcms_436201.pdf
https://www.ilo.org/wcmsp5/groups/public/---ed_emp/---emp_ent/---ifp_seed/documents/instructionalmaterial/wcms_436201.pdf
https://www.ilo.org/wcmsp5/groups/public/---ed_emp/---emp_ent/---ifp_seed/documents/instructionalmaterial/wcms_436201.pdf
https://www.ilo.org/wcmsp5/groups/public/---americas/---ro-lima/---sro-port_of_spain/documents/publication/wcms_224329.pdf
https://www.ilo.org/wcmsp5/groups/public/---americas/---ro-lima/---sro-port_of_spain/documents/publication/wcms_224329.pdf
https://www.ilo.org/wcmsp5/groups/public/---americas/---ro-lima/---sro-port_of_spain/documents/publication/wcms_224329.pdf
https://startupclass.samaltman.com/
http://www.eventscotland.org/assets/178
http://public-files.prbb.org/intervals/docs/4505824-Mckinsey-Starting-Up-Business-Planning-Manual.pdf
http://public-files.prbb.org/intervals/docs/4505824-Mckinsey-Starting-Up-Business-Planning-Manual.pdf
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«Technical skills» 

LESSON TITLE DESCRIPTION  

«Technical skills» Technical skills are the abilities and knowledge needed to 

perform specific tasks.  Technical skills can be defined 

as technology-based hard skills, which includes (but is not limited 

to) computer skills and abilities associated with computing. Like 

hard skills, they represent the knowledge required to accomplish 

specific tasks or use certain tools. 

 

ΤHEMATIC SUBUNITS 

ICT Information and communications technology (ICT) skills refer to 
one’s ability to converse with people through various 
technologies. Similar to information technology (IT), ICT refers to 
technology use for regular, everyday tasks:  

 Email Management and Setup 

 Online Research 

 Online Collaboration  
 

Social media Social Media skill set in order for an artist to be able to present 
thyself and their work are: 

 Social Media Platforms (Twitter, Facebook, Instagram, 
LinkedIn, etc.) 

 Networking 

 Web Analytics 

 Copyrights  

 Data protection 

Graphic Design Graphic design is the process of visual communication. Graphic 
designers create and combine symbols, images and text to form 
visual representations of ideas and messages. That is why the 
basic knowledge of the most important tools of graphic design 
(Photoshop, Illustrator & InDesign) are important for our artists 
in order to present online their work in the most effective way.  

 

LEARNING 

RESULTS 

Trainees will be able to  

 Create, maintain, and manage a public online presence  

 Utilize relevant applications of tools and technology in the 
creation, reproduction, and distribution of visual messages. 

 Apply graphic design principles in the ideation, 
development, and production of visual messages. 
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 Selecting appropriate media to obtain or transmit 
information 

 Representing information in the appropriate format for the 
intended audience.  

 Develop social media marketing goals and objectives.  

 Establish a process for dealing with negative comments 
 Examine copyright issues related to social media 

 

DIDACTIC AND 

LEARNING 

METHODS 

Lectures, Practice, Interactive Teaching, Project Work 

EVALUATION Project  

TIME  TABLE 

 

ICT: 1 day, 4 didactic hours of theory and practice  

Social Media: 3 days, 15 didactic hours of theory and practice 

Graphic Design: 12 days, 60 didactic hours of theory and practice 

(Photoshop / 30 hours, Illustrator / 15 hours, InDesign / 15 hours)  

SUGGESTED 

BIBLIOGRAPHY 

 

http://academy.quintly.com/courses/free-social-media-analytics  

https://buffer.com/resources/gdpr-social-media 

 

 

http://academy.quintly.com/courses/free-social-media-analytics
https://buffer.com/resources/gdpr-social-media
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«Soft skills» 

LESSON TITLE DESCRIPTION  

«Soft skills» The Collins English Dictionary defines the term "soft skills" as 

"desirable qualities for certain forms of employment that do not 

depend on acquired knowledge: they include common sense, the 

ability to deal with people, and a positive flexible attitude." 

 

Soft skills are a cluster of productive personality traits that 

characterize one's relationships in a milieu. A definition based on 

review literature explains soft skills as an umbrella term for skills 

under three key functional elements: people skills, social skills, 

and personal career attributes. Soft skills are sometimes referred 

to as transferable skills or professional skills.  

 

ΤHEMATIC SUBUNITS 

Communication Effective communication skills will be helpful through the 
interview process and in your career overall. The ability to 
communicate involves knowing how you should speak to others 
in different situations or settings. For example, when working 
with a team on a project, you may need to communicate when 
you believe an idea or process ineffective. Finding a way to 
tactfully and skillfully disagree with others on the job without 
creating conflict is an important skill that employer’s value. 

Key words: oral speaking capability, written, presenting, listening, 
clear speech & writing. 

 

Problem solving Problem solving does not just require analytical, creative and 
critical skills, but a particular mindset: those who can approach a 
problem with a cool and level head will often reach a solution 
more efficiently than those who cannot. The ability to know who 
can help you reach a solution, and how they can do it, can be a 
great advantage. 

Employers highly value people who can resolve issues quickly and 

effectively. That may involve calling on industry knowledge to fix 

an issue immediately as it occurs, or taking time to research and 

consult with colleagues to find a scalable, long-term solution. 
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Teamwork Working in a team towards a common goal requires the intuition 

and interpersonal acumen to know when to be a leader, and 

when to be a listener. Good team players are perceptive, as well 

as receptive to the needs and responsibilities of others. 

Key words: cooperative gets along with others, agreeable, 
supportive, helpful, and collaborative. 

 

LEARNING 

RESULTS 

The trainees will be able to: 

 Ask questions to clarify others’ ideas and emotions 

 Express their feelings in an open but non-threatening way 

 Listen carefully to others 

 Be responsible for their own success as well as for the success of 
the team 

 Deal effectively with potential conflict in an easy and timely 
manner 

 Enhance collaboration and cooperation 

 Make teams more cohesive and unified 

 Build trust and teamwork in the workplace 

 Make effective team decisions and plans 

 Learn how to utilize teamwork training activities 
 

DIDACTIC AND 

LEARNING 

METHODS 

Lectures, Practice, Interactive Teaching, Educational Videos, 

Project Work 

EVALUATION Multiple Choice Test, Quick Response Questions, Test 

Development Questions, Problem Solving, Written Work 

 

TIME  TABLE 

 

Communication : 1 day, 4 didactic hours / 2 hours of theory (that 

will include videos)  + 2 hours of activities (that will include case 

studies) 

Problem Solving: 1 day, 4 didactic hours / 1 hour of theory + 3 

hours of activities (that will include case studies)  

Teamwork: 1 day, 4 didactic hours / 1 hours of theory + 3 hours of 

activities (that will include case studies + role playing) 

SUGGESTED 

BIBLIOGRAPHY 

 

https://www.dol.gov/odep/topics/youth/softskills/Communication.pdf 

 

https://www.aeseducation.com/programs/businesscenter21-course-list-

catalog/business-communication 

https://www.dol.gov/odep/topics/youth/softskills/Communication.pdf
https://www.aeseducation.com/programs/businesscenter21-course-list-catalog/business-communication
https://www.aeseducation.com/programs/businesscenter21-course-list-catalog/business-communication
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https://www.aeseducation.com/programs/businesscenter21-course-list-

catalog/written-communication 

 

https://www.dol.gov/odep/topics/youth/softskills/Problem.pdf 

 

https://www.dol.gov/odep/topics/youth/softskills/Teamwork.pdf 

 

http://www.unice.fr/crookall-

cours/teams/docs/team%20Successful%20teamwork.pdf 

 

https://www.dol.gov/odep/topics/youth/softskills/SoftSkills-videos.htm  

 

https://www.aeseducation.com/programs/businesscenter21-course-list-catalog/written-communication
https://www.aeseducation.com/programs/businesscenter21-course-list-catalog/written-communication
https://www.dol.gov/odep/topics/youth/softskills/Problem.pdf
https://www.dol.gov/odep/topics/youth/softskills/Teamwork.pdf
http://www.unice.fr/crookall-cours/teams/docs/team%20Successful%20teamwork.pdf
http://www.unice.fr/crookall-cours/teams/docs/team%20Successful%20teamwork.pdf
https://www.dol.gov/odep/topics/youth/softskills/SoftSkills-videos.htm
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Minimum Number of Students  

Class size has a great impact on the quality and effectiveness of teaching. The smaller 

class sizes are simply more satisfactory because they allow for more individual attention 

by improving the quality of learning reducing the number of stressful interactions. 

Packing too many students in one class can have detrimental consequences even for the 

most experienced teachers of the field. A minimum class size of 6-8 would be optimal, 

especially for the courses that require practice.  

Classes with 14-16 students or more should be divided in groups of 3-4 students where 

the level of knowledge and competences is pretty much the same so the trainer can  

supervise and help students effectively.  

Characteristics of the Trainer   

1. Relevant Bachelor Degree (BA) with the course they will teach (required) 

2. ICT skills (required) 

3. Pedagogical knowledge (either a degree or an seminar attendance) (required)  

4. Proven experience in Adult Education & Training (required) 

5. A Master Degree (MA) is optional.  

6. Relevant work experience is desired but not required.  
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